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Que signifie “COMPRESSION” ?

Une information vidéo peut étre divisée en trois parties :

= Les éléments de base (éléments essentiels)

= Les éléments redondants (réepétitifs)
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Que signifie “COMPRESSION” ?

La compression essaye de reduire les elements
redondants et irrelevants du signal vidéo.

Malheureusement la limite entre ces différents
élements constitutifs de I'image est floue.




“COMPRESSION” TRANSPARENTE ou NON ?

La quantité d’eéléements redondants et irrelevants dans un
signal vidéo déepend de la complexité de la scene.

Complexité signifie :
= |le nombre de détails fins (information spatiale)

Le pourcentage d’élements redondants et irrelevants est
donc fonction du contenu et du temps.




* COMPRESSION SPATIALE
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* COMPRESSION TEMPORELLE
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* “COMPRESSION" et “DCT”

Aujourd’hui, pratiguement tous les systemes de
compression efficaces utilisent une methode dite
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* “COMPRESSION” et “DCT” (2)

= Le domaine spatial est déterminé par la grille
d’échantillonnage (4:2:2) ou chaque pixel a une valeur,
fonction de son intensite.

= Cette transformation transpose le signal video du
domaine spatial au domaine de frequences.




“COMPRESSION” et “DCT” (3)

= Cette transformation transpose les pixels (groupés
généralement 8 x 8 ou block de 64 pixels) en un bloc
DCT avec le méme nombre de coefficients.

= Chaque bloc DCT est une matrice 8 x 8 de coefficients
determinant I’énergie par fréquence.

Il est important de noter que cette transformation
n'ajoute ou ne soustrait aucune information.
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“COMPRESSION” et “DCT” (4)

= Premiere phase = Transformation DCT
= La seconde phase est la “QUANTIFICATION” des coefficients.

= Chaque coefficient DCT est multiplié par un facteur de la
TABLE DE QUANTIFICATION et ensuite ARRONDI.




“COMPRESSION” et “DCT” (5)

PONDERATION = adapter I'importance de chaque coefficient au
systeme visuel humain.

L’'oeil humain est moins sensible aux détails fins et a la couleur

= La table de droite représente cette pondération
arrondie des coefficients DCT.

L’efficacité d’un systeme de compresssion résulte donc dans la

PONDERATION des coefficients DCT car c’est la que réside la perte
définitive d’information.




* "COMPRESSION" et "M-JPEG”

= JPEG (Joint Photographic Experts Group)
a établi le premier standard de compression
pour image fixe pour photo journalistique.

=M-JPEG (Motion-JPEG)




* “COMPRESSION” et “M-JPEG” (2)

M-JPEG (Motion-JPEG) consiste en trois étapes :

= La transformation du signal Video SDI en DCT
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La famille DV-Based

Le schéma suivant décrit un systeme de contre-reaction
bi-dimensionnel (compression intraframe).




MPEG-2

Le MPEG-2 utilise un systeme tri-dimensionnel se basant sur la
redondance entre images successives (compression interframe)




* MPEG-2 (2)

= | frame : compression intraframe
contient toute I'information, similaire a du JPEG

= P frame : image prédite, contient de
I'interpolation avant ou prediction




* MPEG-2 (Group Of Pictures)

Prédiction /_\ /\
bidirectionnelle

P/B:
GOP



* MPEG-2 : COMPRESSION




* MPEG-2 : COMPRESSION (2)




* MPEG-2 : Différents GOP

Transmission

12 en 50 Hz
16 en 60 Hz




* Motion Compensation




* Motion Compensation (2)




* Motion Compensation (3)

On peut donc recréer un objet a partir d’une image précédente en
bougeant simplement une partie de I’image a un autre endroit.




MPEG-2

Max Bit-Rate (Mbps

Profile Simple Main SNR Spatial High 422
Frame types | &P I.P&B |[I,P&B |I,P&B|I,P&B |I,P&B
Level
Chroma sampling 4:2:0 4:2:0 4:2:0 4:2:0 4:2:0 & 4:2:2
4:2:2
Samples/line 1920 1920
High Lines/frame 1152 1152
Frames/sec 60 60
Max Bit-Rate (Mbps) 80 100
High Samples/line 1440 1440 1440
1440 Lines/frame 1152 1152 1152
Frames/sec 60 60 60
Max Bit-Rate (Mbps) 60 60 80
Samples/line 720 720 720 720 720
Main Lines/frame 576 576 576 576 608
Frames/sec 30 30 30 30 30
Max Bit-Rate (Mbps) 15 15 15 20 50
Samples/line 352 352
Low Lines/frame 288 288
Frames/sec 30 30
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Commutation et Montage Vidéo compressee

* En production vidéo, commuter et monter sont
des operations de base.

e On se souviendra des problemes poseés par la
commutation des signaux Pal ou NTSC
(sequences a 4 ou 8 trames, “color framing”...)

SDI




Commutation et Montage Vidéo compressee (2)

 Malheureusement I'histoire se repete et le systeme
MPEG-2 concu pour la distribution et la transmission
réintroduit ces difficultés de montage et de commutation

a cause du GOP.

Pour éviter cela on commute régulierement les
signaux MPEG-2 dans le domaine vidéo SDI.

(Déecodage/Recodage) ou GOP par GOP.




MPEG-4 : Principes

Les concepteurs du MPEG essayent d’éviter I’obsolescence.

Deux principes sont adoptes :

1 — on définit le signal entre le codeur et le décodeur au lieu de définir ces
codeurs et decodeurs eux-mémes.

2 — on définit des améliorations en gardant la compatibilté descendante.




* MPEG-4 : Principes (2)

 Le MPEG-4 comme le MPEG-2 utilise la
technique des coéfficients DCT bloc par bloc.

o Cependant dans certaines parties de I’image, les
coefficients d’un bloc sont tres similaires a ceux du

bloc suivant.




* MPEG-4 : Principes (3)

e Si on considere uniquement une image complete le MPEG-4 fait
un peu mieux que le MPEG-2 mais probablement pas suffisament
plus (on estime a 15 % en codage normal) que pour détroner le
MPEG-2 utilisé en transmission et sur les DVD.

 En fait le MPEG-1 et MPEG-2 travalllent sur des I Images entleres

 Et c’est dans ce domaine que réside tout le potentiel du MPEG-4.




MPEG-2 /| MPEG-4

MPEG-2 MPEG-4
Codage image Codage objets
DCT DCT
Prédiction coeff DC Prédiction coeff DC

Prédiction coeff AC
Simple scanning coeff 3x scanning de coeff
VLC/RLC VLC/RLC




MPEG-2 / MPEG-4 (2)

RENDU - Encodeur Décodeur
OBJET . Composition MPEG-2 MPEG-2

Carte graphique
MPEG-2 Vidéo out
Bit stream

Encodeur RENDU —

MPEG-4 OBJET l Composition

Décodeur MPEG-4

MPEG-4

Bit stream L
Données Données Vidéo out

objets composition Données interactives
de l'utilisateur



MPEG-4 : Les objets

Les quatre types d’objets que le MPEG-4 manipule.

Objet
visuel

Objet
animation

personnage
\ ou figure




MPEG-4 : Les objets (2)

Objet
visuel
Un objet vidéo est une surface Obijet
texturée de forme arbitraire - 2l ion
. personnage
qui change dans le temps : ou figure

tandis qu’une image fixe ne
change pas dans le temps.

Texture Structure

Cependant on peut en donner
I’illusion.

Si un fond a une dimension beaucoup plus importante que la
z0ne d’affichage, si on déplace cette fenétre d’affichage en

face du fond, on donne une illusion de mouvement.




MPEG-4 : Les objets (3)

Le MPEG-4 standardise
egalement le moyen d’envoyer

Objet

animation des formes tri-dimentionnelles
personnage ’ . . .
ou figure d’un objet virtuel (mesh object)
ainsi que le moyen de lui
Texture Structure appliquer sa texture.

On peut donc manipuler n’importe quelle forme d’objet.
e décodeur recree chaque objet en fonction du point de
vision selectionne.

Ou il n’y a pas d’objets, le decodeur ajoute le fond.




MPEG-4 : Les objets (4)

Objet

- Dans des applications telles que le
e vidéophone et la video conférence,
2D animation le MPEG-4 supporte un type
@ personnage , .g- . .
: ou figure spécifique de « mesh object » qui

peut étre une figure humaine ou une
figure et un corps.

Structure

E
Texture s

A ce point on quitte la téléevision et la vidéo.
On oublie les trames et les tableaux de pixels.
On considere maintenant I’apparence d’un objet qui

change dans le temps.




MPEG-4 : Les objets (5)

Objet
visuel

Objet
animation
personnage
ou figure

Texture Structure

« warping ».
Il échantillonne la surface de I’objet par une série de point. Les point forment
une structure appelée « mesh » (maille).
Le MPEG-4 peut déformer ces mailles en envoyant des vecteurs pour bouger
ces points.
Quand les points bougent on interpole la texture dans le décodeur afin de
s’adapter a la nouvelle forme.




* MPEG-4 : Les objets (5)

De cette maniere des objets en mouvements qui
demanderaient des différences énormes d’image a

Image dans le domaine de la video, peuvent étre
codes en MPEG-4 avec quelgues vecteurs.




* H.264 /| AVC

e (C’est un nouveau standard industriel permettant une
compression des données 2 a 3 fois plus efficace que les
technologies MPEG existantes.

« C’est un nouveau profil du MPEG-4 qui vient compléter le
MPEG-4 SP et ASP.

 Les tests effectués par des laboratoires spécialisés attribuent a




* H.264 / AVC (2)

Vaisila guerne destienmats est euvertie avec WM9ren
demande dernermalisation:




ISO/IEC — Les standards

International Organization for Standardization

International Electrotechnical Commission

H.261 (1984) 64kbps
MPEG-1 1.1 Mbps
MPEG-2 > 2 Mbps




* WAVELET (Ondelette)

e La compression par « ONDELETTES »
consiste a considerer les zones d’une image
contenant de fortes variations de contraste
comme des hautes fréquences.

COmpreSSiOn DWT (piscrete Wavelet Transform)




* WAVELET (Ondelette)

» On extrait les hautes frequences (qui sont
les contours des objets) et on les garde telles
quelles par une compression non destructrice.




* WAVELET (Ondelette)

 Cette compression est donc destructrice
malis nettement moins que le JPEG.

 Cette compression par ondelettes est utilisée
par la norme JPEG 2000.




* TELEVISION NUMERIQUE

DV/DVCPRO/DVCAM/IMX _
=




* Tranfert des Fichiers

En telévision il y a deux moyens de
transférer les fichiers vidéo.

e Sous forme de flux continu : comme
de la vidéo = ST (serial Digital Transport Interface)

=P




* FLUX CONTINU - SDTI

Norme SMPTE 305M

@/ rl:lux SDTI

&

Utilisateur



ﬁ FLUX INTERACTIF - FTP

File Transfer Protocol - INTERNET

Source

lux bidirectionne Utilisateurs



Transfert de données numériques

"] comeasame |



ﬁ LE SDTI

(SMPTE 305M )

270Mbps

Compressed

DATA+ECC




LE SDTI - CP

Serial Digital Transport Interface — Content Package
(SMPTE 326M )
» C’est un « conteneur » développé pour transmettre un

flux d'images (fixes ou mouvantes), de I'audio, des
données et des métadonnées sur des réseaux.

e es paguets de données sont gérés de la méme maniere
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ARCHIVAGE

* Espace : optimiser I'espace de stockage en
utilisant un media compact

 Format : nous allons tous vers la télévision
numerique — cassette, disque numérique

(METADATA)




* Processus de fabrication

De I'acquisition au produit fini

Produit fini

Post-production




!| Processus de fabrication (2)

] Metadata
Cheminement

classique

Archivage




!| Processus de fabrication (3)

] Metadata
Cheminement

Intégreé

Archivage




* Processus de fabrication (4)

Intégration des Metadata
de I'acquisition au produit fini

= archivage automatique

Archivage
B i J

Intégration




FORMAT FICHIERS & METADATA

De nombreux formats de fichiers Audio, Vidéo et
données existent aujourd’hui.

= Fichier DIF(DV, DVCAM, DVCPRO)

= Fichier AVI (type 1DV, type2DV, Canopus DV, Matrox AVI-DV, Microsoft AVI...)
= QuickTime Apple, QuickTime Avid

= Windows Media (dernier né WM9 en cours de normalisation au SMPTE)

= Real Video = WAV — BWF
= MPEG-1 (VCD) = AIFF (Audio Interchange File Format)




* FORMAT FICHIERS & METADATA

Il serait intéressant de

standardiser




* FORMAT FICHIERS & METADATA

AAF & MXF

AAF : Advanced Authoring Format

[—I
=




ﬁ FORMAT FICHIERS & METADATA

Ces formats de fichiers (WRAPPER)
devraient permettre un meilleur
cheminement des

données (essence)



Commentaires du présentateur
Commentaires de présentation
AAF is also the result of an industry wide development, again customers and manufacturers are well represented with many well known leading players amongst them.

AAF is very much a collaborative undertaking, Avid for example has contributed the greater part of the functionality through its experience with OMFI, whilst Microsoft has provided many of the tools to aid its implementation. Most recently Sony has been instrumental in developing the tools to allow MXF to be recognised as a subset of AAF.

Whereas MXF is essentially a “wrapper” for the exchange of media AAF includes considerable support for compositional data as well. A data rich AAF file could well be likened to handing over all the source material, rendered effects and the EDL all in one convenient package. A suitably aware application could use the AAF data to completely rebuild the edit from its component parts, or simply extract data of specific interest, e.g. audio, and add some additional value to the composition.


ﬁ FORMAT FICHIERS & METADATA

Le format de fichier AAF a été concu
par une association de fabricants afin
d’'assurer un passage aise de
TOUTES les informations
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AAF is also the result of an industry wide development, again customers and manufacturers are well represented with many well known leading players amongst them.

AAF is very much a collaborative undertaking, Avid for example has contributed the greater part of the functionality through its experience with OMFI, whilst Microsoft has provided many of the tools to aid its implementation. Most recently Sony has been instrumental in developing the tools to allow MXF to be recognised as a subset of AAF.

Whereas MXF is essentially a “wrapper” for the exchange of media AAF includes considerable support for compositional data as well. A data rich AAF file could well be likened to handing over all the source material, rendered effects and the EDL all in one convenient package. A suitably aware application could use the AAF data to completely rebuild the edit from its component parts, or simply extract data of specific interest, e.g. audio, and add some additional value to the composition.


* FORMAT FICHIERS & METADATA

= Le format AAF a éte concu pour I'authoring
(fabrication d’un produit) et la post-production.

= Jusqu’'a présent on utilise des formats
proprietaires qui rendent difficile sinon impossible
I’échange des informations d’une application a
I"autre.




* FORMAT FICHIERS & METADATA

Le format AAF préserve non seulement le
contenu audio et vidéo
iIndépendamment de I'algorithme

de compression ou vidéo non comprimeée,
mais tous les métadata associes, tels que
temps code, effets utilisés, EDL, graphique 3D




* FORMAT FICHIERS & METADATA

En fait le fichier AAF
prend le contenu du
programme (essence et
métadata) et le place dans
un EMBALLAGE
(WRAPPER), ajoute une




* FORMAT FICHIERS & METADATA

Ainsi une application compatible AAF peut lire
I’étiquette et afficher le contenu du colis (Fichier).

Cette application, si adéquate, peut ainsi travailler
le contenu.




Mo<—
* MXF

= Material Exchange Format
= Format coordonné par le forum Pro-MPEG

= Développé pour faciliter 'échange des
données “prétes a I'antenne”

= Supporte plusieurs types de transport
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Okay, hands up all of you who can honestly say that they knew what MXF stood for!

We’ll be spending time to look at MXF in more detail shortly, at this point we’ll just highlight the key features.

MXF is not the work of one manufacturer, or even a tightly knit clique. The work is all carried out under the auspices of the Pro-MPEG forum, an industry wide body with some 130 members representing manufacturers and end-users alike.

MXF is essentially designed for the exchange of basic media data and simple edited sequences. As we shall see it lacks the rich compositional metadata that AAF offers. The format is suitable for many different transport methods, such as point to point file transfer, streaming, conventional disk based operations, etc.

Although work is well advanced MXF is not yet an “official” industry standard, but is well on its way to becoming one. The final submission to SMPTE  should be taking place any time now 


MXF et FORMAT VIDEO

Le format MXF préserve non seulement le contenu audio et vidéo
iIndépendamment de |'algorithme de compression ou vidéo non
comprimeée ainsi que les métadata associés.

Le format MXF garantit la lecture de I’étiguette mais pas

nécessairement de I’essence (contenu audio/vidéo qui peut étre
sous différentes formes, DV, DVCPRO, MPEG...)




MXF de lI'intérieur

= Un fichier typique a trois composantes

Information essentielle sur fichier

L J
Instructions de décodage

Header Bo.dy Foqrter

. , ( J o 0 2
Media et métadonnées associées

Données essentielles
inconnues avant la
fin de I'encodage
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In this part of our presentation we’ll be taking you inside MXF in order to introduce the key components and show how they are used.

A typical MXF file has three components, Header, Body and Footer.

The header is very much the key to the entire file. It contains a lot of data about the file as a whole, such as the media content, tracks and so forth.

The body constitutes the majority of the data, typically this will be the media together with any associated metadata.

The footer, if present, also contains essential file data. It might include a repetition of some or all of the header, or include data that cannot be known until the file is complete.


* Unique Material IDentifier

= La matiere est identifiee de l'intérieur
= Le nom de fichier peut étre change
= Important pour les operations de streaming

= UMIDs sont unigues
= UMID de base
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Before we do that let’s spend a couple of minutes talking about the Unique Media Identifier, or UMID for short.

One of the big problems with relying on a filename to identify a piece of media is that it is too easily changed. Also its length is likely to be restricted by file system constraints. When media is being streamed the concept of a file name disappears altogether, so an alternative identification technique is needed.

UMIDs satisfy that need. Not only are they globally unique but they are contained INSIDE the file. This means that even if the name is changed it is still possible to locate the media by inspecting the file contents – it will take a bit longer of course but the end result is that if the media is located it is guaranteed to be correct.

UMIDs come in two flavours, basic and extended. Basic ones are typically used to identify a complete clip or edited package. These are used extensively by MXF and AAF


* Unique Material IDentifier

= UMID étendu

= ldentifie les images individuelles dans le
clip ou la composition audio/video

= Inclus le UMID de base qui identifie le clip
ou la composition elle-méme



Commentaires du présentateur
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The extended UMID makes it possible to identify individual frames within a clip or composition. Note that it does include the basic UMID so all frames belonging to a single composition are automatically identified as such.

How do you guarantee uniqueness you may ask. This is ensured by basing part of the UMID on factors such as time, latitude, longitude, altitude, etc.

Maybe it won’t be quite as obvious as this but before long GPS adaptors will be as common a camcorder accessory as the battery pack.


Unique Material IDentifier

A

Extended UMID (64Byte)

Update Information

Fix Information

* Basic UMID pie Signature Metadata
Material 1D When Where Who
. A » A AL A
Universal Label L :\T:t- Material Number Time/Date Position Country | Org User
12 bytes 1/3 16 bytes 8 bytes 12 bytes 4 4 4
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The extended UMID makes it possible to identify individual frames within a clip or composition. Note that it does include the basic UMID so all frames belonging to a single composition are automatically identified as such.

How do you guarantee uniqueness you may ask. This is ensured by basing part of the UMID on factors such as time, latitude, longitude, altitude, etc.

Maybe it won’t be quite as obvious as this but before long GPS adaptors will be as common a camcorder accessory as the battery pack.


ﬁ Format KLV (SMPTE 336M)

= Key Length Value

Identifie la nature des données

Spécifie la longueur des données

Données réelles J
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Earlier we mentioned the concept of KLV formatting. KLV stands for Key Length Value.

Each block of data starts with a Key, which identifies the type of data. Keys are typically defined as part of the standards procedure, and can usually be looked up in data dictionaries. Keys are always of a known, standard length.

Following the key is the length value, this tells us how much data is associated with this key.

Finally we have the data itself, just what form this takes depends on the nature of the data, it might be text, graphics information, video compressed according to DV25, you name it.


Hiérarchie KLV

Livre | Long. Chapitres
Chapitre | Long; iges
Page Long. Mats
Mot Long. Lettres Mot Long. |Letires
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In many cases the data will itself be formatted as KLV. Here we have used the concept of a book, encoded as KLV, to illustrate the point.

At the top level is the book itself, the length of the data is the length of the book, each data element being one chapter of the book.

When we examine one of the chapters we find a similar structure. The key identifies it as a chapter, the length is its length, and the data comprises the pages that make up the chapter.

Down at page level the data represents the words on the page, which finally take us to the data representing the individual characters. Notice in this example how it is only when we get to the character data do we find a constant data length.


Relations entre Packages

Material
Package

File Packages lient les

Timecode

s Sequence :> Segment

Picture

Track Sequence :> Seg‘r.nent Segr'nent
Sound

B Sequence > SegTent

. Picture Essence
Container

Picture Essence
Container

Sound Essence
Container

444000040004



Metadonnées et MXF

Ajout des metadata
- de production, de
‘ @ ‘ scenes... au
Material Package
Acquisition

Génération des Stockage NLE
Prises de vues
metadata(UMID
TimeCode, GPS
Nr de caméra...

File Package 1 File Package 2
Timecode Track \ Timecode Track 7
Picture Track \ Picture Track /
Sound Track \‘ Sound Track /
Shot Track \ Shot Track
Shot-1 Metadata | Shot-7 Metadata Al Shof Metadata /] /
A \
g \ \‘. / / 4
flg ure Ies \ Timecode start value \ / /
\ ’/(e.g. — 00:00:00:00) \ / / /
PaCkageS \-1|||||||||||||||||||||||\1/|||||/|||||||/|||||||||||
Timecode Track
; Picture Track /
Material Sound Track 7
PaCkage Scene Track

| Scene-1 Metadata Scene-2 Metadata ‘ Scene-3 Metadata

+0rigin of
each track
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As a final look at the components of an MXF file we should not ignore the concept of open and closed headers, nor the use of Index Tables.

In an ideal world the file header should be a complete, self contained description of the file. This is relatively easy to achieve in a traditional file based scenario, where there is random access to any part of the file. Any information that was not known when the header was created can always be written later before the file is finally closed.

In the case of a streaming operation this is not possible. In such cases the header may well be left “open”, effectively a fancy term for incomplete! With such a file a footer is essential to explicitly close the file and provide the information missing from the header.

Index tables provide a means of locating information at random. The need for indexing depends to some extent on the nature of the data itself. With DV formatted media for example the size of a frame of data is fixed, so it is relatively easy to locate any given frame of video. With compression formats that have a variable frame size, such as MPEG, index tables are essential for random access. There can be just one table in the header or footer, or copies of the table can be distributed in body partitions throughout the file.


UMID / MXF et METADA externes

Synchronisme On-Air
UMID

MXF

=)

Ethernet

Acquisition

Authoring &=% <
Metadata Les metadata de

I'en-téte MXF permettent

de nouvelles utilisations Montage .
des contenus J Archivage
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As a final look at the components of an MXF file we should not ignore the concept of open and closed headers, nor the use of Index Tables.

In an ideal world the file header should be a complete, self contained description of the file. This is relatively easy to achieve in a traditional file based scenario, where there is random access to any part of the file. Any information that was not known when the header was created can always be written later before the file is finally closed.

In the case of a streaming operation this is not possible. In such cases the header may well be left “open”, effectively a fancy term for incomplete! With such a file a footer is essential to explicitly close the file and provide the information missing from the header.

Index tables provide a means of locating information at random. The need for indexing depends to some extent on the nature of the data itself. With DV formatted media for example the size of a frame of data is fixed, so it is relatively easy to locate any given frame of video. With compression formats that have a variable frame size, such as MPEG, index tables are essential for random access. There can be just one table in the header or footer, or copies of the table can be distributed in body partitions throughout the file.


* MXF / D10 (4:2:2 |-Frame)
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As a final look at the components of an MXF file we should not ignore the concept of open and closed headers, nor the use of Index Tables.

In an ideal world the file header should be a complete, self contained description of the file. This is relatively easy to achieve in a traditional file based scenario, where there is random access to any part of the file. Any information that was not known when the header was created can always be written later before the file is finally closed.

In the case of a streaming operation this is not possible. In such cases the header may well be left “open”, effectively a fancy term for incomplete! With such a file a footer is essential to explicitly close the file and provide the information missing from the header.

Index tables provide a means of locating information at random. The need for indexing depends to some extent on the nature of the data itself. With DV formatted media for example the size of a frame of data is fixed, so it is relatively easy to locate any given frame of video. With compression formats that have a variable frame size, such as MPEG, index tables are essential for random access. There can be just one table in the header or footer, or copies of the table can be distributed in body partitions throughout the file.


* AAF et MXF

= Le MXF a été concu principalement pour manipuler des
ou complets

= Streaming Broadcast et playout, archivage, etc.

post production
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So, what are the main differences between MXF and AAF. Where would you use one and not the other?

MXF is primarily there to facilitate the exchange of completed sequences, whereas AAF is aimed at interchanging packages in varying states of completion within a post production environment.

MXF is well suited to broadcast applications such as streaming, playout and archiving, Remember that its editing support is very limited, simple cuts only. Although MXF can reference external media its support for this is far less versatile than that of AAF, which can literally point to a video tape on a particular shelf in a given cupboard!


* CONCLUSIONS (1)

= Le MXF va permettre une mignation pas a pas de la
structure Audio/Video vers la structure IT.

MXF / AAF
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As for AAF this is already supported to some extent by most Avid editing applications. Import and Export functions are supported with a functionality that is similar to that obtained using OMFI. As with OMFI compositions can be exported together with their media, or simply with links to it, this being the most appropriate method for interchange between an offline and online edit for example.

At present the highest level of AAF interoperability is available with Avid’s Media Composer range.


* CONCLUSIONS (2)

= Passage de la connectivité flux (streaming)
a la connectivite fichier
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As for AAF this is already supported to some extent by most Avid editing applications. Import and Export functions are supported with a functionality that is similar to that obtained using OMFI. As with OMFI compositions can be exported together with their media, or simply with links to it, this being the most appropriate method for interchange between an offline and online edit for example.

At present the highest level of AAF interoperability is available with Avid’s Media Composer range.


* CONCLUSIONS (3)

= Le MXF va permettre I'interoperabilité entre
les differents Tlots existants aujourd’hui
(si essences compatibles)
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As for AAF this is already supported to some extent by most Avid editing applications. Import and Export functions are supported with a functionality that is similar to that obtained using OMFI. As with OMFI compositions can be exported together with their media, or simply with links to it, this being the most appropriate method for interchange between an offline and online edit for example.

At present the highest level of AAF interoperability is available with Avid’s Media Composer range.


* Adresses utiles

www.aafassociation.org
www.ebu.ch
WWW.Pro-mpeg.or
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As for AAF this is already supported to some extent by most Avid editing applications. Import and Export functions are supported with a functionality that is similar to that obtained using OMFI. As with OMFI compositions can be exported together with their media, or simply with links to it, this being the most appropriate method for interchange between an offline and online edit for example.

At present the highest level of AAF interoperability is available with Avid’s Media Composer range.


* Vidéo Trois Connexions Standardisees

Composite (Pal, Secam, NTSC)
Composantes analogiques (Y, U, V)
SDI (Serial Digital Interface)

Tout le reste est genéralement propriétaire
(SDTI, AAF, MXF, OMF, GXF...)

Seul I'emballage est standardisé
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As for AAF this is already supported to some extent by most Avid editing applications. Import and Export functions are supported with a functionality that is similar to that obtained using OMFI. As with OMFI compositions can be exported together with their media, or simply with links to it, this being the most appropriate method for interchange between an offline and online edit for example.

At present the highest level of AAF interoperability is available with Avid’s Media Composer range.


Christian DUMONT — Octobre 2003
chrisdumont@belgacom.net
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