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Reothr 8= B F 874 b, T RIROR BoR A 5 8748 44 K SR & L IF 44

2304 FE AL B B A 4\ B

PLAE , Library( SCHF %) A8 B AT LLVG ) 30 H ) Audio( 3 1) SCAHF & N %5 . Library( SCH4 &) MLE ) Audio( %
) S e I 2 S NE I H T A 3 85 S . M Finder/File Explorer( V7 ik /30 4 %5 V5 & P 2% ) #6 3) 3% 50
A, BAERON Library( SCHF ) MLE ) Audio( 35 40) SCE &, BT HES AN .

Xy Library( SCPF ) oA & ASC AT, 2 K 8 5000 35 30 A2 000 1 55 00 0 00 7 11 o

Library

£ Preview( FiUi) & F A, & AT LUAAE T3 Ok T 2035 A0, BUE #% Play (#5780 A1 Loop (1 4 4k i) #4241 #E 4T
AR TR

A5 FH i Sk 4281 (F e & 4% 1) W B IN(HE) AT OUT( ) si, 5 sl 4l AN 4% 4L, B nT 72 100 5 I 1) 3 1 #5780k 47
BN E, R ARER P EE S, B EHE - E .

3 38 I O\ 1 TR

TE 3 ) & B E 5V @), Storyboard B FE AT BLIR BIE N & St 59 H A 5 S04 N B 45 .

K6 0 5] (1) 35 A 4 N 1% % ¥ %1 T Record Voice Annotation( 5% il i % V3 fi#2) A1 Record Sound ( 3% i 7 %) % 1%
HE

17



H 3%

Record Sound Record a Voice Annotation

Cancel

Cancel

S H M &
SR A B R XMLU/AAF B 3 8 18 34 X B

S A XML 8¢ AAF 34T ¥ 1% ( File > Conformation > Export Project [3Z 4 ># 38 > 5 H 15 H 1) i 6F G 4E , LA
Ko S A A7 B ( File > Export> Bitmap [3C 18>S H > 47 &) (%15 HE , #9 din 1 26 33 .

o Expand Render Area to Artwork(F" BEHREXBRFEE) (BN EW T, SHE N0 s L aGmE Dk
SR o R SR R R 7 25 Y X 4K . 24 55 ] Expand Render Area to Artwork( # i 8 % [X 15, % 5 &)
B, SHE T BEREAE SR AE SR EEE SN X . Bk, 45t iha S Hm
SRR SR AR — A (W AR R AR BRI RS AL TS SR AL E X FE T DL
R b B G0 i A T

« Expand Render Area By (¥ B IE X 38R 7 =) : BRA WE A TE Y 545 ML 78 55 10 X 8, I 7% 315 HLAE
W 321 % %5 87 K 1% . Expand Render Area( # & & 4& X 38k) 3% T 5 F J5 , S5 HUHE R 40 16 X 45 K 7T fE 1)
AN RS . LY R HERE RS E 5 E L

FH B Harmony I EAT RZE

LAE W] LLAE VE G 3 5 I 7E Harmony (] Write( 5 ) 19 s Hh i I AR &R b i B 58 S0t B AR A1 ST 44 - N
Storyboard Pro ¥ 3% 5t 5 th #| Harmony i, 7] LL7E Custom Write Node Parameters( H & X5 AN 75 s & )
¥4 o fi 8 X AR /. Harmony 15 AT A 0] Y 148 & 41 R 0 1
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B W B

Export to Harmony( 5 ! #] Harmony) #1 Export Audio( 5 Hi & #) iy & #E 47 1 LA F S itk DLAf 4% N 5 AN X 15
HE A= B (1) A AR (7] S A A =i S i 46— 3.

o ULTE, ffi F Export Audio( F Hi & #1) fiy & B 7J LL7E file pattern( SCAF ) =B 48 € T X%, H
B0 1 F 3 5 2 R AR B IR SCHE e il A %s/Soundtrack SC A #E RCA B AN 1 55 61 8 B S
e o 3K P AE SCAF AR A SR Yos 1 3 AT RE G i 5, I B 4 S0 44 5 Export to Harmony (5 H F
Harmony) ) 3C 4 44 UL BE .

o {Ef# B Export Audio( 5 ! % 4%) 5% Export to Harmony( 5 4} 2| Harmony) iy 4 I, A BLAE ST 44 4
KA %k(E LK) TR, FFEENCHasERaR.

o BLYE, 76'S 1 F] Harmony B 48 F] %t 45 &, % 45 S0 04 1) 1E i i 4 #4431 Project Title( 351 H 5 i) ifi
i Project name( Tl H 4 X) -

o 7E 5 H | Harmony B {§i i Merge all Audio Tracks( & 3 BT & % #1) 2& Wb}, % 41 SC1F 42 0% A 1 8 3
B 4 5

(3!

o 3k B[R] 2l R 0 R B Sk B AT ALAL

TUAE | B 1) il 1) 326 58 29 M8 B S JB) T 20 ) — AN 8 G RE , 386 0 B 3k 20 A % Sk 0 mT DL 1k o M AT o R B Sk, B
| 7E Stage( M B) « Camera( 3214 41) F1 Panel( 43 i 5% 3k ) & 7 B 0 i 55 3k JB LK 22 1) — AN 40 (B AE &

FAREXERE

7€ Library( SCHE ) MR SN PDF AT Al SCHEEATT A, RE S A4 28 2 ¥ 1 File > Import > Vector
File..( XX > SN > K& XAF.....) WAHHE.

SVG SR W IR AN E] 7 3 N A
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PDF A1 Al ST A 3 i 100 3 N7 325, 5 SO B30 AOCRE B3 — A 70 i ok

R BF ¥ 56 2 Re

WAE, 7 )3 3l Storyboard Pro i}, 7] DL B 42 /& Wil Bt % A Final Draft SC A ( fdx. .fdr) B¢ Harmony 37 5t ]
#HIH .

AN, BT H F I T sbpz 5 .sboard T H &% =ik 17 .

e BB B0

FRATTNE ¥ A0 S A0 A B B R0 o3 A Sk T B L kB BRI RS WG AN L B E AT TR 3 o0 o I e Gk A AL B R
I H B ARSI AR .

Windows ff] Apple ProRes 3 £

%% T Windows & 4t [1) Storyboard Pro Bl &L JiF £ 3 5 N\ Apple ProRes % i [ 8 A5t o T AN AR i T
AL gs 5 O\ ProRes M4 ()3 BB T . 5 N Apple ProRes # 20 i #1351 16 75 F 22 3% QuickTime.

M A 447 3T FF SBPZ SC {4 It 3% # 35i H iR A&
M ir A AT AT IF SBPZ I, W LA A DA 2 303k 8 1 H 1) R o8 Wit A< B0 B A (645 W] ik SO e 4
e -openVersion

e -openlLatestVersion

Storyboard Wi H &7 R BT

£ Z Wi e A<, StoryboardPro Project Cache( Il H 22 17 ) St JEER N AL T Documents( 3CRY) SCAFE . T
Apple Al Microsoft #i 2= ¥ Documents( SC#Y) SCAF K [F 20 B =, LB IR AT HF SBPZ I H |, 1 &R 4 #8 %
H3 FAERARTH, A RERNLEMNRE, HM0 s AR RN

N R BT 8, StoryboardPro Tl H £ 17 (1 BRI A7 B OB 20

Windows: %LOCALAPPDATA%\Toon Boom Animation\StoryboardPro Project Cache
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macOS: SHOME/Library/Application Support/Toon Boom Animation/StoryboardPro Project Cache

¥ %1 3] OpenColorlO 2.2.0

Storyboard Pro 24 % i ] OpenColorlO il A B 2 =% 8] #% 4 55, 3+ H. 7E Storyboard Project Properties( Ji
H & 1) J 48 ¢ 5 o436 HE A1 ACES. 4000 Je i Fl At HiDPI Zi 2 i B SR 52 45 1 48 BRI 1) S FF .

AR A

k& Workspace( T{EIX) S 41, BT A JC X 32 AL E LR BR Pitch Mode View ( 78 7 455 =0 A0 &) 2% 2000 .
H %W

BRI EENF R

Preferences( B 1% 1) & 1 S8 — 3 |

Preferences( 1 1% 1) & [ ¥ 3% T K 88 2 % 11 2 000022 % A (a5 2, 9 EL0 4 8 3k TR 28 3 1) B 3L
fib ¥y B R A Ay H o, A A

T A A ) Search( % &) o7 Bt ml DL BE e 25 4% 16 Tl .

1. ff Search(## %) 7 Brrh 8 A A 7 SR IURT I % 10 1L U5 36 o BN T 22 0 20 4 /N 18 T
2. MEFE AR WU AT T RS B I WA DU o 1 O WU I R ST s, DL AR U B AL
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HP LRGN

278 Y[Ry Storyboard Pro 178 Y% 2 F2 40 5 B N A7 43 B 4% 1% 100 S R, AT LAYE Renderin( E 4¥) £
Advanced( & Z%) % T K ) Preferences( 1 3% ) 15 HE A7 ¥ B 26 F2 20 DL fEE v

R AR (0=F1 )
S

* bool setRenderimageAndVideo B % £\ ¥ il #1| ExportManager il A< 4 £2 £ 11, 70 ¥F exportToFCPXML
F1 exportTOAAF S it , TR & HiE KRB EG . HBINRE NE.

« f§i ] ExportManager.exportToMovie 3 t [ 3¢ # #% 8 i 7 “prores”.

BE
o 2 AR T B Harmony AR K F W SCIFRE L T — 1M %5 . SB-5507
o AT ZAEIENIT#HA 254 % 2] Harmony SB-5265

o 2% Show Status Bar( & 75 IR &5 #2) 1 3% T 2 B2 K Stage View( B BEAE ) w1 IR S #2, (HAS B
Camera View( # 2 HL A E) FIR S 42 SB-1604

o TCVEAE BRI B B A R 2 K # B)) Focal Rl angle z I /) ¢ i SB-161

o FE BB EL > BT AR, IR A T0E B AR X L BT 2 b SB-2021

M Library( SO i) B Finder( 53k ) #5805 N 52 R I, 52 B SR RE T B2 AN 1 B¢ SB-2096
* Reference (Model) View( 2 % [ B J#L 18]) Hh Alt+S $REE 8 A AE ] SB-3763

» Remove Camera Keyframe current frame( # & £ A% ML 5 B ol 22 i il ) R 43 B8 Sk /D> B3] “at”F K 5 ¢
SB-4075

o T ——3E i AE NG A 0 Th A AL b 4 ) HE Sk DLAE 3D R4 Bk 2 A 55 SB-4470
o [Mac] W15 Camera( $&AZ L) ¥ EI4T FF, Playback( #%75%) #& & 1 i) Qt6 1 R <= T bf SB-4688
o BUAR [ M AT B 45 0 1R 2> W 3 BT SB-4803

o fE Storyboard Pro iz 1T i, {1 5 Default System( BRI\ R 4) ¥ 4% 5 e, A5 & vE AR A S 1 5 35 K 48 A
i R I #  #% SB-4880

o LU H B 5 KE B4 Speed/Duration( & J3& /47 £2 I []) 5 R & S8 4, 2 B & [R5 1k R 1)
@l SB-4897

« 4 Realistic Preview( & £ 1 ) T 5 I , 7% it W] 3 5 (0 L4900 484 F8 2 b 1O 48 4% 1 € 4 WU SB-
4899

o [MJiE] M Bl i o R B Sk B 2 A0 BT B S ON I X Bl i B g £ R SB-5177
o EHIRTF NI B T SB-4903
o & B0 AT BY B 1 S B i S 2 i O ik b SB-4907
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o SIS BB B BN TR Al e B i) R - VE 4SS AL € I i AT) OR B SB-4922

o BN RBE Sk B ARA LI HE I, Split Panel( #F 43 73 8 B2 Sk ) Xt 3 5 (9 e Ji — A 00 Ml B Sk AN 2 AR
Fl SB-4929

o S ANE R 4RI H 9 SBC_SboardProject 1] fE 4 T 814 45/ it SB-4932
o P Lt s & L 3 R A SB-5279

o TOVE M B BE R B S BT AR o R B Sk (7R BEBE 2 k) SB-4982

o JHUTH J5 B4R R 20 R 4 Sk 2 T 1 B 2 2% 2k SB-4983

o f£ Media Composer 7 fii F| Export panels as movies on additional tracks( % 4} fif 45 3k § H N B N &%
BLERIRE ) IEIUREAT AAFRIE RS, BT B R SB-5037

o FERE g 4B A 2T B ST Ok U ) A B Sk D AR A I TR IR, I TE) ) i B Sk 23V 2k SB-5086
o FPALRTR R PR A X)) SB-5149

o T HF I 2 M BR B e A E A, SB-5180

* Scene Rename( i 5t T iy 4 ) X 3 HE J&& 8 (K 7K P IR 3 sk B 1 BUH 1 s — 3% & SB-5182
o fEAFH Overview( #E ¥) TAE X I, 4T FF I FH B2 J5 2 1 35t SB-5231

o [4r4H] %N New Group Layer( #7341 &l ) i) fr 44 48 1% SB-53

o RIEFH PR, File->Import->Sound Clips...( 3 ->% A ->5 & 3 # ...) ¥ 45 ] SB-838

o fifi i Export Colours( 3 1 5) I 3 &7 W5 2% % T 78 o (1 % 75 4 B SB-4746

o ELA P RE A 35 A B 48 7 XML Conformation( XML 4 i) 71 JE 7% IE# S i (80 5 \) SB-5081
c HHEMIEFAMRIH)E, T W EMH SB-1985

e Import Animatic Conformation( 5 A Ff Jy #43&) B, & 31 R~ #H B 2 Small( /M) SB-4804
* {E Storyboard( i ##) i% Tl K f¥] Caption( 7= %¢) H1, & #: U A A AE A SB-4420

o M S.LLRAAT IR A & BT H i 2 B it SB-4161

o U AT B LS AE Library( SCHF ) A1 H R AT 6 i 2 i 5t SB-5381

o FTIFEE AT H J5, Clips and Tracks( BY 45 #1 & ) T A4~ % H % % SB-3277

o VLM CA & RRAT 3 HE e, JF H AR R % % SB-5331

o TERSEN K AR g 2, AR R 5 i 2 0 B SB-4053

o HA Jo R A 1k I IR) A 5 BB AR (RF 2 BUH ) B9 2% A A SB-5306

e Message Log( i B H &) &k /> 45 4 3¢ 88 SB-5310

» conformation export( 14 i 5 ) X 1% HE I % T Notify Flix( 38 %11 Flix) 3% 5 SB-5312

o fE- A Final Draft XA I, 5% ER K HE 5 )5 725 4 4 2008, ey W) 2 R 9 L% SB-5320
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Caption( ‘v %) 7 BUH ¥ 3 BLIRh 2% & B N J5 [ 304 SB-5325
B 7 B Sk ORI, 1 R Bl 22 N /2% HE BCEE 1 4 iR SB-4084
FRABAUAN B 2 5% B WA 2 8% 3 B AR o) i 45 Sk R S TR R [R) — T - SB-5261

an K Camera Sync Mode( A4 WL IR 25 i 20) % B A None( J6) , W 7E 45 54 43 fid 55 3k F5 82 i (8] B &
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% [ Camera( #£ 14 H1) 5% Stage( B EX) M. 5 , £ Camera Tool( #4A1L T E) J& I o 4 48 (& i), SBP
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