






































of continuity suggests that the editor is cutting back and forth between two video segments,
for example footage of two different characters speaking.

6. Conclusions

We have implemented a first prototype of VideoScheme. Our short term goal is to evaluate
the usefulness of our system on some real-world editing tasks. We are currently editing
digital video proceedings of a conference about parallel computing, and we are noticing that
VideoScheme assists us greatly with the repetitive editing jobs. We hope that this
experience will suggest new operations to implement in VideoScheme, and clarify the
limitations of the prototype.

In addition we plan to investigate new primitives, and thereby to expand the range of
functions that can be efficiently implemented in VideoScheme. With these primitives we
hope 1o tackle even more complex algorithms, such as Nagasaka and Tanaka’s object
search algorithm, cut-classification algorithms, and algorithms that edit the audio samples
and video frames to produce special effects.

We have seen that it is possible to achieve some of the results of dedicated video authoring
systems such as IMPACT in a programmable editing system with a small number of
special-purpose video functions. Our VideoScheme system offers the further advantage of
flexibility: it is a simple matter to experiment with new algorithms, and to build new
operations by combining previously written functions. These are the classic advantages of
programiming, and we believe that we have shown them to be equally valid in the domain
of interactive video editing.

We believe that VideoScheme is a unique attempt at achieving the best of both worlds: the
ease of use of direct manipulation and the flexibility and expandability of an interpreted
programming language.
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