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Legal Notices
Product specifications are subject to change without notice and do not represent a commitment on the part of Avid Technology, Inc.

This product is subject to the terms and conditions of a software license agreement provided with the software. The product may 
only be used in accordance with the license agreement.

Avid products or portions thereof are protected by one or more of the following United States Patents: 5,309,528; 5,440,348; 
5,467,288; 5,513,375; 5,528,310; 5,557,423; 5,577,190; 5,584,006; 5,640,601; 5,644,364; 5,654,737; 5,724,605; 5,726,717; 
5,745,637; 5,752,029; 5,754,851; 5,799,150; 5,812,216; 5,828,678; 5,842,014; 5,852,435; 5,959,610, 5,986,584; 5,999,406; 
6,038,573; 6,057,829, 6,069,668; 6,141,007; 6,211,869; 6,336,093, 6,532,043; 6,546,190; 6,596,031;6,728,682, 6,747,705; 
6,763,523; 6,766,357; 6,847,373; 7,081,900; 7,403,561; 7,433,519; 7,441,193, 7,671,871; 7,684,096; 7,836,389 and 7,916,363; 
7,930,624; 8,023,568; 8,082,226; 8,154,776; D352,278; D372,478; D373,778; D392,267; D392,268; D392,269; D395,291; 
D396,853; D398,912. Other patents are pending.

Avid products or portions thereof are protected by one or more of the following European Patents: 0506870; 0635188; 0674414; 
0752174; 0811290; 0811292; 0811293; 1050048; 1111910; 1629675, and 0972256. Other patents are pending.

This document is protected under copyright law. An authorized licensee of Avid Interplay may reproduce this publication for the 
licensee’s own use in learning how to use the software. This document may not be reproduced or distributed, in whole or in part, for 
commercial purposes, such as selling copies of this document or providing support or educational services to others. This document 
is supplied as a guide for Avid Interplay. Reasonable care has been taken in preparing the information it contains. However, this 
document may contain omissions, technical inaccuracies, or typographical errors. Avid Technology, Inc. does not accept 
responsibility of any kind for customers’ losses due to the use of this document. Product specifications are subject to change without 
notice.

Copyright © 2012 Avid Technology, Inc. and its licensors. All rights reserved.

The following disclaimer is required by Apple Computer, Inc.:
APPLE COMPUTER, INC. MAKES NO WARRANTIES WHATSOEVER, EITHER EXPRESS OR IMPLIED, REGARDING THIS 
PRODUCT, INCLUDING WARRANTIES WITH RESPECT TO ITS MERCHANTABILITY OR ITS FITNESS FOR ANY PARTICULAR 
PURPOSE. THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME STATES. THE ABOVE EXCLUSION 
MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. THERE MAY BE OTHER 
RIGHTS THAT YOU MAY HAVE WHICH VARY FROM STATE TO STATE.

The following disclaimer is required by Sam Leffler and Silicon Graphics, Inc. for the use of their TIFF library:
Copyright © 1988–1997 Sam Leffler 
Copyright © 1991–1997 Silicon Graphics, Inc.

Permission to use, copy, modify, distribute, and sell this software [i.e., the TIFF library] and its documentation for any purpose is 
hereby granted without fee, provided that (i) the above copyright notices and this permission notice appear in all copies of the 
software and related documentation, and (ii) the names of Sam Leffler and Silicon Graphics may not be used in any advertising or 
publicity relating to the software without the specific, prior written permission of Sam Leffler and Silicon Graphics.

THE SOFTWARE IS PROVIDED “AS-IS” AND WITHOUT WARRANTY OF ANY KIND, EXPRESS, IMPLIED OR OTHERWISE, 
INCLUDING WITHOUT LIMITATION, ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE.

IN NO EVENT SHALL SAM LEFFLER OR SILICON GRAPHICS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT OR 
CONSEQUENTIAL DAMAGES OF ANY KIND, OR ANY DAMAGES WHATSOEVER RESULTING FROM LOSS OF USE, DATA OR 
PROFITS, WHETHER OR NOT ADVISED OF THE POSSIBILITY OF DAMAGE, AND ON ANY THEORY OF LIABILITY, ARISING 
OUT OF OR IN CONNECTION WITH THE USE OR PERFORMANCE OF THIS SOFTWARE.

The following disclaimer is required by the Independent JPEG Group:
This software is based in part on the work of the Independent JPEG Group.

This Software may contain components licensed under the following conditions:
Copyright (c) 1989 The Regents of the University of California. All rights reserved. 

Redistribution and use in source and binary forms are permitted provided that the above copyright notice and this paragraph are 
duplicated in all such forms and that any documentation, advertising materials, and other materials related to such distribution and 
use acknowledge that the software was developed by the University of California, Berkeley. The name of the University may not be 
used to endorse or promote products derived from this software without specific prior written permission. THIS SOFTWARE IS 
PROVIDED ``AS IS'' AND WITHOUT ANY EXPRESS OR IMPLIED WARRANTIES, INCLUDING, WITHOUT LIMITATION, THE 
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 

Copyright (C) 1989, 1991 by Jef Poskanzer. 
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Permission to use, copy, modify, and distribute this software and its documentation for any purpose and without fee is hereby 
granted, provided that the above copyright notice appear in all copies and that both that copyright notice and this permission notice 
appear in supporting documentation. This software is provided "as is" without express or implied warranty. 

Copyright 1995, Trinity College Computing Center. Written by David Chappell. 

Permission to use, copy, modify, and distribute this software and its documentation for any purpose and without fee is hereby 
granted, provided that the above copyright notice appear in all copies and that both that copyright notice and this permission notice 
appear in supporting documentation. This software is provided "as is" without express or implied warranty. 

Copyright 1996 Daniel Dardailler. 

Permission to use, copy, modify, distribute, and sell this software for any purpose is hereby granted without fee, provided that the 
above copyright notice appear in all copies and that both that copyright notice and this permission notice appear in supporting 
documentation, and that the name of Daniel Dardailler not be used in advertising or publicity pertaining to distribution of the software 
without specific, written prior permission. Daniel Dardailler makes no representations about the suitability of this software for any 
purpose. It is provided "as is" without express or implied warranty. 

Modifications Copyright 1999 Matt Koss, under the same license as above. 

Copyright (c) 1991 by AT&T. 

Permission to use, copy, modify, and distribute this software for any purpose without fee is hereby granted, provided that this entire 
notice is included in all copies of any software which is or includes a copy or modification of this software and in all copies of the 
supporting documentation for such software. 

THIS SOFTWARE IS BEING PROVIDED "AS IS", WITHOUT ANY EXPRESS OR IMPLIED WARRANTY. IN PARTICULAR, 
NEITHER THE AUTHOR NOR AT&T MAKES ANY REPRESENTATION OR WARRANTY OF ANY KIND CONCERNING THE 
MERCHANTABILITY OF THIS SOFTWARE OR ITS FITNESS FOR ANY PARTICULAR PURPOSE.

This product includes software developed by the University of California, Berkeley and its contributors.

The following disclaimer is required by Nexidia Inc.:
© 2010 Nexidia Inc.  All rights reserved, worldwide.  Nexidia and the Nexidia logo are trademarks of Nexidia Inc. All other 
trademarks are the property of their respective owners.  All Nexidia materials regardless of form, including without limitation, 
software applications, documentation and any other information relating to Nexidia Inc., and its products and services are the 
exclusive property of Nexidia Inc. or its licensors.  The Nexidia products and services described in these materials may be covered 
by Nexidia's United States patents: 7,231,351; 7,263,484; 7,313,521; 7,324,939; 7,406,415, 7,475,065; 7,487,086 and/or other 
patents pending and may be manufactured under license from the Georgia Tech Research Corporation USA. 

The following disclaimer is required by Paradigm Matrix:
Portions of this software licensed from Paradigm Matrix.

The following disclaimer is required by Ray Sauers Associates, Inc.:
“Install-It” is licensed from Ray Sauers Associates, Inc. End-User is prohibited from taking any action to derive a source code 
equivalent of “Install-It,” including by reverse assembly or reverse compilation, Ray Sauers Associates, Inc. shall in no event be liable 
for any damages resulting from reseller’s failure to perform reseller’s obligation; or any damages arising from use or operation of 
reseller’s products or the software; or any other damages, including but not limited to, incidental, direct, indirect, special or 
consequential Damages including lost profits, or damages resulting from loss of use or inability to use reseller’s products or the 
software for any reason including copyright or patent infringement, or lost data, even if Ray Sauers Associates has been advised, 
knew or should have known of the possibility of such damages.

The following disclaimer is required by Videomedia, Inc.:
“Videomedia, Inc. makes no warranties whatsoever, either express or implied, regarding this product, including warranties with 
respect to its merchantability or its fitness for any particular purpose.”

“This software contains V-LAN ver. 3.0 Command Protocols which communicate with V-LAN ver. 3.0 products developed by 
Videomedia, Inc. and V-LAN ver. 3.0 compatible products developed by third parties under license from Videomedia, Inc. Use of this 
software will allow “frame accurate” editing control of applicable videotape recorder decks, videodisc recorders/players and the like.” 

The following disclaimer is required by Altura Software, Inc. for the use of its Mac2Win software and Sample Source 
Code:
©1993–1998 Altura Software, Inc.
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The following disclaimer is required by Ultimatte Corporation:
Certain real-time compositing capabilities are provided under a license of such technology from Ultimatte Corporation and are 
subject to copyright protection.

The following disclaimer is required by 3Prong.com Inc.:
Certain waveform and vector monitoring capabilities are provided under a license from 3Prong.com Inc.

The following disclaimer is required by Interplay Entertainment Corp.:
The “Interplay” name is used with the permission of Interplay Entertainment Corp., which bears no responsibility for Avid products.

This product includes portions of the Alloy Look & Feel software from Incors GmbH.

This product includes software developed by the Apache Software Foundation (http://www.apache.org/).

© DevelopMentor

This product may include the JCifs library, for which the following notice applies:
JCifs © Copyright 2004, The JCIFS Project, is licensed under LGPL (http://jcifs.samba.org/). See the LGPL.txt file in the Third Party 
Software directory on the installation CD.

Avid Interplay contains components licensed from LavanTech. These components may only be used as part of and in connection 
with Avid Interplay.

Interplay Production Streaming Server includes Live555, which is covered by the GNU Lesser General Public License. “Live555 is 
Copyright (c) 1996-2011, Live Networks, Inc. and is licensed under the terms of the GNU Lesser General Public License, which is 
included with this product.”

This product includes software developed by Indiana University Extreme! Lab (http//:www.extreme.indiana.edu/)/

Attn. Government User(s). Restricted Rights Legend
U.S. GOVERNMENT RESTRICTED RIGHTS. This Software and its documentation are “commercial computer software” or 
“commercial computer software documentation.” In the event that such Software or documentation is acquired by or on behalf of a 
unit or agency of the U.S. Government, all rights with respect to this Software and documentation are subject to the terms of the 
License Agreement, pursuant to FAR §12.212(a) and/or DFARS §227.7202-1(a), as applicable.

Trademarks
003, 192 Digital I/O, 192 I/O, 96 I/O, 96i I/O, Adrenaline, AirSpeed, ALEX, Alienbrain, AME, AniMatte, Archive, Archive II, Assistant 
Station, AudioPages, AudioStation, AutoLoop, AutoSync, Avid, Avid Active, Avid Advanced Response, Avid DNA, Avid DNxcel, Avid 
DNxHD, Avid DS Assist Station, Avid Liquid, Avid Media Engine, Avid Media Processor, Avid MEDIArray, Avid Mojo, Avid Remote 
Response, Avid Unity, Avid Unity ISIS, Avid VideoRAID, AvidRAID, AvidShare, AVIDstripe, AVX, Axiom, Beat Detective, Beauty 
Without The Bandwidth, Beyond Reality, BF Essentials, Bomb Factory, Boom, Bruno, C|24, CaptureManager, ChromaCurve, 
ChromaWheel, Cineractive Engine, Cineractive Player, Cineractive Viewer, Color Conductor, Command|24, Command|8, Conectiv, 
Control|24, Cosmonaut Voice, CountDown, d2, d3, DAE, Dazzle, Dazzle Digital Video Creator, D-Command, D-Control, Deko, 
DekoCast, D-Fi, D-fx, Digi 003, DigiBase, DigiDelivery, Digidesign, Digidesign Audio Engine, Digidesign Development Partners, 
Digidesign Intelligent Noise Reduction, Digidesign TDM Bus, DigiLink, DigiMeter, DigiPanner, DigiProNet, DigiRack, DigiSerial, 
DigiSnake, DigiSystem, Digital Choreography, Digital Nonlinear Accelerator, DigiTest, DigiTranslator, DigiWear, DINR, DNxchange, 
DPP-1, D-Show, DSP Manager, DS-StorageCalc, DV Toolkit, DVD Complete, D-Verb, Eleven, EM, Euphonix, EUCON, EveryPhase, 
Expander, ExpertRender, Fader Pack, Fairchild, FastBreak, Fast Track, Film Cutter, FilmScribe, Flexevent, FluidMotion, Frame 
Chase, FXDeko, HD Core, HD Process, HDPack, Home-to-Hollywood, HYBRID, HyperControl, HyperSPACE, HyperSPACE 
HDCAM, iKnowledge, Image Independence, Impact, Improv, iNEWS, iNEWS Assign, iNEWS ControlAir, Instantwrite, Instinct, 
Intelligent Content Management, Intelligent Digital Actor Technology, IntelliRender, Intelli-Sat, Intelli-sat Broadcasting Recording 
Manager, InterFX, Interplay, inTONE, Intraframe, iS Expander, ISIS, IsoSync, iS9, iS18, iS23, iS36, ISIS, IsoSync, KeyRig, 
KeyStudio, LaunchPad, LeaderPlus, LFX, Lightning, Link & Sync, ListSync, LKT-200, Lo-Fi, Luna, MachineControl, Magic Mask, 
Make Anything Hollywood, make manage move | media, Marquee, MassivePack, Massive Pack Pro, M-Audio, M-Audio Micro, 
Maxim, Mbox, Media Composer, MediaFlow, MediaLog, MediaMatch, MediaMix, Media Reader, Media Recorder, MEDIArray, 
MediaServer, MediaShare, MetaFuze, MetaSync, MicroTrack, MIDI I/O, Midiman, Mix Rack, MixLab, Moviebox, Moviestar, 
MultiShell, NaturalMatch, NewsCutter, NewsView, Nitris, NL3D, NLP, Nova, NRV-10 interFX, NSDOS, NSWIN, Octane, OMF, OMF 
Interchange, OMM, OnDVD, Open Media Framework, Open Media Management, Ozone, Ozonic, Painterly Effects, Palladium, 
Personal Q, PET, Pinnacle, Pinnacle DistanTV, Pinnacle GenieBox, Pinnacle HomeMusic, Pinnacle MediaSuite, Pinnacle Mobile 
Media, Pinnacle Scorefitter, Pinnacle Studio, Pinnacle Studio MovieBoard, Pinnacle Systems, Pinnacle VideoSpin, Podcast Factory, 
PowerSwap, PRE, ProControl, ProEncode, Profiler, Pro Tools LE, Pro Tools M-Powered, Pro Transfer, Pro Tools, QuickPunch, 
QuietDrive, Realtime Motion Synthesis, Recti-Fi, Reel Tape Delay, Reel Tape Flanger, Reel Tape Saturation, Reprise, Res Rocket 
Surfer, Reso, RetroLoop, Reverb One, ReVibe, Revolution, rS9, rS18, RTAS, Salesview, Sci-Fi, Scorch, Scorefitter, ScriptSync, 
SecureProductionEnvironment, Serv|LT, Serv|GT, Session, Shape-to-Shape, ShuttleCase, Sibelius, SIDON, SimulPlay, 
SimulRecord, Slightly Rude Compressor, Smack!, Soft SampleCell, Soft-Clip Limiter, Solaris, SoundReplacer, SPACE, SPACEShift, 
SpectraGraph, SpectraMatte, SteadyGlide, Streamfactory, Streamgenie, StreamRAID, Strike, Structure, Studiophile, SubCap, 

http://www.apache.org/
http://jcifs.samba.org/
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Sundance Digital, Sundance, SurroundScope, Symphony, SYNC HD, Synchronic, SynchroScope, SYNC I/O, Syntax, TDM 
FlexCable, TechFlix, Tel-Ray, Thunder, Titansync, Titan, TL Aggro, TL AutoPan, TL Drum Rehab, TL Everyphase, TL Fauxlder, TL In 
Tune, TL MasterMeter, TL Metro, TL Space, TL Utilities, tools for storytellers, Torq, Torq Xponent, Transfuser, Transit, TransJammer, 
Trigger Finger, Trillium Lane Labs, TruTouch, UnityRAID, Vari-Fi, Velvet, Video the Web Way, VideoRAID, VideoSPACE, VideoSpin, 
VTEM, Work-N-Play, Xdeck, X-Form, Xmon, XPAND!, Xponent, X-Session, and X-Session Pro are either registered trademarks or 
trademarks of Avid Technology, Inc. in the United States and/or other countries.

Adobe and Photoshop are either registered trademarks or trademarks of Adobe Systems Incorporated in the United States and/or 
other countries. Apple and Macintosh are trademarks of Apple Computer, Inc., registered in the U.S. and other countries. Windows 
is either a registered trademark or trademark of Microsoft Corporation in the United States and/or other countries. All other 
trademarks contained herein are the property of their respective owners.

Avid Interplay Version 2.7 What’s New • August 2012 • Created 8/28/12 • This document is distributed by Avid in 
online (electronic) form only, and is not available for purchase in printed form.
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1 What’s New for Interplay Production 
Version 2.7

This guide provides information about the new features in Interplay Production version 2.7. 

n For the latest information about new features and documentation changes, see the Avid Interplay 
ReadMe on the Avid Customer Support Knowledge Base.

Support for Interplay Sphere

Interplay v2.7 provides support for Avid Interplay Sphere. Avid Interplay Sphere is a technology 
that lets Media Composer and Avid NewsCutter users edit media stored on a local system or in 
an Interplay workgroup at a remote site, such as a production facility or broadcast station. With 
Interplay Sphere, a user connects to an Interplay server by way of a Virtual Private Network 
(VPN) using either a WiFi or a wireless connection.

The Interplay Administrator includes settings that are used for Interplay Sphere. See “New 
Settings in the Interplay Administrator” on page 8. Interplay Sphere clients require a new license 
type, Key-XA, which you install in the Licenses view of the Interplay Administrator.

For more information, see the following:

• Avid Interplay Sphere Installation and Configuration Guide

• Avid Interplay Sphere Remote News Editing Workflow Guide

• Avid Media Composer User’s Guide

• Avid NewsCutter User’s Guide

Support for AFD Ancillary Data

Active Format Description (AFD) is a standard set of codes through which the preferred display 
format for media can be embedded in video signals. Media Composer v6.1 and later allows the 
creation of AFD values for sequences in an ancillary data track (D1). Interplay v2.7 and later 
supports workflows for sequences that include modified AFD values. See “Support for AFD 
Ancillary Data” on page 11.
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Support for Avid DNxHD 100 Resolutions

Interplay v2.7 supports workflows for clips and sequences that use the DNxHD 100 group of 
resolutions, with some limitations. See “DNxHD 100 Resolutions Supported in Interplay” on 
page 13.

Support for 64-bit Applications

The following Interplay components have been re-engineered to run as 64-bit applications:

• Interplay Media Services Engine v2.7

• Interplay Copy v2.7

• Interplay Move v2.7

• Interplay Delivery v2.7

These components have been qualified on AS3000 servers running the Microsoft Windows 7 
Professional SP1 64-bit operating system.

Support for H.264 2.0 MB Proxy Media

Interplay version 2.7 and later supports workflows for H.264 2.0 Mbps (HD) and 1500 Kbps 
(SD) proxy resolutions. See “H.264 2.0 Mbps Proxy Resolutions” on page 14.

New Settings in the Interplay Administrator

Interplay Administrator v2.7 includes the following new settings:

• Application Database Settings > Editing Settings > Interplay Common Playback Service

Interplay Sphere requires the hostname, username, and password for the Interplay Common 
Playback Service (ICPS). For more information, see the Interplay Sphere documentation.

• Application Database Settings > Editing Settings > Interplay Sphere Proxy Bit Rate

- When connected to an Interplay v2.7 workgroup, you can choose one of two bit rates for 
H.264 proxy media: 2 Mbps or 800 Kbps. 

- When connected to an Interplay v2.5 or v2.6 workgroup, 800 Kbps is automatically 
selected.

• Database Information Settings > Object Statistics > Database objects per database page

This statistic is calculated as 

total number of database objects / total number of database pages

For more information, see “Determining Interplay Database Scalability” on page 15. For 
more information about database statistics, see “Database Information Tabs” on page 27.
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Partially Restored Clips Not Archived

When you perform a partial restore, the restore process creates new media files for the restored 
clip or subclip. These media files are displayed as “reference tracks” in a separate subfolder 
within the target folder.

Archiving these new media files is not necessary because the original media is already archived. 
To save time and storage space, Interplay Archive v2.7 and later does not archive these reference 
tracks. If a sequence that uses the restored media is selected for archiving, the Interplay Archive 
service skips any reference tracks that are used in the sequence.

New Features for Media Indexer

Media Indexer V2.7 includes the following new features:

• Managing the order of storage locations

• Viewing the size of indexed workspaces and folders

• Remove Mode button

For more information, see “New for Media Indexer v2.7” on page 30

Support for ISIS 2000 (Nearline)

Interplay v2.6 and v2.7 supports ISIS 2000 (Nearline) systems and ISIS 4.1 software in the 
following configurations:

• Single shared-storage system in a workgroup

• Shared-storage system in a multiple ISIS workgroup

The following are possible workflows:

• Proxy ingest: In a dual-ingest configuration with an AirSpeed 5000 system, write low-res 
proxy media to an ISIS 2000 system and write high-res media to an ISIS online system (ISIS 
5000 or ISIS 7000). Use low-res proxy media for browsing, logging, and rough cut edits and 
dynamically relink to high-res media for send-to-playback.

• Central ingest: Write high-res media to an ISIS 2000 system. Use this configuration to store 
media that is not required for immediate editing, then use Interplay Move to transfer media 
to an ISIS online system for editing.

• Asset parking: Write high-res media to an ISIS 2000 system. Use this configuration as a 
permanent library for regularly accessed hi-res assets that do not need to reside on an ISIS 
online system.

In any of these workflows, you can use Interplay Restore to restore media assets from an archive 
to the ISIS 2000 system.
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n Play While Transfer is not supported for send-to-playback operations from an ISIS 2000.

SGL Direct Connect to Shared Storage

Avid Interplay v2.6 and v2.7 support SGL FlashNet v6.4.x. This version of SGL FlashNet allows 
the FlashNet server to directly connect to an Avid ISIS shared-storage system through a 1-GB 
connection, dual-connected on the same subnet to the ISIS System Director in Zone 1. SGL 
FlashNet v6.4.x is qualified with Avid ISIS 7000 systems. ISIS v4.0 or later client software must 
be installed on the FlashNet server.

This configuration results in a significant performance increase for Interplay archive and restore 
operations.

Your SGL representative installs and configures the FlashNet client software on the Archive 
Provider. After installing the FlashNet client on the provider, the representative needs to create a 
registry key, as follows:

1. In a Command Prompt window, type regedit to open the Registry Editor.

2. Locate and select the following registry key: 
\HKEY_LOCAL_MACHINE\SOFTWARE\Software 
Generation\Wow6432Node\FlashNet6.

3. Select Edit > New > String Value, name the new registry key “DETDropClient” and enter 1 
as the value. (0 specifies disabled).

4. Restart the FlashNet socket listener service.

5. Restart the provider services.

SGL FlashNet v6.4.x includes support for Simplified Chinese, which is qualified for use with 
Interplay Archive and Interplay Restore services.



2 Support for AFD Ancillary Data

Active Format Description (AFD) is a standard set of codes through which the preferred display 
format for media can be embedded in video signals. Media Composer v6.1 and later allows the 
creation of AFD values for sequences in an ancillary data track (D1). 

n For more information, see the Media Composer documentation.

Interplay v2.7 and later supports workflows for sequences that include modified AFD values. 
AFD values are preserved when you check sequences in and out of the Interplay database, 
process them through Interplay Media Services, and use Interplay Transfer for 
workgroup-to-workgroup transfers and send-to-playback operations. AFD values are displayed 
in the metadata property labeled AFD, which can be displayed in an Avid editing application bin 
and in Interplay Access. 

Working with AFD Values on Avid Editing Systems

When you add an AFD value to a Media Composer sequence, you add the value to the entire 
sequence. If there is not already a D1 track in the sequence Timeline, Media Composer creates 
one. 

The D1 track must be present and monitored during playback to display the AFD value when the 
sequence is played back through an ancillary data decoder. Deleting the D1 track prevents 
display of the AFD value, but it does not remove the assigned AFD value from the sequence.

When you add an AFD value to a sequence, the Timeline display depends on whether there is 
already a D1 track in the Timeline.



12

Sequences that do not have a D1 track: When an AFD value is assigned to a sequence without 
a D1 track, an empty D1 track is created in the sequence to store the AFD value. The D1 track in 
the Timeline does not display essence for the AFD value.

Sequences that already have AFD values in a D1 track: When you assign an AFD value to a 
sequence whose master clips already have AFD values in a D1 track, the sequence in the 
Timeline does not display essence for the new AFD value. However, during playback, the new 
AFD value supersedes the AFD values for the master clips. 

The following illustration shows a Timeline in which an AFD value has been applied to the 
sequence. The D1 track for the first master clip is empty: it does not include essence. The D1 
track for the second master clip includes essence with an AFD value. This value is superseded by 
the AFD value applied to the sequence.

AFD Values and Send to Playback

The modified AFD value is preserved through a send-to-playback operation, resulting in an asset 
on the destination playback server that holds the AFD value of the sequence in a D1 track with 
data essence. If the user on an Avid editing system assigns an AFD value, then deletes a 
sequence's D1 track before sending it to the playback server, the AFD value will be written on a 
newly created D1 data track.



3 DNxHD 100 Resolutions Supported in 
Interplay

Interplay v2.7 supports workflows for clips and sequences that use the DNxHD 100 group of 
resolutions, with some limitations. You can capture media that uses these resolutions on an 
AirSpeed Multi Stream system, work with it in an Avid editing application, check it in and out of 
the Interplay database, and process it using Interplay Media Services. You can use Interplay 
Transfer for workgroup-to-workgroup transfers. Sequences composed of DNxHD 100 clips are 
supported for Send to Playback.

Partial restore and delivery is supported for DNxHD 100 media.

The following table lists the supported resolutions. These resolutions are supported as sources 
and targets for Interplay Transcode.

Project
Edit Rate 
(frames/sec)

Resolution 
Name in Avid 
Editing 
Application

Resolution Name in 
Interplay Access and 
Interplay Transcode

Approximate
Video Bit 
Rate 
(Mbit/Sec)

Raster 
Size

720p/23.976 23.976 DNxHD 40 DNxHD 720p 100 40 Mbit 960x720

720p/50 50 DNxHD 85 DNxHD 720p 100 85 Mbit 960x720

720p/59.94 59.94 DNxHD 100 DNxHD 720p 100 100Mbit 960x720

1080i/50 25 DNxHD 85 DNxHD 1080i 100 85 Mbit 1440x1080

1080i/59.94 29.97 DNxHD 100 DNxHD 1080i 100 100 Mbit 1440x1080

1080p/23.97 23.976 DNxHD 80 DNxHD 1080p 100 80 Mbit 1440x1080

1080p/24 24 DNxHD 80 DNxHD 1080p 100 80 Mbit 1440x1080



4 H.264 2.0 Mbps Proxy Resolutions

Interplay version 2.7 and later supports workflows for H.264 2.0 Mbps (HD) and 1500 Kbps 
(SD) proxy resolutions. These resolutions are created by an Interplay Sphere editing system or 
by an Interplay Transcode provider. You can work with H.264 2.0 Mbps material in an Avid 
editing application, check it in and out of the Interplay database, and process it through Interplay 
Media Services and Interplay Transfer.

Note the following limitations:

• Partial delivery and partial restore are not supported for H.264 proxy resolutions.

The following table lists the supported H.264 2.0 Mbps resolutions. 

Support includes eight channels of compressed MPEG1 Layer 2 audio media (96k per channel).

n If a clip has both 800 Kbps and 2Mbps proxies, Access plays the 800 Kbps version.

Project
Edit Rate
(frames/sec)

Resolution Name in Interplay 
Access and Interplay Transcode Bit/Sec

Aspect 
Ratio

Proxy 
Raster 
Size

30i NTSC 29.97 H.264 1500Kbps Proxy 525 1500 Kbps 4:3 352x240

25i PAL 25 H.264 1500Kbps Proxy 625 1500 Kbps 4:3 352x288

720p/59.94 59.94 H.264 2.0Mbps Proxy 720p 59.94 2.0 Mbps 16:9 320x180

720p/50 50 H.264 2.0Mbps Proxy 720p 50 2.0 Mbps 16:9 320x180

1080i/59.94 29.97 H.264 2.0Mbps Proxy 1080i 29.97 2.0 Mbps 16:9 480x270

1080i/50 25 H.264 2.0Mbps Proxy 1080i 25 2.0 Mbps 16:9 480x270



5 Determining Interplay Database 
Scalability

This document describes how to use the size of the Interplay Engine database and the amount of 
available RAM to make decisions about how much larger your database can grow while 
maintaining your current workflow and hardware. This document contains the following topics:

• Definition of Terms

• Total Used Database Pages and Estimated Database Page Limit

• Comparing Database Page Count and Cache Size

• Tips for Improving Database Performance

Definition of Terms
Database Page

A database page is a fixed size, contiguous block of data that contains persisted database 
content. The metric of total used database pages provides a consistent way to determine whether 
you are operating within the scalability limits of your system. For additional information, see 
“Total Used Database Pages and Estimated Database Page Limit” on page 17.

Maximum Cache Size

The maximum cache size refers to the maximum number of database pages the Interplay Engine 
can keep cached in RAM. This value is dependent on the amount of RAM available on the 
Interplay Engine system or by manual configuration (in the case of the Interplay Bundle).

If the database size exceeds the maximum cache size, the Interplay Engine may need to swap out 
pages whenever it needs to load new database pages into RAM. The probability of swapping 
pages increases as you continue to exceed the maximum cache size. Slow downs can occur when 
you perform large searches, deletions, or add a large number of new assets to the database.
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Database Object

A database object contains the metadata that defines an asset in the Interplay database. One 
database object can reference many other objects. For example, a sequence is represented as a 
database object and each sequence references other database objects such as master clips and 
audio tracks. 

The number of database objects that an Interplay environment can support is highly dependent 
on the workflow at a particular site. The following areas can be affected by the workflow:

• Highly linked objects: For example, if your workflow involves adding one short introductory 
clip to the beginning of every sequence, that clip might be associated with hundreds of 
database objects. See “Tips for Improving Database Performance” on page 22.

• Dependency complexity: For example, if you have a complex sequence with many rendered 
effects, master clips, subclips, and locators, the database object representing the sequence 
can be complex. Different versions of the sequence and multiple resolutions associated with 
master clips also adds complexity. 

• Object size: Depends on the type of object and the number of (custom) properties associated 
with the object. For example, if you store a large amount of text within locators this can 
contribute to the size of the object.

For additional information, see “Establish a Stable Ratio Between Database Objects and 
Database Pages” on page 23.

File Count Limit

The file count limit is the maximum number of media files that the Interplay Media Indexer can 
index on ISIS shared storage. Starting at Interplay v2.6, the value is 5 million files for an MI 
running on an AS3000 system with 12 GB of RAM. 

The Interplay Engine uses the filemob object to keep track of the media files that are checked 
into the Interplay database. However, the Media Indexer may be monitoring a much larger 
number of media files than the ones that are checked in. For example, there may be five different 
resolutions for a master clip but possibly only two are checked in.
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Total Used Database Pages and Estimated Database 
Page Limit

The metric of total used database pages provides a consistent way to determine whether you are 
operating within the scalability limits of your system. A database page is a fixed size, 
contiguous block of data that contains persisted database content. To maintain an acceptable 
level of performance, the total number of used database pages should not exceed the 
recommended database page limit for your system. Recommended values are listed in the 
“Interplay Engine Database Page Limits” on page 18.

For Interplay v2.6 and higher, you can view the total number of database pages in use in the 
Database Information view of the Interplay Administration tool. See “Comparing Database Page 
Count and Cache Size” on page 19. The same information is available (for all releases) in the log 
file named NXNServer_<date>.log in the following directory:

C:\Program Files\Avid\Avid Interplay Engine\Logs\Machines\<machine name>

In the NXN log file, search for the text string “AvidWG pages total” for Interplay Engines and 
search for “AvidAM pages total” for Archive Engines. 

The estimated database page limit is the maximum amount of pages the Interplay Engine can 
keep cached in RAM (maximum cache size) plus an estimated permissible percentage of 
overusage.

This “overusage” is possible because all databases contain data that is never or very seldom 
accessed and because a low frequency of swapping cached pages does not have a perceptible 
performance impact. The permissible overusage value is typically 20% of the size of the cache. 
The values for different hardware configurations are estimated by extracting cache usage data 
from customer databases and by performing internal testing with databases that are slightly 
larger than recommended. 

n The permissible overusage depends on the customer's workflows and might exceed or be lower 
than the estimated 20%. Therefore it is important that you closely monitor the performance of 
the Interplay Engine once the total used database pages exceed the Maximum Cache size.

If the total used pages exceeds the recommended limit for your system, performance may 
degrade and slow downs may occur. In this case, do one of the following:

• Delete assets in the Interplay database to bring the total number of pages down below the 
recommended limit for your system.

• Increase the amount of RAM or move to a more powerful system as shown in the table under 
“Interplay Engine Database Page Limits” on page 18.
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Interplay Engine Database Page Limits

This section lists the maximum cache size and the estimated database page limits supported by 
an Interplay Engine running on an Intel SR2500 or AS3000 server for Interplay v2.4 or higher. 
Values are the same for standalone engines and cluster systems. 

The table also shows values for the Interplay Bundle. An Interplay Bundle consists of an 
Interplay Engine, Media Indexer, and Lookup Service running on the same system. A 
configurator script is run on the system to limit the memory requirements of the Interplay Engine 
and the Media Indexer.

Note that for Interplay v2.3 and earlier, the database page limit numbers are lower.

System RAM Operating System
Maximum 
Cache Size

Estimated Database 
Page Limita

a. The estimated database page limit is the maximum cache size plus a 20% overusage value.

Standalone Interplay Engine and Interplay Engine Cluster

SR2500 4 GB W2K3 R2 500,000 600,000

12 GB W2K3 R2 Enterprise 1.8 million 2.2 million

AS3000 12 GB W2K8 R2
W2K3 R2 Enterprise

1.8 million 2.2 million

36 GBb

b. Purchasable option.

W2K8 R2 Enterprise 7.0 million 8.4 million

Interplay Bundle Configurations

SR2500 4 GB W2K3 R2 (32-bit) 200,000 240,000

9 GBc

c. Not a standard configuration.

W2K3 R2 (64-bit) 1 million 1.2 million

AS3000 12 GB W2K8 R2 (64-bit) 1.4 million 1.7 million
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Comparing Database Page Count and Cache Size

The following illustration shows an example of the Database Information view for Interplay 
v2.6. 

The Database and Cache Size parameters are described as follows:

• Configuration Maximum Cache Size: The number of database pages that can be loaded into 
RAM for this system. This value corresponds directly to the “Maximum Cache Size” 
column in the tables listed in “Interplay Engine Database Page Limits” on page 18. In this 
example, the RAM cache can hold 1.8 million pages. This corresponds to an SR2500 or 
AS3000 with 12 GB of RAM.

• Database Pages Total: The number of pages in this Interplay database. This is the current 
size of the database. 

• Database Pages currently loaded into Cache: The number of database pages currently loaded 
into RAM. In this example, the database contains 1,003,618 pages and 824,397 of those 
pages are loaded into RAM.
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• The fourth entry in the display differs depending on whether you are using Interplay v2.6 or 
v2.7 and higher:

- Interplay v2.7: Database Load Factor. Shows the percentage of the database that is 
currently loaded into RAM. On a completely loaded database the ratio would be 100%, 
but since some pages of a database are never loaded, it will always stay below 100%. If 
the operations/workflows executed against this database do not require the whole 
database to be loaded into cache, this ratio will stay farther below 100%.

This number can be used to judge the "warmness" of a database (whether the database is 
fully operational). For example, the value may steadily increase after starting up the 
Interplay Engine after a maintenance window.

Note that if the “Total pages used compared to Maximum Cache Size” of the database 
exceeds 100%, then the load factor can never reach 100%. The bigger the database 
grows over the maximum cache size, the less database pages can be loaded into the 
cache. 

- Interplay v2.6: Cache Utilization. Shows a graphical representation of how much RAM 
you are currently using. As the number of cached pages gets very close to the maximum 
cache size, performance degrades during times when large database activities occur. The 
slow downs occur because the Interplay Engine must swap pages in and out of RAM in 
order to make room for the new information 

This value cannot be larger than 100% because the amount of RAM is fixed. Note that 
when you get close to 100% the Interplay Engine automatically starts releasing pages to 
allow for new requests. If you reach 100%, the Interplay Engine runs out of memory and 
you will see a corresponding error in the NXNserver.log file.

• Total pages used compared to Maximum Cache Size: Shows a graphical representation of 
how close the current database size (total pages used) is to the maximum cache size. This 
graphs shows whether the entire database can fit into RAM. 

This value can be larger than 100% because it is possible for your database to be larger than 
the number of pages that can be loaded into RAM. If that occurs, the excess portion of the 
graph turns red as shown in the following illustration.

The value can be up to 120% without causing performance problems. Recall that the 
recommended database page limit is the maximum cache size plus 20%. See “Interplay Engine 
Database Page Limits” on page 18. If the total number of database pages exceeds 120%, 
performance slowdown can be dramatic (exponential). In this case you should either delete 
assets to reduce the size of your database or increase the cache size by adding RAM or moving to 
a more powerful system.
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As mentioned earlier, the permissible overusage depends on the customer's workflows and might 
exceed or be lower than the estimated 20%. Therefore it is important that you closely monitor the 
performance of the Interplay Engine once the total used database pages exceed the Maximum 
Cache size.

Database Activity Information

The following illustration shows the Database Activity parameters at the bottom of the Database 
Statistics tab.

The page activity counters are accumulated for two different intervals:

• The time interval since the last time the Interplay Engine was started

• The three minute interval that ended at the time displayed at the bottom of the screen. The 
Interplay Engine collects the information every three minutes and displays the results at the 
bottom of the screen.

The Database Activity parameters are described as follows:

• Pages created: Gives an indication of how much new information has been added to the 
database.

• Pages Written: An indication of how much has changed in the database.

• Pages Read: An indication of the requests that have been made of the database. This shows 
how many pages have been read from disk. After pages are loaded into RAM, this number 
usually decreases.

At the bottom of the screen the system shows the date and time of the last data collection. Time 
is measured by the system time of the Interplay Engine.
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Tips for Improving Database Performance

The following list provides some tips for improving performance:

• Determine the ratio between the number of objects in your Interplay database and the 
number of total pages used in the database to understand how the number of objects stored in 
the database relate to the size of your database. See “Establish a Stable Ratio Between 
Database Objects and Database Pages” on page 23.

• Reduce the number of highly linked objects. 

For example, a broadcast site may have one high level Projects folder that contains an 
Intro_clip that is used by all groups at the site. You could consolidate that clip to create 
several copies and then move the copies into separate folders, one for each group. For 
example, you could create a Promo_Intro_clip and a News_Intro_Clip, and put those clips in 
folders that would be accessed by the different groups. Delete the old Intro_clip asset and 
have the groups start using the new versions. This can dramatically reduce the number of 
highly linked objects.

• Develop an efficient deletion workflow and only perform large deletions using a custom 
deletion schedule. For additional information, see the Interplay Best Practices Guide.

• Use search criteria to avoid searching the entire database.

If you only use the simple “Contains” text search option, the Interplay Engine searches the 
entire database for the asset. To improve search performance, limit the search to a particular 
folder or use an attribute such as a particular time frame to narrow down the search. Note 
that for simple text searches the search time increases linearly as your database grows. For 
example, if the database is twice as large, it can take twice as much time to perform the same 
simple text search. For additional information, see the Interplay Best Practices Guide. 

• Keep the number of files per folder on ISIS under 5000. As the number of files in a folder 
grows, it takes the Media Indexer a longer time to traverse the folder. Traversing a folder 
with more than 5000 files can result in a performance degradation. Note that this does not 
affect the Interplay database performance directly but it does affect the performance of the 
system as a whole.

Apply this same limitation to the number of assets in a folder in the Interplay database.
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Establish a Stable Ratio Between Database Objects 
and Database Pages

The number of database objects that an Interplay environment can support is dependent on the 
workflow at a particular site. For additional information, see “Database Object” on page 16.

For a given workflow, the ratio of database objects per total number of database pages remains 
fairly constant. Stable ratios are often in the range of 0.4 to 1.5 but this can vary depending on 
your workflow. Calculate the ratio when you feel you have an established workflow. Keep track 
of the following values:

• Total number of objects in the database

• Total number of database pages in use

• Ratio of objects per total number of pages (total objects / total database pages)

If you do this periodically while you maintain a constant workflow, you will start to see a pattern. 
Once you determine a stable ratio for your current workflow you can start to make predictions 
about how much you can increase the database size while maintaining the same workflow. 

Calculating the Ratio Between Pages and Objects

The method for determining the ratio differs depending on your Interplay version. The following 
table shows where to locate the data for each version.

The following section presents an example of how to use the ratio.

Interplay 
version Total Objects Total Database Pages Ratio

v2.7 and 
higher

Objects Statistics tab Database Statistics tab Automatically calculated and 
displayed on the Objects Statistics 
tab

v2.6 Objects Statistics tab Database Statistics tab calculate:
total objects/total database pages

v2.5 and 
earlier

Objects Statistics tab NXNServer_<date>.log file See “Total Used 
Database Pages and Estimated Database Page 
Limit” on page 17

calculate:
total objects/total database pages
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Example: Using the Ratio to Plan for Database Growth

The following illustration shows an example database. 

The following statistics apply to this database:

• Maximum cache size: For this hardware configuration, the maximum number of database 
pages that can fit into RAM is 1.8 million. For additional information, see “Interplay Engine 
Database Page Limits” on page 18.

• Database Pages: The total number of database pages is currently 1,003,618.

• The number of database pages currently loaded into cache (RAM) is 824,397.

• The fourth entry in the list differs depending on whether you are using Interplay v2.6 or v2.7 
and higher:

- Interplay v2.7: Database Load Factor. Shows the percentage of the database that is 
currently loaded into RAM.

- Interplay v2.6: Cache Utilization. Shows how much of the cache is currently being used. 

• Total pages used compared to Maximum Cache Size: If the complete database (1,003,618 
pages) was loaded into cache, it would consume 54.8% of the cache.

According to the final list item, the database can grow by almost 45% and still be within the 
cache limits. Calculate the number of pages that can be added as follows:

maximum cache size - total database pages = 1,832,771 - 1,003,618 = 829,153

This means that you can add 829,153 database pages and the database should still load into 
RAM.

Growing the database by a specific number of pages is a relatively abstract concept. The 
following sections describe how to correlate this information to the more concrete terms of 
database objects such as master clips and sequences.
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n You can add an additional 20% of pages to the database once the number of pages reaches the 
maximum cache size. This is the “overusage” value described in “Total Used Database Pages 
and Estimated Database Page Limit” on page 17. The extra 20% is not included in these 
calculations and you can consider it as an additional buffer.

Calculating the Objects per Page Ratio

Interplay v2.7 automatically calculates and displays the objects per database page ratio on the 
Objects Statistics tab. For earlier releases, you can calculate the ratio of database objects to 
database pages. For information on where to obtain the data, see “Calculating the Ratio Between 
Pages and Objects” on page 23.

The objects per pate ratio can help determine how much you can grow your database while 
maintaining the same workflow. When your workflow is stable, the ratio tends to be constant 
over time. If you change your workflow then you need to calculate a new ratio. The objects per 
page ratio is calculated as follows:

total number of database objects / total number of database pages

The following illustration shows the Object Statistics tab for this example. The total number of 
database objects is 2,925,082.

The objects per page ratio in this example is 2,925,082/1003618 = 2.91.

The ratio is 1:2.91. This means that there are approximately 2.91 database objects per database 
page.
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In this example, the database can grow by 45% or roughly 829K database pages. Using a ratio of 
1:2.91, that means you can add 2.4 million objects and the database should still be able to load 
into RAM. (829K x 2.91= 2,412,390)

Using the Ratio with Masterclip Objects

This example takes the calculation one step farther to predict how many additional masterclips 
can be added to the Interplay database and still keep the database within the cache limits. First 
calculate the percentage of database objects that includes masterclips:

Masterclip count / total database objects = 276,279/2,925,082 = 0.9 = 9%

In this example, masterclips make up approximately 10% of the total number of database 
objects.

Since the database can grow by 2.4 million objects, this means that you can add approximately 
240K masterclips (10% of 2.4 million).

In summary, you can increase the size of the database by adding 240K masterclips and the 
database should still be able to load into RAM. If you change the workflow you will need to 
calculate a new ratio and recalculate the number of masterclips you can add.



6 Database Information Tabs

The following sections describe the individual tabs in the Database Information view.

Database Statistics

Statistics in this tab provide information about the number of pages in the database, cache usage, 
and how they relate to each other. These statistics are useful in determining database scalability. 
For more information, see “Determining Interplay Database Scalability” in the Avid Interplay 
Best Practices Guide.

Deletion Statistics

Statistics in this tab provide information about deletion activity. 

The time at the top of the tab is the last time information was received from the Interplay Engine 
and is automatically updated every minute.

Statistics are divided into two categories:

• Scheduled Deletion Statistics. If the Engine is currently performing a scheduled deletion, the 
Current Deletion Slot column shows statistics from the deletion in progress. If the Engine is 
not currently performing a scheduled deletion, the column is not displayed.

The third column shows statistics about the last completed scheduled deletion. If there has 
not been a scheduled deletion since the last time the Interplay Engine was started, the 
column is not displayed.

Statistics in this tab refer to assets that were sent to the Orphan Clips folder as a result of a 
scheduled deletion. Statistics are shown for the following parameters:

- Processed Assets: The number of assets in the Orphan Clips folder that the Interplay 
Engine processed during the deletion. This process includes examining whether the 
assets should be deleted or moved to another folder. This number is usually higher than 
other similar statistics. For example, if the deletion is delayed (a setting in the Scheduled 
Deletion section of the Delete Behavior view), the Engine examines the assets before a 
deletion takes place. 

- Deleted Assets: The number of assets in the Orphan Clips folder that were deleted.

- Assets moved to Kept Media: The number of objects moved as a result of the scheduled 
deletion.
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- Assets moved to Failed to Delete: The number of objects that failed to delete as a result 
of the scheduled delete. 

- Successfully deleted media files: The number of media files deleted from 
shared-storage. Only media files deleted by a scheduled deletion from Orphan Clips are 
counted, not media files deleted by the interactive part of a deletion.

- Size of successfully deleted media files. The cumulative size of the successful deletions 
in KB, based on information in the Interplay Engine database. This information is not 
necessarily the most recent information from the Media Indexer.

• Deletion Statistics Since Last Engine Start: These parameters list cumulative totals since the 
last time the Interplay Engine was started. The statistics in this section include deletions 
outside of the scheduled deletion slots. for example, media files deleted directly in Interplay 
Access. Statistics are shown for the following parameters: 

- Failed media files deletions

- Successful media files deletions

- Failed metadata deletions

- Successful metadata deletions

Command Statistics (Engine Search Requests)

The statistics in this tab provide information about commands executed by the Interplay Engine. 
Currently the only command included is Search, which is listed as Engine Search Requests. 
These commands are search requests made in Access or other clients that are processed by the 
Interplay Engine.

Because searches are a common way that users notice a slowdown in Interplay Engine 
performance, these statistics can be useful in troubleshooting performance problems.

The time at the top of the tab is the last time information was received from the client and is 
automatically updated every minute.

Statistics are shown for the following parameters: 

• Period: The ten most recent measurement periods are listed in the Period column. Periods 
are a maximum of one minute and are created only if there are search commands executed. 
You cannot check statistics for earlier periods.

• Duration: The length of the measurement period, from the finish of the first search until the 
finish of the last search in this period. Note that the summary for the Duration column 
displays the time from the oldest to the latest measurement period, not a summary of the 
Duration periods.

Other parameters are described in the tab.
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Object Statistics

Statistics on this tab show totals for objects in the database. This information is not updated until 
you open the view again.

• Total number of database objects: A sum of the objects listed below.

• Database objects per database page: This statistic is calculated as 

total number of database objects / total number of database pages

• masterclip, sequence, subclip, group, motioneffect, effect, renderedeffect: the number of 
these object types. 

• filemob: the number of file locations that are known to the Engine, regardless of online or 
offline status. Matches the files listed in the File Locations tab in Interplay Access.

• avid asset (in browse tree): the number of links or representations visible in the database 
tree.

• folder: the number of folders in the database, both those visible in the database tree and 
those not visible in the database tree.

• user: the number of users in the database.

• other objects: additional versions of sequences, internal database management objects, and 
file assets

Connected User Information

Statistics on this tab show information about each user currently connected to the Interplay 
Engine. This information is not updated until you open the view again. The License Class 
column lists the license keys that are used internally by the Interplay Engine.



7 New for Media Indexer v2.7

This section describe the following topics:

• Managing the Order of Storage Locations

• Viewing the Size of Indexed Workspaces and Folders

• Remote Mode Button

Managing the Order of Storage Locations

Media Indexer v2.7 adds support for changing the order of storage locations. This feature is 
already available in the Service Configuration tool. The following illustration shows the new 
buttons.
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• Move up and Move down buttons: Allow you to move the storage locations within the list. 
When Sorting by Priority is enabled, you can manage the priority by moving the storage 
locations up and down in the list. The highest priority storage location is at the top of the list.

• Sort by buttons: Allow you to switch between the default priority order and alphabetical 
order. 

n In the case of a local Media Indexer, the local results are always returned before the results from 
the Media Indexer HAG.

Viewing the Size of Indexed Workspaces and Folders

You can view the total size of the files indexed by a storage location and by a particular folder. 
The following illustration shows the total size of each storage location in the Statistics tab.
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n The Media Indexer only calculates the size of files that are indexed. If there are non-indexed files 
in the folder they are not reported in this value.

The following illustration shows the size of folders in the Storage Browser tab. The Deep value is 
the size of the currently selected folder and all subfolders under this folder. The value on the 
right is the size of the currently selected folder. In this example the top folder is empty but the 
subfolders contain indexed media.
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Remote Mode Button

Local Media Indexers have a Remote Mode button that allows you to disconnect from the HAG. 
On the Service Configuration tool, the Remote Mode button is in the Configure Storages 
window. On the Web user interface the button is on the Configuration tab. When you click the 
Remote Mode button it expands as shown in the following illustration.

c Do not use the Remote Mode button for Interplay v2.7. It is intended for a future release 
and has not been qualified.
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