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Introduction to BMPCC Color Science 

The Blackmagic Philosophy: Cinema in Your Hands 

Blackmagic Design didn't just create cameras—they democratized cinematic image capture. At the heart of every BMPCC lies a color science philosophy that prioritizes artistic flexibility over baked-in looks. Unlike competitors who apply heavy-handed color processing to create an immediate "wow" factor, Blackmagic provides what cinematographers truly need: a neutral, information-rich starting point that preserves maximum creative choice for the grading suite. 

This approach recognizes that color grading isn't correction—it's storytelling. By delivering sensor data with minimal processing (especially in BRAW), Blackmagic empowers you to shape the emotional tone of each scene during post-production rather than being locked into decisions made on set under time pressure. 

The Generational Evolution: A History of Refinement 

Understanding which generation of color science your camera uses is crucial, as each iteration brings meaningful improvements to how the camera interprets and stores color information. 

Gen 1-3 (Original BMPCC, URSA Mini 4K):  


●  The foundation with strong film emulation DNA 

●  Softer highlight handling with earlier roll-off 

●  More pronounced noise structure in shadows 

●  Beloved for its "organic" character despite technical limitations 


Gen 4 (BMPCC 4K, 6K initial models):  


●  Significant leap in highlight retention 

●  Improved color accuracy, especially in skintones 

●  Cleaner noise structure with better shadow detail 

●  First implementation of modern Blackmagic Film curve 


Gen 5 (BMPCC 6K Pro, 6K G2, URSA Mini Pro 12K): 


●  Dual native ISO optimization (400/3200 for 6K Pro) 

●  Smoother highlight roll-off mimicking premium film stocks 

●  Cleaner shadows with reduced noise 

●  Better separation in saturated colors 

●  Enhanced texture and micro-contrast 


Practical Implication: With Gen 5, you can push shadows further without excessive noise, and highlights retain detail even in high-contrast situations. This translates to more grading latitude and confidence in exposure decisions. 

The Recording Dynamic: Film vs. Extended Video 

Every BMPCC offers two fundamental approaches to capturing images: 

Blackmagic Film (The Cinematographer's Choice): 


●  A true logarithmic curve designed to capture maximum dynamic range 

●  Flat, desaturated appearance that looks "wrong" on first view 

●  12+ stops of usable dynamic range 

●  Preserves highlight and shadow detail that would be lost in other profiles 

●  When to use: Narrative films, commercials, music videos—any project where maximum quality and grading flexibility are priorities 


Extended Video (The Pragmatist's Option): 


●  A Rec.709-optimized curve with contrast and saturation baked in 

●  Viewable image straight from camera 

●  Slightly compressed highlights and shadows for broadcast safety 

●  8-10 stops of effective dynamic range 

●  When to use: Documentary run-and-gun, event coverage, fast-turnaround projects 


Visual Comparison: Two identical frames—one in Blackmagic Film (appearing flat and milky), one in Extended Video (appearing contrasty and saturated). The Film image contains significantly more information in both highlights and shadows, visible when raising shadows in post. 

Pro Tip: Shoot in Blackmagic Film even for fast-turnaround projects. Apply a simple Rec.709 LUT for editing, then remove it for final grading. You'll have the safety of a viewable image with all the flexibility preserved. 

ProRes vs. BRAW: Technical Differences and Strategic Choices 

Understanding the Fundamental Nature of Each Format 

This isn't merely a choice between two codecs—it's a philosophical decision about where in the pipeline you want to make creative decisions. 

ProRes: The "Finished" Intermediate 


●  What it is: A highly efficient, intra-frame compressed codec 

●  When processing happens: In-camera, during recording 

●  Creative decisions locked: White balance, ISO, color science 

●  Flexibility: Limited to traditional color correction tools 


BRAW: The "Digital Negative" 


●  What it is: Compressed raw sensor data 

●  When processing happens: In post-production, in your grading software 

●  Creative decisions locked: Almost none—all processing parameters adjustable 

●  Flexibility: Essentially re-shooting in post 


The Technical Breakdown 

	Aspect 

	ProRes 

	BRAW 

	Practical Implication 


	Native Bit Depth 

	10-bit (422 HQ) / 12-bit (4444) 

	12-bit at all compressions 

	BRAW preserves more color gradations, reducing banding in skies and gradients 


	Color Processing 

	Baked at recording with chosen profile 

	Adjustable in post (Gen 4/5, etc.) 

	BRAW allows changing the fundamental color interpretation months after shooting 


	ISO 

	Fixed—noisebaked at chosen ISO 

	Adjustable ±2 stops in post 

	BRAW provides exposure insurance for tricky lighting situations 


	White Balance 

	Fixed at chosen Kelvin 

	Adjustable in post (1800K-25000K) 

	Perfect for mixed lighting or when you guessed wrong on set 


	Dynamic Range 

	Fixed based on profile 

	Full sensor range preserved 

	BRAW retains highlight detail that ProRes might clip 


	File Size 

	Larger at equivalent quality 

	Smaller due to smarter compression 

	BRAW 12:1 = ProRes 422 HQ quality at half the size 



Strategic Application: When to Choose Which 

Choose ProRes When: 

	Editing on Apple ecosystem (Final Cut Pro native support) 


	Multi-camera workflows with non-Blackmagic cameras 


	Direct client delivery from camera (events, news) 


	Working on less powerful systems that struggle with RAW playback 


	Tight storage limitations with fast turnaround 


Choose BRAW When: 

	Maximizing image quality is non-negotiable 


	Shooting in unpredictable lighting (documentary, run-and-gun) 


	Heavy color grading planned (music videos, narrative) 


	VFX work requiring maximum latitude 


	Archiving masters for future re-grading 


Compression Strategy: Balancing Quality and Workflow 

BRAW Compression Ladder: 


●  BRAW 3:1 → Near-lossless, VFX plates, green screen 

●  BRAW 5:1 → High-end commercial, cinema (recommended for 6K+) 

●  BRAW 8:1 → Narrative, documentary (excellent quality, efficient) 

●  BRAW 12:1 → Default recommendation, perfect balance 

●  BRAW 18:1 → Extreme storage constraints, still outperforms ProRes 


ProRes Quality Levels: 


●  ProRes 4444 XQ → Maximum quality, huge files 

●  ProRes 4444 → Alpha channel support, VFX 

●  ProRes 422 HQ → Broadcast standard, sweet spot 

●  ProRes 422 → Online delivery, efficient editing 

●  ProRes 422 LT → Web content, tight storage 

●  ProRes Proxy → Offline editing only 


Visual Aid: A three-column comparison showing: 

	Frame grabs at 400% zoom showing compression artifacts 


	Data rates in MB/s for 6K footage 


	Recommended use cases for each setting 


Understanding Color Spaces & Gamma Curves: The Science of Seeing 

Color Spaces: The Palette of Digital Cinema 

Think of color spaces as different-sized boxes of crayons. Rec.709 is the 24-pack—it covers most common colors. Blackmagic Design Film Gamut is the 120-pack with metallics and neons. DaVinci Wide Gamut is the professional 500-pack with every conceivable hue. 

Why This Matters: Every display device has a limited color space. Your smartphone ≈ Rec.709. Professional monitors ≈ DCI-P3. Your camera can capture more colors than most displays can show. The question becomes: How do you map the large captured gamut to the smaller display gamut without losing artistic intent? 

The Blackmagic Color Ecosystem Explained 

1. Blackmagic Design Film Gamut (Camera Native) 


●  Captures the full sensor color potential 

●  Colors exist outside traditional display spaces 

●  Must be transformed for viewing 

●  Contains: Ultra-saturated colors, deeper cyans, richer magentas 


2. Blackmagic Design Video Gamut 


●  Rec.709 compatible from the start 

●  Slightly limited compared to Film Gamut 

●  Good for fast turnaround 

●  Missing: Extreme saturations, some subtle color variations 


3. DaVinci Wide Gamut (Intermediate Working Space) 


●  Resolve's internal "playground" 

●  Enormous color volume (larger than human vision) 

●  Prevents clipping during complex grading 

●  Benefit: Multiple transforms without quality loss 


Gamma Curves: The Distribution of Brightness 

If color space defines what colors you have, gamma defines how brightness values are distributed between absolute black and absolute white. 

The Logarithmic Advantage: Human vision perceives brightness logarithmically, not linearly. Film responds logarithmically. Video traditionally used linear gamma (problematic). Log curves like Blackmagic Film distribute data efficiently across the available bits, allocating more information to mid-tones where our eyes are most sensitive. 

Blackmagic Gamma Options Deep Dive 

Blackmagic Film Gamma: 


●  True log curve optimized for 12-bit capture 

●  Preserves 12+ stops in elegant distribution 

●  Mid-gray at 0.38 (38% brightness) 

●  Requires transformation for proper viewing 


Blackmagic Video Gamma: 


●  Rec.709 compatible gamma 2.4 curve 

●  Mid-gray at 0.42 (42% brightness) 

●  Compresses extreme highlights and shadows 

●  Viewable without transformation 


Gamma 2.2 vs. 2.4: 


●  Gamma 2.2: Web standard (brighter environment viewing) 

●  Gamma 2.4: Cinema/broadcast (dark environment viewing) 

●  Difference: Subtle but important for final delivery 


Practical Workflow: Color Managed vs. Manual 

The Color Managed Approach (Recommended for Beginners): 

1. Project Settings → Color Management 
2. Color Science: DaVinci YRGB Color Managed 
3. Color Processing Mode: HDR DaVinci Wide Gamut 
4. Input Color Space: Auto (or manually set to Blackmagic Design Film) 
5. Timeline Color Space: DaVinci Wide Gamut 
6. Timeline Gamma: DaVinci Intermediate 
7. Output Color Space: Rec.709 
8. Output Gamma: Gamma 2.4 
Result: Automatic, consistent transforms. Resolve handles the complex math. 

The Manual Approach (For Advanced Control): 

1. Project Settings → Color Science: DaVinci YRGB 
2. No automatic color management 
3. Use Color Space Transform OFX on first node: 
- Input: Blackmagic Design Film 
- Output: Rec.709 
- Gamma: Blackmagic Film to Gamma 2.4 
4. Grade after this node 
Result: Complete control but risk of error. Better for specific looks. 

The "False Flat" Phenomenon 

New Blackmagic users often complain: "My Blackmagic Film footage looks flatter than ARRI footage!" This is the False Flat phenomenon. 

Why it happens: 


●  ARRI LogC has more contrast baked into the curve 

●  Blackmagic Film is truly logarithmic with minimal processing 

●  Different mid-gray points and distribution 


Solution:  

	Don't compare them side-by-side without proper transforms 


	Understand each requires different primary adjustments 


	Blackmagic needs slightly more contrast initially 


	The result after grading is equally rich 


Visual Exercise: Three identical scenes shot on BMPCC (Blackmagic Film), ARRI (LogC), and Sony (S-Log3). All brought to proper Rec.709. The differences in starting point, but similarity in final potential. 

Essential Color Grading Terminology: Building Your Vocabulary 

The Foundation: Primary vs. Secondary Correction 

Primary Correction: Global adjustments affecting every pixel equally. 


●  Purpose: Establish baseline exposure, contrast, and color balance 

●  Tools: Lift/Gamma/Gain, offset, contrast, pivot, saturation 

●  Philosophy: "Make it technically correct before making it beautiful" 


Secondary Correction: Isolated adjustments affecting specific elements. 


●  Purpose: Creative enhancement, problem fixing, visual storytelling 

●  Tools: Qualifiers (HSL keying), power windows, tracking 

●  Philosophy: "Guide the viewer's eye and emotion" 


The Primary Toolbox: Lift, Gamma, Gain Demystified 

These three controls form the cornerstone of color grading. Understanding their nuanced behavior is critical. 

Lift (Shadows): 


●  Primary function: Adjusts black level 

●  Color behavior: Strong influence on shadow color 

●  Best for: Setting black point, warming/cooling shadows 

●  Pro tip: Adjust Lift while watching scopes—stop when shadows reach 0% 


Gamma (Mid-tones): 


●  Primary function: Adjusts perceptual brightness 

●  Color behavior: Subtle color influence 

●  Best for: Overall brightness without affecting extremes 

●  Pro tip: Our eyes are most sensitive to gamma changes—adjust sparingly 


Gain (Highlights): 


●  Primary function: Adjusts white point 

●  Color behavior: Strong saturation influence 

●  Best for: Highlight brilliance, color tints in bright areas 

●  Pro tip: Watch for clipping—keep skin highlights below 90% 


Offset: The forgotten fourth control 


●  Function: Uniform brightness adjustment 

●  Use case: Quick exposure fixes before other adjustments 

●  Warning: Affects entire range including clipped areas 


Log vs. Linear Controls: Understanding the Difference 

Linear Controls: 


●  Traditional video controls 

●  Equal effect across the brightness range 

●  Can cause unnatural looking adjustments on log footage 


Log Controls (Specific to Resolve): 


●  Designed for log footage 

●  Respect logarithmic distribution 

●  More natural looking adjustments 

●  Includes: Log wheels, custom curves 


When to use which: 


●  Use Linear after transforming to Rec.709 

●  Use Log when working in log space 

●  General rule: Match your controls to your gamma space 


Node-Based Workflow: The Non-Destructive Mindset 

Serial Node (The Workhorse): 


●  Adjustments applied sequentially 

●  Each node builds on the previous 

●  Example workflow: Node 1: Color Space Transform Node 2: Primary correction Node 3: Sky adjustment Node 4: Skin tone Node 5: Film grain 


Parallel Node (The Mixer): 


●  Multiple adjustments applied simultaneously 

●  Outputs are blended 

●  Use case: Mixing multiple looks, complex color effects 


Layer Node (The Composite): 


●  Similar to Photoshop layers 

●  Blend modes available (Add, Multiply, Overlay, etc.) 

●  Use case: Adding glows, textures, creative effects 


External Node (The Matte Specialist): 


●  Accepts external matte inputs 

●  Use case: VFX composites, complex masking 


The Scopes: Your Objective Truth-Tellers 

Waveform Monitor (Luma): 


●  What it shows: Brightness distribution from left (dark) to right (bright) 

●  How to use:  

○  Skin tones: 60-70 IRE for normal exposure 

○  Blacks: Should kiss 0% but not form a wall 

○  Whites: Should kiss 100% but not clip excessively 

●  Pro tip: Watch for "gaps" at extremes indicating crushed shadows or clipped highlights 


RGB Parade: 


●  What it shows: Separate waveforms for Red, Green, Blue channels 

●  How to use: 

○  White balance: Neutral tones have aligned traces 

○  Color cast: One channel higher/lower than others 

○  Exposure: Overall height indicates brightness 

●  Exercise: Find a neutral gray card in your shot—align the three traces for perfect white balance 


Vectorscope: 


●  What it shows: Hue (angle) and saturation (distance from center) 

●  Targets: Each box represents broadcast-safe levels for primaries 

●  Skin tone line: From center to lower-right (important reference) 

●  How to use: 

○  Check saturation levels 

○  Identify dominant color casts 

○  Verify skin tones fall on or near the line 


Histogram: 


●  What it shows: Pixel count at each brightness level 

●  How to use: 

○  Identify exposure problems quickly 

○  See if image is weighted toward shadows or highlights 

○  Check for clipping (walls at either end) 

●  Limitation: Doesn't show spatial distribution 


Advanced Terminology for Continued Learning 

Chromaticity: The quality of color independent of brightness Luminance: The brightness component of color Chroma Subsampling: 4:2:2 vs 4:4:4 color sampling Bit Depth: 8-bit (16.7M colors) vs 10-bit (1.07B colors) vs 12-bit (68.7B colors) Color Temperature: Measured in Kelvin (K), 3200K=tungsten, 5600K=daylight Tint: Green/Magenta shift, often from fluorescent lighting ACES: Academy Color Encoding System, alternative color management LUT: Look-Up Table, mathematical color transform CDL: Color Decision List, simple primary correction values 

Practical Exercise: Analyzing a Reference Image 

	Import a frame from your favorite film 


	Analyze with all scopes 


	Note: Where do skin tones fall on waveform? 


	Note: How are RGB traces aligned for neutral areas? 


	Note: What's the overall shape of the histogram? 


	Apply these observations to your own grading 


You now understand the fundamental Blackmagic approach to color, the strategic
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	Record in Blackmagic Film (full range) 


	Apply technical LUT to monitor only (not recorded) 


	Suggested LUTs: 


	Blackmagic Film to Rec.709 (standard transform) 


	Custom show LUT (if established) 


	Film emulation LUT (for mood reference) 











































	Record BRAW/ProRes to primary card 


	Simultaneously record ProRes Proxy to second card slot 


	Settings: 


	Format: ProRes Proxy 


	Resolution: 1920x1080 (or 2048x1080) 


	Frame rate: Match primary 


	Workflow: 


	Edit with proxy files 


	Relink to originals for grading 


	Benefit: No rendering time, created during shoot 



	Create New Project 


	Import All Footage to Media Pool 


	Select Clips in Media Pool 


	Right-click → Generate Optimized Media 


	Settings: 


	Format: DNxHR LB (Windows) or ProRes Proxy (Mac) 


	Resolution: Half or Quarter (1080p usually sufficient) 


	Enable Proxy Mode: 


	Playback Menu → Proxy Mode → Prefer Optimized Media 


	Hotkey: Ctrl/Cmd + R to toggle 






	Bake a Technical LUT into proxies: 


	Apply Blackmagic Film to Rec.709 LUT 


	Render proxies with this transform 


	Edit with proper contrast/color 


	Use Color Managed Workflow: 


	Set up color management (next section) 


	Proxies inherit timeline color space 


	No manual LUT baking needed 


	XML/AAF Considerations: 


	Ensure color metadata transfers between applications 


	Test round-trip before committing to workflow 














	Editor exports timeline with proxies 


	Colorist conforms to originals 


	Colorist exports color decision lists 


	Editor applies final color 



	Create proxies immediately after shoot 


	Apply basic color correction 


	Deliver to editor same day 


	Maintain original archive 





	Open DaVinci Resolve → New Project 


	Name Convention: Client_Project_Date_Colorist 


	Save Project immediately (Ctrl/Cmd + S) 


	Auto-Save: Enable in Preferences → User → Project Save & Load 



















	Decode Quality: Full (for grading), Half (for editing) 


	Playback > Proxy Mode: None (during grading) 


	Color Science: DaVinci YRGB Color Managed (recommended) 




	Media Storage: Add folders containing your footage 


	Cache Files: Set to fast SSD separate from media 


	Gallery Stills: Designated folder for reference frames 


	LUT Folder: Link to your LUT library 










	Create New Timeline 


	Name: Sequence_01_Date 


	Format: Match delivery, not source 


	Working Timeline LUT: None (managed in Color Management) 




	Create separate timelines for each format 


	Use Color Space Transform on each 


	Nest timelines into master timeline 


	Apply final grade to master 












	Right-click Media Pool column headers 


	Add: ISO, White Balance, Codec, Camera Model 


	Sort by ISO for easy noise management 


	Sort by White Balance for consistent scenes 




	Reference Stills: From films, commercials, mood boards 


	LUTs: Organized by type (Technical, Creative, Show) 


	PowerGrades: Your saved node trees 


	FX Presets: Frequently used effects 


	Titles/Graphics: Project-specific elements 




	Color Page Preset: Save your ideal layout 


	Dual Monitor Setup: 


	Left: Node Editor, Keyframes, Gallery 


	Right: Viewer, Scopes, Color Wheels 


	Essential Panels Always Visible: 


	Scopes (Waveform, Vectorscope, Parade) 


	Node Editor 


	Keyframes 












	File → Export Project 


	Include: All stills, LUTs, audio files 


	Create archive after major milestones 


	Store separately from media 





	Fully Managed (ACES): Industry standard, complex 


	DaVinci Color Managed: Resolve-native, excellent for BMPCC 


	Manual: Complete control, high risk of error 





	Project Settings → Color Management 


	Color Science: DaVinci YRGB Color Managed 


	Color Processing Mode:  


	HDR DaVinci Wide Gamut: Future-proof, recommended 


	SDR DaVinci Wide Gamut: Standard dynamic range only 



































	Project Settings → Color Science: DaVinci YRGB 


	No automatic management 


	First Node on Every Clip: 


	Add Color Space Transform OFX 


	Input: Blackmagic Design Film 


	Output: Rec.709 


	Gamma: Blackmagic Film Gamma → Gamma 2.4 


	Grade after this node 











	Project Settings → Color Management 


	Color Science: ACEScct 


	ACES Version: 1.3 


	Input Transform:  


	BRAW: Blackmagic Design Film 


	ProRes: Blackmagic Design Film 


	Output Transform: Rec.709 (Gamma 2.4) 


	Reference Gamut: DCI-P3 


	Reference Gamma: Gamma 2.4 











	Decode Using: 


	Project: Uses project settings 


	Clip: Set individually (recommended) 


	White Balance: 


	Adjust here instead of with color wheels 


	More natural results 


	Preserves highlight/shadow detail 


	ISO: 


	Adjust exposure here, not with Lift 


	Cleaner shadows/highlights 


	Note: Only in BRAW, not ProRes 


	Highlights/Shadows: 


	Recover clipped information 


	Works better than traditional tools for BRAW 


	Use before other grading 











	Node Structure: 


	LUT Types for BMPCC: 


	Technical: Blackmagic Film to Rec.709 


	Creative: Film emulations, stylized looks 


	Monitoring: For client monitors during session 




	Preferences → Video and Audio I/O 


	Video Monitor: Your calibrated monitor 


	Signal: 10-bit if supported 


	Data Levels: Video (16-235) for most monitors 


	3D LUT: Load calibration LUT if needed 



	Use Resolve's Viewer: Not ideal but common 


	Calibrate display: Use calibration tool 


	Check with scopes: Don't trust your eyes alone 


	Final review: On calibrated monitor before delivery 













	Grade in HDR DaVinci Wide Gamut 


	Use Color Space Transform to create SDR version 


	Fine-tune SDR separately if needed 


	Benefit: Future-ready masters 




	Check BRAW panel settings match camera 


	Verify Color Science generation 


	Check if monitoring LUT was baked in camera 



	Check if shot in Film or Extended Video 


	Set correct input color space 


	Apply appropriate transform 



	Check white balance in BRAW panel first 


	Use vectorscope skin tone line 


	Isolate skin with qualifier, adjust hue vs. saturation 




	Configure all settings as above 


	Save as "BMPCC_6K_Color_Grading" 


	Include: 


	Media Pool structure 


	Power Bins with LUTs 


	Color Management settings 


	Timeline presets 



	Export Project 


	Include: All settings, LUTs, PowerGrades 


	Import on other systems 


	Update media paths 




	Shoot for post: Capture maximum data with Blackmagic Film 


	Work smart: Use proxies to preserve creative energy 


	Setup once: Create project templates for consistency 


	Manage color correctly: Choose the right approach for your project 
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	Find frame with gray card or neutral reference 


	Open BRAW panel 


	Use White Balance eyedropper 


	Click on gray card 


	Result: Perfect white balance in one click 



	Analyze the shot: 


	Is it tungsten-lit? Start at 3200K 


	Daylight? Start at 5600K 


	Mixed lighting? Choose dominant source 


	Adjust Kelvin slider: 


	Move toward blue to cool (higher Kelvin) 


	Move toward orange to warm (lower Kelvin) 


	Check with vectorscope: 


	Neutral grays should be at center 


	Use RGB parade for precision 


















	Find neutral reference (concrete, white shirt, gray card) 


	Open RGB parade scope 


	Adjust Tint slider until RGB traces align for neutral areas 


	Small adjustments only—large moves look unnatural 



















	Pull Highlight slider left (negative values) 


	Watch waveform: clipped area should develop detail 


	Stop when: Detail returns but image still feels bright 


	Combine with ISO adjustment for best results 






	Push Shadow slider right (positive values) 


	Watch noise levels—BRAW recovery is cleaner 


	Best practice: Recover in BRAW, then use noise reduction if needed 


	Stop when: Detail visible but shadows still feel dark 









	Check what generation camera used 


	Match in BRAW panel 


	Exception: Sometimes Gen 5 looks better on Gen 4 footage 


	Test both, choose what looks best for project 










	Check clip metadata: Right-click → Clip Attributes 


	Look for:  


	Color Space: Blackmagic Design Film or Video 


	Gamma: Blackmagic Film Gamma or Video Gamma 


	Ask: Was it shot in Film or Extended Video mode? 










	Add Color Space Transform to first node 


	Input Settings: 


	Color Space: Blackmagic Design Film 


	Gamma: Blackmagic Film Gamma 


	Output Settings: 


	Color Space: Rec.709 


	Gamma: Gamma 2.4 (or 2.2 for web) 


	Adjustments: 


	Tone Mapping: Log to Video 


	Keep: Saturation and Luminance checked 































	Thiago Vibesp – https://thiagovibesp.com 






	Use custom curves: 


	Lift: Set black point 


	Gamma: Adjust mid-tone contrast 


	Gain: Set white point 


	Adjust saturation separately 


	Use Color Compressor to handle out-of-gamut colors 


	Verify with scopes at each step 




	Check if you're using the right input profile 


	Add contrast after conversion 


	Verify monitor calibration 



	Use Highlight Roll-off in Color Space Transform 


	Reduce Gain before conversion 


	Consider re-converting with different settings 



	Verify white balance before conversion 


	Use color management instead of LUT 


	Isolate and correct skin tones after conversion 



	
	
	

	
	
	

	
	
	

	
	
	

	
	
	



































	Find darkest part of image that should have detail 


	Use Lift control or custom curve 


	Watch waveform: Bring blacks to 0% but maintain shape 


	Check: Shadows should be near 0%, not a solid wall 





	Find brightest non-specular highlight 


	Use Gain control 


	Watch waveform: Bring to 90-95% 


	Exception: Specular reflections can hit 100% 





	Use Gamma control 


	Reference: Skin tones at 60-70% for normal exposure 


	Consider mood: 


	Bright/comedy: 65-75% 


	Drama: 50-60% 


	Horror: 40-50% 











	Global Contrast: Overall image contrast 


	Local Contrast: Contrast within specific areas 


	Micro-Contrast: Edge definition, texture 


	Color Contrast: Hue and saturation differences 










	Create S-curve: Raise highlights, lower shadows 


	Adjust steepness: Steeper = more contrast 


	Control roll-off: Curve ends determine highlight/shadow handling 


	Per-channel curves: For color contrast 



	Increase contrast 


	Add saturation (typically +5 to +20) 


	Or use: Contrast/Saturation OFX for combined control 












	Select reference shot: Best exposed shot in scene 


	Apply to all shots: Using still store or remote grades 


	Analyze differences: 


	Use split screen 


	Check waveform comparison 


	Use histogram matching 


	Adjust each shot: 


	Match black point first 


	Then white point 


	Then mid-tones 


	Finally contrast 










































































































	Find neutral references: 


	Concrete 


	White walls 


	Gray objects 


	White clothing 


	Use RGB parade: 


	Neutral areas should have aligned traces 


	Misalignment indicates color cast 


	Consider light sources: 


	What lights were used? 


	What time of day? 


	Any colored surfaces bouncing light? 



	Select correction tool: Usually Gamma wheel 


	Find neutral area in image 


	Adjust opposite color: 


	If too blue, add orange 


	If too green, add magenta 


	If too yellow, add blue 


	Check with RGB parade: Traces should align 



	Look at faces: Do they look natural? 


	Check vectorscope: Skin should be near skin tone line 


	Adjust if needed: Use Hue vs. Hue curves 


	Remember: Different ethnicities have different natural tones 





















	Correct for dominant light source 


	Let other sources have their natural color 


	Result: Natural-looking, preserves mood 



	Create two versions: 


	Node A: Corrected for source A 


	Node B: Corrected for source B 


	Use Power Windows to isolate areas 


	Blend for natural transition 












	Use Radial Mask 


	Center on light source or subject 


	Inside mask: Warm temperature 


	Outside mask: Cool temperature 


	Feather heavily for natural blend 



























































	Select master shot: Best color representation 


	Save still to gallery 


	Compare each shot: Side-by-side with reference 


	Match using: 


	Color wheels (primary) 


	RGB parade alignment 


	Vectorscope comparison 


	Consider continuity: 


	Time passing? Gradual temperature change 


	Location change? Different temperature 


	Emotional shift? Temperature reflects mood 











































	Identify skin areas: 


	Faces (primary) 


	Hands/arms (secondary) 


	Legs/other exposed skin 


	Check vectorscope: 


	Zoom in on skin tone line 


	Are skin pixels clustered on/near line? 


	Check RGB parade: 


	Red channel typically highest 


	Green middle 


	Blue lowest 


	Relationship more important than absolute values 


	Check waveform: 


	Appropriate brightness for ethnicity 


	Consistency across faces 




	Select Qualifier tool 


	Sample skin area: 


	Avoid highlights and shadows 


	Sample multiple areas 


	Use "Add Sample" for range 


	Refine selection: 


	Hue width: Narrow but not too narrow 


	Saturation: Typically medium range 


	Luminance: Match skin brightness 


	Clean up edges: 


	Denoise and blur 


	Use window to restrict area 



	Enable Face Detection in Color page 


	Let AI find faces 


	Refine detection if needed 


	Benefit: Automatic, tracks movement 



	Draw around face 


	Add tracking if subject moves 


	Feather heavily (50-100 pixels) 


	Combine with qualifier for best results 





	Isolate skin 


	Add magenta (opposite of green) 


	Small adjustment (1-3 points) 


	Check other skin areas 



	Isolate skin 


	Add blue/cyan 


	Use Temperature control if available 


	Consider if appropriate for scene 



	Isolate skin 


	Increase saturation slightly (5-10%) 


	Add subtle red/magenta 


	Consider overall image saturation 



	Isolate skin highlights 


	Use Highlight control to recover 


	Reduce luminance of highlights 


	Add texture if needed 




	Create parallel node after correction 


	Isolate skin again 


	Add subtle glow: 


	Soft Light blend mode 


	Gaussian blur 


	Reduced opacity (20-40%) 


	Restrict to highlights only 



	Avoid over-smoothing skin 


	Maintain pore detail 


	Use subtle sharpening if needed 


	Consider beauty work node for close-ups 





	Establish reference skin tone for character 


	Save as still or PowerGrade 


	Apply to all shots of that character 


	Adjust for lighting changes but maintain core tone 



	Test skin tones with each camera 


	Create camera-specific corrections 


	Build LUT that normalizes skin tones 


	Apply as first node for each camera 



























































	Shoot color chart with all cameras 


	Analyze skin tone patches 


	Create correction LUT for each camera 


	Apply before creative grading 


	Fine-tune with qualifiers 




	Skin Tone Qualifier: Specialized skin detection 


	Face Refinement: AI-based face enhancement 


	Beauty: Skin smoothing, blemish removal 


	Glow: Healthy skin enhancement 











	Skin Isolation: Qualifier + window 


	Basic Correction: Temperature, saturation 


	Enhancement: Glow, texture 


	Protection: Limiter to prevent over-adjustment 



	Over-correction: Making all skin perfect pink 


	Ignoring environment: Skin shouldn't match gray card in colored light 


	Inconsistent across shots: Jumping skin tones distracts 


	Destroying texture: Over-smoothing looks plastic 


	Ignoring ethnicity: Different skin has different correction needs 


	Forgetting hands/arms: Faces match but limbs don't 


	Over-saturating: Sunburnt look is amateur 


	Under-saturating: Dead, lifeless appearance 





	Analyze each face individually 


	Create separate corrections for each ethnicity 


	Apply fluorescent correction globally first 


	Isolate each face with qualifier + window 


	Correct to natural state for each ethnicity 


	Enhance slightly for health/glow 


	Check consistency across shots 


	Final review on calibrated monitor 

















	BRAW isn't just data—it's opportunity to re-imagine exposure and color 


	Conversion is foundation work—do it right and everything else follows 


	Exposure creates clarity, contrast creates emotion 


	Color temperature tells time, place, and mood 


	Skin tones are your connection to the audience—handle with care and artistry 
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	Respect the Highlight Roll-off: Blackmagic's smooth highlight handling needs preservation 


	Maintain Skin Tone Integrity: Blackmagic's natural skin rendering is a strength 


	Work with the Dynamic Range: 12+ stops need careful tone mapping 


	Consider the Noise Structure: Blackmagic noise has specific characteristics 












	Create New Project in Resolve 


	Import BMPCC Test Footage: 


	Include various skin tones 


	Include challenging colors (reds, greens) 


	Include highlight and shadow extremes 


	Include neutral gray cards 


	Set Up Color Management: 


	Use DaVinci YRGB Color Managed 


	Timeline: DaVinci Wide Gamut 


	Output: Rec.709 Gamma 2.4 





	Set exposure: Blacks at 0%, highlights at 90%, skin tones 60-70% 


	White balance: Neutral using gray card 


	Contrast: Standard S-curve, pivot at 0.5 


	Saturation: Natural levels (no adjustments yet) 



	Analyze reference images: What contrast signature do you want? 


	Create custom curve: 


	Film-like: Gentle S-curve, lifted toe 


	Modern: Strong S-curve, deep blacks 


	Vintage: Compressed highlights, milky shadows 


	Test across different exposures: Ensure it works for bright and dark scenes 



	Hue shifts: 


	Reds toward orange or magenta? 


	Greens toward yellow or cyan? 


	Blues toward purple or teal? 


	Saturation vs. Luminance: 


	Desaturate shadows? 


	Boost mid-tone saturation? 


	Control highlight saturation? 


	Channel mixing: 


	Add blue to shadows? 


	Add warmth to highlights? 


	Create complementary color relationships 









	Apply to various footage: 


	Different lighting conditions 


	Different skin tones 


	Different ISO settings 


	Check for issues: 


	Banding in gradients 


	Clipped highlights/shadows 


	Unnatural skin tones 


	Over-saturated colors 


	Iterate and refine: LUT creation is iterative 





	Create base LUT for each camera 


	Normalize to common reference (ARRI or film stock) 


	Build correction LUT to match cameras 


	Package as set: "Cinema Series" for all Blackmagic cameras 


























	Grade key scenes from the project 


	Extract the common look into a LUT 


	Distribute to editor, DIT, other colorists 


	Ensure consistency across the project 

















	Dynamic Range Response: How film handles highlights and shadows 


	Color Rendition: How film interprets and renders colors 


	Grain Structure: The texture and movement of film grain 


	Halation & Bloom: How film handles extreme highlights 
























	Find film scans: Preferably from the same stock you're emulating 


	Note shooting conditions: Daylight vs tungsten, exposure 


	Analyze with scopes: 


	Waveform shape 


	RGB parade relationships 


	Vectorscope color clusters 


	Create stills library: Organized by stock and condition 











	Start with standard S-curve 


	Adjust toe: Raise starting point, gentle slope 


	Adjust shoulder: Compress highlights gently 


	Test: Watch waveform for characteristic shape 


	Compare: Side-by-side with film reference 










	Use Color Compressor to handle out-of-gamut colors 


	Adjust Hue vs Hue curves for each major color 


	Create saturation vs luminance curves for film-like saturation 


	Add channel mixing for film color science 














	Use quality grain samples: Real film scans are best 


	Apply after color grading: Grain should be final step 


	Match to exposure: More grain in shadows, less in highlights 


	Consider temporal characteristics: Grain should move naturally 


	Respect resolution: Scale grain appropriately for your output 



















	Add warm tint to shadows (+2 toward orange) 


	Cool highlights slightly (+1 toward blue) 


	Reduce blue saturation in highlights 


	Add halation with warm orange bloom 



















	Start with Color Space Transform 


	Build custom curve in curves panel 


	Adjust color using primary wheels and curves 


	Add halation with parallel nodes 


	Apply grain as final step 


	Result: Complete understanding and control 




	Apply technical film emulation LUT 


	Adjust to taste with primary tools 


	Add custom grain and halation 


	Benefit: Faster, good starting point 





















	Reduce contrast (contrast 0.9) 


	Desaturate (-15%) 


	Add green tint to shadows 


	Apply 35mm grain 


	Add subtle vignette 












	Hard clip blacks and whites 


	Add channel blur (red and blue more than green) 


	Add composite video artifacts 


	Reduce resolution (soften) 


	Add analog video noise 












	Increase sharpness 


	Boost saturation 


	Hard clip highlights 


	Use video gamma curve 


	Keep clean, no grain 






























	Skin tones: Multiple ethnicities 


	Gray scale: 10-step grayscale 


	Color chart: X-Rite or similar 


	Real-world scenes: 


	Daylight exterior 


	Night interior 


	Mixed lighting 


	Close-ups 


	Landscapes 



	Highlight handling: Should roll off, not clip 


	Shadow detail: Should have film-like texture 


	Color continuity: No sudden hue shifts 


	Skin tones: Must look natural 


	Grain: Should look organic, not digital 


	Overall feel: Should evoke film emotion 



	Apply to test suite 


	Note issues 


	Adjust one parameter at a time 


	Re-test 


	Repeat until satisfied 

















































	Check sky exposure: Should have detail, not blown out 


	Evaluate shadows: Should exist, not flat lighting 


	Look for tell-tale signs: Sun direction, shadow length 


	Plan your approach: Will it be moonlit or urban night? 

























	Strong blue shift (+30-40 points) 


	Add cyan to shadows 


	Isolate and brighten "moonbeams" 


	Add atmospheric haze 


	Deepen but don't crush shadows 











	Base cool temperature 


	Add individual light source colors 


	Create wet street reflections 


	Add light pollution to sky 


	Boost specific practicals 











	Isolate windows 


	Make exterior dark and blue 


	Keep interior warm but darkened 


	Add window glow effect 


	Balance interior/exterior contrast 








	Keyframe color temperature over time 


	Adjust exposure gradually 


	Change sky treatment if visible 


	Animate practical lights (turn on/off) 


































	Watch on different displays: Phone, TV, projector 


	Check in black and white: Luminance relationships are key 


	Compare to real night footage: Side-by-side analysis 


	Get fresh eyes: Others will spot issues you're blind to 



	Waveform: Should have night characteristic shape 


	Vectorscope: Colors should cluster in night regions 


	Histogram: Should be shifted left but not crushed 


	RGB parade: Should show night color relationships 






























































	Establish a master camera (often the majority or best quality) 


	Grade the master camera to desired look 


	Match other cameras to the master 


	Accept differences that serve the story or are unavoidable 





	Shoot color chart with all cameras if possible 


	Include: Skin tones, gray scale, color patches 


	Same lighting: Critical for accurate comparison 


	Same lens/settings: As close as possible 






	Use gray card or neutral reference 


	Match middle gray (typically 40-50% depending on log) 


	Check highlights and shadows: Match general shape 


	Use false color for precise matching 



	Find neutral reference in all shots 


	Adjust temperature and tint to match 


	Check skin tones: Should be similar 


	Consider creative intent: May want slight differences 







































	Color Space Transform: Essential for base matching 


	Color Compressor: Handles gamut differences 


	Match Color: Automated matching (use carefully) 


	Shot Matcher: For exposure/balance matching 






















	POV shots: Different camera for different character perspective 


	Flashbacks: Different look intentionally 


	Documentary authenticity: Preserve source characteristics 


	Stylistic choice: Embrace the differences 



	Extreme compression: Can't match 8-bit to 12-bit 


	Radically different lighting: Shot under different conditions 


	Resolution mismatch: 4K to 1080p has inherent differences 


	Lens characteristics: Can't match anamorphic to spherical 










































	Collect stills from all your projects 


	Look for patterns: 


	Do you always cool shadows? 


	Is there a signature skin tone treatment? 


	Do you prefer certain color combinations? 


	How do you handle night scenes? 


	Identify your "defaults": What do you naturally gravitate toward? 




	Films: That inspire your desired style 


	Photography: Still images with desired qualities 


	Paintings: Color and light relationships 


	Real-world observation: Note lighting you love 





	Master LUTs: For different scenarios 


	PowerGrade templates: Complete node trees 


	FX presets: Frequently used effects 


	Grain libraries: Your preferred grain looks 


































	Strength adjustment: Apply your style at different intensities 


	Element isolation: Use only certain aspects of your style 


	Combination: Mix your style with other influences 


	Evolution: Let the style develop through the project 






	Same base transform for all LUTs 


	Consistent strength levels (50%, 75%, 100% versions) 


	Complementary color relationships across the series 


	Similar highlight/shadow treatment philosophy 


	Documentation for each LUT's best use 





	Resolve project templates with your standard setup 


	PowerGrade bins organized by style 


	LUT folders structured for easy access 


	Reference stills for common scenarios 







































	Brighter highlights can be more dramatic 


	Deeper shadows possible 


	More saturation available 


	Create HDR versions of your signature looks 





	Create look books with your style applied to references 


	Develop show LUTs early in production 


	Test on actual footage during pre-production 


	Document decisions for consistency 




	Create style guides with technical specifications 


	Build shared PowerGrade libraries 


	Regular review sessions for consistency 


	Master colorist supervision for final unification 





























	Keep project archives with grades 


	Note what worked and why 


	Track client/audience reactions 


	Regularly review and refine 













	Waveform analysis: Similar contrast relationships across projects 


	Vectorscope analysis: Consistent color clustering 


	Histogram comparison: Similar tonal distribution 


	RGB parade alignment: Consistent color balance 



	Blind testing: Can others identify your work? 


	Client recognition: Do clients associate certain qualities with you? 


	Industry perception: How are you described by peers? 


	Self-assessment: Does it feel like "you"? 



























	Showreels that demonstrate range within consistency 


	Case studies showing style adaptation 


	Testimonials highlighting consistent quality 


	Style guides for potential clients 



	Training on your methods 


	Templates for other colorists 


	Consulting on style development 




	Film emulation is alchemy—respect the craft while making it your own 


	Day-for-night is illusion—create the feeling, not just the darkness 


	Camera matching is unification—create cohesion from diversity 


	Consistent style is identity—develop and evolve your visual voice 
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	Luminance Noise: Brightness variations (grain-like) 


	Chrominance Noise: Color speckles (ugly, needs reduction) 


	Pattern Noise: Sensor-related fixed patterns 


	Compression Artifacts: From codec, not sensor 


























	Zoom to 200-400% on problematic area 


	Identify noise type: 


	Color speckles = Chroma noise (reduce aggressively) 


	Brightness grain = Luma noise (reduce carefully) 


	Banding/patterns = Compression artifacts (different approach) 


	Play the clip: Watch for temporal flicker 


	Note ISO: Higher ISO needs more reduction 






























	Check focus: No sharpening fixes soft focus 


	Identify key detail: Faces, text, important elements 


	Consider output: Web needs more than cinema 





















	Reduce Luma NR 


	Use selective NR (avoid skin) 


	Add texture back with grain 


	Consider if NR is really needed 




	Reduce sharpening amount 


	Increase threshold 


	Use smaller radius 


	Apply selectively 




	Reduce temporal threshold 


	Adjust motion estimation settings 


	Use spatial NR instead for moving shots 


	Keyframe NR strength for motion changes 
















	Sigma 18-35mm f/1.8: Sharp, some distortion, heavy vignetting wide open 


	Canon L-series: Excellent but may need correction 


	Meike/7Artisans cine primes: Character lenses, embrace flaws 


	Blackmagic Cine Lenses: Designed for correction 





	Distortion: Barrel/pincushion correction 


	Chromatic Aberration: Color fringing removal 


	Sharpness Falloff: Edge softness correction 


	Vignetting: Light falloff correction 




















































































	Blue line flares: Characteristic, often desired 


	Elliptical bokeh: Signature look 


	Horizontal flare: Anamorphic characteristic 


	Specialized distortion: Requires specific correction 









	Period authenticity: Old lenses had flaws 


	Character lenses: Flaws are personality 


	Stylistic choice: Embracing imperfections 


	Documentary realism: Preserving source character 



	Extreme corrections cause artifacts 


	Resolution loss from scaling 


	Processing time not justified 


	Minor issues invisible in final delivery 















	HDR10: Consumer standard, static metadata 


	Dolby Vision: Dynamic metadata, professional 


	HLG (Hybrid Log-Gamma): Broadcast standard 


	HDR10+: Dynamic metadata alternative 
























	Highlights can be MUCH brighter (1000+ nits vs 100 nits) 


	Shadows can be truly black (0.005 nits vs ~1 nit) 


	Color volume expands in brightness and saturation 


	Viewing environment affects perception more dramatically 





	HDR Waveform: Shows absolute nits values 


	False Color HDR: Displays brightness zones 


	HDR Histogram: Distribution in HDR range 


	Reference patches: Known brightness values 






























































































	Noise is texture, not enemy—manage it with intention 


	Lens character is storytelling—correct flaws or embrace personality 


	HDR is expansion, not just brightness—think in absolute light values 


	Every technique serves the story—technical excellence enables artistic expression 
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