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|. recording



® Personal Video Recorder
(e.g. MythTV-based Linux box)

® Framegrabber (e.g. Matrox)

® Portable recording appliance
(e.g. Pinnacle PVR)



2. selection



® imagemagick
® ffmpeg
® |mage)

® Quicktime Pro



3. summary
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4. exploration



Reslic en0n VID000O01
91/640; 90x480 pixell 68/90; 640x480 pixels: RGB: 105MB
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Volume Viewer 1.31
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Save View
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Laser Blast
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Frogger


















