
Disks

Amiga Animation • A LimitedEdition

Animation Program Covered This Issue

114.05 US.' $18.95 CAN.

74470 27367

07

Included so you can

try your hand at

animation!

"Deluxe Paint HI •Fantavision

1 VideoscapeSD •Sculpt/Elan

"Turbo Silver •Zoetrope

*Framegrabber •Inteifonts and more.

114.95 us.' $18.95 CAN. 

o 

Amiga Animation • A Limited Edition 

Animation Program Covered This Issue 
---

07 

7 

Included so ),011 call 

li)' your hand at 
animation! 

-Deiu;(e Paint III -Fantavision 
-Videoscape-3 D -Sculpt/Elan 
-Turbo Silver -Zoetrope 
-Frameorabber 

" 
-Intelfonts and more. 



PREMIER ISSUE The Complete Amiga Graphics Resource

I&yTtecmg*Animatjon»Desktop Publishing"Video'FineArt

Making It Work!
Tutorials and articles to make

your software perform, and

your life easier.

Ray Tracing Sparkle
Different parameters to make your ray

tracings come afivel

Super Paint
Going beyond KAMI

Unlimited ClipArt
Moving "other" computer graphics

to the Amiga

Monitors
Beyond the 1084. In search of:

a better monitor.

The Complete Amiga Graphics Resource

For a graphics computer as powerful as the Amiga, you need a magazine that can help you

reach its full potential.

Whether you are interested in Ray Tracing, Animation, Desktop Publishing, Video or Fine

Art, GRAF/x can provide you with the ideas and information to make your Amiga sing,

dance and perform up to its full potential.

Each issue you will get timely news features, product announcements, reviews, tutorials,

and a solid editorial content. GRAF/x also offers a companion disk set with fonts, objects,

clipart, artwork, animations, and so much more.

Subscription rate $^9*SJ? for 6 issues.

Special Charter Rate $14.95

Don't wait! Subscribe now and save 37% off of the cover price. Subscribe by using

the order form, or for immediate service call toll free 1-800-284-3624.

Making It Work! 
Tutorials and articles to make 
your software perform, and 
your ute easier. 

Ray Tracing Sparkle 
Different parometEHS to make your ray 
tracings come olivet 

Super Paint 
GoIng beyond HAM! 

Unlimited ClipArt 
Moving ·other'" computer graphics 

tolhe Amigo 

Monitors 



Amiga Animation Special Edition CONTENTS

Videoscape-3D Tutorial 12
Bcmg Breakout, shows off Vicfeoscape-3D. u

Marilyn - The Animation
This Fantavision animation is available on the disks included. u

A.X. Animation
An elaborate Deluxe Paint 111 animation on disk.

]

u

About This Specia I Issue

What you get, and how to get more information about the products

mentioned.

Taking a Good Look at Amiga Animation

by Jay Gross

Overview of Amiga Animation Software, Hardware, techniques

and expectations for the future. News about new developments

and new products and improvements to come.

MakeAnim Program

Get in on the act, and make your own animations, even if you

don't have one of the commercial animation programs, yet. Here

is MakeAnim, a freely distributable program for putting your own

ANIM format files together from pictures. Complete and working,

on the disk, along with a how-to fife to ten you how to use it.

Product Review: Zoetrope

by Mike Hubbartt

Here's a look at one of the newer Amiga animation products on

the market, Zoetrope. rt has serious fimifations for serious video en

thusiasts, but if you just want to make things move for the fun of it, rt

fis the bffl.

ZoeAx2.RIF Animation

This neat animation gives you some idea about what you can do

with Zoetrope in the way of moving titles around on the Amiga

screen. Animation by Mike Hubbartt.

Zoeptay Ptayer Program

To ptoy a Zoetrope animation, you need a 'player* program that

will handle its *R1F fifes. This is one. If you download a Zoetrope ani

mation, you don't have to download this player with rt. cause here

it is.

U

u

ANIM.info (ICON)

Every animation needs an icon, and if the ANIMS you create don't

have them, this one will fill in nicety. Just copy it to the ANIM's name

(don't forget to add .info).

Frogmovie Animation

First thing you notice about this neat tree frog is his eyes. Then his

lunch flies into the picture and kerpop! Yummy.

DeluxePaint III: The Next Generation

by Mike Hubbartt

Electronic Arts' new upgrade to DefuxePaint adds animation to the

world of Amiga paint programs. DeluxePaint III makes it easy by

keeping track of the frames for you.

Example Animation: DeluxePainf III

by Mike Hubbartt

This is an example of what you can do quickly and easSy with

DeluxePaint III and a little poring through the manual to see how it

works.

AX Animation

The car on the cover of Ami Exchange MogazHTe Issue 2.2 springs

to life, and a few other rather startling things occur, as well. This ani

mation was created with DefuxePaint III from digitized images (and

a tttte tinkering here and there) by Shamms Mortier.

9 Product Review: Fanfavtsion

by Brian Roberts

Brian explains a Sttle about what was involved in creating the NCR

Fanfavision animations.

Opening Animation

Just like on Saturday sports - or maybe afmost ike it. An animated

lead-in for the fictional NCR sports. Fantavision animation by Brian

Roberts.

(Continued)
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is MakeAnim , a freely distributable program fOf putting your own 
ANIM fOfmat files together from pictures. Complete and wOfking, 
on the disk, along with a how·to file to tel you how to use n. 
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by Mike Hubbarff 
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the market , Zoetrope. ~ has serious imitations fOf serious video en­
thusiasts, but n you just want to make trings move IOf the fl.n of n, n 
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ZoeAx2JIIF Animation 
This neat anmation gives you some idea about what you can do 
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m ation, you don't have to download ths player with n, 'cause here 
it is. 
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(don't forget to add .info). 
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Firslltmg you notice about ths neat tree frog is his eyes. Then his 
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by Mike Hubbarff 
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keeping track of the fromes for you. 
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This is an example of what you can do qo.icldy and easily with 
DeluxePaint III and a rotlle pori1g lIYough the manual to see how n 
works. 

AX Al IimafiOI i 
The car on the caver of Am Exchange Magazine Issue 2.2 springs 
10 life, and a few other rather startling things OCC\X, as well. This ani­
mation was created wnh DeluxePaint III from di\jttled inages (and 
a iHle linkerlng here and there) by Sharrms Mortier. 
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Brion explains a iHIe about what was involved in creating the NCR 
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Turbo Silver
Tutorial and animation.

u

8

Fantavision 9
Review by Brian Roberts

I I Marilyn
nrf AMarilyn comes to life In this FrameGrobber animation

Startinglinell Animation

The NCR volleyball tournament. The plot thickens. And a good

time was had by all Fantavision animation by Brian Roberts.

Marilyn - Fantavision Style

A colorized Marilyn Monroe animation done with Fantavision,

Objects

This Is a whole subdirectory of objects for your animating and ray-

tracing pleasure, The first batch goes with the Videoscape tutorial.

They are: amov.ax ax.ox

ball.ax bmov.ax

cam.ax

Next is an object for raytracing in Sculpt-3D. It is: HangGlider.scene

3D Font

Some of the most difficult to make objects in raytracing packages

are alphabet characters. They're complicated and time-

consuming. Here for your raytracing pleasure is a set of capitals in a

3-D font named AX.Bold. It's in Turbo Silver 3.0 format.

Turbo Silver: Animation Made Simple

by Clyde R. Wallace

A walk-through tutorial on how to do an animation with Turbo Silver

3.0 (and the new 'SV update) from Impulse, Inc. What to watch

out for, and how to get the most out of the time you invest.

Spacial FlyBy: A Turbo Silver Animation

by Clyde R. Wallace

The animation, Spaciai FiyBy depicts a planetary system in 3-D

space, through which the viewer (that's you!) moves, taking in the

sights as you go. This is the tutorial's demonstration animation.

FrameGrabbing - Step Frame Animation

By Clyde R. Wallace

This is an explamation of how the Marilyn animation was created. This

was not just your overage frame grabbed animation. Several con

sideration were kept in mind when creating the animation. For in

stance, the animation was designed to have many frames that would

create a long running animation in a short amount of memory.

Marilyn The Animation

By Clyde R. Wallace

This is the accompanying animation from the Marilyn article. Clear

ly, Norma Jean and the Amiga belong together.

19 Where to Get More Information

This is a list of company names, addresses, and telephone numbers

for the products mentioned in this issue.

19 Selling Your Animations

by Jay Gross

After you get all the hardware and all the software you need, and

after you gain all the experience and skills you need to do anima

tion on the Amiga, what then? You don't have to sell your anima

tions, of course, but if you want to, here are some suggestions for

marketing your work, your services, or your animated features,

18

14

U

Get Set for MovieSetter

by Chris Bailey

Gold Disk's animation entry on the Amiga scene is MovieSetter, one

of the so-called sprite-based animation products. Here's an article

on the program, including a discussion of how the demostration an

imation was produced.

MovieSetter Animation: AX Movie

by Chris Bailey

This MovieSetter animation shows off the smoothness of MovieSet-

ter's animations. In only about 60 kilobytes of disk space, and within

the memory constraints of a standard, 512-K Amiga, it produces an

animation lasting a full 42 seconds, The program supports sampled

sounds, too, but they couldn't fit into a 512-K Amiga on top of this

slick animation, so the sounds hove been omitted from this demon

stration.

2 An A.X, Special Edition
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was not just your average frame grabbed animation. Several con­
sideration were kept in mind when creating the animation. for in­
stance, the animation was designed to hove many frames that would 
create a long running animation in a short amount of memory. 

Marilyn The Animation 
By Clyde R. Wallace 
This is the accompanying animation from the Marilyn article. Clear­
Iy, Norma Jean and the Amiga belong together. 
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for the p roducts mentioned in this issue. 
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on the program. including a d iscussion of how the demostration an­
imation was produced. 

MovieSetter Animation: AX Movie 
by Chris Bailey 
This MovieSetter animation shows off the smoothness of MovieSet­
ter's animations. In only about 60 kilobytes of disk space. and within 
the memory constraints of a standard, S12-K Amigo, it produces an 
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ANIMATION
Amiga Animation * A LimitedEdition

About This Special Issue

Figures that move. Objects that rotate. Ah, animation. These days,

things go bump and grind and every other motion, not just in the

night but on your computer screen, and with a little extra hardware

and patience, onto videotape, too. How about it? Like anything

else that's new to the scene, there are a lot of unanswered questions

in the realm of animation. So, to help with the answers to those

questions, here is the Animation Special Issue of Ami Exchange,

where all the talk is about - what else! - animation.

Not to mention the examples of what's being done, along with de

tails on how you can do it.

There are now many products to choose from for any of the little

tasks that you need to do to whip up animations. Each one, of

course, brings up a decision of its own. Do you raytrace, or render?

Do you draw bitmaps and pageflip them to the screen? Do you

want sounds, too?

Here then is the Animation Special to help you figure it all out. To

keynote the whole affair, there's an introduction to animation on the

Amiga as well as specifics of some of the raytracers and animation

programs. There are objects for your raytracing pleasure, a com

plete 3-D font alphabet, and of course, a bunch of example anima

tions created with the various Amiga animation programs that are

available. Some of them - such as the Fantavision and MovieSetter

ones - permit you to load and edit them if you have the programs.

The result is, you'll know about animation on the Amiga, and you

can get a taste for the process of creating animation in many of the

available Amiga programs. From there, the sky - or your imagination

- is the limit.
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Amiga
Ifu

byJayGttm

And nowa word aboutwhat

the Amiga does best -

Animating on the Amiga

Animation! When it comes to~ahrmation

desktop computers, nothing, absolutely

nothing touches the Amiga. Its icons even

animate. Click on a jack-in-the-box; it

springs open, A windowshade pulls

down. A telephone metamorphoses into

o computer. An airplane skypaints the

name of a program over a city skyline,

and those are just the icons! The Amiga

was born animating, it lives animation,

and its users and software developers love it.

And live it. The Amiga's software blazes new,

previously unheard-of trails in the exotic world of

animation, especially when it comes to creating

animations, either computer ones, or the stuff

you'd see at the local Bijou, or gracing the tele

vision networks between commercials.

Yes, the Amiga is the animation machine, going

where no computer (none that normal humans

can afford, anyway) has ever gone before - no,

wait, that's another movie... Anyway, the

Amiga's animation software puts the power of

animation, any level of it from amateur to pro

fessional, in your hands. And yes, there are in

deed a number of professional animation stu

dios which use only Amigas for their productions.

The "classical* method of animating is 'cell' ani

mation. Its name derives from "cellophane"

which is the medium on which classic cartoon

animations are painted, in order to do the job.

To create a moving character, you layer a num

ber of transparent plastic overlays "cells' onto a

painted background. Then, a motion-picture

camera films the cell sandwiches one at a time.

When the film is projected, motion appears on

the screen. Simple.

Nol Not so simple. "Laborious," might be a bet

ter word. Imagine painting cell after cell after

cell, repeating and repeating fill you build up

enough layers and frames to make a standard

seven-minute cartoon. Or even a one-minute

television commercial. It takes a lot of drawings.

For film, multiply the number of seconds of ani

mation you want by 24 - that's the number of

frames that flash by in one second. The video

frame rate is 30 frames per second. Actually,

the human eye will begin perceiving individual

frames as motion at around eight

or ten frames per second.

Some contemporary animation

(the popular "Japanimation", for

ample) is produced at even lower

frame rates. If each of your charac

ters requires several overlays, a little

applied mathematics will quickly show

you the massive amount of work re

quired to do animation in the classical

way.

Computers to the rescue, but you fig

ured that out already, most likely.

Computers are the trick for animation, 'cause

they don't mind doing repetitive tasks, they're

good at step-and-repeat functions, they have

memories for pictures that are easily changed

and re-saved, and some other niceties - raytrac-

ing being one of the main ones.

Computers are so nice for animation that Walt

Disney Studios (they're into animation in a big

way, and yes, they even have a bunch of Ami-

gas to hefp them with the job) recently an

nounced that after they finish their current pro

jects, they will do all their animation projects en

tirely on computers.

No more cells. Cel

lophane stock

dropped five points

at the news.

This is exactly the

way things are mov

ing in the animation

business (pun in

tended). In fact,

Disney's a good bit

behind the times on

this one, since al

most all of the fancy

animations you see

on television have

circle - first select center

A©gb Animate*, one o( the original animation programs tof the Amiga

been computer-

produced for a long time. Those intros for the

features and shows, where the letters fly through

space, and look absolutely, impossibly real.

They're not real. They're raytraced. Computer

animated.

Tracing Rays

For animating on the Amiga, the approach you

choose depends on the "look" you want to get.

on the purpose of the finished output, and on

the amount of time (and money) you have to

spend on the process. Many Amiga animations

are produced wrth the various raytracing pack

ages. These products,use the-same computer

techniques employed by 'television networks'

animation computers to figure out mathemati

cally how a fictional object would look and then

draw it on the screen one pixel at a time.

That's how you can have gigantic glass spheres

floating above a brick-tiled floor, scenes that

could not exist in reality, no way, no how. The

computer starts at the screen, and then figures

out how each pixel is lit. If it's reflecting the red

surface of a Boing ball, it turns the pixel red. On

the other hand, if the exact piece of the ball

that it's reflecting is dark red - on account of a

shadow - it turns it a deeper shade of red ac

cordingly. The computer does a lot of math to

accomplish this, and it takes a long time to ray-

trace a complicated scene, sometimes weeks,

for those really complex ones that some Amiga

raytrace artists like to produce.

What do you need to do ray tracing? First, an

Amiga. Your choice, but an Amiga 2500. or an

Amiga with one

of the speedup

boards installed,

traces rays much

faster than a reg

ular ol' Amiga,

largely due to the

presence of a

dedicated chip

for handling vast

quantities of

math. Rain Ami-

gas do the job

just as well, but

take longer. Of

course, you can

multitask other

projects while

that process goes on in the background, if you

have enough memory in your computer. Be

ware of bring down the whole system with a

crash, however, if you're doing something in

other windows while your raytracing proceeds.

The next thing you need is sofrware. Pick from

an array of products from totally free (in the vast

Amiga freely distributable libraries) to several
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And nowaWOldCIbcUwtO 
the AmIgo does best- it.=~ 
AnImc:JIi;1g an the AmIgo 

Anlmottonl When n comes 
desktop computers. nothing. absoutely 
QQ!b!Qg touches the AmJgo. ns Icons even 
antmote. Click an a jack-In-the-box: n 
spmgs open. A wtndowshade 
down. A tetephone metamorphoses 
a computer. AIl airptone skyponts the 
nome of a program over a city skytine. 
and those are just the Iconsl The Amigo 
was born anlmoHng. n lives animation. 
and ns users and software devetopers love n. 
And live n. The Amigo's software btozes new. 
prevbusty unheard-of trails in the exoNe world of 
animation, especlolly when n comes to CfeoHng 
anlmo11ons, either computer ones, or the stuff 
you 'd see at the loco! Bijou, or gracing the tele­
vision networ1<s between commercials. 

Yes. the Amigo Is the animation machine. going 
where no computer (none that normal humans 
can afford. anyway) has ever gone before - no. 
won, that's another movie... Anyway. the 
Amigo 's animation software puts the pawer of 
animation, any level of ~ from amateur to pro­
fesstonol, in your hands. And yes, there ore in­
deed a number of professional anlmoHon stu­
dios which use only Amigos for their producHons. 

The 'classical' method of animating Is 'cell' ani­
m otion. Its name derives from 'cellophane' 
which Is the medium on which classic cartoon 
animations are painted, In order to do the job. 
To creote a movlng character, you layer a num­
ber of transparent ptosttc ove~oys 'cells' onto a 
painted background. Then, a matlon-plcture 
camero films the cell sandwiches one at a time. 
When the film Is proJected. mollon appears on 
the screen. Simple. 

Nol Not so simple. 'Labonous: might be a bet­
ter word. Imagine palnllng cell after cell after 
cell, repea~ng and repeoHng Nil you build up 
enough layers and frames to make a standard 
seven-minute cartoon. Or even a one-minute 
television commercia l. it tokes a lot of drawings. 
For film, multiply the number of seconds of ani­
mot1on you wont by 24 - that's the number of 
frames thot flash by In one second. The video 
frame rate Is 30 frames per second. Actually. 
the human eye wtll begin perceiving Indwidual 
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Cqnputers to the rescue. but you fig­
ured that out already. most likely. 

CC'll'lI:iiters are the trick for animaoon. 'cause 
they don·t mind doing repeNHve tasks. they're 
gooc at step-ond-repeot tuncNons. they hove 
memories for pictures that are easily changed 
and re-saved. and some other niceties - raytrac­
ing being one of the main ones. 

Computers are so nice for animation that Walt 
Disney Studios (they're into animaoon in a big 
way, and yes, they even have a bunch of Ami­
gas to help them with the job) recenHy an­
nounced that after they finish their current pro­
jects, they will do all their animation projects en­
t"eIy on computers. 
No more cells. Cel-
lophane stock I 

dropped five ponts 
at the news. 

This is exacHy the 
way things are mov­
ing in the animation 
business (pun in­
tended). In fact. 
Disney's a gooc bit 
behind the times on 
this one. since al­
most atl of the fancy 
animations you see 
on television hove 
been computer­
produced for a long time. Those intros for the 
features and shows, where the leHers tty through 
space. and look absolutely. impqsObly reol. 
They're not real. They're roytraced. Computer 
animated. 

Trac ing Rays 
For animating on the Amigo, the approach you 
choose depends on the 'look' you wont to get, 

• 

on the purpose of the finished output. and on 
the amount of time (and money) you have to 
spend on the process. Many Amigo animations 
are produced with the various roytrocing pack­
ages. These prC>9Yl<l~~the ' some computer 
techniques employed 'By 'television networks' 
animation computers to ngure Qut:mathemati­
colly how a fictional object would look and then 
drOlN it on the screen one pixel at a time. 

That's how you can hove gigantic gloss spheres 
floating above a brick-tiled floor, scenes that 
could not exist in reality, no way, no how. The 
computer starts at the screen, and then figures 
out how each pixel is lit. If it's reflecting the red 
surface of a Baing boll . it turns the pixel red. On 
the other hand. if the exact piece of the ball 
that it's reflecting is dark red - on account of a 
shadow - it turns it a deeper shade of red ac­
cordingly. The computer does a lot of math to 
accomplish this. and it takes 0 long time to ray­
trace a complicated scene. sometimes weeks. 
for those really complex ones that some Amigo 
raytrace artists like to produce. 

What do you need to do ray tracing? First. an 
Amigo. Your choice, but an Amigo 25OJ, or on 

Amigo with one 
of the speedup 
boards installed, 
traces rays much 
faster than a reg­
ular 01' Amigo. 
largely due to the 
presence of a 
dedicated chip 
for handling vast 
quantities of 
math. Plain Ami­
gas do the job 
just as well. but 
toke longer. Of 
course, you can 
multitosk other 
projects while 

thai process goes on in the background, if you 
have enough memory In your computer. Be­
ware of bring down the whole system with 0 
crash, however. if you're doing something in 
other windows while your raytrocing proceeds. 

The next thing you need is soHware. Pick from 
an array of products from totally free (in the vast 
Amlga freely distributable libraries) to several 



Animation
Possibilities

Wireframe mock-ups help in designing time intensive ray traced

animation*.

hundred smackers. The commercial ones that

get all the press on this score are Sculpt-Animate

3D and Sculpt-Animate 4D and Turbo Silver 3.0

Cor the newer Turbo Silver SV). The freely dis

tributable software libraries include QRT and

DW-Render.

The commercial product Sculpt 3D, by Byte by

Byte, pretty much started the Amiga raytracing

fray. The well-known Amiga Juggler demo was

created with algorithms that eventually be

came part of Sculpt 3D, and few products have

rivaled the product for the brilliance of its ray-

tracing, though some have managed the job in

a lot less time.

Sculpt 3D is sold now as two products, Sculpt 3D

and Animate 3D. You can create raytraced

pictures with Sculpt 3D, but to do raytraced ani

mations, you need to add the Animate module,

which merges itself into the Sculpt one to moke

a single package that fulfills both functions,

Sculpt-Animate 3D is (are?)'sold by Byte by Byte,

whose newest product is Sculpt-Animate 4D.

Yes, that's FOUR-D: The fourth "D" is time, since

a nimation occurs over time.;

The much more expensive Sculpt-Animate 4D

product does basically the same thing as the

earlier one, but adds some very elaborate, pro

fessional features and capabilities, particularly in

the object creation department, and traces its

rays with much improved speed. Byte by Byte is

aiming the 4D product at a very professional

market (meaning broadcast video, where most

of the world's raytracing finds warm welcome),

with features and options that permit interfacing

the Sculpt-Animate package to some of the ex

tremely high-end broadcast rendering comput

ers (e.g.. Waveform, Pixar, CubiComp, and oth

ers in the quarter-million-dollar-up category).

The Heuristic Approach

Impulse, Inc.'s Turbo Silver product line does

pretty much the same job as Sculpt-Animate 3D

or 4D. However, Turbo Silver's approach is to use

heuristics (the computer equivalent of "second

guessing") to figure out which rays to trace be

fore actually bothering with the vast math of

doing so, and rather than just tracing every pos

sible ray in every possible direction, as the Byte

by Byte products pretty much do. Turbo Silver

3.0 is the current version of the product, now up

dated to Turbo Silver SV. The "SV means Stereo

Vision, as the newest product includes automat

ic support for Haitex's X-Specs 3D glasses. The

product will raytrace a scene which, when

viewed through the X-Specs, will look exactly

like you can reach in and touch the objects.

Turbo Silver traces its rays, generally, consid

erably quicker than Sculpt products. However,

some of the subtleties present in the Sculpt im

ages are not present in the Turbo Silver images

unless you tell the program to go through the

same mathematical gyrations to arrive at the

pictures, which evens out the tracing times. Tur

bo Silver's strengths are its glass and reflective

objects, and its ability to map an Amiga IFF

brush onto a surface and adjust shadows and

reflections accordingly, both of which greatly in

crease raytracing times.

The user interfaces of the two ray tracing prod

ucts are vastly different, so you really ought to

have a look at them before you make your

choice. Although the output of the two prod

ucts has a different "look and feel", both can

produce e>ctremely high quality Images that

show off the Amiga's graphic power - and your

talents. The real power in the user interfaces is in

their ability to 'tween" the images, a feature

common to both. You create the first and last

frames of a sequence, placing the same objec

ts in different places around the screen in the

two frames. The Boing ball is first on one side of

the frame, then the other, for example. The pro

grams calculate the difference and raytrace

the in-between frames for you, so you don't

have to create frames of objects for each pic

ture by hand. The result is a smooth, even mo

tion that would be take a lot of work and effort

to achieve by hand.

Objects? Who said objects? Object creation is

what you do before you do any raytracing - you

have to have something to trace!

Animations generated by ray tracing programs

depend on computer "page-flipping" tech

niques to display them in real time on the

screen. "Real time" means you get to see things

move. The computer is playing the part of the

movie projector, displaying your frames one at a

time at animation speed, so you can see what

the motion looks like. To "page-flip" in a comput

er, you store a bunch of images off in the far

reaches of memory. Then you pull them into

screen memory - i.e., show them on the monitor

- one at a time, in the right order, and at anima

tion speed. Some Amiga animation programs

can swap screens as fast as 60 times per second

- twice as fast as needed to animate on video -

but of course, most computer animation is done

at much slower frame rates, to save memory as

well as the work of drawing all those frames.

Painting Animation

The latest fashion in Amiga animation software is

the inclusion of animation support in paint pro

grams. So far, both DeluxePaint III - an upgrade

from DeluxePaint It - and Mlcrolllusions' new Pho

ton Paint 2.0 support animation dlrectiy. Anima

tion support will undoubtedly become a stan

dard feature of Amiga paint programs within

the year, if not sooner.

DeluxePaint III permits a unique 'animated

draw" technique, where animated brushes are

pasted onto succeeding frames In an animation

with but one stroke of the mousepointer. Pho

ton Paint 2.0, an Amiga HAM-mode paint pro

gram, does its work in the ANIM format on multi

ple HAM screens at one time. The ANIM format

is about the closest thing the Amiga has to an

animation "standard" file format, as a number of

programs support it, either loading or saving In it.

Past
Frame Present

Frame

Future
Frame

Sample

flnimation Page...

LIGHTBOI!
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hundred smackers. The commercial ones that 
get all the press on this score are Sculpt-Animate 
3D and Sculpt-Animate 40 and Turbo Silver 3.0 
(or the newer Turbo Silver SV). The freely dis­
tributable software libraries include QRT and 
OW-Render. 

The commercial product Sculpt 3D, by Byte by 
Byte. pretty much startec the Amigo raytracing 
fray. The well-known Amigo Juggler demo was 
c reated with olgorithms that eventua lly be­
came part of Sculpt 3D, and few products have 
riva led the product for the brilliance of its ray­
tracing. though some have managed the job in 
a lot less time. 

Sculpt 3D Is sold now as two products, Sculpt 3D 
and Animate 3~. You can create roytroced 
pictures with Sculpt 30, but to do roytroced ani­
mations, you need to add the Animate module, 
which merges itself Into the Sculpt one to make 
a single package that '~fu!fills both functions. 
Sculpt-Animate 3D is (are?)'sold by Byte by Byte. 
whose newest product is SCulpt-Animate 4D. 
Yes. that's FOUR-D: The fourth 'D' is time. since 
animation occurs over time. ;' . 

The much more expensive Sculpt-Animate 4D 
product does basically the same thing as the 
earlier one.. but adds some very elaborate, pro­
fessional features and capabilities. particula rty in 
the object creation dePartment. and traces its 
rays with much improved speed. Byte by Byte is 
aiming the 4D produc t at a very professional 
market (meaning broadcast video. where most 
of the world's raytracing finds warm welcome). 
with features and options that permit interfacing 
the Sculpt-Animate package to some of the ex­
tremely high-end broadcast rendering comput­
ers (e.g .. Waveform, Pixar. CubiComp. and oth-

ers In the quarter-milllon-dollar-up category). have to have something to trace! 

The Heuristic Approach 

Impulse, Inc.'s Turbo Silver product line does 
pretty much the seme job as Sculpt-Animate 3D 
or 4D. However. Turbo Silver'S approach is to use 
heuristics (the computer equivalent of 'second 
guessing') to figure out which rays to trace be­
fore actually bothering with the vast math of 
doing so, and rather than just tracing every pos­
sible ray in every possible direction, as the Byte 
by Byte products pretty much do. Turbo Silver 
3,0 is the current version of the product. now up­
dated to Turbo Silver SV. The 'SV' means stereo 
Vision, as the n~west prodQct"lricludes aUtomat­
ic suppart for Haltex's X-Specs 3D glosses. The 
product will raytrace a scene which, when 
viewec through the X-Specs. will look exactly 
like you can reach In and touch the objects. 

Turbo Silver traces its rays. generally, consid­
erably quicker than Sculpt products. However. 
some of the subtleties present in the Sculpt im­
ages are not present in the Turbo Silver images 
unless you tell the program to go through the 
some mathematical gyrations to arrive at the 
p ictures, which evens out the tracing times. Tur­
bo Silver's strengths are its gloss and reflective 
objects, and its ability to map an Amigo IFF 
brush onto a surface and adjust shadows and 
reflections accordingly. both of which greatty in­
crease raytracing times. 

The user Interfaces of the two ray tracing prod­
ucts are vastly d ifferent, so you really ought to 
have a look at them before you make your 
choice. A~hough the output of the two prod­
ucts has a different 'look and feel' , both can 
produce extremely high quality images that 
show off the Amigo's graphic power - and your 
talents. The real power in the user interfaces is in 
their ability to ' tween' the images, a feature 
common to both. You create the first and lost 
frames of a sequence. placing the some objec­
ts in different places around the screen in the 
two frames. The Baing ball is first on one side of 
the frome, then the other. for example. The pro­
grams calculate the difference and raytrace 
the in-between frames for you, so you don't 
hove to create frames of objects for each pic­
ture by hand. The result Is a smooth, even mo­
tion that would be take a lot of work and effort 
to achieve by hand. 

Objects? Who sold objects? Object creaflan Is 
what you do before you do any raytracing - you 

Animations generated by ray tracing programs 
depend on computer 'page-flipping' tech­
niques to display them in feal time on the 
screen. 'Real time' means you get to see things 
move. The computer is playing the part of the 
movie projector. displaying your frames one at a 
time at animatlon speed, so you can see what 
the maflan looks like. To 'page-Hip'ln a comput­
er. you store a bunch of images off in the far 
reaches of memory. Then you pull them Into 
screen memory -i.e .. show them on the monitor 
- one at a time. In the right order, and at anima­
tion speed. Some Amiga animation programs 
can swap screens as fast as 60 times per second 
- tWice as'fost as needed to animate on video -
but of course. most computer animation is done 
at much slower frame rates. to save memory as 
well as the work of drawing all those frames. 

Painting Animation 

The latest fashion In Amigo animation software Is 
the Inclusion of animation support In paint pro­
grams. So for. both DeluxePalnt III - on upgrade 
from DeluxePaint 11 - and Microillusions' new Pho­
ton Point 2,0 support animation directly. Anima­
tion suppart will undoubtecly become a stan­
dard feature of Amiga paint programs within 
the year. If not sooner. 

DeluxePaint III permits a unique 'animated 
draw' technique, where animated brushes are 
pasted onto succeeding frames In an animation 
with but one stroke of the mousepalnter. Pho­
ton Point 2.0. on Amigo HAM-mode paint pro­
gram, does Its work in the ANIM format on multl­
pie HAM screens at one time, The ANIM format 
Is about the closest thing the Amlga has to an 
animation 'standard' file format, os a number of 
programs suppart~. either loading or saving In~. 
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or both. CHAM", by the way, is Amiga jargon for

"those nice 4096-color pictures.')

HARDWARE Animation

It's A Uve!

The Amiga's vast bag of animation

tricks even boasts a couple of

hardware animating devices. A-

Squared makes a device for all the

Amiga models called "Live!" that

facilitates some real-time frame

capturing. Although its framing

rate is somewhat limited to lower

resolutions for capturing in real

time. Live! does save an animation

to disk while the motion is still oc

curring. It can even handle higher

resolutions if you can withstand a

rather slow frame rate.

Another Amiga hardware anima

tion device is Progressive Peripher

als' FrameGrabber. Although the

FrameGrabber doesn't do the Live1

trick of capturing succeeding

frames in real time, it does grab a

frame in a 60th of a second. The

difference is that FrameGrabber

can't do consecutive frames at

that speed (or anything like it). The FrameGrab

ber hardware stores the frame of video, then

downloads it to the computer for further pro

cessing by its associated software. However,

FrameGrabber supports the ANIM file format in

its saves, so even though the time is longer than

real time between the digitizing steps, the ANIM

file can be played back in real time.

This technique for animating on the Amiga can

be compared to the widely used 'pixelation'

techniques of classical animators. Animators -

the classical ones that don't use computers

(yet) - use this technique to animate clay figures

in a very realistic manner. The same skills would

of course apply to the Amiga hardware method

of capturing the frames, but computer images

would be generated instead of film frames.

The Sprite Animators

The usual way computers, including Amigas,

make things move on screen in regular pro

grams - independent of animation - is with

'sprites.' These are little chunks of memory that

the computer knows how to display without dis

turbing what's underneath them. The Amiga's

a very talented sprite mover, thanks to its cus

tom graphics chips, which do that sort of thing

without even working up a good sweat. The

Amiga's mousepointer, for example, is a sprite

that the system hardware keeps track of all the

time, in order to be able to accept mouseclicks

as user input.

It took a while, but Amiga software developers

have put sprites and BOB's ('Slitter objects", like

sprites only more flexible) to work in animation

development programs. These programs are

generally called "sprite" animation programs,

but that's not necessarily exactly how they

achieve the effects they generate. The star of

this category is Gold Disk's MovieSetter pack

age. MovieSetter doesn't trace any rays. It

doesn't flip any screens, either. What it does is

Fanlavision shows off Us convenient patnt. and animation controls and gadgets.

draw a screen on the fly from information the

user provides when the MovieSetter animation is

created. This information includes separate sets

of data for the sampled sounds, animated char

acter positions, background motion, palette

and color cycling changes, etc, Each frame of

the animation has its own set of "events", and

the frame rate and frame replay sequence can

be manipulated individually, too.

The program simply draws the screen as fast as

it has to, according to the user's instructions.

Those instructions are entered interactively, and

easily, so you

can see what's

happening, re

play from any

frame, change

things, add or

subtract

sounds, pic

tures, back

grounds, etc.

Indeed, one of

MovieSetter's

many strengths

is its user inter

face, which

makes anima

tion not just

easy but actu

ally fun.
This frame was captured In real time from moving video lape with the FrameGrabber.

not the object itself. Rather than a collection of

pixel information (bitmaps, in the trade), vectors

are directions on what sort of object to draw

where, how big to make it, and such. Since the

Amiga has no trouble dealing with such things, it

can draw and fill objects at incredible speeds -

plenty fast enough to do real time ani

mation based on vectors. An early

Amiga animation title. Aegis Animator,

is vector based. It's still around, but it

suffers from being an early release,

however, and it hasn't been kept up

to date. Problems it has when it were

new - inability to address overscan,

frequent crashes - are still there, and

there's no sign of any updating.

A much newer Amiga title by

Braderbund, however, brings vector

animation up to the state of the art.

This is Fantavision, which has an easy,

mouse-driven user interface and per

forms a lot of the work of animation

automatically in the "tweens" that it

generates. Fantavision's friendly user-

interface also permits attaching

Amiga sampled sounds to any frame,

and does its work in realtime so you

can see what's going to happen. Its

animations save in a very compact,

proprietary format, and when placed

in a subdirectory along with Fantavi

sion's player program they will automatically

load and play in turn, or you can have the play

er program adhere to a script on which ones to

play when. With a list price of only S59.95, Fan

tavision is the lowest-priced of the Amiga ani

mation programs, too, but don't let its low price

fool you. It is neat, even though it does have

some limitations as to screen resolution and

number of colors it supports.

Two other vector-based titles are Antic's

Zoetrope and Forms in Flight. Zoetrope is

severely limited for video applications because

it doesn't sup

port overscan

images, just as

its predecessor.

Aegis Animator,

which was writ

ten by the

same person

for a different

company (per

haps there's a

correlation

there?). Forms

in Flight is noted

mostly for its

wireframe ef

fects, although

it renders, too,

and some of its

animations can

get extremely complex and impressive.

Vectors, Vectors

Another category of animation on the Amiga is

based on mathematically described lines,

blocks and shapes known as "vectors.' A vector

is just a set of math coordinates for an object.

The Amiga's original vector-based animation

product is Aegis' VideoScape 3D, now in version

2.0. VideoScape, the work of programmer Allen

Hastings, renders its objects in bitmapped form

to a specialized version of the Amiga's trusty IFF
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or both. ('HAM', by the way, is Amigo jargon for 
' those nice 4096-color pictures. ') 

HARDWARE Animation 

It's A Uvel 

The Amigo's vast bag of animation 
tricks even boasts a couple of 
hardware animating devices. A­
Squared makes a device for all the 
Amigo models called 'Uve!" that 
facilitates some real-time frame 
capturing. Although its framing 
rate Is somewhat limited to lower 
resolutions for capturing in real 
time, Uve! does save an animation 
to disk \vhile the motion is still oc­
curring. It can even handle higher 
resolutions if you can withstand a 
rather slow frame rate, 

generally called 'sprite' animation programs, 
but that's not necessarily exactly how they 
achieve the effects they generate. The star of 
this category is Gold Disk's MOvieSetter pock­
age. MovieSetter doesn't trace any rays. It 
doesn't flip any screens, either. What it does is 

not the object itself. Rother than a collection of 
pixel information (bitmaps, in the trade), vectors 
are directions on what sort of object to draw 
where, how big to make it, and such. Since the 
Amigo has no trouble dealing with such things, it 
can draw and fill objects at incredible speeds -

plenty fast enough to do real time ani­
mation based on vectors. An early 
Amigo animation title, Aegis Animator, 
is vector based. It's still around, but it 
suffers from being an early release, 
however, and it hasn't been kept up 
to date. Problems it has when it were 
new - inability to address overscan, 
frequent c rashes - are still there, and 
there's no sign of any updating. 

Another Amigo hardware anima­
tion device is Progressive Peripher­
als' FrameGrabber. Although the 
FrameGrabber doesn't do the Uve! 
trick of capturing succeeding 
frames in real time, it does grab a 
frame in a 60th of a second. The 
d ifference is that FromeGrabber Fontovlslon shows oIllfs convenient point. ond onlmat1on controls end gadgets. 

A much newer Amiga title by 
Br0derbund, however, brings vector 
animation up to the state of the art. 
This is Fantavision, which has on easy, 
mouse-driven user interface and per­
forms a lot of the work of animation 
automatically in the 'tweens' that it 
generates. Fantavision's friendly user­
interface also permits attaching 
Amigo sampled sounds to any frome, 
a nd does its work in realtime so you 
can see what's going to happen. Its 
animations save in a very compact. 
proprietary format, and when placed 

can 't do consecutive frames at 
that speed (or anything like it). The FrameGrab­
ber hardware stores the frame of video, then 
downloads it to the computer for further pro­
cessing by its associated software. However. 
FrameGrabber supports the ANIM file format in 
its saves, so even though the time is longer than 
real time between the digitizing steps, the AN 1M 
file can be played bock in real time. 

This technique for animating on the Amigo can 
be compared to the widely used 'pixelation' 
techniques of c lassical animators. Animators -
the c lassical ones that don't use computers 
(yet) - use this technique to animate c lay figures 
in a very realistic manner. The same skills would 
of course apply to the Amigo hardware method 
of capturing the frames, but computer images 
would be generated instead of film frames. 

The Sprite Animators 

The usual way computers, including Amigas, 
make things move on screen in regular pro­
grams - independent of animation - is with 
' sprites: These ore litt1e chunks of memory that 
the computer knows how to display without dis­
turbing what's underneath them. The Amigo's 
a very talented sprite mover, thanks to its cus­
tom graphics chips, which do that sort of thing 
without even working up a good sweat. The 
Amigo's mousepointer, for example, is a sprite 
that the system hardware keeps track of all the 
time, in order to be able to accept mouseclicks 
a s user input. 

It took a while, but Amigo software developers 
have put sprites and BOB's ('Blitter objects' , like 
sprites only more flexib le) to work in animation 
development programs. These programs are 
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draw a screen on the fly from information the 
user provides when the MovieSetter animation is 
c reated. This information includes separate sets 
of data for the sampled sounds, animated char­
acter positions, background motion, palette 
and color cycling changes, etc. Each frame of 
the animation has its own set of 'events' , and 
the frame rate and frame replay sequence can 
be manipulated individualty, too. 

The program simply draws the screen os fast as 
it has to, according to the user' s instructions. 
Those instructions are entered interactively, and 
easily, so you 
can see what's 
happening, re­
p lay from any 
frame, change 
things, odd or 
subtract 
sounds, pic-
tures, bock-

in a subdirectory along with Fantavi­
sian's player program they will automatically 
load and ploy in turn, or you can have the play­
er program adhere to a script on which ones to 
play when. With a list price of only 559.95. Fan­
tavision is the lowest-priced of the Amiga ani­
mation programs, too, but don't let its low price 
fool you. It is neat. even though it does have 
some limitations as to screen resolution and 
number of colors it supports. 

Two other vector-based titles are Antic 's 
Zoetrope and Forms in Flight. Zoetrope is 
severely limited for video applications because 

it doesn't sup­
port overscan 
images, just as 
its predecessor, 
Aegis Animator, 
which was writ-
ten by the 
some person 

grounds, etc. 
Indeed, one of 
MovieSetter's 
many strengths 
is its user inter­
face, which 
makes anima­
t ion not just 
easy but actu­
ally fun. This frome wos coptured In real time Irom moving video Icpe with Itle FromeGrobber. 

for a different 
company (per­
haps there 's a 
correlation 
there?). Forms 
in Flight is noted 
mostly for its 
w ireframe ef­
fects, although 
it renders, too, 
and some of its 
animations can 

Vectors, Vectors 

Another category of animation on the Amigo is 
based on mathematically described lines, 
b locks and shapes known as ·vectors. ' A vector 
is just a set of moth coordinates for an object, 

get extremely complex and impressive. 

The Amigo 's original vector-based animation 
product is Aegis' VideoScape 3D, now in version 
2.0. VideoScape, the work of programmer Allen 
Hastings, renders its objects in bitmapped form 
to a specia lized version of the Amiga's trusty IFF 



file format for graphics. The result is a highly

compressed file which, when decompressed in

to the computer's memory, can be page-

flipped to the screen in real time.

Many professional animators are using

VideoScape (and other things of course) for

their productions, including a company called

Winners Circle Systems of Berkeley, California,

Winners Circle's Amiga-based animation Time

and Again' was selected for showing in the

prestigious Siggraph video theater last year. In

computer animation, that's about like winning

AniMagic isn't an animation program. It's an

animation manipulation program largely aimed

at video production applications.

Time & Again, the animation chosen to be included In the pres

tigious Siggraph Video Theatre.

the Academy Award, though of course not as

widely publicized.

VideoScape's animations display a faceted

quality to the objects, which lends quite an in

teresting "look" to Winners Circle's animation.

For the animation enthusiast, however,

VideoScape's object format is rather forbid

dingly text-based. That is, you have to type

scads of parameters into a text file, which the

program them imports and uses to draw its ob

jects. It comes with good examples of the files

you need, but avid VideoScape users will most

likely prefer using an "object editor' program of

some kind - there are several - rather than typ

ing text files. Objects can also be imported from

other Amiga programs using Interchange, a fa

cility that some of the object editing programs

offer in a limited form, as well.

New Developments

A brand-new software product named AniMag-

ic. from Aegis, makers of VideoScape 3D and

other software titles, works on ANIM files gener

ated by VideoScape (or other programs) to pro

duce full, video style fades, wipes, dissolves, and

the absolute fanciest of video special effects.

The program reads data from ANIM files and

generates a new one that combines the others

in ways that you have described to it in its

graphics-based (meaning mouse-clickable)

"script' editor. For example, many network tele

vision program intros move a picture block

around the screen while the both of them are in

motion. The block might appear to roll, twirl,

whirl and swirl while its picture still moves, too.

You can do the same thing with ANIM files using

AniMagic, but the work is done on the disk files

that describe the graphics, rather than occur

ring in real time as the pictures are coming in

from Studio A, Camera B, Tape Deck 37, etc.

An Animation Lanqugge

The most unusual and one of the most capable

Amiga animation programs is really more of a

programming language than an applications

program, It's The Director, by The Right Answers

Group. The Director, for a list price of S69.95,

enables a very high-level, interpreted com

mand language for making Amiga screens ani

mate. The strength of the product is that it is a

command language, and that's also its biggest

problem. You have to write a program to make

something work, and programming isn't every

body's niche. The Director's programming lan

guage is very similar to BASIC in its structure and

syntax, but it adds a whole bunch of com

mands specific to doing animation on the

screen.

The Director will load and play other programs'

animations while one of its own is proceeding. It

will, for example, play an ANIM in a window on

a screen of its own (memory permitting, of

course). The Director language has commands

for integrating music, sampled sounds, text, logi

cally generated screens and backgrounds, and

timing all of the above to the user's whims.

Another "language-based" Amiga animation

product is Mindware's PageFlipper Plus F/X. The

'F/X* part of that is moviemaker-ese for "special

effects." The program permits mouse clicking

your way to a script, however, rather than hav

ing to type one in (though

you can just type it if you

prefer). The images are

then loaded and stored in

memory, and the program

performs many special ef

fects and graphics manip

ulations as it displays them

in the order and manner

you've specified with the

script.

Childproof software by JMH Software.

Microlllusions, Photon Cel Animator.

Photon Cel Animator is what its name says it is, a

"cell" animation program. Photon stores its cells

in chunks of the computer's memory like every

thing else does. However, although most other

Amiga animation players compress the frames

into memory and then uncompress them on the

fly. Photon takes the conservative approach

and stores the whole thing uncompressed. Al

though that consumes much more memory (tore

of memory for Amiga HAM screens, for exam

ple), that gives the program very precise and

predictable control over the timing of the frame

display, which is interfaced to video recording

equipment for building full-scale, professional

animations complete with synchronized sound

track. It is the synchronization and timing which

is Photon's strength, and its ability to interface to

single-frame video recording equipment.

Even at a list price of SI50, the product is aimed

primarily at a professional animation market.

and in the hands of a serious classical animator

its tools are electronic heaven. Microlllusions al

so markets companion products for videotape

editing and control from the Amiga - another

requirement of professional-level animators.

For the Young Ones

Amiga animation is a fascinating thing, and

there's no reason to leave out the younger set

when you talk about being able to animate on

the computer screen. For the kiddies, the

Amiga even has a child-proof, scaled-down an

imation program. The Talking Animator, from

JMH Software of Minnesota.

It puts simple animation in

the hands of the youngest of

Amiga users - although the-

se days, the younger set is

often startling their parents

with their facility at the com

puter.

Looking Ahead

PageFlipper Plus F/X and

The Director are both extremely powerful script-

based animation packages, PageFlipper being

less language-intensive than The Director on ac

count of its elaborate user interface that essen

tially produces the script ^n

for you as you click the |j
mouse on its many but

tons, gadgets, and menus.

The Classical Approach

No matter how easy some

of the Amiga animation

programs are to use - and j|

many of them are REALLY

easy - classical animators
pine for their long-loved Interchange ties together all the differing object formats.

'cells.' Several Amiga products aim at just that -

classical animation. They include Animator's

Apprentice and Animator's Apprentice Jr. by

Hash Enterprises, and a recent introduction by

There are new animation

products aplenty on the horizon, and the

chances are that the task of making images

move on the screen will get easier, and more

fun as time goes by. However, for doing anima-

tions, you can't beat a com

puter, and for doing anima

tions on an affordable com

puter...

Only Amiga Makes It Possi

ble.
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file format for graphics. The result is a highly 
compressed file which, when decompressed in­
to the computer's memory. can be page­
flipped to the screen in real time. 

Many professional animators are using 
VideoScape (and other things of course) for 
their productions, including a company called 
Winners Circle Systems of Berkeley, California . 
Winners Circle's Amigo-based animation 'Time 
and Again' was selected for showing in the 
prestigious Siggraph video theater last year. In 
computer animation, that's about like winning 

Time" Again. the onImaIion chosen to be IncIlJded In the PIes­
Ilgious SIggroptt VIdeo Theatre. 

the Academy Award. though of course not as 
w idely publicized. 

VideoScape's animations display a faceted 
quality to the objects, which lends quite an in­
teresting 'look' to Winners Circle's animation. 
For the animation enthusiast, however, 
VideoScape's object format is rather forbid­
dingly text-based. That ~, you have to type 
scads of parameters into a text file, which the 
program them imports and uses to draw its ob­
jects. It comes with good examples of the files 
you need, but avid VideoScape users will most 
likely prefer using an 'object editor' program of 
some kind - there are several - rather than typ­
ing text files. Objects can also be imported from 
other Amigo programs using InterChange, a fa­
cility that some of the object editing programs 
offer in a limited form, as well. 

New Developments 

A brand-new software product named AniMag­
ic, from Aegis, makers of VldeoScape 3D and 
other software titles. works on ANIM fi les gener­
ated by VideoScape (or other programs) to pro­
d uce full , video style fades, wipes, dissolves, and 
the absolute fanciest of video special effects. 
The program reads data from ANIM files and 
generates a new one that combines the others 
in ways that you have described to it in its 
g raphics-based (meaning mouse-clickable) 
'script' editor. For example. many network tele­
vision program intros move a picture block 
a round the screen while the both of them are in 
motion, The block might appear to roll, twin, 
whir1 and swir1 while its p icture still moves. too. 

You can do the some thing with ANIM files using 
AniMagic, but the work is done on the disk fi les 
that describe the graphics, rather than occur­
ring in real time as the pictures are coming in 
from Studio A. Camero B, Tape Deck 37, etc. 

AniMagic isn't an animation program. It's an 
animation manipulation program largely aimed 
at video production applications. 

An Animation language 

The most unusual and one of the most capable 
Amiga animation programs is reolly more of a 
programming language than on applications 
program. It's The Director. by The Right Answers 
Group. The Director, for a list price of $69.95, 
enables a very high-level. interpreted com­
mand language for making Amigo screens ani­
mate. The strength of the product is that it is a 
command language, and that's also its b iggest 
problem. You have to write a program to make 
something work. and programming isn' t every­
body's niche. The Director's programming lan­
guage is very similar to BASIC in its structure and 
syntax, but it adds a whole bunch of com­
mands specific to doing animation on the 
screen. 

The Director will load and ploy other programs' 
a nimations while one of its own is proceeding. It 
w ill , for example, play on ANIM in a window on 
a screen of its own (memory permitting, of 
course). The Director language has commands 
for integrating music. sampled sounds. text , logi­
cally generated screens and backgrounds, and 
timing a ll of the above to the user's whims. 

Microillusions, Photon Cel Animator. 

Photon Cel Animator is what its nome says it is, a 
' cell' animation program. Photon stores its cells 
in chunks of the computer's memory like every­
thing else does. However, although most other 
Amigo animation players compress the frames 
into memory and then uncompress them on the 
fly, Photon takes the conservative approach 
and stores the whole thing uncompressed. Al­
though that consumes much more memory (/ots 
of memory for Amigo HAM screens, for exam· 
pie), that gives the program very precise and 
predictable control over the timing of the frame 
display, which is interfaced to video recording 
equipment for building full-scale, professional 
animations complete with synchronized sound 
track. It is the synchroniZation and timing which 
is Photon's strength, and its ability to interface to 
single-frame video record'ng equipment. 

Even at a list price of $ 1 SO. the product is aimed 
primarily at a professional animation market. 
a nd In the hands of a serious classical animator 
Its tools are electronic heaven. Microlilusions al­
so markets companion products for videotape 
editing and control from the Amigo - another 
requirement of professional-level animaTOrs. 

For the Young Ones 

Amiga animation is a fascinating thing. and 
Another 'language-based ' Amiga animation there 's no reason to leave out the younger set 
product is Mindware's PageFlipper Plus FIX. The when you talk about beIng able to animate on 
' FIX' part of that is moviemaker-ese for 'special the computer screen. For the kiddies, the 
effects.' The program permits mouse clicking Amiga even has a child-proof. scaled-down an­
your way to a script. however, rather than hav- imation program. The Talking Animator, from 
ing to type one in (though r-----------~-=-__, JMH SoHware of Minnesota, 

prefer). The images are the hands of the youngest of 
you can just type it if you THE TALKING ~a~ It puts simple animation in 

then loaded and stored In ~~ Amlga users - although the-
memory, and the program A .... \ \.I~" • se days, the younger set Is 

fe~:~:~ ~~~~h~~:~~ln~~ t" 1:8 ' ~ ~%~~h:i~~~~~~~~i~~a~~~~ 
ulations as it displays them 0 0 I puter. 
in the order and manner . 0 ~ 
you 've specified with the .. " .... ~k~~!.'l..!:t:.-· .. -
script. ...-•• , . .... I._ .. f _ ,,:,~ :" =I.~:':;:., _ 10< looking Ahead 

Childproof wtlwore b y JMH Software. 

PageRipper Au, FIX and 
The Director are both extremely powerful script· 
based animation packages, PageFlipper being 
less language--intensive than The Director on ac­
count of its elaborate user interface that essen­

There are new animation 
products aplenty on the horizon, and the 
chances are that the task of making images 
move on the screen will get easier, and more 
fun as time goes by. However. for doing anima­

tially produces the script 
for you as you click the 
mouse on its many but· 
tons. gadgets. and menus. 

The Classical Approach 

tions, you can 't beat a com­
puter. and for doing anima­
tions on on affordable com­
puter", 

Only Amigo Makes It Possi­
ble. 

No matter how easy some J: 
of the Amiga animation 
programs ore to use - and 
many of them ore REAllY 
easy - classical animators 
pine for their long-loved tnl&rehooge lies together ~ the cWferhg object 10rmat5. 

'cells.' Several Amiga products a im at just that -
classical animation. They include Animator's 
Apprentice and Animator's Apprentice Jr. by 
Hash Enterprises, and a recent introduction by 
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Turbo Silver 3.0 is one of those animation pock-

ages that combines ray tracing with animation.

Its animations are a series of page-flipped, ray-

traced pictures. Because they are raytraced,

you can expect the animations to dispiay a

great deal of intricate shadows, reflections, and

light detail as different objects move in and

about other objects and light sources.

The animation, Spacial FlyBy is a small, planetary

system (spheres) in 3-D space. There is one large

planet in the center, and several moons to give

some spacial perspective. What's interesting

about this animation is that the observer (you -

sitting in a spaceship, looking out the window)

are moving around in that 3-D space, in and

around the planets. The sun is initially to your left,

so as you move to the dark side of a planet, you

can see shadows and shade changes with re

spect to the sun.

In this animation, the world (planets and moons)

sit still, as they should, and you do all the mov

ing. This "observer" based animation is especially

easy to do with Turbo Silver.

front. This will act as a perspective reference by

throwing light and shadows directionally.

TIP: Don't forget to add a tight source. Turbo Sil

ver will not check to see whether there is a light

source before doing a full raytrace, and such

an omission doesn't show in wireframe preview

mode. Of course, if you raytrace a scene in

which there are no light sources, you get a total

ly black picture - after a long session in the ray-

tracing mode.

ADDING A STORY

The story line is as easy to add as the objects

themselves. A story is a path of points for objects

to follow. The points are added by clicking with

the mouse along a path. This means it was possi

ble to have the moons circle the planets, but (or

this example, too much motion would have

been confusing.

After placing the observer some distance from

the planet, a path of points was laid down,

moving toward the planet, then around the

planet, and back. The problem here was that

the observer always faces forward (north). So as

the observer would fly around a planet, he

would first be facing the planet, then as he

moved around it he would be staring info blank

space as he moved backwards, and all this

would produce an unrealistic feel. So, to have

the observer always face the direction he is

traveling, a reference object was added (a

sphere, axis or any object would do).

CREATING THE WORLD

Turbo excels in dealing with three-dimensional

space. To create the small world, add a series of

spheres to serve as planets and moons. Then

vary the size of the moons to add some spice.

This is easily done with a size requestor which

can be summoned for each object in turn.

Then, by switching from a top view to a horizon

tal view, it is easy to position the spheres around This type of effect would always have the ob-

eachother with point and clicks. server facing forwards, so as he orbited a plan

et, he would always see a piece of the planet

A quick peek with the wire-frame mode (Turbo's traveling by. The object was given another

fast render option) will show whether the planets path, (ADD AXIS, then ADD POINTS) always

are in the right locations. Once the planet and slightly ahead of the observer. The reference

moons are pleasingly positioned, a light source object would be given the story of the second

can be added, Just add a point (Axis), and with path to follow. Then by asking the observer to

the Attributes Requestor, make it a light source, always face the reference object - using the

like the sun. Then with the same point and click TRACK function on the reference object - he (or

method, position it to one side and slightly in she, or it for that matter) would always be fac-

iRl]Stl[, ^rq ing the direction of his/her/its path. This same

effect could also be achieved by using a "Fol-

Iow-Me- option with STORY. With this option, you

could ask the reference object to simply follow

the same path as the observer. But by placing

your own path for the reference object, you

can more easily control where the observer is

looking. For instance, in this example, as the ob

server orbited the large planet, the reference

object was placed slightly closer to the planet.

This would cause the observer to look towards

the planet, allowing more of a view of the plan

et during the orbit.

Frans Erane Fran? trans Frane Franc Frane Fraw
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PUTTING IT ALL TOGETHER

Now that the sub-universe is created, and the

observer, and reference paths are set, the actu

al animation creation begins. When Turbo Silver

first boots up. you see a film strip with several

frames visible, and what is called "FRAME 000°. it

is in this frame that the universe and stories are

created. The next step is to decide how many

frames you want the animation to use in devel

oping the stories. Whether you give it 5 frames,

or 50 frames, your stories will have been com

pleted, and unwound in full. Therefore, the only

difference will be that the 5 frame animation will

be very fast, and very jerky (full speed anima

tions run at 30 frames per second.) Although

you can slow down the number of frames per

second with a handy slider, this will not eliminate

jerkiness in your animation.

Another consideration in determining the num

ber of frames is raytracing time. Each frame is a

complete raytrace, requiring anywhere from

many minutes to many hours to complete de

pending on the scene's complexity. To have 50

of those would consume your Amiga's process

ing time for a while.

Fortunately, and very forsighted of Impulse, was

the addition of a Wire Frame mode. Before you

commit to many days of raytracing your anima

tion, you can ask Turbo Silver to recreate the an

imation in wire frames. This nifty mode allows you

to see the general motions before beginning

the raytracing. Another mode is Solid Modeling.

This will fill in your objects as solids, and rough out

the shading to give you a better idea of more

complicated scenes. Although this mode is

faster than a full raytrace, it can still take hours.

When you're ready to begin the actual raytrac

ing, simply select the total number of frames,

Then with a quick few keystrokes of Amiga-Z,

Amiga-A, Amiga-T, you stretch the stories over

your frames. From here you can set Turbo Silver

to tracing. And the net effect of all this... the ani

mation called Spacial FlyBy.

Summary

Overall, if you are creating animations based on

simple objects, Turbo Silver is probably one of

the best choices you can make. The animation

included is a simple animation, but carries a

good effect for a simple set of spheres. The

whole process took about two hours to set up,

with the last hour-and-a-half tweeking little de

tails to taste and satisfaction. In closing, simple

imagery and animations can be easily created

with Turbo Silver by the beginner. The learning

curve is very gentle and shows no ceiling. •
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Turbo Silver 3.0 Is one of those animation pack­
ages that combines ray tracing with animation. 
Its animations are a series of page-flipped. ray­
traced pictures. Because they are raytraced. 
you can expect the animations to display a 
great deal of intricate shadows. reflections. and 
light detail as different objects move in and 
about other objects and light sources. 

The animation, Spacial FlyBy is a small, p lanetary 
system (spheres) in 3-D space. There is one large 
p lanet in the center. and several moons to give 
some spacial perspective. What's interesting 
about this animation Is that the observer (you -
sitting in a spaceship, looking out the window) 
are moving around in that 3-D space. in and 
around the planets. The sun Is initially to your left, 
so as you move to the dark side of a planet, you 
can see shadows and shade changes with re­
spect to the sun. 

In this animation, the world (planets and moons) 
sit still, os they should, and you do aU the mov­
ing. This 'observer' based animation is especially 
easy to do with Turbo ~lver. 

CREATING THE WORLD 
Turbo excels in dealing with three-dimensional 
space. To create the small wOrld. add a series of 
spheres to serve as planets and moons. Then 
vary the size of the moons to add some spice. 
This is easily done with a size requestor which 
can be summoned for each object in turn. 
Then, by switching from a top view to a horizon­
tal view, it Is easy to position the spheres around 
eachother with point and clicks. 

A quick peek with the wire-frame mode (Turbo's 
fast render option) wlll show whether the planets 
are in the right locations. Once the planet and 
moons are pleasingly positioned, a light source 
can be added. Just add a point (Axis), and with 
the Attributes Requestor, make it a light source, 
like the sun. Then with the same point and ctick 
method, position it to one side and slightly in 
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front. This will oct as a perspective reference by 
throwing tight and shadows directionally. 

TIP; Don't forget to add a light source. Turbo Sil­
ver will not check to see whether there is a light 
source before doing a full raytrace, and such 
an omission doesn't show in wireframe preview 
mode. Of course. if you raytrace a scene in 
which there are no light sources. you get a total­
ly black picture - after a long session in the ray­
tracing mode. 

ADDING A STORY 
The story line is as easy to odd as the objects 
themselves. A story is a path of points for objects 
to follow. The points are added by clicking with 
the mouse along a path. This means it was possi­
ble to have the moons circle the planets, but for 
this example, too much motion would have 
been confusing. 

After placing the observer some distance from 
the planet. a path of points was la id down, 
moving toward the planet. then around the 
p lanet. and back. The problem here was that 
the observer always faces fOl'W'ard (north). So as 
the observer would fly around a planet. he 
would first be facing the planet. then as he 
moved around it he would be storing into blank 
space as he moved backwards, and all this 
would produce an unrealistic feel. So. to have 
the observer always face the direction he is 
traveling. a reference object was added (0 
sphere, axis or any object would do). 

ThiS type of effect would always have the ob­
server faCing forwards. so as he orbited a plan­
et, he would always see a piece of the planet 
traveling by. The object was given another 
path, (ADD AXIS. then ADD POINTS) always 
Slightly ahead of the observer. The reference 
object would be given the story of the second 
path to follow. Then by asking the observer to 
always face the reference object - using the 
TRACK function on the reference object - he (or 
she. or it for that matter) would always be foe· 
ing the direction of his/her/its path. This same 
effect could also be achieved by using a -Fol­
low-Me' opNon with STORY. With this option, you 
could ask the reference object to simply follow 
the same path as the observer. But by placing 
your own path for the reference object. you 
can more easily control where the observer is 
looking. For instance, in this example. as the ob­
server orbited the Jarge planet, the reference 
object was placed slightly closer to the planet. 
This would cause the observer to look towards 
the planet, allowing more of a view of the plan· 
et dunng the orb~. 

PUTTING IT ALL TOGETHER 
Now that the sub-unIverse is created. and the 
observer, and reference paths are set, the actu­
al animation c rea tion begIns. When Turbo Silver 
first boots up, you see a film strip with several 
frames visible, and what is called 'FRAME (X)),. It 
is in this frame that the universe and stories are 
created. The next step is to decide how many 
frames you wont the animation to use in devel­
oping the stories, Whether you give it 5 frames. 
or 50 frames. your stories will have been com­
p leted. and unwound in full. Therefore. the only 
difference will be that the 5 frame animation will 
be very fast, and very jerky (full speed anima­
tions run at 30 frames per second.) Although 
you can slow down the number of frames per 
second with a handy slider, this will not eliminate 
jerkiness in your animation. 

Another consideration in determining the num­
ber of frames is roytracing time. Each frame is a 
complete raytrace, requiring anywhere from 
many minutes to many hours to complete de­
pending on the scene's complexity. To have 50 
of those would consume your Amigo's process­
ing time for a while. 

Fortunately, and very farsighted of Impulse. was 
the addition of a Wire Frome mode. Before you 
commit to many days of raytracing your anima­
tion, you can ask Turbo Silver to recreate the an­
imation in wire frames. This nifty mode allows you 
to see the general motions before beginning 
the raytraclng. Another mode is Solid Modeling. 
This will fill in your objects as SOlids, and rough out 
the shading to give you a better idea of more 
complicated scenes. Although this mode is 
faster than a full raytrace, it can still take hours. 

When you're ready to begin the actual raytrac­
ing, simply select the total number of frames. 
Then with a quick few keystrokes of Amigo-l. 
Amigo-A, Amiga-T. you stretch the stories over 
your frames. From here you can set Turbo Silver 
to traCing. And the net effect of all this ... the ani­
mation called Spacial FlyBy. 

Summary 
Overall. if you are creating animations based on 
simple objects, Turbo Silver is probably one of 
the best choices you can make. The animation 
included is a simple animation. but carries a 
good effect for a simple set of spheres. The 
whole process took about two hours to set up, 
with the lost hour-ond-a-half tweeking little de­
tails to taste and satisfaction. In closing, simple 
imagery and animations can be easily created 
with Turbo Silver by the beginner. The learning 
curve is very gentle and shows no ceiling . • 



FANTAVISION
by Brian Roberts

TB he occompanying Fontovision

' animations are some that I did

for a video presentation to pro

mote the NCR Championship vol

leyball game last season, Volleyball is im

portant at NCR. At least it is among the

employees, which makes it important at

NCR, too, where the management likes to

keep the programmers happy. Naturally,

as important as volleyball is, we therefore

spare no effort in coming up with the

Pnoject Edit Options Text

finest, most humorous

promotional materials,

the sickest puns, and

the best volleyball

teams.

These animations were designed to be

combined into a videotape, and they're

pretty specific to NCR volleyball, so if

you're not an NCR Volleyball Booster Club

Member. . . well, such a thing is un-
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This is the main screen lor Fantavision. On ihc right are ihe paint and objeel

gadgets. To [he right are control gadgets for the animation frames and sound.

Frame Conlrol Screen. Wilh this

frame, and looping control.

creen ;ou can control the nveening in ihc

thinkable, anyway. The animations do

show off Fantavision's text capability (how

ever limited) and what can be done with it

rather quickly and very easily.

The Opening animation is a television-style

animation of the block letters of the NCR

logo. NCR Sports is the fictional sponsor of

the volleyball tournaments. I put some ex

tra fade-in/fade-out space at the begin

ning and end of the animation to give me

some leeway in the videotaping process.

The second animation is PlayoffBracket3.

The video picks up in the quarterfinals of

the tournament, so this is what has gone

on before. Again, there's some extra splic

ing space before and after. The next se

quence is StartingLine II, which sets the

stage for the final championship game be

tween Tequilla Sunrise and 2 Awesome.

did all these using an Amiga model 1000

equipped with 2.5 megabytes of memory

and enough harddisk space to store pretty

much everything in two counties. I won't

even tell you how much other hacking

and chopping I've done on the machine -

let's just say it isn't Vanilla" any more,

Nevertheless, none of these productions

• would require any expansion to do In a

stock Amiga.

Pasted together onto videotape, the

se Fantavision animations (and a few

other goodies specially prepared for the

occasion) made a very professional-

looking presentation with which we pro

moted the tournament, and the Amiga's

animation capabilities didn't fail to be no

ticed, either.

Oh, Just in case you somehow miss this

point. . . yes, all this is done with tongue in

cheek, and we have a grand time doing

it. Programming on those NCR Towers gets

frustrating sometimes, so we all need a fit-

tie recreation.

NOTE: There is an additional Fantavision

animation included in the issue called Mar

ilyn. It is a color animation of Marilyn Mon

roe which demonstrates changing brushes

over top of a background image. The

brushes are Marilyn's eyes and mouth. •
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'n 
he accompanying Fantavision 
onimaftons are some that I did 

for a video presentation to pro­
mote the NCR Championship vol­

leyball game last season. Volleyball is im-
portant at NCR. At least it is among the 
employees. which makes it important at 
NCR, too, where the management likes to 
keep the programmers happy. Naturally, 
as Important as volleyball is, we therefore 
spare no effort in coming up with the 
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thinkable, anyway. The animaftons do 
show off Fantavision's text capability (how­
ever limited) and what can be done with it 
rather quickly and very easily. 
The Opening animation is a television-style 
animation of the block letters of the NCR 
logo. NCR Sports Is the fictional sponsor of 
the volleyball tournaments. I put some ex­
tra fade-in/fade-out space at the begin­
ning and end of the animaftan to give me 
same leeway in the videotaping process. 

The second animation is PlayoffBracket3. 
The video picks up in the quarterfinals of 
the tournament, so th~ is what has gone 
on before, Again, there 's some extra splic­
ing space before and after. The next se­
quence is StartingUne II, which sets the 
stage far the final championship game be­
tween Tequilia Sunrise and 2 Awesome, 

I did all these using an Amigo model 1000 
equipped with 2.5 megabytes of memory 
a nd enough hardd~k space to store pretty 
much everything in two counftes, I won't 
even tell you how much other hacking 
and chopping I've done on the machine­

let's Just say it Isn't "vanilla" any more. 
Nevel1hElll, 9SS" none of these productions 

would require any expansion to do in a 
stock Amigo. 

Pasted together onto videotape, the­
se Fantavision animations (and a few 

other goodies specially prepared for the 
occasion) made a very professlonal­
looking presentation with which we pro­
moted the tournament, and the Amigo's 
animation capabilities didn't fail to be no­
ticed, either, 

Oh, just in case you somehow miss this 
paint, , . yes, all this ~ done with tongue in 
cheek, and we have a grand ftme doing 
it. Programming on those NCR Towers gets 
frustrating sometimes, so we all need a lit­
tle recreafton. 

NOTE: There is an additional Fantavision 
animation included in the issue called Mar­
ilyn. It Is a color animaffon of Marilyn Mon­
roe which demonstrates changing brushes 
over top of a background image. The 
brushes are Marilyn's eyes and mouth .• 
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LAN

ORMER
byClyde Wallace

Despite numerous attempts to standardize an

animation file format, without fail, with every

new animation program there is a new anima

tion format, Elan Performer serves as a middle

man to all the myriads of animation file formats.

By reading all these different formats, you can

compile different animations together.

Different animation programs have different

strengths. So, oftentimes people will own several

animation programs. Since each different ani

mation program saves in a different file format,

there previously was no good way to combine

different animation file formats. With Performer,

you can create a cell animation with Zeotrope,

a multi-object animation with Videoscape-3D,

and several HAM images from PhotonPaint and

use them all together. With performer you can

load each animation and assign them to differ

ent keyboard keys, or assign them an order in

which to play.

The only real advantage to this is to create a

presentation from these different animations.

You can display the presentation, and record it

onto videotape, or you can have your Amiga

display the presentations. Since Performer has

no separate runtime package, you or the per

son viewing the presentation, must have Per

former for their computer.

DISPLAY METHODS

Performer can display animations three different

ways. There is an automatic seguence. where

you specify the order animations are to play in,

and the animations are then played sequential

ly. You can specify different speeds, durations

and loop times for each animation separately.

Then there Is Manual Sequence. This Is similar to

automatic sequence, except you can step

through each animation with the mousebuttons,

or the cursor keys. While you were giving a pre

sentation, like a slide projector, you could go

back a couple frames, or back up a couple ani

mations as you pleased.

The third display method is direct play. This is

more of a live presentation. You can press the

keys on 'he keyboard to call up pictures or ani

mations which were assigned to those keys.

An added advantage is that Performer can re-

save as any other animation format it supports,

or as individual frames (via IFF) to be edited by a

paint program. Simply as a conversion pro

gram, it has that added value.

FILE FORMATS SUPPORTED

RiF FORMAT

This is the format generated by Zeotrope by Ant

ic Software. Elan Performer will let you set the

number of loop times, speed and optional dou

ble-buffering to keep palette changes smooth,

A NIM FORMAT

With ANIM files. Performer also lets you set the

number of loop times and the animation speed.

ANIM files are generated by DeluxePaint III, Pho

tonPaint II. and Videoscape-3D among others. It

is what is considered the 'standard" file format

for Amiga animations; it is based on the IFF stan

dard (or pictures to some extent.

PICTURES

Performer can also load pictures as IFF, HAM

and even RGB format from programs such as

Digi-View. For pictures, you can set the display

time for each one.

INVISION/A-UVE

Performer can load animations from LIVE and

INVISION and use them the same way as other

animations - such as breaking them into their in

dividual frames.

DRAWBACKS

The people at Elan tell you that Performer is suit

ed for video work. Since Performer does not

support SMPTE (which is a video timing code), it

is only useable in consumer level applications.

For example, "I'd like to record my animations

on my VCR without having to pause the VCR

between animation changes." However, critical

launching of animations timed with music or

sound, or frame by frame alignment is not possi

ble without SMPTE support.

Performer only supports the animation formats

mentioned above. If does not support Fantavi-

sion, MovieSetter or Turbo Silver. There is no men

tion of planned upgrades to include future for

mats.

There is also no support for sound. Although the

company says you can multitask a music pro

gram for sound, in reality you might as well play

your radio while watching the Amiga. Mutti-

tasked music programs will only add back

ground music and will not time sound effects to

IlL&dU rtTmnrrre
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what is going on visually. This is all assuming you

have enough memory to multitask all this in the

first place. Oddly both Fantavision and

MovieSetter support sampled sounds timed to

the animation frames - in file formats that Per

former does not deal with.

ADVANTAGES & NICETIES

This program is excellent for presentations. If you

are giving a business presentation, you can con

trol what is going on with a mouse. You can inte

grate complex animations into one large pre

sentation. If you would like to record several of

your animations onto your consumer VCR with

out having to pause. Performer will help you do

this

Performer allows you cut and paste from different

animations - a very versatile feature which is sup

ported nowhere else other than DeluxePaint III.

Performer IS memory intelligent, so you can run

hours and hours of animtions, only limited by the

amount of disk space. A feature not seen else

where.

CONCLUSION

Performer is good for what its name says: perfor

mance. If you are using your Amiga in perfor

mance, or for a presentation, and assuming you

require more than one animation program to

complete the presentation, Performer is very

appropriate. Or if you are interested in working

on consumer level recording of animations onto

video tape, Performer will let you prearrange

and schedule how the animations are dis

played ahead of time. So you just hit RECORD

on your VCR, start Performer, and never have to

pause the VCR until all the animations are com

pleted, The consumer level video work is Per

former's strongest point. •
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by Clyde Wallace 

Despite numerous a ttempts to standardize an 
animation file format, without fail, with every 
new animation program there is a new anima­
t ion format. Elan Performer serves as a middle­
man to all the myriads of animation file forma ts. 
By reading a ll these different formats, you can 
compile d ifferent animations together. 

Different animation programs have different 
strengths. So, oftentimes people will own several 
a nima tion programs. Since each different ani­
m ation program saves in a different file format . 
there previously was no good way to combine 
d ifterent animation file formats. With Performer, 
you can create a cell animation with Zeotrope, 
a multi-object animation with Vldeoscope-30, 
and several HAM Images from Photon Pa int and 
use them a ll together. With performer you can 
load each animation ond assign them to d iffer­
ent keyboard keys, or assign them an order in 
which to play. 

The only rea l advantage to this is to create a 
presentation from these different animations. 
You can display the p resentation, and record it 
onto videotape, or you can have your Amigo 
display the presentations. Since Performer has 
no separa te runtime package, you or the per­
son viewing the presentation, must have Per­
former for their computer. 

DISPLAY METHODS 

Performer can d isplay animations three d ifferent 
ways. There is an automatic sequence, where 
you specify the order animations are to ploy in, 
a nd the animations are then played sequentia l­
ly. You can specify d ifferent speeds, durations 
a nd loop times for each animation separately. 

Then there Is Manual Sequence. This Is similar to 
a utomatic sequence. except you can step 
through each animation with the mousebuttons, 
o r the cursor keys. While you were gMng a pre­
sentation, like a slide projector, you could go 
back a couple frames, or back up a couple ani­
mations as you pleased. 

The third display method is d irect p lay. This is 
more of a live presentation. You can press the 
keys on the keyboard to call up p ictures or ani­
mations which were assigned to those keys. 

An added advantage is that Performer can re­
save as any other animation format it supports. 
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or as Individual frames (via IFF) to be edited by a 
p a int program. Simply as a conversion p ro­
gram.11 has that added value. 

FILE FORMATS SUPPORTED 

IIIF FOIIMAT 
This Is the format generated by Zeotrope by Ant­
ic Software. Elan Per10rmer will let you set the 
number of loop times, speed and optional dou­
b le-buffering to keep palette changes smooth. 

ANIM FOIIMAT 
With AN 1M files, Performer also lets you set the 
number of loop times and the anima tion speed. 
ANIM files are generated by DeluxePaint III. Pho­
tonPaint II , and Videoscope-3D among others. It 
Is what Is considered the 'standard" file format 
for Amigo animations; it is based on the IFF stan­
dard for p ictures to some extent. 

PICTUIIES 
Performer can a lso load p ictures as IFF, HAM 
a nd even RGB format from programs such as 
Dig i-View. For p ictures. you can set the d isplay 
time for each one. 

INVISION/ A-LIVE 
Performer can load animations from UVE and 
INVISION and use them the same way as other 
animations - such as breaking them into the ir in­
dividual frames. 

DRAWBACKS 

The people a t Elan tell you that Performer is suit­
ed for video work. Since Performer does not 
support SMPTE (which Is a video timing code), it 
is only useable in consumer level applications. 
For example, "I'd like to record my animations 
on my VCR without having to pause the VCR 
between animation changes." However, critical 
launching of animations timed with music or 
sound, or frame by frame alignment is not possi­
ble without SMPTE support. 

Performer only supports the a nimation formats 
mentioned above. It does not support Fantovi­
sion. MovieSetter o r Turbo Silver. There is no men­
t ion 01 p lanned upgrades to include future for­
mats. 

There is a lso no support for sound. Although the 
company says you can mulHtask a music pro­
gram for sound, in reaUty you might as well p loy 
your radio while watching the Amiga. Multi­
tasked music programs will only add back­
ground music and will not time sound effects to 

what is going on visually. This is a ll assuming you 
have enough memory to multitask a ll this in the 
first p lace. Oddly both Fantavision and 
MovieSetter support sampled sounds timed fo 
the animation frames - In file formats that Per­
former does not deal w ith. 

ADVANTAGES & NICETIES 

This program is excellent for presentations. 11 you 
are giving a business presentation, you can con­
trol what is going on with a mouse. You can inte­
grate complex animations into one large pre­
sentation. If you would like to record severa l of 
your animations onto your consumer VCR with­
out having to pause, Performer will help you do 
this 

Performer allows you cut and poste from different 
animations - a very versatile feature 'W'hich is sup­
ported nowhere else other than DeluxePaint III. 

Performer IS memory intelligent. so you can run 
hours a nd hours of animtlons, only limited by the 
amount of disk space. A feature not seen e lse­
where. 

CONCLUSION 

Performer is good for what its name says: perfor­
mance. If you are using your Amigo in perfor­
mance, or for a presentation. and assuming you 
require more than one animation program to 
complete the presentation. Performer is very 
appropriate. Or if you are interested in working 
on consumer level recording of animations onto 
v ideo tape, Performer will let you prearrange 
and schedule how the animations are dis­
played ahead ot time. So you just hit RECORD 
on your VCR. start Performer, and never have to 
pause the VCR until all the animations are com­
pleted. The consumer level video work is Per­
former's strongest point . • 



An Amiga Animation System by Mike Hubbort

'Zoetrope is an Amiga animation system with

many powerful features, including "Cel" anima

tion, 3-D animating, delta file compression, lay

ering of drawings, powerful painting tools, and

text manipulation, Zoetrope requires an Amiga

with a minimum of a megabyte of memory, and

runs in the low-resolution graphics mode. Over

scan is not currently supported, although the

program's puPlisher, Antic Software, has stated

that the next release will support it. Since over

scan is a must for professional video work, this is

a much-needed addition for this product to fit

into a very competitive marketplace alongside

other Amiga software like FantaVision and

MovieSefter. Another feature lacking in this
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This is the submenu which allows you to specify paths,

rotation and behavior of animated objects.

release of Zoetrope, is HAM picture mode - an

other necessity for professional video work. The

se missing features stop Zoetrope from compet

ing on a professional level and consign it to a

role in the hobby area of desktop video.
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The VCR-like controls are definitely in vogue this year

when it comes to animation programs. As seen here, they

are used to move as well as delete and add frames.

The program package includes two copyright

ed, but freely redistributable, display programs

that can sent along with your demos so others

can play them without having to purchase

Zoetrope.

After spending several months with Zoetrope, I

am now hooked on animation programs and

look forward to exploring more of this facinating

software on the Amiga. This type of program is a

must-buy; 1 realize many Amiga owners have

never worked with building their own anima

tions, but most of us have seen the fabulous de

mos created and freely distributed since the

Amiga's inception. One could write

about animators.

Program Overview

The Zoetrope manual is over 160 pageslong - a

necessity for a program of such complexity -

and is divided into two main sections: tutorial

and reference. Now believe me. this is one pro

gram that you had better read the manual until

you are completely familiar with the program. If

you have never used an animation program,

don't try it without knowing enough about the

program to keep from getting frustrated]

There is a Quick-Help chapter in thestqrt of th

manual for those that are too anxious to read

the manual after laying out SI 19 for Ihis anima

tor, Quick-Help is only four piages long, but is

enough to whet your appetite until you con

calm down and start reading. Resist the temp

tation to experiment afterdoing Quick-Help; the

manual's six chapters of tutorials will answer your

questions with visual confirmation that you are

doing the procedures property. This is not the

best users manual I have ever seen, and a

rewrite is definitely in order. A little more time

working on the manual could save us a lot of

grief - the manual's organization requires sittin

down and going completely through each

chapter in a single sitting. A summary of corn-

mond sequences at the end of each chapter

would be a welcome addition

Features

Zoetrope uses a playbar at the bottom of the

screen to move through or change animation

sequences. The files can be loaded from either

the main or data disks for display. There are five

different file formats directly supported by

Zoetrope: .rif, IFF, .win, .col, and .apm. The .rif file

is the main format used to store complete frame

sequences. IFF single frames can also be used

for animations. The .win file is for brush files, and

.col is for color files. The .apm is a file that stores

the settings for the APM menu selections.

Anitozoe is a program included in the package

that will convert Aegis Animator's (also written

by Jim Kent, the author of Zoetrope) .script files

Into the Zoetrope .rif format. This lets you work

with those animations that have been out for

Aegis Animator, one of the earliest animators for

the Amiga. Cropper is a program included to

convert between several for

mats, like the .anim format (from

VideoScape 3D and Video Titier)

to .rif or .rif to .anim or .script files (Aegis Anima

tor), it also wil) convert from .seq files (from Atari

Cyber Paint) or from .rif files not 320x200, to .rif

files 320x200.

I Overview

The Zoetrope tutorials teach how to animate a

figure and make it move across the scenery in

the background. Another one demonstrates the

drawing fools with which you change anima

tions or'draw completely new ones and how to

work with text. Chapter Three's tutorial intro

duces Cel Animation in depth. This is where we

[earn what tweening 15 all abOUl ■ Where the

program takes two frames and fills in the frames

with a sequence of drawings that show the

transition between the two frames. Other tutori

als deal with the special effects Zoetrope has to

animate^ rotate, move, stretch, etc the figure(s)
in the" frame(s). This is where you learn the real

power of this program. Zoetrope also has color

special effects which include fade, Xerox,

chrome, metal inverse, red, green, or blue. The

final chapter of the tutorial covers advanced

special effects to add that special touch to your

animation. Some of these advanced effects in

clude de-focus, antiolias. shatter, wipe, outline,

tile, unrez, ripple, and buzz.

lo learn this.f ■- S9m. or any animator for that

matter, requires a LOT of time and effort. There

are a lot of tricks to learn, and and you will not

be making masterpieces in just an hour or two

of use, but you may know if this type of software

appeals to you. This software costs the same as

two or three games, but will keep you occupied

much longer and the results will be more re

warding when you show that animation off to

your friends that have spent all that time playing

'Space Conqueror".

Regardless of the shortcomings of lacking HAM,

overscan, and a well-organized manual, 1 like

Zoetrope and have spent many hours working

with it. While lacking options needed by profes

sionals, it has many things to satisfy us amateurs,

It is a little pricey, especially when compared to

FantaVision and

MovieSetter,

but I still can

recom

mend it.'
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An Amiga Animation System 

'Zoetrope is an Amigo animation system with 
mony powerful features, including 'Cel' animo­
tion, 3-D animating. delta file compression, lay­
ering of drawings. powerful painting tools, and 
text manipulation. Zoetrope requires an Amigo 
with a minimum of a megabyte of memory. and 
runs in the low-resolution graphics mode. Over­
scan is not currently supported, although the 
program's publisher. Antic Software, has stated 
that the next release will support it. Since over­
scan is a must for professional video work, this is 
a much-needed addition for this product to fit 
into a very competitive marketplace alongside 
other Amigo soHwore like FontaVision and 
MovieSetter. Another feature lacking in this 

This Is the submenu which allows you to specify paths, 
rotation and behavior 01 animated objects. 

release of Zoetrope, is HAM picture mode - an­
other necessity for professional video work the­
se missing features stop Zoetrope from compet­
ing on a professional level and consign it to a 
role in the hobby area of desktop video. 

The VCR·like controls are definitely in vogue this year 
when it comes to animation programs. As seen here, they 
are used to move os well os delete and add frames. 

The program package includes two copyright­
ed, but freely redistributable, display programs 
that can sent along with your demos so others 
can ploy them without having to purchase 
Zoetrope. 

AHer spending several months with Zoetrope, I 
am now hooked on animation programs and 
look forward to exploring more of this facinoting 
soHware on the Amigo. This type of program is a 

must-buy; I realize many .LYniga owners have 
never wori<ed with building their own anima­
tions. but most of us hove seen the fabulous de­
mos created and freely distributed since the 
Amiga's inception. One could write ~.B!i!2!!-."'!Ioh ~ , 
about animators. 

to .rit or .rif to .anim or .script files (Aegis Anima­
tor). It a lso will convert from .seq files (from Atari 
Cyber Point) or from .rif fi les not 320x200. to .rif 
fi les 320x200. 

Program Overview 
it move across the scenery in 
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necessity for a program of with which you change anima-
and is divided into two main or ''QIrc)w completely new ones and how to 
and reference. Now believe me, text. Chapter Three 's Morial intro-
gram that you had better read the Animation in depth. This is where we 

you are completely familiar~W1~"~th~~th~e~~~i~~~~§~i~tw~e~e~ning Is 011 about - where the you have never used an two frames and fills in the frames 
don't try it without knowing of drawings that show the 
program to keep from getting the two frames. Other tutori-

wi·t~lhe special effects Zoetrope has to 

t~~~<En:~~~,':J,~~_~~m~:ove. stretch, etc the figure(s) There is a Quick-Help chapter in tt1,~'Qrt 
manual tor those that ore too 
the manual aHer laying out 

tor. Quick-Help is only f~~uf,r~;t.~[7~E:~~~ enough to whet your 
calm down and start recldilna. 
tation to experiment 
manual's six chapters 

is where you learn the real 
ordilorclm. Zoetrope also has color 

Include fade, Xerox, 
red, , or blue. The 

covers advanced 
that special touch to your 

or..m,,,e advanced effects in-
questions with visual conlilmiiticln 
doing the procecju"" p'topeflx 
best users manual I 

~~~-f~~~~:~~, onllalios, shatter, wipe, outline, 

rewrite is definitely in 
wori<ing on the mC)nlJOI ~"!",,;r "'''0 
grief - the manual's Or<)Ollizc)ticln rE,qLlir\l~sittirl\li~ Jr;r~~~~~~~i or any animator for that 3i of time and effort. There down and going c~;~6~~~~~~~ 
chapter in a single si 
mand sequences 
would be a we,llc ;orn~~!E!!~~ ' 

Features 

Zoetrope uses a p!aybor at the bottom of the 
screen to move through or change animation 
sequences. The files can be loaded from either 
the main or data disks for d isplay. There are five 
different file formats directly supported by 
Zoetrope: .rif. IFF, .win, .col, and .apm. The .rif file 
is the main format used to store complete frame 
sequences. IFF single frames can also be used 
for animations. The .win file is for brush files. and 
.col is for color files. The .opm is a file that stores 
the settings for the APM menu selections. 

Anitozoe is a program included in the package 
that will convert Aegis Animator's (also written 
by Jim Kent. the author of Zoetrope) .script files 
into the Zoetrope .Tit format. This lets you work 
with those animations that have been out for 
Aegis Animator, one of the earliest animators for 
the Amigo. Cropper is a program included to 
convert between several for­
mats. like the .anim format (from 
VideoScape 3D and Video Titler) 

and and you will not 
Just an hour or two 

if this type of soHware 
sdljwcJre costs the same as 

keep you occupied 
much longer and the results will be more re­
warding when you show that animation off to 
your friends that have spent all that time playing 
. Space Conqueror'. 

Regardless of the shortcomings of lacking HAM, 
overscan. and a well-organized manual. I like 
Zoetrope and have spent many hours wori<ing 
with it. While lacking options needed by profes­
sionals, it has many things to satisfy us amateurs. 
II Is a little pricey, especially when compared to 
FantaVision and 
MovieSetter. 
but I still can 
recom­
mend it.-
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VIDEOSCAPE-3D
Videoscape 3D for the Amiga, by Aegis Devel

opment is an extremely versatile package for

creating complex 3-D animations very easily.

Unfortunately, Videoscape at first glance is very

confusing, and the average Amiga owner may

well give up before actually generating anima

tions. This is a tutorial to take you step by step

through the generation of a sample animation.

To do this project you

need Videoscape, an

Amiga with two disk

drives, at least 512-K

of memory, and three

blank disks (unless

you're using

Videoscape from a

harddisk drive).

Setting Up Your Work

ing Disks

The first step in gener

ating an animation

with Videoscape is to

set up working disks

that contain the files

and utilities you will be

using. You will need

'geo1 and "mot" subdirectories in which to save

objects and motion files on a "data disk* in the

extra disk drive. If you're not familiar with the CU

it would be best to learn its basics, since

Videoscape can be used more easily from CLI

than from the Workbench.

Animation Description

The demo animation consists of the word 'AX" in

two dimensions. In front of it is a blue and red

checkered ball. The AX will flip end over end on its

vertical axis rotating from right to left. At the same

time, the ball will orbit the AX, travelling left to right.

Creating the "AX" Object

Before creating an object it must be drawn out on

graph paper to determine its 'coordinates'. The x

and y axes have both positive and negative num

bers with zero located in the center. For the x axis,

positive numbers must always be to the right and

negative numbers to the left. On the y axis, posi

tive is on the top and negative the bottom. When

creating your graphs, be careful to have positive

and negative numbers on the correct sides, or

your shape will come out wrong. The z axis is uti

lized by Videoscape as well, but the AX shape is

flat and only two axes are needed.

After the x and y axes have been drawn and

numbered, mark the points that will be joined

by lines to make up the polygons in your shape.

The designer 3D program can make polygons

of up to six points. If a single polygon in your ob

ject has more than six vertices it must be split in

to smaller shapes of less than six points. All points

should be labeled in the format °x,y" where x is

the number on the horizontal axis and y is the

number on the vertical axis.

Using Designer 3D Program for the "AX" object.

Boot the program disk and insert the second

(data) disk in your external drive, and get a CU

window running. Run the Designer 3D program.

Once it has loaded you should see three black

squares surrounded by a field of green. The up

per left hand box lets you work in the z and x ax

is, the bottom left with z and y. and the lower

The objects described in this tutorial were also used in an animation featured in A.X. Magazine Issue 1.3. In this anima

tion (not included), when two monitors were placed side by side, the animation was so timed that the boing ball would

by lysone Lioita

"Polygon" slider. When you have entered all the

points and polygons, save the "AX" Object in the

"Geo" directory on the second disk as "AX.ax",

Creating the "Ball" Object

The second object in the animation is a blue

and red checkered ball. Since a sphere would

be almost impossible to create using D3D,

Videoscape

provides the

EGG program,

which handles

complex objec

ts such as

spheres, cones,

cylinders, and

disks. The "Ball"

has a diameter

of 10, and its

center lies 5

from the edge

of the "AX1. To

create a sphere

using these spe

cifications you

first use EGG

and then OCT.

Exit D3D and

right with x and y. Try moving the diamond in this

square by clicking on it and dragging the

mousepointer. The x, y, and z coordinates

change in relation to your mouse movements.

The shape has five polygons that can be en

tered in any order; using the left leg of the "A" as

the example, start with a point in the bottom left

corner of a shape and continue clockwise

around the shape, entering each point in turn. If

the points of a shape are not entered in order,

either clockwise or counterclockwise, then the

resulting shape will come out wrong.

Point 1 should be entered first. This point has co

ordinates of-17.-10. Click on the diamond in the

lower right hand box and drag the mouse until

the coordinates listed at the top of the screen

read 'x=-17.0 y=-10.0 z=0.0\ Next, click on the

"add above pf box to add this point to the cur

rent polygon. Then click the right arrow of the

"Point" slider. The number above the slider should

change to '42". The coordinates of the next

point (traveling clockwise) are -10,10. Follow the

same routine you used to enter the first point;

don't forget to click on both the 'add above pf

box and the "Point" slider arrow. To complete

the polygon enter points -7.10 and -14,-10.

You should you now have on screen a drawing

of the left leg of the "A" In the lower right box.

The number above the "Point" slider should read

"#5" and the number above the "Polygon" slider

should read "# 1". To pick the color of this poly

gon. Click on one of the two light-red boxes to

set the color to red. Enter the second polygon's

coordinates in the same manner. Change the

polygon color to light red and advance the

run the EGG program.

A list of geometric types that are available will

be displayed on the screen. Choose #2 to cre

ate a "faceted sphere or ellipsoid", Enter the file

name as 'Ball.ax'. You will then be asked for the

number of rings and points per ring. These val

ues determine the number of squares the

sphere will be made of. The first value Is the

number of squares from one pole to another.

The second is the number of squares along the

equator of the sphere. Type; W,10

The next option is the radius of the sphere. The

"Ball1 object is perfectly spherical, thus the two

radii values will be the same. Enter "5,5". EGG

then asks whether you want interior polygons.

Enter "N", since the sphere will not be viewed

from the inside. Two colors create the checks on

the ball. For this example, choose 1 and A for

dark blue and dark red. Now save this file to disk

under the name "Ball.ax".

The next step is to offset the ball by -25 to put it

into position next to the "AX". The program OCT

accomplishes this. Exit EGG; run OCT, and enter

the name "Ball.ax'. At the first prompt. Type: Y

when asked to transform object # 1. You now

enter three values to scale the ball. Since there

should be no change, enter' 1,1,1", There are no

angle changes, so enter "0,0,0" for the next op

tion. Next is the x, y and z offset. We need the

sphere moved -25 in the z direction, so enter

"0,0,-25". Since all the sphere colors have been

set previously, no color changes are necessary.

When you've entered all values, type: - to tell

OCT that this is the only shape you want to

modify, then supply the SAVE filename "Ball.ax11.
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Videoscape 3D for the Amigo. by Aegis Devel­
opment. is an extremely versatile package for 
creating complex 3-D a nimations very easily. 
Unfortunately. Videoscope at first glance is very 
confusing. and the average Amigo owner may 
well give up before actually generating anima­
tions. This is a tutorial to toke you step by step 
through the generation of a sample animation. 

To do this project you 
need Videescape, an 
Amigo with two disk 
drives. at least 512-K 
of memory, and three 
blank disks (unless 
you're using 
Vldeoscape from a 
harddisk drive). 

Setting Up Your Worle ­
ing Disks 

Using Designer 3D Program for the "AX: object. 
Boot the program disk and insert the second 
(data) disk in your external drive. and get a CU 
window running. Run the Designer 3D program. 
Once it has loaded you should see three block 
squares surrounded by a field of green. The up­
per leN hand box lets you work in the z and x ax­
is, the bottom left with z and y, and the lower 

by Tysonc Liotta 
'Polygon' slider. When you hove entered all the 
pOints and polygons. save the 'p.;x' Object in the 
'Geo' directory on the second disk as 'AX.ax' . 

Creating the "Boll" Object 
The second object in the animation is a blue 
and red checkered ball. Since a sphere would 
be almost impossible to c reate using 030, 

The first step in gener­
ating an animation 
with Videescape is to 
set up working disks 
t hot contain the files 
and utilities you will be 
using. You will need 

The oblects described In Ihls tutorial were also used In on animation featured In A.X. Magazine Issue 1.3. In this anima­
tion (not Included), when two monitors were placed side by side, the animation was so timed that the being bali would 

Videoscape 
provides the 
EGG program, 
which handles 
complex objec­
ts such as 
spheres, cones, 
cylinders, and 
disks. The 'Boli' 
has a diameter 
of 10. and its 
center lies 5 
from the edge 
of the "AX'. To 
c reate a sphere 
using these spe­
c ifications you 
first use EGG 
a nd then OCT. 
Exit D3D and 

'gee' and 'mor subdirectories in which to save 
objects and motion files on a 'data disk' in the 
extra disk drive. If you're not familiar with the CU 
it would be best to learn its basics, since 
Videoscape can be used more easily from CU 
than from the Workbench. 

Animation Description 
The demo animaoon consists of the word 'fJ\X' in 
two dimensions. In front of it is a blue and red 
checkered boll. The AX will Hip end over end on its 
vertical axis rotating from right to leff. At the same 
tme. the boll Will orbit the AX. travelng leff to right. 

Creating the " AX" Object 
Before creating on object ~ must be drown out on 
graph paper to determine its 'coord·nates'. The x 
and y axes hove ooth p:>sItive and negative num­
bers with zero located in the center. For the x axis, 
positive numbers must always be to the right and 
negative numbers to the leff. On the y axis. posi­
tive ;; on the top and negative the bottom. When 
creating your graphs. be careful to hove positive 
and negative numbers on the correct sides, or 
your shape wiD come out wrong. The z axis is uti­
I~ed by Videoscape os well. but the AX shope ;; 
flat and only two axes are needed. 

After the x and y axes have been drawn and 
numbered, mark the paints that will be joined 
by lines to make up the polygons in your shape. 
The designer 3D program can make polygons 
of up to six points. If a single polygon in your ob­
ject has more than six vertices it must be split in­
to smaller shapes of less than six points. All points 
should be labeled in the format 'x,y' where x is 
the number on the horizontal axis and y is the 
number on the vertical axis. 
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right with x and y. Try moving the diamond in this 
square by clicking on it and dragging the 
mousepointer. The x, y, and z coordinates 
change in relation to your mouse movements. 

The shope has five polygons that can be en­
tered In any order; using the left leg of the 'A' as 
the example, start with a point in the bottom left 
corner of a shape and continue clockwise 
around the shape, entering each point in turn. If 
the points of a shope are not entered in order, 
either clockwise or counterclockwise, then the 
resulting shope will come out wrong. 

Point 1 should be entered first. This point has co­
ordinates of ·17,·10. Click on the diamond in the 
lower right hand box and drag the mouse until 
the coordinates listed at the top of the screen 
read 'x=-17.0 y=-IO.O z=O.O'. Next, click on the 
'odd above pt' box to odd this point to the cur­
rent polygon, Then click the right arrow of the 
' Point' slider. The number above the slider should 
change to '# 2' . The coordinates of the next 
point (traveling clockwise) are -10,10. Follow the 
some routine you used to enter the first point; 
don't forget to click on both the 'add above pt' 
box and the 'Poinf slider arrow. To complete 
the polygon enter points -7.10 and -14.-10. 

You should you now hove on screen a drawing 
of the leff leg of the "A" in the lower right box. 
The number above the 'Polnt' slider should read 
"I S' and the number above the 'Polygon' slider 
should read 'f I ' . To pick the color of this poly­
gon. Click on one of the two light-red boxes to 
set the color to red. Enter the second polygon's 
coordinates in the some manner. Change the 
polygon color to light red and advance the 

run the EGG program. 

A ist of geometric types that are available will 
be displayed on the screen. Choose t 2 to cre­
ate a 'faceted sphere or ellipsoid', Enter the file 
name as 'Ball.ax·. You will then be asked for the 
number of rings and points per ring. These vol­
ues determine the number of squares the 
sphere will be made of. The first value Is the 
number of squares from one pole to another. 
The second is the number of squares along the 
equator of the sphere. Type: 10, 10 

The next option is the radius of the sphere. The 
' 8011' object is perfectty spherical. thus the two 
radii values will be the some. Enter '5,5'. EGG 
then asks whether you want interior polygons. 
Enter 'N', since the sphere will not be viewed 
from the inside. Two colors create the checks on 
the boll. For this example, choose 1 and 4 for 
dark blue and dark red. Now sove this file to disk 
under the name 'Ball.ax', 

The next step is to offset the boll by -25 to put it 
into position next to the ' fJ\X', The program OCT 
accomplishes this. Exit EGG; run OCT. and enter 
the name 'Ball.ax'. At the first prompt. Type: Y 
when asked to transform object #1. You now 
enter three values to scale the ball. Since there 
should be no Change, enter ' 1,1.1 '. There are no 
angle changes, so enter '0,0,0' for the next op­
tion, Next is the x, y and z offset. We need the 
sphere moved -25 in the z direction, so enter 
'0,0,-25'. Since all the sphere colors have been 
set previously, no color changes are necessary. 
When you've entered a ll volues, type: - to tell 
OCT that this is the only shape you want to 
modify. then supply the SAVE filename "Boll.ax". 



Creating the Camera Motion File

Making the camera motion file for this anima

tion is simple, since the camera position is fixed.

All we need is the camera location in x, y and z

coordinates and the total number of frames in

the animation. To do this you create a text file

named "Cam.ax" on the data disk. You can do

this in any text editor, or use the Amiga Work

bench's ED program.

The camera movement file will look like this:

3DC1

2

0 0-61.7510000

0

0 0-61.7510000

15

The first line, "3DC1", means we are specifying

camera movement, not object movement. Line

two contains the number of key movement

frames. A key movement frame designates the

camera's position at any time. The user desig

nates the number of animation frames to be

generated between key positions, and

Videoscape handles the work of generating the

inbetween frames. The lowest number of key

frames that can be specified is two.

The first key frame is "0 0 -61.7510 0 0 0". These

numbers stand for: x y z Heading Pitch Bank. X, y

and z are the coordinates of the camera posi

tion. Since the main animation will be occurring

at the origin (0,0.0) we want the camera to be

looking at this point. A positive z value will move

the camera forward in space; a negative value

will move it backward. Heading, Pitch, and

Bank specify the direction the camera looks.

Since the camera is to point straight ahead, the

se values are zero.

The fourth line designates the number of frames

to be calculated between this key frame and

the previous key frame. Since we've designat

ed only one key frame so far, this number is not

applicable; however, Videoscape requires a

number, so type in a zero. Line five is a copy of

line three, because we wish no change in cam

era movement between the two key frames.

The final line tells how many frames we want be

tween our first and second key frames. The

more frames, the smoother the animation will

be, at the expense of memory.

Generating the two Object Motion files

Object motion files are much like camera mo

tion files. Since there are two objects in this ani

mation, we must create one object motion file

for each. Here are the two files:

'Amov.aX "Bmov.ax"

3DM1 3DM1

2 2

000000 000000

0 0

0 0 0 360 0 0 00036000

15 15

The Amov.ax file is for the AX object and the

Bmov.ax file is for the ball object. Omit the quot

ed filenames when typing in the file. Use ED or

your favorite text editor to create the files, and

save them by the quoted filenames into the

df 1 :mot subdirectory.

The line '3DM1" designates this file as a

Videoscape object movement file. As in the

camera motion file, we must specify the num

ber of key frames in the AX shape's movement.

Since we want the AX shape to rotate 36O de

grees, starting at zero degrees and ending at

360, the first set of coordinates is "0 0 0 0 0 0". The

next line is the number of frames between this

key frame and the previous key frame; since

there is only one key frame so far, this is zero.

The second key frame is "0 0 0 360 0 0'. This puts

the AX object in the center of the screen with its

heading value at 360. Thus, it has rotated 360 de

grees on its vertical axis so that it once again faces

the camera. The next line tells how many frames it

should take for the AX shape to spin around.

Compiling the final Animation

Generating the finished animation requires the

main Videoscape program "3D" on the master

disk. Ready? First run the 3D program. Now tell

Videoscape what objects and object motion

files to use. Click on the 'load object' box and

enter "dfl:geo". Select the 'Ax.ax' object with

the mouse and click on "OK". Videoscape will

ask for a movement

file to go with this ob

ject. Enter "dflimof

for the directory and

select 'AMov.ax' as

the object movement

file. After Videoscape

has loaded the first

object file and its ob

ject movement file,

select "load object"

again and oad the

ball and its movement

file in the same way.

the screen and saving them to the disk.

When viewing the animation with the "Showan-

im" program it is necessary to repeat the first two

frames of the animation as the last two frames in

the animation for a smooth rotating effect. To

do this, once the animation has finished calcu

lating and saving, insert your "objects" disk in the

second drive and reload all the files for the ani

mation, select the same sky colors, but click on

the 'yes" box next to the words "Pause after

each frame". Begin the animation and after the

first frame has been calculated press "enter" to tell

Videoscape to calculate the second frame. Now

hit the "0" key on the numeric keypad to tell

Videoscape to stop calculating frames. Once

back at the main menu select "stop anim record

ing" from the pulldown "record" menu. When the

drive light goes off, your animation is complete!

Running your Animation

Exit from the 3D program by choosing "quit" from

the project menu. To run the animation type:

showanim -c df1:AX.anim

Sit back and enjoy! •

Next load the camera

movement file. Click

on the "load motion"

box, enter the directo

ry as "dfl:cam" and

pick the "Cam.ax" file.

Now, to pick the

ground and sky colors,

click the up or down

arrows in their boxes

until you get the colors

you want. Next insert

the blank, formatted

disk on which the fin

ished animation is to

be written and select,

"begin Anim record

ing" from the "record"

pulldown menu. Set

the directory as dfl:

(your blank formatted

disk) and type:

Ax.anim for the name

of your animation,

then click "OK", and

click on the "begin an

imation" box at the

bottom of the screen.

The AX animation

should begin calculat

ing its frames, showing

each one in turn on

AniMagic, a brand-new software product just

released by Aegis Development, makers of

VideoScape 3D and other software titles, works on

ANIM files generated by VideoScape Cor most any

other programs) to produce video-style special effec

ts, fades, wipes, dissolves, twists, turns, zooms and such.

To do its work, AniMagic reads data from source ANIM

files and creates a new one that combines the others

in ways that you have described to it in its graphics-

based (meaning mouse-clickable) "script" editor.

As an example, consider the many network television

program intros that move a picture block around the

screen - seemingly into the third dimension even -

while both of them are in motion. The block might ap

pear to tumble, roll, twirl, whirl and swirl while the pic

ture it contains moves, too.

You can do the some thing with ANIM files using Ani

Magic, but the work is done on the disk files that de

scribe the graphics, rather than occurring in real time

as the pictures are coming in from Studio A, Camera

B, Tape Deck 37, etc.

AniMagic isn't an animation program. It's an editing

program for ANIM files, which several Amiga programs

generate, including DeluxePaint ill ond Photon Paint 2.0.
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Creating the Camera Motion File 
Making the camera motion file for Ihis anima­
tion is simple, since the camera position is fixed. 
All we need is the camera location in x. yond z 
coordinates and the total number of frames in 
the animation. To do this you create a text file 
named 'Cam.ax' on the data disk. You can do 
this in any text editor, or use Ihe Amigo Work­
bench's ED program. 
The camero movement file will look like this: 
3DCI 
2 
00-61.7510000 
a 
a a -61.7510 a a a 
15 

The first line, '3OCl'. means we are specifying 
camero movement. not object movement. Une 
two contains the number of key movemenl 
frames. A key movement frame designates the 
camera's position at any time. The user desig­
nates the number of animation frames to be 
generated between key positions, and 
Videoscape handles the work of generating the 
inbetween frames. The lowest number of key 
frames that can be specified is two. 

The first key frame is 'a a -61.7510 a a a', These 
numbers stand for: x y z Heading Pitch Bank. X. y 
and z are the coordinates of the camera posi­
tion. Since the main animation will be occurring 
at the origin (0.0.0) we want the camera to be 
looking at this point. A positive z value will move 
the camero forward in space; a negative value 
will move if backward. Heading. Pitch, and 
Bank specify the direction the camera looks. 
Since the camera is to point straight ahead. the­
se values ore zero. 

The fourth line designates the number of frames 
to be calculated between this key frame and 
the previous key frame. Since we've designat­
ed only one key frame so for. this number is not 
applicable: however, Videoscape requires a 
number, so type in a zero. Une five is a copy of 
line three. because we wish no change in cam­
era movement between the two key frames. 
The final line tells how many frames we wanl be­
tween our first and second key frames. The 
more frames. the smoother the animation will 
be, at the expense of memory. 

Generating the two Object Motion files 
Object motion files ore much like camera mo­
tion files. Since there are two objects in this ani­
mation. we must create one object motion file 
for each. Here are the two files: 

' Amov.o)( 
3DM I 
2 2 

'Bmov.ax' 
3DM I 

000000 000000 
a a 
00036000 00036000 
15 15 

The Amov.ax file is for the AX object and the 
Bmov.ax file is for the ball object. Omit the quot­
ed filenames when typing in the file. Use ED or 
your favorne text editor to create the files. and 
save them by the quoted filenames into the 
dfl :mot subdirectory. 

The line '30M l ' designates this file as a 
Videoscape object movement file. As in the 
camero motion file, we must specify the num­
ber of key frames in the AX shape's movement. 
Since we want the AX shape to rotate 360 de­
grees. starting at zero degrees and ending at 
360. the first set of coordinates is 'a a 0 0 0 0'. The 
next line is the number o f frames between this 
key frame and the previous key frame; since 
there is only one key frame so for, this is zero. 

The second key frame is '0 a a 360 a a', This puts 
the /lX object in the center of the screen with its 
heading value at 360. Thus, it has rotated 360 de­
grees on its vertical axis so that it once <JC.;Iain faces 
the camera. The next line tells how many frames it 
should toke for the AX st'K::Ipe to spin around. 

Compiling the finol Animation 
Generating the finished animation requires the 
main Videoscape program '3D' on the master 
disk. Ready? First run the 3D program. Now tell 
Videoscape what objects and object motion 
files to use. Click on the 'load object" box and 
enter 'dfl:geo'. Select the 'Ax,ax' object with 
the mouse and click on ·OK'. Videoscape will 
ask for a movement 
file to go with this ob­
ject. Enter 'df l :mot' 
for the d irectory and 
select 'AMov.ax· as 
the object movement 
file. After Videoscape 
has loaded the first 
object file and its ob­
ject movement file. 
select 'load object' 
again and oad the 
ball and its movement 
file in the some way. 

Next load the camera 
movement file. Click 
on the 'load motion' 
box. enter the directo­
ry as 'dfl :cam' and 
pick the 'Cam.ax' file. 
Now. to pick the 
ground and sky colors. 
click the up or down 
arrows in their boxes 
until you get the colors 
you want. Next insert 
the blank, formatted 
disk on which the fin­
ished animation is to 
be written and select. 
'begin Anim record­
ing' from the 'record' 
puUdown menu. Set 
the directory as dfl: 
(your blank formatted 
disk) and type: 
Ax.onim for the name 
of your animation. 
then click 'OK'. and 
click on the 'begin an­
imation' box at the 
bottom of the screen. 
The AX animation 
should begin catculat­
ing its frames. showing 
each one in turn on 

the screen and saving them to the disk. 

When viewing the animation with the 'Showan­
im' program it is necessary to repeat the first two 
frames of the animation as the last two frames in 
the animation for a smooth rotating effect. To 
do this. once the animation has finished calcu­
lating and saving, insert your 'objects· disk in the 
second drive and reload all the files for the ani­
mation, select the some sky colors, but ctick on 
the 'yes' box next to the words 'Pause after 
each frame'. Begin the animation and after the 
first frame has been calculated press 'enter" to tell 
Videoscape to calculate the second frame. Now 
h~ the '0' key on the numeric keypad to tell 
Videoscape to stop calculating frames, Once 
bock at the main menu select 'stop anlm record­
ing' from the pulldown 'record' menu. W'hen the 
drtve light goes off, your animation is complete! 

Running your Animation 
Exit from the 3D program by choosing 'quit' from 
the project menu. To run the animation type: 
showonim -c dfl :AX.onim 

Sit back and enjoy! • 
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MOVIESETTER
by Chris Bailey

MovieSetter's most outstanding feature is its user

interface. Everything is done in a movie-like

manner, from the remote control window that

guides your hand through the movie making

process to the Set Editor in which you "build"

smaller animations.

As with most animation programs, there are

plenty of different features that come into play

when making a MovieSetter production. Each

of these is an "event" in MovieSetter. A

MovieSetter event might be the playing of a

sampled sound or the changing of the back

ground. This distinct separation of elements

makes putting together (and taking apart) a

complicated movie easy.

The program operates only in low resolution, al

though videophiles can turn interface and over

scan on. to remove visible scan lines and bor

ders. This may seem like a limitation at first, but

Gold Disk opted for speed and easy handling in

low memory environments over operation in

other resolutions.

Backgrounds

A MovieSetter background is an IFF file created

in any IFF-supporting paint program. No facilities

are provided within MovieSetter for creating

your own backgrounds. Once you have select

ed a background file to load (using Gold Disk's

wonderful file requester), you select the manner

in which the background will appear on the

screen. There are six screen wipes to choose

from, depending on how dramatic you want

the transition to be.

You can make backgrounds scroll horizontally or

vertically. If you are clever with the design of

your background and make it so that the edges

look good when joined together, you can make

the background look continuous. The starfield

behind the gold AX logo animation at the be

ginning of the example animation in this special

issue is a good example of what you can do

with a scrolling background. I set the scroll rate

at a fraction of the maximum, in order to give a

pleasing effect. The highest scroll rate is much

faster.

Palette Control

At any moment during a movie you can define

an event that changes the palette. If 32 colors

isn't enough for your

production, then you

can set up a base

palette and have

some "variable" colors

for the rest of the pro

duction. With a little

bit of work, you can

even fade the palette

in or out, although

there are no tools pro

vided for doing this

automatically. Also,

you can create some

primitive animation by

sound. You even pan sounds from one channel

to another. This would be great for something

like footsteps crossing from fhe left side of the

screen to the right side. You can also control

the volume of your sample - even change the

pitch using gadgets that look like piano keys,

Now fhe bad news. There is no way to incorpo

rate any type of music into a MovieSetter pro-

duction, short of finding another sound player

that will multitask with it on playback. Synchro

nizing things in this manner would be difficult,

however. 1 was also very disappointed that

MovieSetter would not allow a sample to loop.

The Set Editor

The Set Editor in MovieSetter is the link between

smaller animated objects and the Big Picture. A

"set," in MovieSetter terms, is a small sequence of

animation. A car with the wheels turning, a frog

jumping, or a bird flying would be considered a

set. Defining a set is accomplished by designing

each frame of the animated object. Copying a

previous frame over to the next frame is as easy

as clicking on a gadget. At any time, you can

preview your work using VCR-like controls to

page through the set in progress. When you are

finished, you can save the set out separately for

use in other animations.

The Set Editor has a few graphic tools included,

like a poor man's DeluxePaint, which are mainly

intended to make minor modifications on set el

ements while placing the sequence together.

These can also be used to produce some nice

effects. For example, in an early version of the

AX animation, I had the AX logo dissolve from

the screen to reveal the stars behind if. This was

a very easy effect to produce using the Set Edi

tor tools. I started with the full logo and

"sprayed" it with the airbrush tool a little bit at a

time until the entire logo was gone. This was a

great effect, pro-

Itl
s^. ^-*

duced in

minutes.

about five

[Cancel |

using simple color cy

cling, which MovieSet

ter supports fully.

Loading backgrounds via requestor. You can load

multiple IFFs to create scrolling backgrounds.

The only weak point in MovieSetter's arsenal of

tools has to be sound support. That is not to say

that the tools provided are not good - they just

are not enough. The sound system relies on IFF

sampled sounds, so you can get your sound ef

fects from a number of sources, including digitiz

ing them on your own. The general MovieClip

disk included with the package contains many

sound effects for a variety of purposes. Kudos

also go to Gold Disk for fully supporting stereo

While these tools are

good for working on

small visual effects,

some people might

find them lacking.

Fortunately, the Set

Editor easily imports IFF

screens, The shooting

star that appears in

the AX animation was

designed in Deluxe-

Paint II. with every

frame on the same

screen. When I was finished, I loaded the

screen into MovieSetter and cropped each suc

cessive image one by one.

The Set Editor is really the heart of MovieSetter.

By breaking the animation into smaller parts in

this manner, you can concentrate on creating

only the part of the movie that you are interest

ed in without interfering with any work that

might already be done.
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sound. You even pan sounds from one channel 
to another. This would be great for something 
like footsteps crossing from the left side of the 
screen to the right side. You can also control 
the volume of your sample - even change the 
pitch using gadgets that look like p iano keys. 

N ow the bad news. There is no way to incorpo­
rate any type of music into a MovieSetter pro­
duction, short of finding another sound player 
that will multitask with it on playback. Synchro­
nizing things in this manner would be d ifficult, 
however. I was also very d isappointed that 
MOvieSetter would not allow a sample to loop. 
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'set: in MOvieSetter terms. is a small sequence of 
animation. A cor with the wheels turning, a frog 
jumping, or a bird flying would be considered a 
set. Defining a set is accomplished by designing 
each frame of the animated object. Copying a 
previous frame over to the next frame is as easy 
as clicking on a gadget. At any time, you can 
preview your work: using VCR-like controls to 
page through the set in progress. When you are 
finished. you can save the set out separately for 
use in other animations. MovieSetter's most outstanding feature is its user 

interface. Everything is done in a movie-like 
manner, from the remote control window that 
guides your hand through the movie making 
p rocess to the Set Editor in which you "build" 
smaller animations. 

As with most animation programs, there ore 
plenty of different features thot come into ploy 
when making a MovieSetter production. Each 
of these is an "event" in MovieSetter. A 
M ovieSetter event m ight be the playing of a 
sampled sound or the changing of the back­
ground. This distinct separation of elements 
makes putting together (and taking apart) a 
complicated movie easy. 

The p rogram operates only in low resolution, al­
though videophiles can turn interlace and over­
scan on, to remove visible scan lines and bor­
ders. This may seem like a limitation at first, but 
Gold Disk opted for speed and easy handling in 
low memory environments over operation in 
other resolutions. 

Backgrounds 

A MOvieSetter background is an IFF file created 
in any IFF-supporting paint program. No facilities 
are provided within MovieSetter for creating 
your own backgrounds. Once you have select­
ed a background file to load (~ng Gold Disk's 
wonderful fi le requester), you select the manner 
in which the background will appear on the 
screen. There are six screen wipes to choose 
from. depending on how dramatic you want 
the transition to be. 

You can make backgrounds scroll horizontally or 
vertically. If you are clever with the design of 
your background and make it so that the edges 
look good when jo ined together, you can make 
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the background look continuous. The starfield 
behind the gold AX logo animation at the be­
ginning of the example animation in this special 
issue is a good exampte of what you can do 
with a scrolling background. I set the scroll rate 
at a fraction of the maximum, in order to give a 
pleasing effect. The highest scroll rate is much 
faster. 

PaJeHe Control 

A I any moment during a movie you can define 
an event that changes the palette. If 32 colors 

The Set Editor has a few graphic tools inc luded, 
like a poor man's DeluxePaint. which are mainly 
intended to make minor modifications on set el ­
ements while placing the sequence together. 
These can also be used to produce some nice 
effects. For example, in an earty version of the 
AX animation, I had the AX logo dissolve from 
the screen to reveal the stars behind it. This was 
a very easy effect to p roduce using the Set Edi­
tor fools. I started with the full logo and 
'sprayed' it with the airbrush 1001 a little bit at a 
time until the entire logo was gone. This was a 

great effect, pro­
duced in about five 
minutes. 

isn't enough for your 
production, then you 
can set up a base 
palette and have 
some 'variable' colors 
for the rest of the pro­
duction. With a litt1e 
bit of work, you can 
even fade the palette 
in or out, although 
there a re no tools pro­
vided for doing this 
automatically. Also, 
you can c reate some 
primitive animaHon by 
using simple color cy­
cling, which MOvieSet­
ter supports lui". 

Loading backgrounds via requestor. You can load 
multiple IFFs to create scrolling backgrounds. 

While these tools are 
good for working on 
small visual effects, 
some people might 
find them lacking. 
Fortunate", the Set 
Editor eOO" imports IFF 
screens. The shooting 
star that appears in 
t he AX animation was 
designed in Deluxe­
Paint II. with every 
frame on the same 

The only weak point in MovieSetter's arsenal of 
tools has to be sound support. That ls not to say 
that the tools provided are not good - they just 
are not enough. The sound system relies on IFF 
sampled sounds, so you can get your sound ef­
fects from a number of sources, including digitiz­
ing them on your own. The general MovieClip 
disk included with the package contains many 
sound effects for a variety of purposes. Kudos 
a Iso go to Gold Disk for lui" supporting stereo 

screen. When I was finished. I loaded the 
screen into MovieSetter and cropped each suc­
cessive image one by one. 

The Set Editor is really the heart of MOvieSetter. 
By breaking the animation into smaller parts in 
this manner, you can concentrate on c reating 
only the part of the movie that you are interest­
ed in without interfering with any work that 
might already be done. 



Creating smaller animations with the set animator.

These smaller animations can then be integrated

i nto a longer movie.

Bringing It All Together

Once you have designed a few sets, placing

them into a production is simplicity itself. You

place the set where you wont it on the screen

using the mouse. After clicking the mouse but

ton, the set that you ore using will automoticaliy

advance to the next frame. If you want things

more regular and precise than just clicking your

mouse, then you can define a path, or "Guide"

for your set to follow. This can be a straight line

or a curve, and varying the speed and number

of frames of the motion is as easy as changing a

slider and clicking a gadget. This method is ex

tremely easy to use , ...„.„..., ,„..„. —..._

and the results are

quite good. The di

agonal path that

the AX logo takes

while moving up

the screen would

have been ex

tremely difficult to

produce in a

smooth, straight

manner, but using

the Guides feature,

it only took about

30 seconds.

The Storyboard

and the secrets behind traditional animation

methods.

MovieSetter animations can take up lots of

memory, especially when they get lengthy. Be

cause of this. Gold Disk has included two ver

sions of MovieSetter. The first is a fully integrated

version in which all of the tools described above

are all in one program. I ran this version on my

1,5-megabyte machine with no problems, and I

usually only had a megabyte free when starting

the program. Amiga 512-K users wanting to use

the totally integrated program will have to use it

in two colors. For 512K Users, Gold Disk has in-

„-■■.,— ■ .j^mui. eluded separate SetE-

Some of the elementary tools tor editing the sets. These

tools are primarily only good for minor changes. You can

also preview your mini-animations with the VCR-like con-

Whole palettes can be saved and loaded Irom

Moviesetter. Moviesetter also supports color cy

cling, and varying colors throughout the movies/.

MovieSerter's Storyboard feature opens a win

dow that displays a miniature frame showing

where something important happened. Exactly

what causes a frame to be displayed on the

Storyboard is defined by the user. For example,

to edit sounds somewhere in a movie, I could

set the Storyboard to display only those frames

in which a sound event occurred. Once I found

the miniature frame in question, I would click on

it with the left mousebutton, and the movie

would automatically move to the frame where

the sound event occurred,

The Exhibition

If you wish to distribute a MovieSetter produc

tion, you can save the entire thing with the pic

tures, sets, and sounds embedded in one big

file. You may also save your work in pieces,

which is a good thing to do when you are work

ing on a production that might change a lot.

When your MovieSetter production is finished,

you can view it using the provided MoviePlayer

program. MoviePlayer is freely distributable, so

you can create automatically running produc

tions and distribute them if you wish. The

MoviePlayer program also has options for play

back in different screen depths than the anima

tion was originally composed in.

The MovieSetter manual is done in the same

style as ComicSetter's, with pictures of each

and every tool located close to that tool's de

scription. A tutorial is included that will take you

from a blank "film' to a nice looking (albeit short)

Movie in a matter of minutes. The 'Hints & Tips"

section is a very nice addition, and contains

good suggestions for both using MovieSetter

ditor and SceneEditor

programs that will

work in machines with

less than a

megabyte.

The End

One of the main ad

vantages that

MovieSetter has over

its competition is that

it can produce min

utes of animation as

opposed to seconds,

and play this animation in machines that don't

have nine megabytes of memory. The user inter

face is superior. Many of the windows can re

main open at the same time, providing a good

multitasking environment in which you can

move around In a production and modify things

with ease.

MovieSetter makes excellent use of Intuition,

and people who are already familiar with the

Amiga user interface should be able to do what

they have on their mind without lengthy manual

consultation.

The AX animation for this special issue was pro

duced in about six hours, and was my first at

tempt at producing anything with MovieSetter,

Six hours may sound like quite a bit of time, but I

assure you that I enjoyed every minute of it.

Since I got my Amiga I have been eager to use

some type of Amiga animation program, but

having tasted Aegis Animator and Deluxe

Video, I was severely disappointed at how diffi

cult they were to use. After a few sessions with

MovieSetter, the user interface became trans

parent, allowing me to concentrate more on

what I wanted to do rather than how to ac

complish it.

Results? MovieSetter's animation is very smooth,

and even with such radical goings-on as a

scrolling background, it never misses a beat or

lets a flicker show. The bottom line? MovieSetter

is a gem, Finally there is a program for Amigas

that lets animators fully express themselves with

out getting mired down by complications. If

you have to choose a single program of its kind,

you won't go wrong with MovieSetter,
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Creating smaller animations with the sel animator. 
These smaller animations can then be integrated 
into a longer movie. 

Whole paleHes can be saved and loaded Irom 
MovieseHer. MovieseHer also supports color cy­
cling, and varying colors throughout the movies/. 

Bringing II All Together 

Once you have designed a few sets. placing 
them into a production is simplicity itself. You 
place the set where you want it on the screen 
using the mouse. After clicking the mouse but­
ton. the set that you are using will automatically 
advance to the next frame. If you want things 
more regular and precise than just clicking your 
mouse. then you can define a path. or "Guide" 
for your set to follow. This can be a straight line 
or a curve. and varying the speed and number 
of frames of the motion is as easy as changing a 
slIder and c licking a gadget. This method is ex­
tremely easy to use 
and the results are 
quite good. The di­
agonal path that 
the AX logo takes 
while moving up 
the screen would 
have been ex­
tremely d ifficult to 
produce in a 
smooth, straight 
manner. but using 
the Guides feature, 
it only took about 
30 seconds. 

a nd the secrets behind traditional animation 
methods. 

MovieSetter animations can take up lots of 
memory, especially when they get lengthy. Be­
cause of this, Gold Disk has included two ver­
sions of MovieSetter. The first is a fully integrated 
version in which all of the tools described above 
are all in one program. I ran this version on my 
1.5-megabyte machine with no problems, and I 
usually only had a megabyte free when starting 
the program. Amigo 512-K users wanting to use 
the totally integrated program will have to use it 
in two colors. For 512K Users, Gold Disk has in­

cluded separate SetE­
dltor and SceneEditor 
programs that will 
work in machines with 
less than a 
megabyte. 

The End 

The Storyboard 

Some of the elementary tools for editing the sets. These 
tools are primarily only good lor minor changes. You can 
also preview your mini-animations with the VCR-like con-

One of the main ad­
vantages that 
MovieSetter has over 
its competition is that 
it can produce min­
utes of animation as 
opposed to seconds, 

MovieSetter's Storyboard feature opens a win­
dow that displays a miniature frame showing 
where something important happened. Exactly 
what causes a frame to be displayed on the 
Storyboard is defined by the user. For example, 
to edit sounds somewhere in a movie, I could 
set the Storyboard to display only those frames 
in which a sound event occurred. Once I found 
the miniature frame in question. I would click on 
it with the left mousebutton, and the movie 
would automatically move to the frame where 
the sound event occurred. 

The Exhibition 

If you wish to distribute a MovieSetter produc­
tion. you can save the entire thing \Alith the pic­
tures, sets, and sounds embedded in one big 
file. You may also save your work in pieces, 
which is a good thing to do when you ore work­
ing on a production that might change a lot. 

When your MovieSetter production is finished. 
you can view it using the provided MoviePlayer 
program. MoviePlayer is freely distributable. so 
you can create automatically running produc­
tions and distribute them if you wish. The 
MoviePlayer program a lso has options for play­
back in d ifferent screen depths than the anima­
tion was originally composed in. 

The MovieSetter manual is done in the same 
style as ComicSetter's, with pictures of each 
and every tool located close to that tool's de­
scription. A tutorial is lncluded that will take you 
from a blank ' film' to a nice looking (albeit short) 
Movie in a matter of minutes. The 'Hints & Tips' 
section is a very nice addition, and contains 
good suggestions for both using MovieSetter 

and play this animation in machines that don't 
have nine megabytes af memory. The user inter­
face is superior. Many of the windows can re­
main open at the some time, providing a good 
multitasking environment in which you can 
move around in a production and modify things 
with ease. 

MovieSetter makes excellent use of Intuition, 
and people who are already familiar with the 
Amigo user interface should be able to do what 
they have on their mind without lengthy manual 
consultation. 

The AX. animation for this special issue was pro­
duced in about six hours, and was my first at­
tempt at producing anything \Alith MovieSetter. 
Six hours may sound like quite a bit of time, but I 
assure you that I enjoyed every minute of it. 
Since I got my Amiga I have been eager to use 
some type of Amigo animation program, but 
having tasted Aegis Animator and Deluxe 
Video, I was severely disappointed at how d iffi­
cult they were to use. After a few sessions with 
MovieSetter, the user interface became trans­
parent, allowing me to concentrate more on 
what I wanted to do rather than how to ac­
complish it. 

Results? MovieSetter's animation is very smooth, 
and even with such radical goings-on as a 
scrolling background, it never misses a beat or 
lets a flicker show. The bottom line? MovieSetter 
is a gem. Finally there is a program for Amigas 
that lets animators fully express themselves with­
out getting mired down by complications. If 
you have to choose a single program of its kind, 
you won't go wrong with MovieSetter. 
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Deluxe Paint III

The AX Animalion (included* OBmons

by R. Shamms Morfier, PhD.
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And Now for the truly Impossible,.. Amiga artists

praised Electronic Arts and Dan Silva for Deluxe-

Paint ll's perspective features. That was an un

heard-of attribute for a microcomputer graph

ics program. Since then, it has become harder

to categorize a program as a "Paint" or "Anima

tion" or "Modeling" package. Not to be left in

yesterday's methodology, DeluxePaint III has fol

lowed suit. The program offers some of the

nicest and friendliest animation capabilities that

I've ever used. They are in fact so friendly that I

saved four disks of animations the same day I re

ceived the program, and I don't need to refer

ence the manual any more to start creating.

if you were to buy DeluxePaint III as an anima

tion package alone, it's probably worth over

three hundred dollars at today's prices, But for

hatf that investment, you get an animation

page-flipper extrordinaire and a great painting

program, and both can be used on screen at

one time! Like all other Amiga page-fiippers, the

more memory you have, the better. It's also use

ful (but not vital) to have a harddisk drive to

store longer pieces on, although with the right

video equipment, short sections can be seam

lessly edited together.

To explain the idea and process of "page-

flipping", the DeluxePaint III manual has a page-

flipping animation of Dan Silva juggling the EA

symbols while he rides a unicycle. The images

are printed on the lower right corner of every

page, so that 'flipping' the pages produces an

animated short and gives you an education at

the same time. This animation can also be seen

on the screen by loading one of the tutorials.

Don't think for a moment that the animation ca

pabilities in DeluxePaint III are just added on fluff.

They're state-of-the art techniques that produce

compression) or expanded (whole screen) for

mat. Delta compression routines save only the

changes in visual information from page to

page, taking up less disk space (I saved sixty

frames of a very complex Lo-Res piece to disk,

taking about two-thirds of the space). "Expand

ed" mode would be OK if you wanted to dump

the frames into other accessible programs,

There are two sections in the manual that ex

plain the animation tools thoroughly: "Animation

Basics' and 'Animation Effects'. The first step is to

bring up the "Set Frame Count" requester, and

tell DeluxePaint how many frames long your ani

mation will be. Along with this, you choose the

playback speed, which defaults to 30 frames

per second (fps), Speed can also be altered

during playback by tapping either the Left Ar

row (slows down) or the Right Arrow (speeds

up). The whole point here is to use the Brush that

is currently active and to set it in motion, or to

paint different items on each frame, The frames

advance by hitting the "2" key; they reverse by

hitting the "1" key.

They can also be returned to the first frame

(Shift-1) or advanced to the last frame (Shift-2).

Frames can also be inserted or deleted from

any sequence. You can create your animations

in any resolution, remembering that Lo-Res al

lows the most frames, Med-Res and Video-Res

about half as many, and Hi-Res about a quarter

as many. Overscanned screens also eat up disk

space. A "Move' requester is at your disposal, al

lowing you to turn a Brush on any axis, and to re

duce or enlarge it in increments for the anima

tion sequence. Another facet of DeluxePaint III

animation is that color cycling can be added

with the touch of the TAB key for even more

awesome results.

The Move Requester has several fancy options,

in addition to moving and rotating Brushes.

Brushes can rotate on the screen's axis or on

their own axis. Each Brush can be reset to an

originating position with a 'Go Back" command,

and a neat little tutorial demonstrates this visual

ly. "Cycle" allows you to command an anima

tion to loop back upon itself, creating a continu-

- -■

Anoihcr classic half-briie animation done with Deluxe Paint ill.

ous motion (you can also Ping-Pong the anima

tion, forcing it to run forward then backward

continuously, or choose to play it through just

once or a determined number of times).

An "Ease-in/Ease-out" button causes the anima

tion to slow or speed up at determined sections,

allowing certain movements to be observed as

more "natural". There is a "Record' three-option

choice that specifies the directions in which

DeluxePaint III paints the frames of the move:

Forward, In-Place, or Backwards. Two of the se

lections here are ones that I am especially fond

of: "Trails" and "Fill".

"Trails" causes a succession of trails to tag behind

a movement, much like what an animator uses

in standard tracing paper animation tech

niques. Tiir is really "Fill Plane", and it generates a

perspective plane that moves in accordance

with the parameters set here. The result is an ani

mation that seems like you're looking out of an

aircraft window at a spinning perspective world

far below. Combined with another brush, the ef

fect can be almost dizzying. All moves can be

previewed in wire frame before you paint them

down.

One very useful feature is that as you develop
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Deluxe Paint III 

by R. Shamms Mortier. PhD. 

And Now for the truly Impossible ... Amigo artists 
praised Electronic Arts and Dan Silva for Deluxe­
Paint II's perspective features. That was an un­
heard-of attribute fo r a microcomputer graph­
ics program. Since then, it has become harder 
to categorize a program as a 'Paint' or "Anima­
tion' o r "Modeling" package. Not to be left in 
yesterday's methodology, DeluxePaint III has fol­
lowed suit. The program offers some of the 
nicest and friendliest animation capabilities that 
I've ever used. They are In fact so friendly that I 
saved four disks of animations the some day I re­
ceived the program. and I don't need to refer­
ence the manual any more to start creating . 

If you were to buy DeluxePaint III as an anima­
tion package olone, it's probably worth over 
three hundred dollars at today's prices. But for 
half that investment, you get an animation 
pag&ftipper extrordlnaire and a great painting 
program, and both can be used on screen at 
one time! Uke all other Amigo page-flippers, the 
more memory you have, the better. It's a lso use­
ful (but not vital) to have a horddisk drive to 
store longer p ieces on, although with the right 
video equipment, short sections can be seam­
lessly edited together. 

To explain the Ideo and process of "page­
flipping", the DeluxePaint II I manual has a page­
flipping animation of Dan Sliva juggling the EA 
symbols while he rides a unicycle. The impges ' 
are printed on the lower right corner of every 
page, so that ' flipping" the pages produces an 
a nimated short and gives you an education 01 
the same time. This animation can also be seen 
on the screen by loading one of the tutorials. 

Don't think for a moment that the animation ca­
pabilities in DeluxePaint III are just added on fluff. 
They're state-of-the art techniques that produce 
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p rofessional re­
sults when seen 
via videotape. 
as long as you 
have the right 
recording 
equipment. The 
commands are 
easily remem­
b ered beeause 
they make 
graphic visual 
sense. rather 
then making 
you get a doc­
torate in struc­
tural engineer­
ing before you 
can proceed. 
Material can 
be saved either 
in a com­
pressed (detto 

compression) or expanded (whole screen) for­
mat. Delta compression routines save only the 
changes in visual Information from page to 
page. taking up less disk space (I saved sixty 
frames of a very complex Lo-Res piece to d isk. 
taking about two-thirds of the space). 'Expand­
ed" mode would be OK if you wanted to dump 
the frames into other accessible programs. 

There are two sections in the manual that ex­
p lain the anlmation tools thoroughly: 'Animation 
Basics' and 'Animation Effects'. The first step is to 
bring up the 'Set Frame Count" requester, and 
tell DeluxePaint how many frames long your ani­
mation will be. Along with this, you choose the 
p layback speed, which defaults to 30 frames 
per second (fps). Speed can also be altered 
during playback by tapping either the Left Ar­
row (slows down) or the Right Arrow (speeds 
up). The whole point here is to use the Brush that 
is currently active and to set it In motion, or to 
paint different items on each frame. The frames 
advance by hitting the '2" key; they reverse by 
hitting the ' I ' key. 

They can olso be returned to the first frame 
CShift-l) or advanced to the lost frame (Shift-2). 
Frames can also be Inserted or deleted from 
any sequence. You can create your animations 
in any resolution, remembering that Lo-Res a l­
lows the most frames, Med-Res and Video-Res 
about holf as many, and Hi-Res about a quarter 
a s many. Oversca nned screens a lso eat up d isk 
space. A "Move" requester is at your disposal. al­
lowing you to turn a Brush on any axis, and to re­
d uce or enlarge it in increments for the a nima­
tion sequence. Another facet of DeluxePaint III 
animation Is that color cycling can be added 
with the touch of the TAB key for even more 
a wesome results. 

The Move Requester has several fancy options, 
in addition to moving and rotating Brushes. 

One of the classic h3l f·brilc animations. 

Brushes can rotate on the screen's axis or on 
their own axis. Each Brush can be reset to an 
originating position with a 'Go Bock' command, 
and a neat little tutorial demonstrates this visual­
ly. 'Cycle' a llows you to command on anima­
tion to loop bock upon itself. creating a continu-

l - .. I 
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ous motion (you can also Ping·Pong the anima­
t ion, forcing it to run forward then backward 
continuously, or choose to ploy it through just 
once or a determined number of times). 

An 'Ease-in/Eose-out" button causes the anima­
tion to slow or speed up at determined sections, 
a lIowing certain movements to be observed as 
more "natural'. There is a 'Record' three-option 
choice that specifies the directions in which 
DeluxePaint 111 paints the frames of the move: 
Forward, In-Place, Of Backwards. Two of the se­
lections here are ones that I om especially fond 
of: "Trails' and "FIll". 

' Troils" causes a succession of trails to tog behind 
a movement, much like what on animator uses 
in standard tracing paper animation tech­
niques. "Fill" is really 'Fill Plane", and it generates a 
perspective plane that moves in accordance 
with the parameters set here. The result is on ani­
mation that seems like you 're looking out of on 
aircraft window at a spinning perspective world 
far below. Combined with another brush, the ef­
feet can be almost d izzying. All moves can be 
previewed in wire frame before you paint them 
down. 

One very useful feature is that as you develop 



specific 'actors' in your animated masterpieces, they can be

saved individually as "AnimBrushes" for later use. That means that

a character or animated element can be loaded and used

against many separate backgrounds, and different AnimBrushes

can be combined in an infinite series of stories. By holding down

the Left Amiga key while you've got an AnimBrush in hand, you

can automatically paint the Brush into each progressive frame.

The secret of

not going crazy

as an animator

is to accomplish

repetitive tasks

with ease, and

there's nothing

easier or more

fun then using

this DeluxePaint

III tool.

If you continue

this past the The top requestor shows [he upgraded printing requestor, and the lower

frame re<Jues'or illustrates Ihc different screen formats available lei ch«KG from.

number, the Brush repeats its movements across another part of

the screen, so that you can fill the whole screen with animated

movement using just one AnimBrush, To get even more intricate,

you can bring up the "Anim Brush Settings" requester and

change the speed and direction of any AnimBrush. The chapter

on animation effects has some more advanced ways of manip

ulating the ani

mations, along

with some clear

tutorials that

make the learn

ing process as

easy

ble.

as possi

The manual

ends with a

"tips" section for

animators, a

reference sec- _
The lower left requestor slum, the animated brush conlioK. Abate lhal ai

tlOn, Appen- fl,e new f,,nls nsqUBBOT with ■ preview fraction, and also Ilio nil lyjK
dices, and an requestor. Bottom righi is the perspective controls to move objects in 3

index. dimerous.

Like all manuals from Electronic Arts, it is very clearly written and

professionally produced. Addendum material exists on the sup

plemental disks (there are three disks in the package in all). On

the Animation Disk there is a player utility that can play your ani

mated movies. You can copy it to the same disk as your anima

tions for distribution.

Minor Complaints

I would like to see some method of "Blue-lining" included in a fu

ture update. This shows an animator where a previous frame's

elements were placed, so that smoother transitions can be de

signed. I would also like to pass a message to EA to put in some

68020/68881 support. The only real gripe I have is that F8 no

longer removes the cursor from the screen. I liked this feature,

but when you're flipping frames the cursor dissappears anyway.

I guess EA thought this was sufficient. It took EA about three

weeks to get my update to me, as they send it by regular mail

(unless requested otherwise and remunerated accordingly). It

was well worth the wait, and I can't even dream what Mr. Silva

has in mind for Deluxe Paint IV... but I feel his gears grinding

away.

I S R C

It never fails. The object

you want is in exactly the

file format you don't want

it In. It's always a compli

cated object, too. A big

one, Took a long time to

draw, lots of triangles, and

polygons, and other doo

dads that are hard to get

J positioned just right. So
okay, nose to the grind

stone, drag out the midnight oil and hop to it, right? Not necessar

ily. Amiga animation and raytracing programs, unlike the Amiga

paint programs, have almost no agreement among each other on

the formats they save their objects in. Objects you create in Turbo

Silver will not work in Sculpt 4D.

There is, however, a ray of hope (excusing the hideous pun for the

moment). Interchange, by Syndesis, is a product that swaps file for

mats around from one graphics product to another. That means,

those raytracing objects from Turbo Silver can indeed be used in

Sculpt 4D or vice versa. VideoScape 3D's red Lotus - or any other

objects - can move over to Turbo Silver, or Sculpt,

Interchange is a program-plus-modules affair. You get Sculpt and

Videoscape modules (along with some 2D ones, as well) with the

product. If you need them, the company sells Turbo Silver and For

ms in Right modules as add-ons. The Turbo Silver module includes

both 2.0 and 3.0 converters. The two Turbo Silver programs have

slightly different file formats - 3.0 can read 2.0 objects, but not the

other way around.

Syndesis also sells InterFont, a 3-D font maker program that operates

as a module under Interchange. The 3D fonts in this animation spe

cial were created with InterFont, and many of the objects for the

various programs were converted with Interchange. One of the

newest Interchange modules is one for converting objects to Pro

fessional Draw format, for use either in that program or in Profession

al Page, also by Gold Disk, a desktop publishing package, That

Professional Draw module made it possible to print 2D versions of

the objects in the paper sections of this special issue, which was

produced entirely on Amigas using Professional Page.

If you don't like the object creation tools your raytracer provides,

you can use a dedicated one, instead. One such program is 3-

Demon, from Mimetics. This product also has limited abilities for

swapping objects from one object file format to another. Aegis sells

a product for this purpose, too. It's Modeler-3D, and Gold Disk re

cently entered the market with Design 3D. Pick from the object edi

tors - especially if you're not thrilled with the one your raytracer in

cludes - and then move them around from one place to another

with the object movers and converters.

There is one small caveat, however. Some file formats store more

information about an object than others. So, if you port an object

to a program which honors fewer "attributes," you'll end up with a

simpler object. Aegis' Videoscape, for example, imposes limits on

the number of points an object may have, and it likes congruent

sides in its triangles, rather than overlapping, separate triangles. Inter-

Change handles these limitations well, and devotes many pages of

its documentation to explaining what works with what and what not.

For dealing with Videoscape's congruent triangles, for example. In-

terChange includes a "Point Reduce Tool" module, which figures

out where the vertices are and makes them into triangle arrange

ments that Videoscape will like. Another new module generates

"statistics" for objects, so you can tell from reading a friendly text file

what attributes an object has, rather than resorting to the target

program's menus and functions to figure them ai! out.

J:
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specific 'actors' in your animated masterpieces, they can be 
saved individually as 'AnimBrushes' for later use. That means that 
a character or animated element can be loaded and used 
against many separate backgrounds, and different AnimBrushes 
can be combined in a n infinite series of stories. By holding down 
the left Amiga key while you've got an AnimBrush in hand, you 
can automatically point the Brush into each progressive frame. 
The secret of 
not going c razy 
as an animator 
is to accomplish 
repetitive tasks 
with ease, and r----o= 
there's nothing 
easier or more 
fun then using 
this DeluxePaint 
III tool. 

If you continue 
this post the The lOp rcqueslor shows Ihe upgr:adoo prinliRg requestor.;md lite low .. r 
ending frame requeslor iIIU51r:ales Ihe differenl scre.:n fonruus available 10 c~ from. 

number, the Brush repeats its movements across another part of 
the screen, so that you can fill the whole screen with animated 
movement using just one AnimSrush. To get even more intricate, 
you can bring up the 'Anim Brush Settings' requester and 
change the speed and direction of any AnimBrush. The chapter 
on animation effects has some more advanced ways of manip­
ulating the ani­
mations, along 
with some clear 
tutorials that 
make the learn­
ing process as 
easy as possi­
ble. 

The manual 
ends with a 
' tips' section for 
animators, a 
reference sec­
Hon, Appen­
dices, and an 
index. 

The lowef lefl requestof show the an im~led brll.1I CQn l fOl ~.I' b.ne Ihal arc 
Ihe new f011l ' fC'IUCSlnf wllh " p",~;ew rUnCI;On. and ahn Ihe fi n I)'PC: 
",,!ue' lUr. Bonom righl is Ihe perspeclive oormuls In moVe ohje<:ls in 3 
dimensions. 

like a ll manuals from Electronic Arts, it is very clearly written and 
professionally produced, Addendum material exists on the sup­
p lementa l disks (there are three disks in the package in aU). On 
the Animation Disk there is a player utility that can play your ani­
mated movies. You can copy it to the some d isk as your anima­
tions for distribution. 

Minor Complaints 
I would like to see some method of 'Slue-lining' included in a fu­
ture update. This shows an animator where a previous frame's 
elements were placed. so that smoother transitions can be de­
signed. I would a lso like to pass a message to EA to put in some 
68020/68881 support. The only real gripe I have is that FB no 
longer removes the cursor from the screen. I liked this feature, 
but when you're flipping frames the cursor dissappeors anyvvay. 
I guess EA thought this was sufficient. It took EA about three 
weeks to get my update to me, as they send it by regular mail 
(unless requested otherwise and remunerated accordingly). It 
was well worth the wait, and I can·t even dream what Mr. Silva 
has in mind for Deluxe Point IV" but I feel his gears g rinding 
away. 

Amiga Animation 17 



FrameGrabbinp
Atai il>n

Amiga Framegrabbing From

An Unstable Video Source

by Clyde Wallace

There is no frustration greater than buying an ex

pensive toy and finding out that is doesn't per

form. This was the case with the Framegrabber by

Progressive Peripherals Don't get me wrong, I'm

not saying that the Framegrabber doesn't work;

I'm just saying it doesn't work when you ask it to.

One of the biggest problems with the Framegrab

ber is that it requires a stable video signal to lock

on to, Generally, signals from a decent video

camera will do fine, but when you try to grab im

ages from a video tape, or from a television signal,

you can run into trouble. This all depends on the

quality of the video tape, or amount of noise on

your TV station, So for this experiment in torture, I

chose a video tape, and o standard HQ VCR. To

make matters worse, I used an old Marilyn Monroe

movie. Whether I chose it for posterity's sake or

subject matter, you can debate for yourself. Either

way. the video signal was unstable.

The first step was to set up the Framegrabber.

There was little effort involved. I passed the RGB

signal from my Amiga through the Framegrabber

to my 1084 (poor me) monitor. This passthrough

cable will work with a 1080 monitor just as well with

an adapter (included). I next plugged a parallel

cable from the Amiga into the Framegrabber (This

is how the image data is sent to the Amiga.) The

video cable from "video out" of the VCR plugged

into the front of the Framegrabber with a standard

RCA type connector (the kind you use for your

stereo, only thicker, for video). Then came the

hard part. I plugged the power supply into the

Framegrabber. It worked. Usually the power sup

ply burns out, so I consider myself lucky.

Once the FG (framegrabbing) program started,

with the flick of the TAB key, I could see the video

source. While the tape was playing, I could see an

excellent (not video quality, but still excellent) im

age of the video tape. In fact, the video image

was live, so I could have watched the whole

movie this way. I cannot begin to tell you how
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much of a benefit it is to have the video signal

passing through to my Amiga monitor. This way,

you can rewind, fastforward the tape to just the

spot you want.

With a flick of the "C" (for capture) key, I grabbed

the image that I was watching 1 /30th of a second

ago. The image looked washed out, so while

watching the live video signal, I adjusted the in

tensity knob on the front of the Framegrabber until

it was more defined. With another single-key flick, I

tested the adjusted image, The result is what you

saw, or will see on the animation (on disk). Since

my design was to create an animation from this, I

set the outomatic-grab mode from the software,

telling it to grab as fast as it can (about once ev

ery 3 seconds in lo-res) and asked it to please

grab 30 frames and stop.

I also fold the software to grab half-screen frames.

in order to save memory. I thought of PAUSING

(freeze-framing) the video tape frame after frame,

but this caused too much noise to be worthwhile.

Now if you have many hundreds of dollars to

spend on a digital freezeframe VCR, this might be

the option for you. I opted for a live capture. So

the animation you see was captured We, as the

tape rolled. After rewinding the tape to where I

wanted, l specified a filename and away it went.

For the next several minutes, I sat back and

watched it grab frame after frame. Every once in

a while, I noticed that 1 only got half images, and

the other half was somewhere else on the screen -

you knew that unstable video signal would come

i nto play somewhere along the line.

I let it finish. With these garbled images, I knew

that this would not be a simple task of animating

frame after frame. When it was done with 30

frames, I repeated this process in different places

from the video tape to make a collection to edit

from later.

After all the grabbing was done, editing was next.

I could have saved each individual frames from

the animations as separate IFF files to edit with any

paint program, but Deluxe Paint 111 was nice

enough to import the entire ANIM tiles and do this

for me. So what I ended up with was a collection

of frames split in half.

For each frame. I cut out the off-frame section.

and pasted it where it belonged. This way, I recre

ated the whole frames from their parts, As I did

this, to my horror, I noticed that the frames where

not only off-center from left to right, but vertically

as well. A real mess. By using the coordinates, I

aligned the recreated frames in the center of the

screen. This helped in lining up the frames to each

other. To fine tune the frames to each other, I had

to use my eye by finding similar objects in the

frame (unmoving objects) and centering them on

each other. For instance, I found a lamp in one

scene. Marilyn moved around from frame to

frame, but that lamp just sat where it was. So I

aligned all the frames based on that lamp. If you

didn't do this, Marilyn would be jumping up and

down instead of making smooth transitions from

frame to frame.

With all the frames recreated, and lined up. I went

back and added some niceties such as the bor

der, the titling and such. The whole process took

me approximately two hours, with the majority of

the time spent editing the frames. However, I con

sider this to be one of the worst cases for doing a

framegrabbed animation. A similar step-frame

animation from a video camera, or from a more

expensive VCR would have gone easier, but alas

few of us are endowed with such deep pockets.

The bottom line is, it worked! And with minimal

equipment in only a short time, Not bad, either, •

NOTE: There is another animation included called

PEPSI. This animation demonstrates step frmae an

imation from another video digitizer. Perfect Vi

sion. If was done basically the same way. Refer

to its README file.

Amiga Framegrabbing From 
An Unstable Video Source 

by Clyde Wallace 

There is no frustration greater than buying on ex­
pensive toy and finding out that is doesn't per­
form. This was the case with the Fromegrabber by 
Progressive Peripherals. Don't get me wrong. I'm 
nat saying that the Framegrabber doesn't work; 
I'mjust saying ~ doesn't work when you asl< it to, 

One of the biggest problems with the Framegrob­
ber is that it requires a stobie video signal to lock 
on to. Generally. signals from a decent video 
camero will do fine. but when you try to grab im­
ages from a video tope. or from a television signal. 
you can run into trouble. This all depends on the 
quality of the video tape, or amount of noise on 
your TV station, So for this experiment in torture, I 
chose a video tape, and a standard HQ VCR. To 
make matters worse, I used an old Marilyn Monroe 
movie. lJv'hether I chose it for posterity's sake or 
subject matter. you con debate for yourself. Either 
way. the video signal was unstable. 

The first step was to set up the Framegrabber. 
There wes little effort InvaNed. I possed the RG8 
signal from my Amigo through the Framegrobber 
to my 1084 (poor me) mon~or. This passthrough 
coble 'will work with a 1080 monitor just os weD with 
an adoDter C"",luded), I next plugged a porallel 
coble frOm the Amga into the Fromegrabber (lhis 
is how the image data is sent to the Amigo.) The 
video coble from 'video our of the VCR plugged 
into the front of the Frornegrobber with a standard 
RCA type connector (the kind you use for your 
stereo. only thicker, for video). Then come the 
hard port, I plugged the power supply into the 
Framegrobber. It worked. Usually the power sup­
p~ burro out, so I consider myself lucky. 

Once the FG (fromegrobt>ng) program started, 
w~ the tick ot the TAB key, I couid see the video 
source. While the tape was playing. I could see an 
excellent (not video quatity, but still excellent) im­
age of the video tape. In fact , the video image 
was live. so I could hove watched the whole 
movie this way. I cannot begin to tell you how 
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much of a benefit it is to have the video signal 
passing through to my Amigo monitor. This way. 
you con rewind, fostforword the tape to just the 
spot you want. 

W~ a fl ick of the 'C ' (for capture) key, I grabbed 
the image that I was watching l/3Oth of a second 
ago. The image looked washed out, so while 
watching the live video signal. I adjusted the in­
tensity knob on the front of The Framegrobber until 
it wos more defined. With another single-key flick, I 
tested the adjusted image, The resu~ is what you 
sow, or will see on the animation (on disk). Since 
my design was to create an animation from this, I 
set the automatic-grab mode from the software, 
telling it to grab as fast as it can (about once ev­
ery 3 seconds in Io-res) and asl<ed ~ to please 
grab 30 frames and stop. 

I also told the software to grab halt-screen frames, 
in order to save memory. I thought of PAUSING 
( freeze-framing) the video tope frame after frame, 
but this caused too much noise to be worthwhile. 
Now if you have many hundreds of dollars to 
spend on a digital freezefrome VCR. this might be 
the option for you, I opted for a INe capture. So 
the animation you see was captured live, as the 

tape rOiled. After rewinding the tape to wnere I 
wonted, I specified a filenome and away it went. 
For the next several minutes, I sat back and 
watched it grab frame after frame. Every once in 
a while, I noticed that I on~ got ha~ images, and 
the other half was somewhere else on the screen ­
you knew that unstable video signal would come 
into ploy somewhere along the line. 

I let ~ finish, W~ these gorbled images, I knew 
that this wouid not be a simple tasl< of animating 
frame after frame. When it was done with 30 
frames, I repeated this process in different places 
trom the video tope to make a collection to ed~ 
from Ioter. 

After all the grabbing was done, editing was next, 
I could have saved each individLKlI frames from 
the animations as seporate IFF files to ed~ ~ any 
paint program, but Deluxe Paint III was nice 
enough to import the entire ANIM files and do this 

-
for me. So wnat I ended up with was a collection 
of frames split in half. 

For each frame, I cut out the off-frame section, 
and pasted it where it belonged. lhis way, I recre­
ated the whole frames from their parts. /ls I d id 
this, to my horror, I noticed that the frames where 
not only off-center from left to right, but vertically 
as wetl. A real mess. By using the coordinates, I 
a ligned the recreated frames in the center of the 
screen. This helped in lining up the frames to each 
other. To fine tune the frames to each other, I hod 
to use my eye by finding simlar objects in the 
frame (unmoving objects) and centering them on 
each other. For instance, I found a lamp in one 
scene. Marilyn moved around from frame to 
frame, but that lamp just sot \vhere it was. So I 
a ligned all the frames based on that lamp. If you 
d idn't do this, Marilyn woutd be jumping up and 
down instead of making smooth transitions from 
frame to frame. 

With all the frames recreated. and lined up. I went 
bock and added some niceties such as the bor­
der, the titlng and such, The whc>e process took 
me opproximately two hours, ~ the majority ot 
the time spent editing the frames. However, I con­
sider this to be one of the worst cases for doing a 
framegrabbed animation. A similar step-frame 
anmotion from a video camera. or from a more 
expensive VCR would hove gone easier, but alas 
few of us are endowed with such deep pockets. 

The bottom line is. it worked! And with minimal 
equipment in only a short time. Not bad, either. -

NOTE: There is another animation included called 
PEPSI. This animation demonstrates step frmae an­
imation from another video digit2er , Perfect Vi­
sion, "was done basically the some way, Refer 
to its READ,ME file, 



More Information
tf you would like more information about any of the products listed, or

nentioned in //its Special Issue, you are encouraged to contact these

developers directly. They wilt be glad to send you more information.

DeluxePaint III

Electronic Arts

PO Box 7578
San Mateo, CA 94403-7578

(415)571-7171

Suggested Retail Price: S 150.00
($57,00 upgrade cost from earlier versions)

AniMagic
Animator

Videoscape

Modeler 3D
Aegis Development Inc

2115PicoBlvd

Santa Monica, CA 90405

213-392-9972

Fantavision

Bf0derbund

17 Paul Drive

San Rafael, CA 94903-2101

415-492-3500

1-800-527^263

Photon Paint 2.0

Microlllusions
17408 Chatsworth Street

Granada Hilis, CA91344

Interchange

Syndesis
20 West St

Wilmington, MA 01887

617-657-5585

The Director

The Right Answers Group
PO Box 3699

Torrance.CA 90570

213-325-1311

FrameGrabber

Progressive Peripherals & Software

AM Kalamath St

Denver, CO 80204

303-825-4144

Caligari

Octree
311 West 43rd StAuite 904

New York, NY 10036

Turbo Silver

Impulse

6870 Shingle CreekMinneapolis, MN 55430

612-56^0221

BytebyByte

Arboretum Plaza II

9442 Capitol of Texas Hwy N Suite 150

Austin, TX 78759

Elan Performer

Elan Design

P.O. Box 31725

San Francisco, CA 94131

41^621-8673

Marketing Your Animations

What's all the big deal about Amiga animation? Can you make any money

with it? Does Disney have that many openings? The biggest consumer of ani
mations is no longer the movie studios - when was the last time you saw a car
toon trailer at the movie, theater? No, these days, animationJs/igbfBtiiQme on

television, and not at all restricted to the Saturday morning Kraale cartoons
where the Universe is miraculously saved in the nick of time, and the latest plastic
toy is mercilessly promoted in between the brief animation sequences.

Animation? Look at .the commercials! The promos! The program intros! Letters

whirl through space, spin on their axis and upright themselves to spell out... al
most everything that television tries to sell you, either programming or merchan
dise. The magic that gets those gyrating letters onto the TV screen is computer
animation, and the Amiga is right at home in that heady company.

So, if you're interested in being an animator for money, television, television com

mercials, television producers, television stations, and cable television stations is

where you start looking for a market for your work.

There are in the world already, a number of professional animation studios that
use only Amigas for their productions, These include Winners Circle, whose
Amiga-based.animation 'Time and Again" was included in the Siggraph video
theatre last year - one of the highest honors a computer animation can be paid.

Anyway, this article isn't about Winners Circle. This is about selling your animation
skills, and Winners Circle is but one example of folks doing just that very success
fully. Their market? Television, of course.- A commercial here, as animated cor
porate logo there. This is where the Amiga can do its work quickly, easily, and at

a great cost savings over the competing studios who have to pay for equipment

that costs many times what Amigas do.

So, when you get ready to go into business, think video. If you insist on not think

ing video, you're what's known as a "classical" animator (and there are plenty of
Amiga-based ones of those on the planet, too!), and you can think "large film
studio.' Disney Studios, for example, has announced that when they complete
their current projects, ALL of their new animation work will be done wit^ comput

ers. They even have a bunch of Amigas!

Check with corporations, ad agencies, video production houses and such to
see what the market is like in your area.

To sell animation, you have to have them in a form you can sell. Since the mar

kets you want to sell to are broadcast television, mostly, you'll want to be able to
combine your animations onto videotape. You don't have to actually own the

vast quantities of electronic toys necessary to do that, but you do have to have

access to it. Many cities, especially large cities, have production facilities that
are rented by the hour (or day, or week, or half of forever). For example, you
can rent studio time, editing time, etc most of which will even come with the

services of the respective experts for slapping the finishing touches onto your ani

mations.

You can also market your skills an an Amiga animator to the growing number of

animation places that use Amigas! For example, the really bigtime broadcast
television sequences are still produced on wildly expensive tenderers" and
■graphics workstations" and such. However, because that equipment is too ex
pensive to just play around with, the big boys are using Amigas to prototype their

stuff on, before doing the final version on the more expensive toys. They can af

ford a bunch of Amigas, which keeps the fancy stuff occupied doing only the fi

nal versions of the animations - a very efficient use of the equipment all around.

Then there are the computer consumers. That Amiga game you like so much?

It's really a collection of animations, with a program to drive them all based on

your mouse (joystick, or whatever) input, All those little animations are just that.

Animations. So, grab ahold of your favorite games, take a careful look at the
characters, scenes, and such, and start thinking "animate!"

The opportunity is out there, and the tools are at your hand - if you have an

Amiga! - but you still have to go through the usual steps of acquiring the skills, de

veloping a clientele, and producing the work (likely meeting horrendous dead

lines, too) before you really start "making it" in the animation business - either with

your Amiga or with anything else. Have at it, though, and at least with anima

tion, you can have fun while you work.
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More Information 
If you would like more information about any of the products listed, or 
nentioned in this Special Issue, you are encouraged to contact these 
developers direcfty. They will be glad to send you more information. 

DeluxePaint III 
Electronic Ms 
PO Box 7578 

San Mateo, CA 94403-7578 
(415)571-7171 

Suggested Retail Price: S 150.00 
($57,00 upgrade cost from earlier versions) 

AniMogic 
Animator 

Vtdeascape 
Modeter3D 

Aegis Development Inc 
2115 Pico Blvd 

Santa Monca, CA 9040S 
213-392-9972 

Fantavision 
Brooerbund 
17 Poul Drive 

San Rafael,CA 94903-2101 
41 &-492-3500 
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Photon Paint 2.0 
Microfflusions 

17408 Chatsworth Street 
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Interchange 
Syndesis 
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617-657-5585 

The Director 
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PO Box 3699 
Torrance, CA <;OS70 
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464 Katomoth St 
Denver, CO 80204 

303-82&-4144 
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Octree 
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New Yor\(, NY 10036 
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Impulse 

6870 Shingle CreekMinneapolis, MN 55430 
61 2-566-{J22 I 

BytebyByte 
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9442 Captol ofTexas Hwy N SuITe 150 
Austin, TX 78759 

Elan Performer 
Elan Design 

P.O. Box 31725 
San Francisco, CA 94131 

415-621-11673 

Marketing YourJ\nimat~ons 

What's all the big deal about Amigo animation? Can you make any money 
with it? Does Disney have that many openings? The biggest consumer of ani­
mations is no longer the movie studios - when was the last time you saw a car­
toon trailer at the movie theater? No, these days, animation~ioot &!t..bome on 
television, and not at all restricted to the Saturday mornitiQ 1<r'dd(Ef· ..... C'brtoons 
where the Universe is miraculously saved in the nick of time. and the latest plastic 
toy is mercilessly promoted in between the brief animation sequences. 

Animation? Look at the commercials! The pramas! The program intros! Letters 
whirl through space. spin on their axis and upriQht themselves to spell out .. , al­
most everything that television tries to sell you, either programming or merchan­
dise. The magic that gets those gyrating leHers onto the TV screen is computer 
animation, and the Amigo is right at home in that heady company. 

So, if you're interested in being an animator for money, television, television com­
mercials, television producers, television stations, and cable television stations is 
where you start looking for a market for your work. 

There are in the world already, a number of professional animation studios that 
use only Amigas for their productions. These include Winners Circle, whose 
Amigo-based animation "Time and Again' was included in the Siggraph video 
theatre last year - one of the highest honors a computer animation can be paid. 

Anyway, this article isn't about Winners Circle. This is about selling your animal ion 
skills, and Winners Circle is but one example of folks doing just that very success­
fully. Their market? Television, of course, A commercial here, as animated cor­
porate logo there. This is where the Amigo can do its work quickly, easily, and at 
a great cost savings over the competing studios who have to pay for equipment 
that costs many times what Amigas do. 

So, when you get ready to go into business, think video. If you insist on not think­
ing video, you're what's known as a 'classical" animator (and there are plenty of 
Ami9a-based ones of those on the planet, too!), and you can think 'large film 
studio: Disney StudiOS, for example, has announced that when they complete 
their current projects, ALL of their new animation work will be done witJl comput­
ers. They even have a bunch of Amigas! 

Check with corporations, ad agencies, video production houses and such to 
see what the market is like in your area. 

To sell animation, you have to have them in a form you can seU. Since the mar­
kets you want to sell to are broadcast television, mostly, you'll want to be able to 
combine your animations onto videotape. You don't have to actually own the 
vast quantities of electronic toys necessary to do that, but you do have to have 
access to it. Many cities, especially large cities, have production facilities that 
are rented by the hour (or day, or week, or half of forever), For example. you 
can rent studio time, editing time, etc, most of which will even come with the 
services of the respective experts for slapping the finishing touches onto your ani­
mations. 

You can also market your skills an an Amigo animator to the growing number of 
animation places that use Amigas! For example, the really biglime broadcast 
television sequences are still produced on wildly expensive 'renderers' and 
'graphics workstations' and such. However, because that equipment is too ex­
pensive to just play around with, the big boys are using Amigas to prototype their 
stuff on, before doing the final version on the more expensive toys. They can af­
ford a bunch of Amigas, which keeps the fancy stuff occupied doing only Ihe fi­
nal versions of the animations - a very efficient use of the equipment all around. 

Then there are the computer consumers. That Amigo game you like so much? 
It's really a collection of animations, with a program to drive them all based on 
your mouse (joystick, or whatever) input. All those little animatiOns are just that. 
Animations. So, grab ahold of your favorite games, toke a careful look at the 
characters, scenes, and such, and start thinking 'animate! ' 

The opportunity is out there, and the tools are at your hand - if you have an 
Amigo! - but you still have to go through the usual steps of acquiring the skills. de­
veloping a clientele, and producing the work (likely meeting horrendous dead­
lines, too) before you really start 'making it" in the animation business - eilher wilh 
your Amigo or with anything else. Have at it, though, and at least with anima­
tion, you can have fun while you work. 

Amigo Animation 19 



WantMore?
Animations
In the Animations Supplement Set (a two disk set) there is a collection of these and other animations that just

wouldn't fit They come complete with player programs to run them. The set is S9.95+P&H for the two disk set

Tropical Breeze Boing Crash Time & Again

Summertime Summertime cimec vision) Lighthouse Vigil

3D Fonts
In the 3D Fonts Supplement Set (a two disk set) there is a collection of 3D

font objects for Turbo SilverZO & 3.0, Videoscape3D, Sculpi, and 2D

versions for Aegis Draw 2000 and ProDraw..

The set is $9.9S^P&H for the two diskset

allt ore? 
Anitnations 
In the Animations Supplement Set (a two disk set) there is a collection of these and other animations that just 

. wouldn't fit They come complete with player programs to nm them. The set is $9.95+P&H for the two disk set 

Tropical Breeze BoingCrash Time & Again 

Summertime Summertime OMEG VersionJ Lighthouse Vigil 

3D Fonts 
In the 3D Fonts Supplement Set (a two disk set) there is a collection of 3D 
fo Sculpt, and 2D 



In the previous issue...
Amiga N«ws and New 51uH The latest scoop on what's out and

what s stii vapor Article by Ja/Gross

Letters To The Editor Keep those cards and letters rollng in Here's

□ sampling

PROGflAM: Request™ Text Changer - lot CU Tired of ihose same

old ■systenuequester' messages? Change 'eml Program by

Corolyn Sheppner Run this from CU1 Itferi the MORE! directory

PROGRAM: Dkectory Maker - tor CU This item makes AmigoDOS

subareclores witti you choice of teons. Program Dy Ron Shaw.

Ths program must be an trorr. CU.

PROGRAM: LS -lofCULSIsKdirecforiesJastandneot. Rea-

dentobto. lor one-drive owneis. LS v2 2. a CLI-only utiity. o by

Justm V McCormck

PROGRAM: DUkSolv vl.32 ■ lor CU DiskSarv will usuall,' recover

disks from the Read/Write fnoi gremlin. Piogram - now woilis with

F astfileSvstem - by Dave Hayne - ON DISK * 3

A Command By Any Other Name Cctmg a spade □ pawpmt. or

anything efce /*jT»gaDOS 1.3 -ALIAS. Article by Jay Gross

The Gossip Fanes A Kite bit of knowledge can be a dangerous

thing. Told Fiction by Jay Grass

EDITORIAL Areiu In Every Pot Ares has the power ond promise

toi Interprocess commumcation. Edrtonal and article by Joy doss

HINT: Boottlme Blinking When the Amiga boofs. It's realy telling

you something with that blinking

Shelling Out T-Shel, hot on the heels ol the new AmigoShel CU
environment. Review by Mfchoel Hubbarti

What Makes A Great Game Great? Some games no fun. and

some are Ike blank dsfcs. only not as good. Article by John

Thompson

Six-leflgBd Amiga Robot Ready for a trip to Wars? Aiobotrunby

an Amiga might be. Articie by Robert Deck

- Virus Wolch ■ If only you could haul your computei's mouth

open and dump m some aspirin.

PROGRAM: Vlrus-X version 3.2 Thte latest verson raps the rtsome

IRQ virus and e<ghl other new Ones. Program by Sieve TJbbett -

On Disk » 3 m the MORE' Directory

PROGRAM: KV - tot CU This program looks tc* and renoves the

IRQwus. USE FffOM CU OM.Y. Piogram by Dan James. Avaiable

in MORE1 of Dsk I3 (AX3:).

Virus Warning A proponed newer version of VuusX3.3 e realy a

vius. Important Intormafion

WORKING DEMO: MovteSelier ICON Load any McvteSetter ani-

mattonand take it apart to see how It wcrVs The demo does ev

erything but save. NOTE: Demo requires I-MEG or more.

SPREADSHEET: Template * Ohm's Law To use thb. you need An

alyze! or some other 123 compattole spreadsheet program. You

con use this appiccrhon as s. or odapt It to your own needs.

NEWS: HogetoiAddsAieu EmerctdIntetigenceoddsAre«

port and announces other rnoravements. -•-

Bridging the Gap Getting the Amiga's Bridge Board to perform

isn't alo bod of rose;. Article by Safy Kibbaid

NEWS: Amiga Accounting 102 Brown-Wugh adds to the vast ar

ray ol Amiga accounting programs

NEWS.- Home Office Budgeting Gold Disk ships Desktop Budget

for home entrepreneurs.

PICTUM:

"WarkBench' showrtg Its icon interface

NEWS: Graphics Wbrdprocessing Brawn-Wagh's PenPal program

mixes Amiga graphics and the PRINTER'S tent.

N EWS: Wordprocessing Update New update of enceBence! files

some problems.

NEWS: XlndWords 2,0 The Disc Company ships KDndWxds word-

processor version 2.0.

PROGRAM: Mal-Tol - Ecsy Dotcbaio ICON Track names, ad

dresses, or anyttiirig wflh this database program. Mat-Tel BAS.

program with source code and demos by George Trepot - On

D*#3

Antmatton toi the Very Voung The Taidng Anmator makes anima

tion irercily 'chld's play." Articis and review by Maty McCkSn

NEWS: CBMAppolntsEdu«rlkwiCounclC8M'snewpush toward

education marlsets stirlswirh an Advisory Counci.

NEWS: VWbo Trdnlng Seminar Banking en video a; a door into

education. CBM holds a class tor educates.

N ow Campler on ttte Block M2Spmt ModulaHl takes on the

pociJ.oflersTDt owners a changeover path. Articie and preview

byChnsBaiey

N EWS: Hardware Devrttopmert Tool Prolotvptng a hardware

product lor the Amiga 2030. mode easy.

Draw Routines In Moduta-ll The adventure centimes. Adding

some neat features to the program Articte. program, and Modu
laHl source by Rich Bieiak

SOURCE CODE: Modulo-ll Draw The source MOD

and DEF files for the demonstiahon program Draw

can be found on di* 12 in the DRAW directory.

PROGRAM: Draw Ins sttiecompBed. working pro

gram so far Piogiam by Ren Blelak

NEWS: C-oenpltet War Ejcotales Lattice has been

getting the heooSnes.but Manx's turn bcomng. Ar

ticle by Mfchoel Hubbartt

NEWS: Lattice updates C 5.0 Ths B detailed tecnrjcal

inrbrmotion on the bugfnes in Lattice C 502

Helpl AmlgaBASIC TOOLKTT Help is here for a! ycj

Am^aBASIC programmers out there. See cisk * 3.

AmgaBASlC Toolkit by George Trepal

PROGRAM: Mix You! Colors ICON AmigaBASIC

TOOLKIT: Mi/ a cok> patelte for use n your pro

grams. Cctors-BAS, program with source code by

George Trepal On Disk *3

DOOJMENTATrOfJ: Mixing BASIC Colors AmgaBASC

TOOLKIT: Color palette uttty The documentation.

Article by George Trepal.

PROGRAM: Cycle Colors ICON ArrsgaBASIC

TOOLKIT: Here's a piogram (o make cole eyeing

eccy. CYCLE.BAS. program with source code by

George Trepal. On Disk *3

PROGRAM: Disk Mectory UtWy ICON AmgoBASIC

TOOLKIT: Mergeable code lor gotnng and sorting a

diectory. DRS.BAS, program wtth source code by

George Trepal. Co Dsk/3

PROGRAM: BASIC Text Printing ICON ArrtgoBASC

TOOLKIT: Spare some drudgery n formating PRINT

statements. MakePmt.BAS p<ogram with source

code by George Trepal. On Disk ty

PROGRAM: Requester Maker ICON AmigaBASIC

TOOLKIT: Here's a ample way Jo get requesters In

your programs. Requester.BAS. program v^rh source

code by George Trepal. On Disk * 3.

PROGRAM: Plorlinglhe Chaos Function ICON Here's

a newmarhodarty.Choos.onda plotting program

Chaos BAS. program with sa»ce code by George

Trepal. On Dtek * 3.

Music Sampler Ubrary Here's how you can gel daks

of A x.'s muse columnist's creations- PO and share
ware dEk Ibrary by Sat/ Arm Hubbard

MIDI Timing and Cotriing Step timng En'i all that

bod Here are some things you need toknow. Arti-

c ie by George GSnes

Is There A Doctor In tt» House? Dr. T's Keyboard

Controlled Sequencer: a program in search ot sup

port. Article and review by George Glmes

I ntroduclton to MIDI Music Everybody has to start

somewhero. Ihis o MO lor beginners. Articie by

George GKtkb

Coping wth Deluie Music Finishing up the series on

the how-to of Detuie Muse Corcrruction Set. Article

by Softy Hubbord

Special Drumbeats FonI II you want to score tor

drums, you need those funny drumbeats character.

Amiga Drumbeats font by SaSy Hubbard

MUSIC: A.X. Theme Song lhe music you hear b the

A.X. theme Sang. Original Sonbi muste composition

by John Thompson

MUSIC: New Aoa Music from Down Under Ths a mu

sic of a "New Age" nature by AJ<. reoder Vncent

Chu Of Austrc*a

M USIC; More New Age Music Origod muse by Wi-

c ent Chu ol Tosmanio. Australia.

Ihe Missing Chart Here's the chart that was omitted

fromSaly Hubbard'sartictein A.X. 2.1 - =■

FIRST LOOK: Pro Draw Professional Draw; a new

stiuctured graphics ort program from Gold Disk. Arti

cle by Jay Gross

REVIEW: MovfeSetter An animation program that's

not just easy, but FUN I Articie by Ch* Baiey

The Army lank Cotor Printer "Butt Bieo tank." onry

BETTER. Check out the Fujtsu color punters. Hard

ware review tif Jay Gross

PICTURE: SconLab Shows Off The owls eye iso HAM

outpul from ASDG'5 ScanLab Ime of cokx scanners

SconLab: High Class Scanning Add SconLaO to your

ArtirgaandscQnupto3COdpiup!o 16 rnBon colors.

Artcle by Jay Gross

About the Hock-CBS Animation A itfle background

on WHY Leo Schwab taves ho axe to CBS.

Animation: Hacker's Revenge ICON Lea Schwab

e>presses hfe AMMosrty at CBS TV's urknd remarks

about hackers Run ths animation from its icone (V2)

on dbk »3. m the MORE! drectory

C BS TVs Coverage Here is a transcript of fhe materi

al that mode Leo unhappy.

Printer of Mony Colon Star's NX-10GO Rainbow, another way to
get the Amlgascctors onto paper. Hardwae review by Don

Henry

Printing So Fine Eavo Ihoso used-up ribbons. If you won! to use

Fine Print. Review by Chns Batey

PICTURE: FlnePrint's Work Screen Here's what the work screen tor

the FnePmt program looks bke.

NEWS: Enter Interfonf Eyndess txE flipped Interfont for making

structured fonts and -eit objects Article by Jay Gross

And tho Winner Is... Ths years Bodge KBIer Demo Contest Winners

Ibt

VIDEO: Color Shifts A simc<e explanation of the complicated

Mired liter vaiuo system. Article by Jay Gross

Video That Doesn't Move There's probablycorring a time when

you can take 'snapshots' n video, too Article by Marti Powe>

NEWS: VKJeoApplteaHonScftwore Visions SiOuvs off avideoap-

pUcaticn ol PAcroftohe Fier Rus.

TeteColumn News, views and a teertsy bit o' gossip from BBS*nd.

Column by Chrts Baiey

Him Practical Modem vs BBS-PC15 The Procticol Peripherab

PP2JCOSA modem needs help to work wild 3BS-PCI Article by Jay

Gross

BBS Spotlight Taking o closer look at a couple ol Amiga BBS's

around the cOLntry Column by Chns Bailey

ProtocoS Continued Everything you never even wanted lo know

about the Vmodem specification.

Fiesh Fish... ustngs cl the latest Red Fish Amiga Fieety Dfa-

tributable dbk Ibrary. Thb fcsnng b for FF Disk * 173 through FF Disk

IwoGamosSquoreOflTorchandTracers2C81 Smlaritie'.. differ

ences Compaiison and reviews. Article by John Thompson

Zooming Around Us tho plot that makes ft, Honest. Another view

of Zoom1 Review by John Thompson

FUN: M>cror>xjbleMK;rodeal'Sdoubierroublefor(elecnonK:)

sports fans. Review ot Zero Gravrty and Arriga Internotfond Soc

cer by John E Ramspott

FUN: BnxJerajnd'sSpocefiocerScrearnirigaroundcorners.wor-

ryrg about njrmirg out of fuel What fun! Review by Jcrti E
Rc^nspott

Boced? What you need mghl be o Ittfe EnSghtenmenl. Game ie-

viow by Joe Wogrzynowski

Stand Bock, Sports Fans TV Sports Foolbal. another new Cine-

maware title. Chanral A (for Amiga). Article and review by John

E.Ramspott

A Game ot Vast Proportions Empue shows you only what you've

explored, ond there are OTHtfiS enplomgi Review by Kevn

Rotver

0ON7 PLAY THIS GAMEI ICON You've been warned. WordHai: a

wad gome you WON'T went to stop playing. Program by

Mchoel Crick

A bout WordHol Bomfl Information about WordHol. Its author, and

C sourcecode avallobilrly.

Dungeon Master Hints That Cost Money If Dungeon Master gets

TOO confusing, you can check out a pay hnt Gelt. Article and re

view (of the hnt dsk) by Chns Baiey

PICTURE: HW Dtek Example An example screen from lony Sev-

era's Hnl CJeii for Dungeon Master

Grab Your Codewheel Dungeon Ivtoster. the eog-awoited kitg of

theiegonsofdartoiess. Review and game tips by Chns Baiey

Cheating Dragon's Lair Don't read the unless you're desperate.

Or unless you wanl lo cheat.

Tali About Fancy Animation! Gwora of Sodcn is Iko watching o

Saturdaycortoononyour Armga. Game review by TomZolnsld

Queen Takes KnlgW. Check? Chess Bn't new. but you woukjn'l

know [t from seeing Battle Ctie&. Article and review by Kevn

Rohrer

PICTURE: Battle Chess Interplay's Battle Chess has a setup menu

that- wel. see for yousef.

DEMO: DungeonQuest ICON A working demo to Show Off the
look and feel and sotrid of DungeonQuest. Game demo by Im

age Tech

About DungeonOueit Some information about the [Xxigeon-

Quest Demo and the Image Tech game.

The Just-For-Fun Deporrmenl Did ycu get ahold of the newest

gameladyel? Scum Sucinig Space9ugs. Purenlartty by JorTn
Thompson

All of this and more appeared

in Issue 2.2 of A.X. Magazine.

1-800-2-THE-MAG

THE Magazine For The Amiga

In the previous issue ... 
Arrigo Newt. and "'-W SI\.tI TI"e 1aIEY..l SCOOP on ~'s out 07d 
whot"s Itl YOPOI AlIIde by)ol Gtoss 

l-"~ Jo Th<t ~cMOI KOOO ttoose COfOS and ienOt$ rQA<lg ..... Helin 

o """"" 
PIIOGAAM: II~Of l.xl 0W;JngeI - !(II co TiGO 01 :nose ~ 
o ld 'WS'(Jffl ~e<" rnel:IOg9$? Cncroge 'em! f"roo'<nl by 
Cactyn~ ~~trcnlaJ! lIili"llheMOREl do"ectory. 

PIIOGRAM: DIrector( Maker - tOf OJ ThIs Item mckGS AIT'igc1)OS 
sulXlreclOl\ol$ wttI1 you choice 01 icc:Jr&.1"rogom by Ron Sha ..... 
T~ progom ITlO,..I$I 00 II..I'l fl'om co. 
PIIOGIlAM: IS . /01 CU LS listsaectc;:.o:lo$. 1m! and neol. Resj­
donlcblo. lor 0f'0EI-<*tve OWI'oeI$.LS V'2.2.o CU-()flly umy. is by 
J~1'hV Mc:Cou ..... ck 

PI/OGRAM: OIskSatv'lI.32· !(lICU ~""'UIUOI,fOCOV9f 
dllb 110m Ihe I?ood,IWrtre EnOl gr~. PrograTl • now \ooCIfIe WIftl 
fos~lem -byOova Ho,riB . ON 0lSK 13 

It. COrtmoncI By My CItwt Nane CI:*oQ, (I $IXXle (I pawpml. ()I 
OI'l'fTTro«.G. ~ 1.3- AlIAS. Anide by.bl Gtoss 

The GossIp f.ence A tma Of of ~ ecro be 0 dCJ'1geroui 
'/W'Q. told f'cbon by Ja'(Gross 

EOfTOItIAl; ...,.... n E.....,.y Pot Ateq, ho$lhe I)()"N9I and ~ 
lor .... lor;:lfOCmS COIT'O'lIlic<JIion. EdtOOCil and afde by Joy Gros:i 

HINT: ~ lli'\kng Whet'o the Arrigo 0001$, H'srooly I~ 
you IOffiOtrWlg ~1tI mot bInI<i"og. 

s~ OuI I-9lEII . hoI on me hOOIs oIlt1O new ArrigcfheI OJ 
enwcrmenl. ~by ~tt.bt:n'Il 

WI'ICIII Mc* .. A GNoat Game GrecI? Some ~ ore 1lrI. and 
some ne b 0Icnk~. crly noT os 000C1 AlIIde by ~ 

"'0"""" 
SIit·1egged ~ Robot Ready for 0 htI to Mas? AIOboIIl..l'l by 
on Arrigo I'fiIjlI 00. AlIIde by Robert DecIc 

• Vhn WcIeh .1f orlyyoo cooJdhoU YOUCOl'f'OJ!61' , mouTtI 
opoo and CUrp In !OmO CIPitl. 

PItOGllAM: V'i'IA-X ~ 3.2 ThIs Io1En! ~.!OP$ me i1Qome 
IRQ vhn and eight Olhe< new ones. Plogrom by SI_ Tlbbell • 
OnOi:.lc 13 .... 1'h8 MOREl Di'ElCIOfY. 

PRQG.IlAM: IN • 101 OJ ThIs ptOganloolcs IQf and I'IItTlOYe$ me 
IRQ vi\A. USE RK:t.4 OJ ON..Y. Pn::Qo"n by 00"I..b'ne$.1wdtr:J::Jt& 
In MOREl of 0I:ik t 3 (A)(J:) . 

VkuI: WQnWIg A proporIed ~ VErion 01 'v"r\AX3.3 isl&dv 0 
vi'lA.~CJ"\'~ 

WOiII(IUG OEMO: MoYteSeItar ICON lood 0'1V MIMoSolTef en­
mO'tlon (nd toka N OJXI'I to sao how "WQI\c$. The demo doos avo 
atylTYlg but:K.lVO. NOTE; Oenlo rao.ko$ I*G 01 rn:lfe, 

SPIIEAOSHEEf: Templale • Ohm'llaw lo Ia) this. you need An­
olyze! a somo OlTl8I 123 ~ IPHIO(1'I'oOOI prcQ'Q'l\. 'IbJ 
CO"lo.N) this appIcoIionO$I!.. 01 odoDl ~ 10 you ()\oo(l noocl:I. 

NEWS: MogeIon AcId:!; Areu Er1"e"dd .., !~ odds ke:a. 
pori O"d Clf'I'IOt.r'ICfOIher ~h.. • • • 

a~!he Gop GeITiv:roe Asngcfs 8ridga Boord 10 peftorm 
1"'1 01 0 oed of ICM!S. Article by SoIy fUJbad 

NEWS: AmIgo Ac:courrIr.g 102 8rt:Jo",n'Wof;JlodctlI0 ma ~ a· 
rev of AIT'igo OCCOI.flmg progun$.. 

NEWS: Kame omce &udgetng Gold Disk ~ ~ ELdgeI 
fahomaan~ 

PIC11JRl: IudgeI ~ lN$I!.DoeIrtoo ELdgeI ' ,6<:oIor 
'WorIdlonch' :nowng ~ loon n!ef1oca. 

NEWS: ~ii""'*'" og ~Wof;Jl'sParPdprogc:m 
mbce$ AIT'igo gopNcs (nd!he l'IlfIlTER's IBXI. 

NEWS: WordpIgcealng UpdIH New o..pdo1a of a><CQlencel ft>::es 

.~-
NEWS: 1Ch:tWord:I2.0 rho Disc Cor'T1xn1 ~ Kh:M\::lrcI!. word­
PIOC8l3Of IIOOion 2.0. 

PROGAAM: MoIt-Tel · Easy ~ ICON lfOCkrares. od­
d_.or ~ Iodn mi!; cIofobo:I& pogan. Mof.leUIAS. 
pregan 'dh IiOU'Ce COOO (J'Yj dEWrOs by George lrepel . On 
Db: 13 

A~ lor !he ......, '¥bwlg rho k*hg A.rW1'oI<:w rrdtes cri"no­
!Ionltarotv 'ChId's r:Ja-/.' Article (nd r~ by Iv1a1vMcOc:i"l 

NEWS: caM "PP<*lb EO.IecdIOII CCulCI CBM'snew pustltowad 
aQ.ocollon IT'OC)'\(al$ $Ian w!!h 0"1 ~ Coo.ncI. 

NEWS: VIdeo ~ Serrft:rf Bcri:Ing al W:Iao 0$ 0 dOor nlo 
ect..ocotbr1, CBM hold:\. 0 dc& lor ed.Jcok;n. 

N_ ~ on Ihe IIodr; ~I MoO.bIldo:eson Ihe 
pcxIl..oIIGr1 TOIo->ers o~poIh. Altk::letrod ~ 
b'l'Ovb6ol8y 

NEWS: Hadware 0, ....... r •• looI PtotorvPi"'c;I 0 r.adwa'B 
proc;U;1lO1ttoe AIT'igo 2aD,1T'Ode eczsy. 

Orgw RI:rr..ft'IeIIn Modlm-II rho odvunl\nl COII~ Addng 
sema neal teot\6es to !he progcrn. AlIlda. program, O"d Mod.>-
10-11 $OU'Ce by RId1Iliek:* 

SOURCE COOl: Moc).IkI ·1I DRlw rhosouce .tJIOD 
ond .OfF Nos tor It1e da,o"holo , progomDlow 
CO"l be Ioo.rocI alt;b 1 2 '" !he OOAWdh!cIDfY. 

PIIOGAAM; DRlw IhiI is It1e cO!T'4llOd. worti'Ig pro­
gran 10 10 Rogan by RId1 BIeIok 

NEWS: C ,ompIet 'HoI EscoIcrIes l.otIIc9 hosOOOt'l 
gar:rrg ma llOOdInes.tluI MCrI>c's tun is corrW'rg. k ' 
lide by J..tch:xJII-U;rt)atf 

NEWS: LaIIIc:, Updat .. C 5.0 IhiIl!.daloied!ecfYicoI 
lnfc7rro1bn allT'ra buglixes Fil.otllc9 C 5.CQ. 

Help! Amgo8ASIC toou:JT Help I:$Ilere fa 01 yQ.J 
AIT'igo6ASIC~outlhefe. SOOt;b l3. 
Afl"igo6ASC looidt by George lrepd 

PIIOGIlAM: Mll 't'cu CdoD ICON ArrigdIA.9C 
ICX)U(If; Mx OColof r:della torla) i'r you pro­
glQ'T'll.. CoItnSAS. progon w!!h $OU'Ca cooo by 
Georoe II6Pd. On Ddr 13-

OOC1JMENtAnON: MImg!ASIC CdoD ~ 
lOClL.lOl; Color palella uTItv. rho doCunEinlOlla'r. 
An'da by Geaoe lrapd. 

PIIOGIlAM: Cyc6t Coion ICON ~ 
TOOUOT; Here'so prograrr to makecolOl C't'CIng 
e!¥>f. CVCl£BAS. progc:mwilTlsouce coda by 
GOOIge TrOCXlI. On Disk ' 3 

PI!OOiAM; 0isIr: Dh<:Ioty ~ ICON Anigo8A9C 
100001; MaIgeOOIe COOO 101 gelTiv O"d sorMg 0 
dreclOl'l' OIRS.BAS. progc:mwnh scuce coda by 
Georoe 1i9Pd- On Disk 13 

PROGRAM: tASK:~.d P'iTrIng ICON Arrigo8A9C 
TOOUQ1; Spaa sorre d'uCIgecy'" lonnottng PRM 
s lOlan"'iElr\TS. MokEirF'mI.8ASprograrr wiIh $OU'C(I 

code byGeaoe lrepO. On Disk 13. 

PROGRAM: RequMI" M<*" ICON Anigo8A9C 
100001; HoIo'$o~ Wf3o/ to gol rOQO.Je$ters'" 
you PlO\1CfT'i$. R<equeslBI.I!AS. progran wiIh $OUC8 
coda by George Irgp:JI. 0.. Disk 13. 

PI!OGI!AM: I'klItng Ihe 0.00. f\.hdIon ICON HaIe'$ 

o ~ moIIl odctJy. ChocrI. O"d 0 ~ oregon. 
C!"COs.8A.S, prograrr...o!h $OUC8 cooe by Geaoe 
lrepoi. On Oi:k , 3-

Music SOrrcl6eIlbory He!e'$ how yOtJ CO"I gel d-Ja 
01 A.x.·s m.dc: coLo'rt'ril!' s r::teOTIOI'r$. POO"d sncre­
wae cIIIt Ibtoy by SoIy Ivn I-t.btud , 
M IDI l'WN'og and ~ Step mYlg U\'I oI!tlO1 
bOC! Hefeora some mi'lgsyou need 10 know. AsTi, 
cla byGeOlgo~ 

II n.e A Doc/OIIn Ihe House? Or. n KeytXX:rd 
Calholea ~ 0 progrCJTr i'r 59OI'ch or II..iP" 
jX)fI. ArtIclo trod review by George ~ 

Inhodr.IcIIon 10 MIDI Music: ~ IlCJ5 10 $101 
$~. lti$ is MIOI 101' begirnUn. ArIlcIo by 
GoagoGhn 

Coping wIh DeIuI., MosIe ~ r.D!he sorIe5 on 
11'0& how-to or DeUxe M..rsIc Cons!n.clion Sol . ArtIclo 
by SoIy I-Ulbad 

Spotdol ~ fonI lfyou wcrrllO score 101 
diUM. you need IT105e Ilrny ~ chaocter'$, 
AIT'igo Cln.n1:::reon Ionl by SoIy M..t:t:rod 

MUSIC: A.X.1heme Song The rn.JIIc: you noor Is !he 
A. ,X. Thoma Sa-.g. 0!Igin0I Sora rn.dc ~ 
by Jot'rlI'tlorT'oton 

MUSIC: New Age MuItc Ii'om Down lhder Thrs 1$ rru­
sk: of o "New AQa' f'iOT\IEi by AX reodaf I4'cEitlI 
Ch..rotAulf'rOlo. 

MUSIC: More Hew Age MUIIc ~ mAle by Vn· 
CEitlI 0lU 01 la.m:rio. Austrdio. 

1M MIssIng CharI Here', IT'ra cho1lh:J! was DlrilTad 
lrom SoIy HlbOc:KI '$ CJ1icIe "'AX. 2.1 '.' 

fIRST lOOlt: PIa Draw Pro/~ Clro"..-: 0 now 
$1r'UC1u'ed ~ 01 prograrr Iran Gold ct.k. M­
cia by »i GfoIs 

R£VIEW: Mo¥IeSenef IV1 crn-rcmon p-ogornltCl's 
nOl).lst 1tO!'I'. OUT R.NI Mde byOriiBatoy 

The Amrt 1cri C<*JI PrTrI,, "&At a:eo IO'W:: orty 
BETtER. Chedroutthe~coIoIpmltnHl:n:l' 
wae nMaw by »i Gross 

PICTUIIf: SCcriob Show! on rho owI 'soya 1$ 0 tw..1 
outovt Irom ASCX;', Sca1Lctl h 01 coIoIJIXI'V"IIn 

S«rnlct:l: HIgh Class Scxlrv'rIng Add Sca'ta> 10 you 
Arngo O"d $COlI.\? to JOOqJI I.\? to 1 b"......., ccbl.. 
ArIbiI by Jav GtOS! 

AbOIA !he Hodt-cas ~ A IIIIe bockgoo.n:I 
on wm Leo Sctrwoo 1Crkers" O>!e to CBS. 

AnIn'dIon: Hodtet', I!.....-.ge ICON Leo SC/'Iwab 
e¢'f9S.1OS tis A.'IMo!lttv 01 C8S TVs ~ rerrw:ns 
Oboull'rod<ers. ~ IrCi crinoIion JKrn il$1cone (V'2) 
ont;b 13, n!he MOREl c:*er::tDfY. 

cas TVI Coveroge Hare is 0 ~ 01 !ha mater!­
ollhol modo Leo~. 

p.w" of Mcrny Colors Sta', NX·I«(I Jl'crrbow. 0"I0n- Wf3o/ to 
gal !he ArrIf¥J'1 ooIas onlOpopel. Hcrdwcra I9'o4ow by Don """", 
P!WIng So ~SOvo!hOw ~rI:::Oon$ • • you wcrrl to lAO 
fine Pm!. ReW!w by Chis BdkIy 

PICTUil: FInePrin/'I WOIIr: Scr--. Hare'$wtloI lna "'lOllt~ IDI 
!roe fhePlTrT progrCJTr Ioola Ike. 

NEWS: EnI" Inlerlont ~ IlCJ5 snpped Irller/orlTIDI rTlCliG-rg 
slI\.du'ad Ionl$ O"d 191:1 ob;ects Arfide by Jcv Gro13 

And Ihe WInne. I, ... Tl'4yeor's Badge ~ Demo ConI~1 ~Vr1nen 
list. 

VIDEO: CoIOI Shfts A IkrPa explonollon 0 1 !he C~oIOd 
Mood m Of Iod..Io $~Iom. AnIcIe by »i Gross 

Video That 00. .... 1 Move 1he<a's orobt'::lOtt corrW'rg 0 In're...nan 
yCAJ con toke 'yqJsho~' i'r "'"c:I9o, 100 ArIide by Mc:rt ~ 

NEWS: VIdeo AppIcClflon SoIt'''-'ae 'h;iorts:r>Ci'NS orr 0 YiOeo OP­
plccIionor ~ RBI FU. 

l MCobM News. ~ trod 0 100f'lSV btl of QOSIiP !!om Il8S-Ir:;rrd. 
CoU'm by on Baley 

H M ; Proclleol Modem 'IS Bas·PelS The PYoc!lcol ~ 
PP24XlSA modemnoods~ 10 WOIic with BBS-PCI Article by »i G,= 
Bas SpoIIghI 1(lI(flg 0 doser look 01 0 cOl.C)le 01 Nr9;l68S's 
olOU'ld the COU'IIry COUTw'I by 0vI!. Boley 

Protoc:ds ConIftIed ~ yOtJ.-.ever evun wcrrlad 10 mow 
obou! Ina YmoOI:Im ~ 

Fresh fish. , , l.I:$trQ:IoI 1nab:1I$l' Fred fish Arrigo fl~OI:$· . 
Trb.JtobIedsl< bay. Thl!.1IstJ1g1!. for Ff Dille # 113 ttwoo.ql Ff Disk 
I l 1B. 

Two GcrnM Soqucq OI1 la ch end lrOOOl$ 2081. S"rr*::IIIieI. ctffat· 
ancm CQI'T1XIII!.on O"d reviews. AlIide by .JcrtV'I ~ 

ZOOI'!Wog Around II'S!he pIo! IhoI makes H, 1-IonasI. AroITlOf vIow 
01 Zooml R-evIew by.Joh'i ~ 

fUN: MIcro Dout:l6e MIcroOooI'sdolble lTo.t:rkl tor (6Ioctronc:) 
SportS kTol. R-evIew or Zero Grovliy trod AIrigo ""emoHond SOC· 
CBl by..lom E. Aa'nIpoIT 

fUN: Irodertlo.n:rl SpoceRoc" SaeaTFrg aoo.n::I c:otr'iln. war· 
l'{nga::roo.n ruv*'rg out of f\..oeL VhloT flrIl fleo.iewby Jot'rl E­,,,,,,,,,,," 
Bored1 WhaI you neednigll beo tITle ErIgllermonl Gane re­
viewby Joe~ 

S!cn:l8ot;k. $portS f<n TV SpornFooIbol . onolhor NJW Ow.t­
m0WQ'9 nile , CI'rorv>aI A (IDI AIT'igo). Mido trod I~ by Jot'rl 
E. RI:J'JlIpoIl 

A Game or VosII'fopoItiom ErrclO-e \howl you orty.....t\01 you' lI9 
e>PlDlad. crrCllT'iOfOCIG O ll-ERSe.pomg! ~ by Kav'n " ...... 
OOtn 1'lA'I' ntIS GAMEl ICON 'I'ou'1I9 beenwcmeCl. WorcHcto 
wad gcrne you WON" wcrrT to stop pIoyrg. PtogCJTr by 

M""""""'" 
AbOIA WorcIioi SOmo nlormotion cDouI 'M;lR:SioI. 1I$ 0JIh0f. end 
C $OU'Cecode~, 

Oi¥l9'Ol'l Melt« HIm That COlI Money 1/ D..lOOOf'I Mosrot gets 
100 eonfusi'rg. you c;c;ro chocIc 0Vi 0 pcy hnl dsI<. Mido end re­
view {ol!ha IW'Il cIIIt)by ems Boley 

PICTURl: HInt 0isIr: borrpe IV1 exaTl)le scroon !!om lony sev· 
ero·s .... ! Disk tor D..lOOOf'I Mostat 

GreEr 't'cuCOdewhMl D..ngoon Mas/1I(.!he ~od khg of 
Tr.e ~ 0 1 dCI'\cr'roSS. RfMow trod gcrna !p$ by Ovb Boley 

Cheoling Orogon·s!.<* Don'1 read IT"is r..rlEIss you'tO Oi)spofoIe. 
Or r..rlEIssyou wcrr! lo cheol . 

Talt About knc'l' ANnoIIonI ~ orSodalil.o~o 
Sa!udov CO'IOon on 'pO.I AIT'igo. Garro !(Mow by Jan Zohid 

Q ..... I<*.~. Ctoeck? 000ssU\'1 new. but you ~' T 
krY:N# ~ 110m seei"O IIotIIe 0rIm. Attide O"d rovIew by KeYrr 

''''''' 
PICTUIIf; lafIIe a-s ~IBIAoY$ Bottle o-haso SO!l..p man.I 
Tho!· wei. 100 IOI~. 

OEMO: ~ ICON A\IoQI(i')gdemoIO~Ollthe 
lookr:rrd foolO"dD..ndof~.Ganedl:mobym­
ogelech 

AbOIA ~ SOmo ntoonoIIon about!heOu1goon­
Quast Demo O"d It1e mooo loch gcrna. 

T .... Just.fot' fun [)epcItmenI DId you geT Cf\OId or It1e ~ 
gane fod yet? SC:un9..rr:::lr:t"Q SpoceSt..Qs. Pr.Ie '*-"Vby.JoM , """"'" 

All of this and mare appeared 
in Issue 2.2 of A.X. Magazine. 
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