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TOASTER FONTS 1 NEW! TOASTER FONTS2 NEW!

Kara Computer Graphics presents two packages of new
anti-aliased 16 million color Chromafonts for NewTek's VIDEO
TOASTER CG*. These fonts will give TOASTER users the
professional broadcast quality "look" with a wide variety of

3 dimensional looking type styles and texture treatments. Each
package of six disks contains four different styles in two sizes
each (average 64 & 76 pts.). All fonts include a full character
set of Caps, Lower Case, numerals and special characters
(plus ®, ©, £, ¢). Also includes a Hard Drive Installation utility.

TOASTER FONTS 1: Six Disk Set - Sug. Retail $ 99.95
TOASTER FONTS 2: Six Disk Set - Sug. Retail $ 99.95

KARA FONTS - TOASTER FONTS 1

U/ cogeon (CLINR CYRATT,

KARA FONTS - TOASTER FONTS 2

Video Toaster CG is a Registerad Trademark of NewT
TOASTER FONTS 1 requlres 6.5 megs of Hard Drive slorage TOASTER FONTS 2
requlres 6.1 megs of Hard Drive storage.

KARA COMPUTER GRAPHICS
2554 Lincoln Blvd., Suite 1010, Marina Del Rey, CA 90291 (213) 578-9177
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STARFIELDS”

Animated Hi-Res 704x450 overscan Starfield
backgrounds in 3 views: Front, Oblique, and
Side. Each comes in a 2 color version for
fast loading and transferring to video AND a
16 color version 1o include 2 different KARA
FONTS orone KARA FONT with 1 of the 4
included animated objects (Asteroid, Comet,
Earth, Satellite). includes a utility to install
ALL Kara Fonts Packages on Hard Drives.

2 DISK SET - Sug. Retail $59.95

HEADLINES
SUBHEADS
HEADes2

HEADLINES
10 Hi-res. up to 8 color, uppercase fonts
in two sizes each (approx. 104 and 84).
Font styles in CHROME, MARBLE, BRICK
and GRANITE are dragabie for added
3-dimensional effects. Other styles are
CHISEL, WOOD, BEVEL, CHISELserit,
CAST, and COLUMN.

3 Disk Set - Sug. Retail $79.95

SUBHEADS

The SAME popular Hi-Res10 fonts as in
HEADLINES, but in two smaller gizes each
(approx. 72 and 55). Makes nf)ossmle to
have Caps and Small Caps eftect and use in
lower resolutions at a workable size.

2 Disk Set - Sug. Retail $69.95

HEADIlines2

4 NEW, Hi-Res, 8 color fonts in 2-3 sizes
each. GLASS- Transparent upper case
gothic face.ChiselSCRIPT- ltalic script in
upper and lower case. EMBQ_SSEQ Raised
or sunken letters on a surtace. ENGRAVED-
Dragable, uppercase two-plane shiny font.

2 Disk Set - Sug. Retail $69.95

TO UNIVERSAL

FONTS

A
DIMENSIONS!

AnimFonts®3*

CAPSULE is a Hi-Res. 8 color, metallic,
uppercase, gontemporary, rounded gothic
font, which "gparkles gn" from the middie
revealing characters to the top & bottom.
Then, an “X" sparkle hlghllghts each letter
towards the right. A geparate "X" sparkle for
custom effects is included. Comes in bolh a
keyboard and AnimFont with palettes of
Chrome, Gold, Metallic and Silver.

ONE DISK - Sug. Retail $49.95

AnimFonts®2*
BULLION is a Hi-Res, 8 color, beveled
dimensional, highlighted. uppercase
golhlc font and comes in a keyboard and
AnimFont. The AmmFon[_Q[alg_s unto the
screen 90 degrees on the "Y" axis to the
left while a glint of light goes across the
face from lett to right. en used as
instructed, the glint travels continously
across the word(s). Included are palettes
of Gold, Metallic and Silver.

ONE DISK - Sug. Retail $49.95

AnimFonts®1*"
ChromeSCRIPT is a Hi-Res, 8 color
formal, sophisticated roman style script
in caps and lower case and comes in a

It AnimFont. Each letter of
the AnimFont appears to be handwritten
across the screen. A variety of treatments
can be achieved with the included color
palettes such as Chrome, reflective Gold,
copper, bronze and other golden effects.

One Disk - Sug. Retail $49.95

‘AmimFonis 15 3 re

emark of Kara Computer Graphics. AnimFonts and STARFIELDS are compatible
OVIDEC Il and other programs that use the ANIM and Anim Brush format

itk T
Requires 1 MEG (keybuard) 1.5 MEG (AnimFants), 2 MEG (Starfields), 2 Disk Drives or HD+1 Disk Drive.

KARA COMPUTER GRAPHICS
2554 Lincoln Blvd., Suite 1010, Marina Del Rey, CA 90291 (213) 578-9177
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© 1991 by Jim Plant

; ~ elcome back to another

issue of AVID, The Amiga-Video
Journal. This Amiga-oriented
desktop video market continues to
be one of the most dynamic and
exciting markets to address. Ev-
ery month I receive aslew of press
releases, new product announce-
ments and review copies of new

software. Over thelast few months
the volume of this incoming mate-
rial has increased markedly. I’'m
not sure if this is just normal pre-
holiday activity, or if this (as I
believe) is the beginning of what
promises to be a flood of products
and services available for Amiga
videographers. This is a sure sign

of the Amiga’s strong grip on the
desktop video market.

One aspect of this influx that I
find particularly interesting is the
fact that many of these new prod-
ucts and services are coming from
directly within the ranks of AVID
subscribers. As you work your
way through this issue, take a mo-
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ment to study some of the adver-
tisements for products and ser-
vices, many of which have been
taken out by your colleagues and
peers. Maybe some of these ads
will trigger your own entrepre-
neurial ideas.

Just a few days ago I was lis-
tening to a Bay Area talk show on
the radio when, to my complete
surprise, I heard an ad for the
Amiga. This particular spot was
very well done and focused on the
new low prices for the Amiga 500,
2000 and 2000HD. Atthe end, the
narrator gave an ‘800’ number
that a prospective buyer could call
to get the name of the nearest
Amigadealer. I hopetohear more
promotion of this nature. Amiga
dealers could certainly use a lot
more support from Commodore.

In fact, Amiga dealers could
use a lot more support from Amiga
users in general. I am a firm be-
liever in supporting my local
dealer. Here in the Bay Area, we
are fortunate to have 4 or 5 good
dealers to choose from. I know
this is unusual. I get calls from
people all the time that don’t have
a single dealer within 100 miles.
These folks are forced to do most
of their shopping through maga-
zines, buying from mail order
companies.

Personally, I have mixed feel-
ings about the Amiga mail order
industry. It’s not by accident that
you don’t see many mail order
advertisements in the pages of
AVID. With few exceptions, I be-
lieve that the mail order industry
has had a negative effect on the
Amiga marketplace. Bear with
me while I explain further...

VIDEO and
MULTIMEDIA
GRAPHICS

All Libraries are 4-disk sets of high quality images and
backgrounds, meticulously executed to the last pixel.
Our Video Graphics line is prepared specially for the demanding
needs of composite video. VGLD sets are $39.95 each.
*[ #001 Earth and Planets #005S Birds, Up Close
#002 Galaxies and Other Worlds #006 Auto Racing

*[ #003 Video Backgrounds ’A’ Many more titles and subjects
#004 Video Backgrounds ’'B’ are on the way !! Watch for them.

Our Multimedia Graphics give the professional look you need in
today’s competitive market. MGLD sets are $49.95 each.

*[ #502 Worldwide Maps #501 Birds In Nature
#503 More Worldwide Maps #504 Auto Race Thrills

Purchase both titles of any companion set (marked with an asterisk/bracket)
and get FREE 2nd DAY AIR UPS in the 48 states OR a 10% discount.
MasterCard, VISA, certified check or C.O.D. : :

o : Order Line- Voice or FAX

(COD charge-$3.75, handling charge- $2.00,
1 919 642-6295

Vi fal
N9 e,

P.O. Box 593, Whiteville, N.C. 28472

UPS shipping costs- $2.50 and UP)
Brochure and catalog/info sheet available

Toaster Training Video!

THE BES Nobody does it better.

~— Here’s what the experts say... N

"Arguably the best of the current bunch. Their Toaster Video does a
superb job of covering the Toaster with a measured, paced delivery
that is easy to follow." AVID Magazine

"As with all their tapes, they cover the topic thoroughly using a great
deal of on-screen demonstration of the techniques they describe. "

Oran J. Sands III - .info Magazine
SPECIAL OFFER for Avid readers
from TeleGraphics International. $ 3 9 9 5
$3.75 for C.O.D. Air & Foreign shipping extra '
Call 919 762-8028 or 919 642-6295 to order
Video Graphics Techniques (basic desktop video for beginners) $29.95 o
Color Cycling Aniination (an overlooked animation technique) $2995 v =

o J
Call and say "I saw your ad in Avid" to get this ; ] k d
; List Price
9% Special Price

Includes Free shipping UPS ground - 48 states.
MasterCard, VIS A, check or money order. Add
TeleGraphics International, 605 Dock St., Wilmington, N.C. 28472
These other training video titles also discounted $10 (regularly $39.95 & $49.95)
Digitizing For Effect ( complete DigiView digitizing from A-Z) $ 29.95
Amiga Hard Drives: The Complete Guide (includes Janus drives) $ 39.95
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CREATE CUSTOM
BACKGROUNDS
IN SECONDS

VibGEN 2.0

A background graphics generator
for the Amiga®

VidGen creates still
or continuously scrolling
backgrounds of repeated
symbols in an unlimited
number of styles and
spacings using custom or
included symbols.

Call today for your
FREE demo disk!
(215)MICROFT (642-7638)

Microft Software Ltd.
PO Box 1072 Exton PA 19341

Amlga isa regilslered trademark of
Commodore-Amiga, Inc. VidGen and the Microft
logo are trademarks of Microft Software, Ltd.

New

Masterpiece
Anti-Aliased
Fonts

110 Different Fonts
Multiple Sizes of each

586 Total Fonts

AROCK Computer
Software
P.O. Box 731
Springfield, MO 65801
417-866-8803

Masterpiece Professional
Font Collection owners
and Deluxe Paint owners
call for special offer.

I’ll spare you my pet theories
onwhy the Amiga has never gained
widespread popularity. As far as
I’m concerned, that’s ancient his-
tory. I’m more concerned about
the Amiga's present
predicament...and today the
Amiga’s biggest problem is the
lack of a strong dealer network
(I'm not ignoring the Commodore
marketing issue, it just seems to be
a waste of space to discuss it).

The Amiga is a unique piece
of machinery. Most prospective
computer buyers do not immedi-
ately understand the potential of
its inherent capabilities. It often
takes several good demonstrations
before it all begins to sink in. Un-
fortunately, unless the buyer has a
good friend who owns an Amiga
(this is probably how most Amigas
get sold) it can be difficult to find
someone to provide an effective
demonstration. Would you buy a
computer if you had to drive 100
miles just to see one? Well, of
course you would, but you’re an
Amiga user. Most people aren’t
that motivated.

I think the main reason there
aren’t more Amigas sold in this
country is that there aren’t enough
places for people to learn and un-
derstand all that the Amiga is ca-
pable of doing. There aren’t
enough Amiga dealers around to
advertise and promote and expose
potential buyers to the Amiga's
possibilities. Unfortunately, this
seems to be getting worse. Every
month I hear about a few more
Amiga dealers around the country
that have had to call it quits or who
have sharply curtailed their Amiga
promotional efforts. So not only

are we not gaining more dealers,
but we seem to be losing some of
the ones we used to have.

Why is this happening? Well,
there are probably a lot of various
factors, but I think mail order is a
big reason. No, I’'m notsaying that
mail order is the cause of all the
Amiga’s problem; only that itis a
contributor, and more importantly,
one that we as buyers can control.

The economics of the mail
order industry make it easy to sell
many hardware and software
products at far below the average
dealer’s price. So what, you say?
Isn’tthat good for the average user?
Under normal circumstances I
would say yes. But these are not
normal circumstances. The Amiga
market is not like the PC market
where the sheer volume of pur-
chases compensates for any dealer
revenues lost to mail order. In the
Amiga market every dollar spent
on mail order is another nail in the
coffin of some on-the-edge Amiga
dealer. And every time an Amiga
dealer goes down, another gap in
the distribution network appears,
and fewer people will learn about
the Amiga, and fewer Amigas will
be sold, and more Amiga devel-
opers will move their resources
over to the Mac and PC market
and...well, you get the picture.

Unfortunately, what seems to
be happening more and more is
that many buyers will go into an
Amiga dealer and test drive the
product, pick the brains of the sales
staff and then go home and order
the product through the mail. Ora
customer will walk over to the
magazine rack and open up to a
mail order ad and, knowing full




well the answer, ask the dealer,
“can you beat this price?”

Personally, I have never
bought a single product from an
Amiga mail order company. I
have been fortunate to have lived
close toacompetent and fair Amiga
dealer. Irealize that not everyone
has that advantage. I also under-
stand that there are situations that
arise that make mail order a viable
and attractive option. Forinstance,
as previously mentioned, you may
not have a dealer within an hour's
drive. Or, the dealer has no par-
ticular expertise with a product
you need. Or, the dealer does not
stock or will not special order a
product for you. Or, the dealers
price is outrageously high. Or, the
dealer does not care enough about
the Amiga to provide a
knowedgeable and competent
staff. These are all valid reasons to
pick up the phone and dial an ‘800’
number.

I don’t think all mail order
companies are bad. On the con-
trary, I sometimes see ads for
firms that price responsibly and
even try to provide REAL service
to their customers. There is room
(and need) in the Amiga market
for this kind of business. If you
ever see a mail order ad in AVID,
you can be sure that it will have
been purchased by just such a
company (of course, not many will
want to after reading this!).

I hope that you will consider
these thoughts as you plan and
make your Amiga purchases. The
few extra dollars you spend with
your dealer might have a direct
impact on the ultimate success of

the Amiga.

As a closing thought for those
of youwho don’thave easy access
to an Amiga dealer: have you ever
considered becoming one?
Commodore’s AGAR program
makes it easier than you might
think to become a dealer, and
NewTek Video Sales is looking
for qualified video-oriented com-
panies to promote and sell the
Video Toaster System. If you are
interested in getting more infor-
mation about these options feel
free to give me a call at (408) 252-
0508.

OOPS!

Inlastissue there were a couple
of omissions I'd like to correct:
First of all, we inadvertantly cut
off the last sentence of the Pixel
3D 2.0 review, and more impor-
tantly, the address and phone
number for Axiom Software. For
more information about the new
version of Pixel 3D, see your local
dealer or call: Axiom Software,
1221 East Center Street, Roches-
ter, MN 55904. Telephone: 507-
289-8677.

Also, in Kirby Carmichael's
FIRST LOOK at Gold Disk's
Video Director, we left out one
very important fact---the price!
Video Director lists for $199.95.
For a list of of authorized Gold
Disk software dealers, call (416)
602-4000.

Jim Plant
Editor/Publisher
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ANIMATION-10!

1 hour VIDEO
A complete course in real time animation
based on the Amiga computer system.

By

D. L. Richardson, award winning video
producer, animator and author.

PIPEIIP I SIS

Part-1 was a winner at
AMIGA WORLD EXPO 1991inN Y

144242422224
$35. Check or money order, we pay postage.
Same day shipment..
Myriad Visual Adventures
1219 N. W. 79th Street

Oklahoma City, OK 73114

Vioeo CLipsg™

Amiga™ graphic enhancements for the Video Professional

Introducing 8D Fonts!
for Imagine™ & Toaster™

¢ 4 Popular font styles

¢ Complete character sets

¢ Independent face and side surfaces
¢ Spanish characters and symbols

$89.95

Original 2D Video Cljpse
Toaster™ & DPaint™|V Ready!

¢ 20 BIG super-clean bitmapped fonts
¢ 3 clip-art fonts (key assigned graphics)
o Static & Animated IFF backgrounds

$99.95

* Spanish Version Available

407/626-3447

Graphically Speaking, Inc.
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ASDG’s Art Department Professional 2.0

&- e & o

€0

£ Lnre

= BN O N Ak

The Art Department Professional
has often been referred to as the “Swiss
Army Knife” for Amiga graphics, and
that’s just about as apt a description of
this product as I can imagine. If you need
aknife, a fork, or a can opener to squeeze
the last drop of potential from your Amiga
graphic files, ADProis there to serve. I'm
going to approach this article as if you
haven’t seen ADPro before in any of its
incarnations, including the new features
of 2.0. "1 also try to tell you why this or
that attribute might be just the right tool
for your needs.

The most basic reason that ADPro
existsisthat Amiga graphics can be found
in many file formats, from Targa files to
standard and 24-bit IFFs and more. Add
to this the special needs of the growing
number of Amiga display boards and
external framebuffers, and you have more
then a handful of diverse options for
saving your Amiga graphics. Each of the
programs and devices that display Amiga
visuals have their own strengths and
dedicated uses, so that no one format
seems adequate forall professional needs.

@I Dec 1991
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This makes it vital that there exists a
bridge or link that allows the Amiga artist
and designer to transfer pictorial data
among these different formats as quickly
and qualitatively as possible. This was
the initial need that sparked the creation
of the ADPro software. But ADpro does
not stop there. In addition it gives the
Amiga artist a whole host of other graph-
ics manipulation tools, and its toolbox
has grown geometrically from the first
release of the software. Let’s investigate
the tools it contains...
Loaders and Savers

Images loaded into ADPro are auto-
matically converted to 24-bit color (16.7
million shades) or 8-bit grayscale (256
shades of gray), which are stored internally
in ADPro. Given the right FrameBuffer
(DCTV, FireCracker 24, HAM-E, etc.),
these images can be appreciated in their
full glory. ADPro itself can render out
256¢olors. Todoany ofits magic, ADPro
requires as much memory as you can feed
it, and it also enjoys being resident on a
hard drive. This program does not func-
tion well if decompressed and stored on a

floppy disk, though the manual says that
this is possible. There’s just too much
stuff here, and the floppy you store it on
will (and I emphasize WILL) run out of
space. In fact, it will run out just in time
to prevent you from incorporating the
IFF saver!

LOADERS come in many flavors,
and are keyed to the format of the image
being loaded in. Something interesting
for Workbench 2.0 users is that there are
some special menus available only with
WB 2.0 that allow you to scroll through
the Loader/Saver options. The loaders
and Savers are modular in design, mean-
ing that ASDG may release more in the
future which can be added in the mix.
Loaders can be imported in four orienta-
tions: 0, 90, 180, and 270 degrees. The
Loaders include:

1. BACKDROP- an empty or filled
24-bit backdrop (which may be a specific
color or a gradations of colors or grays)
against which images may be pasted
(“composited”, discussed later).

2. BACKLINE- similar to BACK-
DROP, but more variable in design. This



loader can be used to create startling 24-
bit color gradations that appear as curved
surfaces and flow from start, middle, and
end colors. The manual offers a clear
description of how to generate these fills,
but experimentation isencouraged to gain
intuitive familiarity. For experienced
ADPro enthusiasts, this Loader is new
with 2.0. Both backdrop and backline can
be used by themselves to create beautiful
24-bit backgrounds for DCTV, the HAM-
E device, and all of the Amigas other 24-
bit boards.

3. BMP- a format which is used by
MicroSoft Windows software. ADPro
will load both compressed and
uncompressed BMP files in 4 bitplane
varieties (1,4, 8, and 24). New to ADPro
2.0.

4. DPIIE- This is the Electronic Arts
file format for DPaintlIE for MSDos
platforms. DPIIE images contain 256
colors.

5. DV21- This is the format used by
NewTek’s Digi-View 3.0. Though this is
only a 21-bit format, the ADPro loading
operation pads it to a full 24-bits.

6. FRAMEGRABBER- If you own
and use the Progressive Peripherals
FrameGrabber like I do, then this op-
tional loader will be a welcome tool.
Though not new to ADPro 2.0, itis still a
very valuable option. With it, you can
grab a video frame right in ADP and
process it on the spot before saving it out.
A real time and ¢nergy saver,

7. GIF- This is the IBM and Apple
image format used on Compuserve,
containing from 1 to 256 colors. ASDG’s
research shows that the GIF format is the
most widely used graphics format in use
today.

8. HAM-E- BlackBelt Systems
HAM-E device is an external black box
that allows display of several different
colorfile formats, but each appears to the
Amiga as a 16 color Hi-Res file that is
only appreciated when the HAM-E de-
vice is operational. ADPro sees this for-
mat ineither 24-bit color or 8bit grayscale.

9. IFF (The Super IFF Loader)- All
of the standard IFF formats are included
here: 1 through 5 bitplanes, Extra
halfBrites (64 colors), SHAM, HAM,
Dynamic HAM and Hi-Res, and 12, 15,

18, 21, and 24 bitplane files. Files are
separated and loaded as 8bit grayscale or
24-bit color.

10. IMPULSE (RGBN and RGBS)-
always interpreted as color images.

11.1V24- for Great Valley Products
1V24 24-bit FrameGrabber/Display
board, which must be installed in your
Amiga. This loader lets you grab images
directly from an IV24 board.

12. JPEG (Joint Photographic Ex-
pert Group)- This is BIG NEWS! The
JPEG file format allows for massive
compression of 24-bit files, though some
degradation of the image is experienced.
There is a “smoothing” control which
helps to offset the image degradation (for
more JPEG information see accompany-
ing sideba).

13. MACPAINT- Interprets the
Macpaint black and white format, and
gives it an 8 bitplane gray possibility.

14. PCX- ZSoft Corporation’s
PCPaintbrush file format in 1 to 256
colors, and also in 24-bit.

15. POINTER is a unique 2.0 possi-
bility for those interested in grabbing a
mouse pointer witha screen while ADPro
is running. This loader can help create
more realistic tutorials or documentation
by including the mouse pointer in your
screen grabs.

16. QRT- DKB Ray Trace and QRT
Ray Tracer use this format.

17. SCREEN- This is a “Screen
Grabber” utility that captures an Amiga
screen thatis running simultaneously with
ADPro, and even the screen’s menus can
be captured!

18. SCULPT- This is one of the
oldest Amiga 3D formats originated by
Mimetics Corporation.

19. UNIVERSAL format attempts
to automatically identify which format
should be loaded, and if successful, does
so. it first checks the file extension name
and then the actual file.

20. Others...the following three for-
mats are available on an extra disk, called
the Professional Conversion Pack, which
the user must purchase separately ($90):
TARGA, TIFF, and RENDITION (For
Caligari owners). ASDG says that they
will be adding Sun Raster and X11 image
formats to the Pro Conversion Pack very

Vo

OASTER

"Quick Start’ ' Tutorials

¢ Get the Toaster working for you quickly.

* Shorten your learning curve by weeks or
months!

e Packed solid with demos, tutorials,
instructions and examples.

¢ Explore advanced features and functions.

Toaster Switcher and ChromaFX:

* How to eliminate the need for TBCs.

» Using the Program, Preview and Overlay
Busses effectively.

e Effects with Digital Frame Buffers and
live video.

¢ Digital effects: automatic and manual
control.

» Capturing and using framestores.

» Techniques for the WJ/AVE-5 and
Toaster serendipity.

e Chroma/FX palette control, tools, BW
vs color.

¢ Using FX with the overlay buss.

» Customizing and saving FX.

e FX as framestores.

ToasterCG, Toaster Paint and the

Luminance Keyer.

¢ CG control panel and Function keys.

¢ Key pages and overlaying live video.

¢ Full frame pages, color control and
Chromas Cards.

e Scroll and crawl pages.

» Using CG pages as Framestores

¢ Luminance keying to enhance CG output.

» Using CG overlays with digital effects.

* Toaster Paint controls and tools.

* Solid objects and range painting.

» Making and using custom brushes.

¢ Using Warp and Transparency.

* Modifying/enhancing captured
framestores.

¢ Luminance keying techniques with
modified framestores.

ORDER BOTH ............589.95

No shipping charge in “Lower 48" !

EACH TAPE COMES with a complete index.
You can find and return to a subject easily.

COMPANY PURCHASE ORDERS OK !

==~ DARK HORSE PRODUCTIONS @®)
CALL ANYTIME - (800) 442-9660

292F Wassergass Rd. « Hellertown, PA 18055
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NOW

YOU

CAN(USE)
Imagine!

WITH

for inagine™ (vi.1)=
LEARN BY USING:

* The Project Editor:
- Working with Projects &SubProjects
- Rendering Parameters & Animation
s The Detail Editor
- Creating & Editing Objects
- Attributes(Loadable Presets included!)
- Brush/Texture Mapping Techniques
{reference pics included)
- Importing & Converting IFF files
e Hierarchial Animation in the Cycle Editor
* Organic Objects in the Forms Editor
» Putting it all together in the Stage Editor
- Motion Paths; for objects and Camera
- Lighting, Globals, Timelines
- The Camera's zoom lens feature
- Velocity, the FX files, Previewing
- Understanding the Action Script

ALL FUNDAMENTALS DEMONSTRATED!

FEATURING:
¢ Hypertext-based Online Reference
* Speech Narration & Captioning
* Realtime VISUAL DEMONSTRATIONS
presented directly within Imagine™!
* Preset Attribute files you can load
s Multitasking tutorial software!

ALSO AVAILABLE FOR:

DELUXEPAINT®IN & IV
PageStream ™ (v2.1)
AmigaDOS™ (1.3 & 2)

oy $49.95 ea

SUGGESTED RETAIL

< HelpDisk, Inc.
6671 W. Indiantown Rd
Suite 56-360

Jupiter, FL 33458

(407) 798-8865

*Imagine NOT INCLUDED
Products mentioned are trademarks or registered
trademarks of their respective companies

HELP
DISK|

shortly. Other modules supporting input
devices like scanners are also available,
and more are in the works.

“SAVERS” are formats in which
ADPRO will store your data once you are
finished processing it. Here are the alter-
natives:

1. A2410- Addresses Commodore’s
A2410board directly, and ADPro allows
direct control over this hardware device!

2. BMP- Can save arendered image
in 1, 4 and 8bitplanes, or a raw image in
8 (gray) or 24 (color) bitplanes.

3. DPIIE- same as the DPIIE loader
description.

4. FC24- for use with the Impulse
FireCracker 24 board. Allows direct
control over the hardware including its
ability to double buffer.

5.FRAMEBUFFER- The Mimetics
FrameBuffer is supported.

6. GIF- Rendered images in 1 to
8bitplanes can be saved in this format.

7. HAM-E- Needs the HAM-E de-
vice on board to appreciate the picture.

8. HARLEQUIN- This is a very
popular Amiga board in Europe. ADPro’s
saver supports the Harlequin’s
GENLOCK, Alpha Channel, and double
buffering capabilities.

9. IFF- see the IFF Loader descrip-
tion to understand these parameters.

10. IMPULSE- Saves in RGBN and
RGBS formats.

11. IV24- The GVP IV24 board is
addressed.

12. JPEG- This is one of the most
important and new savers addressing the
JFIF file format. This saves Raw Image
data, and you are allowed to input the
degree of compression sought. Beware of
large compression weights, however,
because severe image degradation can
result. A slider is used to input variable
settings, and a setting of 32 produces
images compressed at about a 40:1 ratio
(). This is the setting suggested as with it
the image degradation is hardly notice-
able.

13. PCX- With 2.0, ADPro can save
raw PCX data (24-bit planes).

14.POSTSCRIPT (!)- Yes! Youread
itright DTP sports fans. PostScript! Raw
Image Data can be saved in this common
pagedescription language, and the format

can be either Encapsulated (EPS) or
Non-Encapsulated. It can be either color,
grayscale, or color separation data, and
can be in Binary (for printers communi-
cating via AppleTalk) or ASCII. Regis-
tration and Crop Marks can also be printed
to file or disk.

15. PREFPRINTER- Egads! I can’t
stand it! This module allows you to print
directly from ADPro to any printer sup-
ported in Preferences, and at a much
higher quality then from any other Amiga
program. This could have been marketed
as a separate piece of software, and it
even prints poster sized images spread
over several pages!!! The manual offers
detailed information on how to achieve
the best results from your printer. Color
printers can receive full 24-bit informa-
tion and grayscale printers can print in
256 grays! This is great stuff.

16. QRT- same data as for QRT
loaders.

17. SCULPT- same option as for
Sculpt loader.

The Operators

You can appreciate ADPro 2.0as a
three-part process. Loaders represent the
first step and Savers the last. In between
are the “Operators”, specific functions
that transform imported data before it is
saved out. It is here that ADpro proves
itself as much much more then a mere file
translator, and it is also here that sug-
gestions can be offered as to how certain
specific properties of ADPro can be best
utilized by Amiga artists and designers.
Apply Map

This operator works on the “color
map” of the image. ADPro’s color bal-
ancing controls let you alter things like
brightness and contrast without actually
changing the image data. The APPLY
MAP operator actually “applies” the
color maps to the raw data, changing it so
that the balancing controls can be reset to
neutral. This lets you equalize the bal-
ance settings between pictures so you can
merge, perhaps, areally dark background
(darkened with its own balance settings),
with a bright high contrast foreground.
Blur

This operator is especially useful to
Amiga users who do a lot of digitizing,




Dr. Mortier Makes a
House Call

The Good Doctor
Pays a Visit to ASDG
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especially if the result of their efforts are
HAM oriented graphics. The BLUR op-
erator will smooth out digitized anoma-
liesthat occur, and also help to redress the
artifacting caused by HAM colorization.
Color to Gray

Color images can be turmed into
grayscale for DTP purposes with better
grayscale quality then the color data it
came {from, accurate to 8 bitplanes (256
shades of gray). grayscale images can
appear nearly photographic, and they print
very nicely (especially on 300x300 laser
printers). Output can be made to take
advantage of NTSC television, DeskTop
Publishing, or user defined needs.
Colorize

This tool actually colorizes a
grayscale image to full color hues, either
through computer randomized (but user
selectable) choices or by matching a cur-
rently loaded color palette. “False”
colorization is also possible. Amiga art-
ists and designers can create an infinite
number of posterization effects here, as
well as specific palette “looks™ like
antiquing.
Convolve

A convolution is a weighted average
that moves across (and down) your pic-
ture. Setting different values for the
weights can produce aninfinite variety of
special effects. For example, one of the
supplied weights (called convolution
matrices) gives ADPro users the long
awaited ability to sharpen their images.
Another matrix supplied with ADPro,
called Deep Press, can make your picture
look like it was pressed into a deep mate-
rial like leather.
Crop Image

This operator does exactly as it says,
and clements outside of the cropped area
are disgarded.
Crop Visual

Though related to the above opera-
tor, “Crop Visual” is more complex and
the operalion is graphically oriented. It is
new to ADPro 2.0. A visual and resizable
reciangle represents the cropped area,
and it can be adjusted in real time. Zooms
can help to target a certain area of inter-
est, All Amiga artists and designers that
have ever had a need to crop an image
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will love this tool. It also should prove a
kissin’ cousin to the POSTSCRIPT and
PREFPRINTER Savers already de-
scribed.

DCTV

If you love DCTYV half as much as I
do, then you will understand my elation
when I heard that direct DCTV support
was going to be a part of ADPro 2.0.
ADPro can now generate and display the
DCTV format. It only addresses the
higher 16 color DCTV image file. By
choosing the DCTV operator and the IFF
saver, you can save the image in the
DCTV format. You must have the
dctv.library installed and also have a
DCTYV unit to see the results. According
to ASDG, Digital Creations will soon
enhance the dctv.library to allow pro-
grams like ADPro to read DCTYV display
images as well. Every DCTV owner will
want this software!

Define Pixel Aspect

It is important that ADPro have an
accurate impression of the pixel aspect of
your image bectuse it now contains tools
which take advantage of this knowledge.
For example, a supplied ARexx program
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called ScaleToAspect can automatically
correct pixel aspect, but it must know the
picture’s original aspect so it can calcu-
late the needed changes. You may want
to redefine the picture’s pixel aspect so
that it is a closer match for translation to
another resolution. The requester asso-
ciated with this tool shows both the cur-
rent and desired aspect. The DPI (Dots
Per Inch) values for the image can alsobe
changed, so that the aspect is in line with
DTP uses. This option is new to ADPro
2.0.
Dynamic Range

Everyone working with NTSC
(“Never The Same Color”) will love this
item. With it, the minimum and maximum
values of an image can be reconfigured. It
isthe highsettingsthatcause NTSC smear
in a picture, especially the reds. By
calming the maximum value down to a
respectable 208 (from a high of 255), the
potential smear can be avoided in the
NTSC display. The DYNAMICRANGE

operator can also mute a picture to make
it snitable for use as a background for
presentation graphics.
Gray to Color

As the inverse of the “COLOR TO
GRAY” operator, raw gray dataachieves
reformulation as raw color data. This
operator is necessary when you desire to
paste acolor image on a gray background
in ADPro.
Halve

New in ADPro 2.0, this operator is a
quick way to scale images to half of their
width and height, and operates approxi-
mately 13 times faster then its counterpart
in the “scaling” option (with a 68030
machine). This operator was developed
especially to aid CDTV developers who
often need to halve the size of digitized
art for animation purposes.
Horizontal Flip

Self explanatory for loaded images.
Line Art

Experimentation is vital here to geta

feel for the results, and I’ ve always found
itbest to keep journal notes on operations
like this, so I can (hopefully) repeat an
effect twice. It is advised to increase the
contrast setting before applying this ef-
fect for less cluttered results. Anyone
working with graphic vignettes should
benefit by experimenting with this opera-
tion.
Median Filter

The MEDIAN FILTER is most of-
ten used to “clean up” pictures automati-
cally. It can actually judge how much a
given pixel “fits in” with its neighbors.
And, if it doesn’t fit in, it can replace the
pixel with a color which does fit in. Re-
petitive use of the MEDIAN FILTER
over the same image can produce a
brushed-like quality.
Negative

My most interesting experiments
here were performed on DCTYV graphics.
It’'s amazing how striking a negative
landscape can be, especially when
composited with positive foregrounds,

Step Out
Of The
Darkness...

BRIDGE
THE GAP
WITH
PIXEL
d0-2

PIXEL 3D 2.0
AXIOM SOFTWARE

1221 East Center Street
Rochester, Minnesota 55904

Phone: (507)2t9-8677

Turning your two dimensional world into 3D
doesn't require special glasses. All you need
is PIXEL 3D 2.0 and a little imagination.

For those of you who have always lusted
for the power to shape your world, it's here in
the form of PIXEL 3D 2.0. PIXEL 3D 2.0 is the
most powerful object utility tool ever con-
ceived for the AMIGA computer.

PIXEL 3D 2.0 eliminated 90% ot the time it
takes to create geometric solids from two
dimensional pictures. PIXEL 3D 2.0 is the
“must have" tool that provides bridging to
many of the most popular rendering pro-
grams in use today thereby readlizing peak
efficiency.

So, if you want to turn your two dimensional
world into 3D with professional authority, get
PIXEL, 37 2.0 today. You'll never be the same
again.

Pixel

Version2
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As the name of the operator suggests,
inverse color values are produced.
The New Palette Editor!!!
Thoughonly available with WB 2.04
and Kickstart2.0., the new ADPro palette
editor isa wonder tobehold. It allows you
to edit all 256 colors at one time on your
normal Amiga screen. Included is the
ability to define color ranges through
RGB and HSV space with 24-bit accu-
racy, and to modify arange of colors as a
unit by saturation, value, and hue, or by
RGB color shift. As an example, you
could import a picture with 32 colors and
then shift the entire palette, or just part of
it,toa more muted pastel-like colorrange.
A very important benefit of the Palette
Editor is thatit’s stillusable even if colors
0 and 1 (normally used to indicate the
background and menu colors) are iden-
tical. User feedback initiated the inclusion
of this possibility (and it should be em-
phasized here that user feedback is taken
very seriously at ASDG).

Rectangle/Rectangle Visual

It’s nice to have the ability toplace a
rectangle on your graphic for text inser-
tion or framing, and ADPro lets you ac-
complish this from an interactive on-
screenrequester. The rectangle can either
be aborder or filled, and you can see what
you’re doing every step of the way with
RECTANGLE VISUAL. If you can esti-
mate the placement without having to see
the picture itself, or are triggering ADPro
from an ARexx script, then choose
RECTANGLE.
RIP (Remove Isolated Pixels)

Stray pixels can ruin an image. This
operator zaps them out. Though it will
not work on HAM images, RIP operates
well on up to 256 color modes. It works
best when the image is small, like logo
work.
Render to Raw

Many of the operators in ADPro
work only on RAW data. After you've
been working on an image for awhile,

OVERSCAN SCREENS

UNDER 2 SEC ONDS !

Versmn 2.0 W|th Screen Generator

The Screen Generator allows you to create full backgrounds instantly with an intuitive
graphical user interface. It's like having 123 overscan screens on a single disk in any color.
IFF screens created with Screen Generator can be loaded as pictures in any IFF program.

Pro Fills patterns and textures are IFF compatible brushes and can be used with fill tools and
tile functions in any IFF compatible program. High resolution and interlace versions inciuded.

® MORE PATTERNS ® /IMPROVED TEXTURES
® NEW EXPANDED MANUAL

Includes printed examples of all Pro Fills patterns and textures
Advanced DeluxePaint techniques for drop shadows and beveled edges
Step by step illustrated tutorials for achieving professional results

Also includes 60 palettes that can be instantly loaded and used in 8 color or 16 color modes.

JEK Graphics

12103 S. Brookhurst St. E-125
Garden Grove, CA 92642-3065
(714) 530-7603

All palettes are color font compatible with preset ranges for easy drop shadows and highlights.

Only $49.95 At fine Amiga Dealers everywhere.

or send $49.95 plus $2.00 s/h. C.0.D. orders $5.00 available in USA only.
Upgrades available for registered owners. Send $20.00 plus $2.00 s/h. GRAPHICS

Compatible with all Amigas. 512k RAM Required AmigaDos 2.0 compatible. Pro Fills and Screen Generator software copyright 1991, JEK Graphics. All rights reserved.
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you may need lo reconstitute the Raw
image data, and that’s exactly what this
operaltor does. This operator can also be
used to create many posterization effects
quickly.
Scaling

Images that are imported into ADPro
can have their dimensions altered, and
can be either reduced or enlarged. This
requester displays the source size in XY
pixels. There is an input area for altering
that size, Percent reduction/enlargement
sliders and input area, and a toggle bar
that switches from “reduce” to “enlarge”.
There is also a readout that denotes the
pixel aspect ratio involved. Both Amiga
video and desktop publishing enthusiasts
will enjoy the ease with which ADPro
handles these operations. With the slid-
ers, reductions are numbered down to
25%, and enlargements are allowed up to

400% in both X or Y dimension. Using
the integer gadgets, however, you can
type in any percentage desired. ADPro
2.0’s scaling capabilities have been made
more versatile and accurate.
Text Visual

As we travel along the road to the
latest versions of all Amiga software
packages, it seems that they all start to
expand beyond the borders of their origi-
nal intent. Wordprocessing software starts
to look more and more like desktop pub-
lishing wares, paint packages start to in-
corporate animation, and spreadsheets
start to call upon extensive graphics li-
braries and visual algorithms. This is
only natural on the Amiga, because it has
had all of the ingredients of a true “mul-
timedia” platform, long before the term
became a catch phrase. It is no surprise,
then, to note that ADPro is expanding in

JPEG Comes
to the Amiga

@ Dec 1991
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the same manner. One of the most obvi-
ous proofs of this is the way 2.0 incorpo-
rates the selectable addition of text to any
imported graphic. WB 2.0 users will thrill
to the fact that this also allows propor-
tional fonts, while the rest of us will have
to be satisfied with bitmapped fonts. The
requester connected with this operator is
intuitively designed. It writes your pic-
ture to the screen in grayscale, and adds a
full featured menu that allows you to
import fonts, write text, and manipulate
the results. The text can be set to transpar-
ency, and the text graphic repositioned
interactively on the background. Other
effectsinclude embossed, tinted, outlined,
darkened/lightened, saturated by degree,
and straight text...any of which can be
antialiased.

Tile/Tile Visual

Though both of these operators work




—4‘

well, I think it more interesting to dwell
on the TILE VISUAL routines, though
Arexx script authors who use ADPro will
consider the normal TILE operator to be
equally valuable. TILE allows you to
create tiled backgrounds numerically,
while TILE VISUAL allows the same
results visually as well. With the visual
operator, you can select an area of your
picture that will represent the tile, and
then proceed to fill the background with
it. Tiled backgrounds can make great
surfaces upon which to place text, and
their ability to help you create simulated
textures for 3D applications is almost
infinite.
Transport Controller

This causes the software to search
for a running copy of Microlllusions
Transport Controller software, so that a
single frame controller may dump the

graphic to an expectant video recorder.
Vertical Flip

This operator flips the graphic verti-
cally.
In Conclusion

ADPro 2.0 is fully ARexx

compatable, and the manual is brand new
and bursting with tutorial information.
Most importantly, this already renowned
software has been significantly enhanced
by the addition of the JPEG compression
routines, improve printing functions and
other valuable image processing tools.
Moreover, I get the feeling (see sidebar
"The Doctor makes a House Call") that
ASDG is just getting warmed up.

In the next issue, when we look at
the best software picks of 1991, it
shouldn’t surprise you to see ADPro 2.0
listed prominently. If you can only afford
a half dozen pieces of software in your
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library, this should be one of
them,..especially if you are involved with
graphics, visual design, or animation on
your Amiga. ADPro has been soradically
upgraded since it was first released that
1.0 users who don’t upgrade are cheating
themselves out of time and enjoyment.
Don’t miss this package. It’s worth ten
times the funds needed to purchase it, and
it keeps getting better.

ADPro 2.0

ASDG Incorporated

925 Stewart Street
Madison, Wisconsin 53713
(608) 273-6585

Suggested Retail Price: $299.00
UpDate Price: $75.00 (includes
shipping) in the U.S.

$90.00 (includesshipping) elsewhere
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Pl Colymn!

As is usual this time of year,

the Amiga community is a-buzz with
all sorts of new and upgraded software
entries, and new hardware accessories
as well. This column attempts to alert
you to some of the important items,
especially those that mighteffect Amiga-
video interfacing. In addition to that, it’s
the end of another year, and time to re-
flect upon our list of twelve important
Amiga products. That list will appear in
the next issue of AVID (January 1992). I
won’tpretend that my listis the last word,
as you may Or may not agree with my
choices. Because you may not agree with
my choices, please feel free to submit
your favorites for consideration (and why)
and write me at:

Eyeful Tower Communications

15 Rockydale

Bristol, VT 05443

Asfarasany missives you may send,

@ Dec 1991

all relevant questions will be answered,
as well as possibly being printed in a
coming issue of AVID, where the whole
AVID community can get a chance to
reflect and respond to your ideas.

I am currently working on a
survey list
of ques-
tions that
will  be
mailedtoa
fat list of
Amiga de-
velopersin
January or
February,
and that
also

©1991 by
Dr R. Shamms Mortier

will be sent
to all AVID subscribers
along with a coming issue of AVID. The
analysis of the survey will also bereported
in coming issues (it may take four issues
to do the survey justice). I have a list of
twenty-five questions at this point, and
would like to add about ten more. Are
there topics that you would like to see
some opinions and answers on? If so,
send me your questions by December
30th (and as long as their content hasn’t
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already been addressed), they will be
given serious consideration for inclusion
in the survey. The address above is the
target for correspondence.
Tips
I"d like to mention three things worth
considering this month about three dif-
ferent products. The first concerns the
health of your mouse, that cord-tailed
critter that sits comfortably in your hand.
When your mouse pad gets full of lint and
fuzz,itcanclog up the mouse’s rollerball.
About once a week, I take a piece of
masking tape and clean the pad off, keep-
ing my rodent free flowing and happy.
My second tip is for those of you who are
using Bars and Pipes Professional (from
Blue Ribbon Soundworks, 1.td) to create
music scores for your videos. If, like me,
you’'re addressing a sound
module that allows you to
access 16 or more tracks at
the same time (I use the
Midia Musicbox which al-
lows 27 at-once sounds),
then consider naming the
tracks you're using with
the exact info used to lo-
cate that sound on your
module, instead of just a
generic name. Lastly,
some advice rather then a
tip. Amiga users who al-
ready have orplan to upgrade to
Art Department Pro2.0 from ASDG
need not manually erase the older
program from their hard disk, as the
program has built in modifiers that auto-
matically do the job for you. Don’t be like
me and spend time deleting the older files
first. Thisincludes the add-on conversion
packs as well. By the way, ADPro 2.0 is
agem!
Draw-4D Pro 1.1
I informed you in the last issue (No-
vember 1991) that D4DP from ADSPEC
Programming was about to ship the 1.1
“Bug Fix” (not that there were any sig-
nificant bugs in its 1.0 release). Well, it’s
shipped, and as is ADSPEC’s nature, it
contains far more then just a few minor
fixes. It has more then a few new tools
that were targeted for the 2.0 release next
year! Here are some of them: A beautiful
2.0 interface; An “Isometric gadget”




which alters the 3D view from its normal
fish-eye perspective; Adding points on
polys with the “TAB” key; Interruption
of ANIM:s if need be without saving an
undone frame; Frame Scripting forsingle-
frame controller users; checking to see if
an ANIM of the same name already exists
before overwriting the file; Reverse
ANIM saves (which is great for users that
have the Elan “Performer” software as
well as others); a Mirror Deforms tool,;
Shift-Extrude (skinning) betweenany two
selected polys; Deform exchanging se-
quences. And finally, the ability to load
and display (in DCTV) any 24 bit picture
file as a background to your animation,
and to also fade either/or the background
to a color or the animation itself into the
background. I spent about three days cre-
ating 24 bit pictures with DCTV paint
and then loading them into D4DP as
backgrounds. You’ve just got to see the
resultsto believeit. You will swear you're
working on a million dollar graphics
workstation!
Screen Maker

Last issue, we mentioned the super-
lative 24 bit background library of images
from Digital Graphics Library called
“Screen Maker”. These are great for video
professionals who have Amigas outfitted
with some sort of 24-bit display device
(internal or external). But not to leave out
the non 24-bit user, a collection of 40 of
these same backgrounds have now been
translated into interlace HAM formats.
These are great screens for slide produc-
tion, whether 35mm or direct-to-video
slides. Also recently released from the
same source is a seven-disk package of
24-bit images directed at servicing the
Amiga wedding videographer. This col-
lection of 25 images is tailor made to act
as titling and message backdrops for
wedding videos, and the images are of the
same high quality as the other Digital
Graphics Library products. We may look
forward to more categories in the future,
and when they are released you’ll read
about it here, Contact the Digital Graph-
ics Library, Inc. / 1382 Third Avenue,
Suite 333 / New York, NY 10021, 212-
978-8508, for more information and
pricing.
More Digital Nuptualisms

It seems the Amiga wedding
videographer is receiving more attention
from Amiga developers than in the past.
New from Patrik Beck of Digital Crayon
Studios is Animattes: Wedding Series.
These animations come on three disks
and retail for $39.95. They require a
Genlock-Encoder and run directly from
Workbench by simply double clicking on
the icon desired. They’re in standard
Overscan and may be just what you need
to complete a wedding video. The art-
work looks professional enough tocharge
a fee for. By striking the numbers 1 thru
4, automatic wipes are also generated.
These eleven dedicated-to-production
animations would be a bargain at four
times the price!

Patrik Beck

Digital Crayon Studios

3624 N. 64th Street

Milwaukee, WI 53216
EA Info

I recently received some very inter-
esting documents from Electronic Arts
PR Director, Holly Hartz. The printouts
were copies of speeches given by EA
Chairman Trip Hawkins and Senior VP
of Marketing, Bing Gordon at
Intertainment *91. The net result of their
talks are, in my estimation, directly as-
sociated with advice for Commodore it-
self, especially in the area of marketing
products and addressing the competition
(anecessity when it comes to the coming
battle with the Big Blue Apple). They are
especially informative in discussing CD
technology and the ability to market it
successfully. Though much of the ma-
terial seems devoted to digital gaming, it
can also be read as addressing the Com-
modore CDTYV system and beyond. If
interested in getting acopy, contact Holly
Hartz at EA.

Letters

There were two letters received that
deserve some mention here. The first
was from Mike Stehly, a Spanish teacher
from California who uses the Amiga’s
video capacities in the classroom. Mr.
Stehly, though having feltrestricted when
using the traditional visual aid devices
(slides and overheads) reports his feeling
of accomplishment after learning to use
Amiga-Video to enhance his instruction.
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How You Can Profit
From Two Lucrative
Video Markets

My name is Mitch Lang, and when | started my video production business &
years ago ~ working part-tumie. with low-end industrial VHS gear - | had a
dream: 10 make a good lving do at | loved, wocking wih wideo

And | discovered two things which
tng the past two years:

1. YOU CAN MAKE A LOT OF MONEY
PRODUCING INDUSTRIAL VIDEOS FOR
SMALL & MEDIUM-SIZED COMPANIES

By focusing on this market, I've brought in $91.125 worth of busingss over
the past 3': years. And the Industnal Video Package shaws you fiw

2. THE WEDDING VIDEO MARKET

CAN BE INCREDIBLY PROFITABLE
I've developed production and marketing strategtes aimed specifically at
couples willing to pay a premium 1 ssional they can trust. Today. |
average $1,000 for a 1-camera wedding shoot And / have rmore business than
1 can handle.

@ helped me earn over §134,000 dur-

WHAT ABOUT YOU?

i etfects - with your video

ou how. Each one is packed
ot just theory

if you're ready to produce profits - not jusi s
equipment, these instructional quides will sho
with speciic, practical, first-handinformatio

THE INDUSTRIAL VIDEQ PACKAGE

(Book + video sef )

,_> INQUSTRIAL VIOEQ PRODUCTION-
. ABUSINESS AND MARKETING GUIDE
This detailed report has all the information you need to break into this
challenging & lucrative field 1t uses 9 “case examples” of aclual indus-
trial viden projects 10 show you
« “Guerrilla Marketing~ strategies for finding prospecis.
« How to Lise direct mail to reach your prospects (with actual direct mai
marketing pieces that work)
« Howe to develop realistic budgets (wsth examples)
= How to create effective Yellow Pages ads
= And much more!

> INDUSTIAL VIDEQ SAMPLE TAPE

This video contains 9 tull-length examples of industrial projects produced
by my company, from low-budget desktop videos (o tapes created on
high-gnd systems. Includes detailed production notes and complete
scripts. 132 hrs

Package price: 859

(Note: the Indusinial Video Package is not avaiadle in Oregon & S.W
Washington.)
WEDDING VIDEQ FOR PROFIT

This informaticn-packed, 87-page book reveals my company’s market-
ing & business strategies in detail. Fos example. it includes

= How to use marketing to distinguish yourselt from your comipetitors
= Sampies of marketing piaces that wark

« 6 strategies to maximize your profits

« How 10 develop a referral-based business.

« A compiete bridal show strategy

« 17 common client problems & how 1o avotd them

« And much more!

Price: $39.50

“An excelient investment - informative and weefl-vritten. | refer to it

requiariy Don Skorpen, Walnul Creek CA

1 bogked two weddings last week using your Phone Script. Thanks,
Chicago IL

production & editing technigues

« Equipment demonstrations, including the Viéeo Toaster
« How to avoid disasters through pre-preduction planning
« How to create recepticn videos your clients wlf love

« The 4 keys to successiul one-camera shoots

» How to avoid comman audia peoblems,

= And much more!

Price: §29.50

The tape s GREAT. I've seen otfiers but yours is the best.
Phil Woody, Seattle WA
1've séen lots of instructional videos. and this 18 one of the finest. | havi
thres videographers on my staff, and I'm going to make them 2

ch

it Greg Museli. Clearwater F

* SPECIAL OFFER
Qrder both Wedding Video for Profit & The Video Guide to
Professional Weddmg Videography for $59

If you're leery about ordering things by mail | understand. So am | Maybe
this will help:

1 offer an ironclad 15 day money-back guarantee on all items
Ta order or request a free intormation pack, call’ {503) 251-4355 or write

COLUMBIA VIDEO SERVICES

435 S E 85th Ave.

) Partiand. OR 97216
VISA Prices include First Class postage w
L J




He started off about five years ago with
an Apple IIE, but some friends at the
Orange County Amiga Users group
convinced him to try the Amiga. With the
Apple, he created about 50 animated in-
structional scenes. With the Amiga, he
created 425! He has found that his stu-
dents’ interest and retention level has
increased dramatically. Why doesn’t
Commodore offer more support {(mean-
ing more {ree machines) to creative in-
structors like Mr. Stehly? This year, Mr.
Stehly has gone on to create interactive
programs with AmigaVision, and also
lists the following software as important
to his efforts: DPaint, PhotonPaint,
DigiPaint, DVideo, Aegis Animator, Page
Flipper, Movie Setter, Comic Setter,
FantaVision, and VideoScape 3D. His
hardware includes DigiView,
ColorSplitter, and the AmiGen Genlock-
Encoder.

The second letter comes from Rob-
ert Wargolet of Milwaukee, Wisconsin.
He reports an interference problem that
appears on his monitor when his VCR is
playing and the Amiga is also turned on...
faintred diagonal banding appears on his

TV screen. ] offered the following possible
fixes, but if you have other suggestions,
please write them out and mail them to
me. I'll have them published to help both
Mr. Wargoletand any other AVID readers
with similar problems.

1. Investigate another Genlock-En-
coder other than the brand he uses now,
one with more fine tuning capabilities.

2. Use only the best and heaviest
video cabling.

3. Move the VCR as far away from
the Amiga as possible, and make sure
each is on a separate surge protected line.

4.Investigate the possibility of using
aninternal TBC board because non-TBC
signals tend to crawl (especially reds).

5. Make sure the VCR has clean
heads.

6. Work on an RGB monitor, not on
a composite TV set.

Help! Burned Toast!

Here is a problem that one or more
AVID readers might be able to either
solve or offer some creative alternatives
on. This problem is being suffered by
Gary Lambert, the master videographer
at the University of Vermont’s Video

Service, and concerns a six month dance
with the NewTek Video Toaster. The
Video Service is a full production facility
with the following components: an Amiga
2000 with a GVP A2000-RAMS, 100
meg hard-drive and a GVPseries II con-
troller, the Toaster, AB roll SP editing
suite, and a Crosspoint Latch 8200C
switcher with two built-in TBCs.

The terror centers around the saving
of digitized images from the Toaster.
The image has *'strange” lines that ruin it,
and the “motion-remover” will not fix the
jitered image. NewTek suggested that
the problem had something to do with the
GVP boards and the lack of an accelera-
tor, and sent upgraded software to redress
the problem. The new software seemed
to adjust the storage problem, but the
jitter remains. The jitter was also ob-
servable when using DPaint and Broad-
cast Titler. So the Toaster was removed
in order to be able to use this software,
and NewTek was contacted again. They
promised to send yet another version of
the Toaster software.

When the new software arrived and
the Toaster popped back in, the same

THE AMIGA PROFESSIONAL TUTORIAL SERIES

The Ultimate Guide to Video Production .

VOLUME ONE: A detailed step by step guide to setting up your own Video Production Studio using a
Camcorder, VCR, Genlock and Amiga to do Titling, Video Backgrounds Animation and Editing.
* Extensive Tutorial on Deluxe Paint [Il * 2 Disk Set of 19 Video Backgrounds & Animations

VOLUME TWO: Produce Professional Level Titling and Effects. Extensive Tutorials on TV Text

Professional, Broadcast Titler and Pro Video Post using S-VHS format.

* 2 Disk Set of Professional Backgrounds and Animations

NewTek’s Video Toaster: The Ultimate Guide I

VOLUME ONE: A detailed step by step guide to set-up and use of the Video Toaster: Character
Generator, ChromaF X, Framestore and Switcher.
* Professional Hints and Time Saving Tips * Disk of ToasterFonts & CG Keyboard Overlay

VOLUME TWO: Learn to Use ToasterPaint and Lightwave 3D. Create Special Effects and Animations.

Integrate other Software Programs e.g. Pixel 3D, TVT Pro, DPaint etc.
* Set-Up & Use of the BCD Animation Controller * Disk of 3D Files and More

$49.95 each

$49.95 each

CP Productions

(Special Offer - Any 2 $79.95 Any 3 $109.95 All 4 $129.95 ) P.0. Box 103

(215) 594 - 9445 (9-5 EST, M-F) FREE SHIPPING

St. Peters, PA 19470

Amigais atrademerk of Commaodore Business Machines, Detuxe Paint Uf of Electronic Arts, TV Text Professional TV Show of Zuma Group, Broadcast Titler of Innovision, Pixel 3D Of Axiam end Video Toaster of NewTek.
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problems were still evident. The “Motion
Remover” doesn’t remove the motion
from still frames, and Broadcast Titler II
hasstrange crawlsand jitters. The Toaster
CG seemsto work fine, but other software
has problems when the Toaster is in the
system. The studio engineer thinks that
another device for about $1000 (for an
internal TBC) “may” fix the problem, but
education budgets being what they are,
the funding is not possible now. Besides,
why can’t the studio’s TBCs take care of
it? HELP!

OK, AVID Amiga Rescue Squad,
time to put on your caring caps and come
to the service of this fellow peer. Either
contact Gary directly, at UVM Video,
232 Rowell, University of Vermont,
05405....or contact me at the address given
at the beginning of this column. To say he
would appreciate your expertise would be
an understatement.

Writing with a PRO

At some point in the near future, I am
going to pen an AVID article dealing with
producing storyboards with Pro-Write. In
the meantime, you should know that Pro-

Write 3.2 has just hit the stands, and it is
probably the most Amiga-perfect word
processor around. It has all of the intuitive
ease that lower end Amiga word pro-
cessors possess, and most of the features
of its higher end cousins. In addition to
being close to a full desktop publishing
program with the way it handles images,
it also has full Postscript capabilities.
Though some video obsessives might
question the logic and appropriateness of
giving space to a word processing pro-
gram in a video magazine, experienced
Amiga professionals will understand
completely (See Pamela Rothman's ar-
ticle on ProWrite in this issue). Besides,
this software has direct video applica-
tions, and can also accomplish the day to
day business necessities like handling
your correspondence with clients. Check
it out, dudes.

There’s still a load of new software
sitting onmy desk, throbbing with poten-
tial Amiga-Video pleasure, but it will
have to wait till next month’s issue of
AVID. Are you a subscriber? If not, why
not? 1f so, spread the word! AVID is

THE Amiga-Video Journal. Well, that’s
all for now. See you in ROMulan space.
ENJOY!

Digital Graphics Library, Inc.
1382 Third Avenue, Suite 333
New York, NY 10021
212-978-8508

Gary Lambert

UVM Video

232 Rowell

University of Vermont, 05405

Patrik Beck

Digital Crayon Studios
3624 N. 64th Street
Milwaukee, WI 53216

Holly Hartz

Electronic Arts (EA)
1820 Gateway Dr.

San Mateo, CA 94404
800-245-4525

NOW WE’VE DONE IT!

After all the hoop-la about low cost TBCs, here is a
stand-alone TBC/Frame Synchronizer that will solve

your most feared video problems.

NO MORE JITTERS
NO MORE FLAGGING

NO MORE TIME BASE ERRORS

No Problems . . .

. . . Just Savings, Quality and Peace of Mind!

ONLY § 1,295

FEATURES

Ml Time base correction for consumer and industrial VCR s

Bl Y/C or Composite Input

6 MHz bandwidth in Y/C mode

Full proc-amp control

Stable, as good as freeze picture when
VTR is Pause mode

Easy push button Video Input Selector

B Can be up-dated for more features

Pixel by pixel Drop-Out Compensator (optional)

R i T

PERFECT FOR THE:

- Video Toaster
- Consumer VCRs

HOTRONIC AP41

TBC/Frame Synchronizer

Compatible with
1/2" VHS (S-VHS),

3/4" U-Matic & U-Matic SP

HOTRONIC

AP41 TBC/Frame Synchronizer

- Camworder, etc.

HOTRONIC, INC.

1875 So. Winchester Blvd.
Campbell, CA 95008
Tel. 408/378-3883, Fax 408/378-3888
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‘ Velcome back to the latest in-

stallment of Doug’s DeluxePaint I'V tips.
Hopefully, you’ve been practicing and
reading the DeluxePaint manual. Last
issue, I explained how to add some great
soft-edge shadows to your titles. This
time, I’ve got a great way to create the
titles themselves. Nice anti-aliased titles.
PlusI’llshow youthe EASY way to make
beveled edge brushes (a.k.a the 2.0 look).
But first...
Bug Report

Every computer program had bugs
atone time or another. DeluxePaint IV is
noexception. Some of DPaint’s bugs are
fatal, or just very annoying. Here's a
couple of bugs that are very annoying
and/or fatal.

Picture this. You are in the middle of
a big DPaint project, getting work done
swiftly (Thanks to this column!), and
you’re trying todraw an anti-aliased circle
with one of the new gradient fill modes,
and Bam! DPaint IV won’t draw the top
of the circle! Well, this is a known bug
and Electronic Arts gave me a brief de-
scription of the problem, as well as a
solution. The problem has to do with all
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this technical stuff, but the simple solu-
tion is to turn off the menu bar (Press F9).
Now objects can be drawn, no problem!

Now picture this. You are creating a
stencil using the Ctrl-s Stencil Paint
command, when you switch to the swap
page. Well, you get a system message
that says “Hey! Finish all multi-tasking,
cause when you press the resume button,
I’'m gonna crash your system!” Well,
maybe it doesn’t say that exactly, but you
get the point. I’ve yet to find a way to get
out of this menu without crashing, so the
only workaround I know of is: don’t do it!
The Perfect Polygon

Ever needed to have a equilateral
triangle in your drawing? Ever need to
make a seven-sided stop sign? Ever
needed tomake any particular geometrical
shape where all the sides are the same
length? So have I, so I developed this
handy little trick to create equilateral
polygons easily. Here’s a quick guide to
teach you the basics.

1. Determine how many sides
you want for your polygon. I'm making
mine five sided. Now, see that icon next
to the grid button? That’s the Symmetry
button. Thought it was useless, right?
Well, it was there, so I figured I'd make
some use of it. Click on the gadget with
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the right mouse button. The Symmetry
menu should come on screen. Now select
the Cyclic button. Enter the number of
sides desired in the “Order” input box.

2. Determine the center of your
polygon. To do this, click on the point
button in the Symmetry requester. The
requester disappears, and you’re free to
set the center of the polygon. Now click
where you want the center to be, just like
setting the center of a circle.

3. Draw the polygon. To draw
the polygon, hop on over to the swap page
by pressing *j”. I'm assuming that your
swap page is blank. Once there, select a
color, and then select the line tool (press
“v™). When you move onto the drawing
area, you should see the corners of your
polygon following your cursor’s move.
Adjust your cursor until the corners are
justright, then click and release. If you
need a visual cue as to where to line them
up, you can “j’ump back to the swap
page. Just make sure you jump back
before clicking. You should see the
points of color where your comners will
be. Now position your cursor over one of
the corners and drag a line to the next
corner. You should see the rest of the
polygon’s edges snap into place. You
have just completed the equilateral




polygon. You want it filled? Then fill it
with the fill tool. Pick up the polygon as
a brush, go to your image, and stamp on!
Easy Anti-Aliased Fonts

There are lots of great font disks
available for the Amiga, but many of
them will look blocky in lo-res (even in
hi-res). Here's an easy way o anti-alias
anormal Amiga font. It will work both in
DeluxePaint III as well as DPaint IV,

1. Prepare your background.
When anti-aliasing, the textmust be drawn
in the exact spot you plan to stamp it
down. That's why you prepare your
artwork beforehand. In a nut-shell, anti-
aliasing is a process of smoothing out
sharp color transitions on artwork to make
the jaggies less apparent. It gives the
appearance of a higher resolution. Anti-
aliased graphicsnot only look better, they
also reduce flicker on interlaced screens.

Since anti-aliasing works on the
principle of smoothing, a palette with a
good selection of “transition” colors
works best. For example, to anti-alias
white text on a black background, DPaint
needsarangeof greys to achieve optimum
anti-aliasing. In HAM, you have all the
colors you need, so you don’t have to
worry too much.

2.Choosc afont. Picka font that
is larger than the actual size you want.
Since we’ll be shrinking the text down,
you'll need a font larger than the size
desired to begin with. One way to get
large fonts is to screen grab the
Compugraphic fonts from a DeskTop
Publishing package (Like PageStream or
Professional Page). There are lots of
good screen grabbers in the Public Do-
main. Just get the text ready to grab in
your DTP package and make the screen
grab. Workbench 2.04 (which is finally
available!) has Compugraphic font ca-
pability built right in, so you won’t need
to use a screen grabber.

3. Type your text. Just choose
the color and type. Remember that your
text color should have good transition
colors between it and the background art
work to take full advantage of anti-
aliasing.

4. Anti-alias yourtext. Todoso,
grab the text with the brush tool. Grab
very close to the edge of the text, because

the anti-aliasing will go much faster. Now
go into Perspective mode by pressing
Enter on the numeric key pad. To shrink
the text, you’ll need to move the brush
back towards the vanishing point. Just
move the brush down two, about a quar-
ter of the way up from the bottom of the
screen, and press and holddown the CTRL
key. When pressing Ctrl, you have the
power to move your brush through the Z
dimension. Move the brush through the
Z until the rectangular outline grid of the
brush is the size of the finished anti-
aliased text. Now, let go of the Ctrl key.
Position your textexactly where you want
it to be.

Turn anti-alias on to either hior low.
Hi anti-alias proves to be the smoother of
the two, but low is much faster. In
DeluxePaint IV, the Anti-Alias option is
in the Effect menu. The keyboard shortcut
for it is Alt-/. In DeluxePaint III you’ll
have to click on the grid icon with the
right mouse button (while in perspective
mode) to get to the Anti-Alias feature.
The anti-alias option will appear in the
middle of the Perspective menu that pops
up.

Now Stamp down the brush right
where you want it. You should slowly
see the text appear, in the chosen color,
but on the edges, there should be some of
the transition colors smoothing out the
jaggies.

5. Wait until it’s done. You’re
finished!
Beveled Edge Brushes

A real popular style in video these
days is the infamous beveled edge logo;
otherwise known as the embossed effect.
Youseeitall over the place, including the
new AmigaDOS 2.0 operating system
and the new look to the buttons on
DeluxePaint IV. The idea behind the
beveled edge look is simple: highlight the
half of your logo and shade the other half.
Most beveled edged logos have the light
coming from the upper-left, causing the
shadow to fall to the lower right. There
are several different approaches to the
beveled-edge logo, and here’s the basic
one,

This seems to be the fastest of all the
different techniques, and it works very
well. For it you need a simple two-color
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logo and at least three colors to work
with, although I use four. Use these
simple steps:

1. Set your colors. Choose a
single medium shade, like (R0, G7,B12)
blue, and use it as a source to make four
new colors out of it. The medium shade
is always the background. To make the
shadow color, copy the source color to a
new register, and, by sliding the Value
slider to the left, make it darker. For my
Blue, I’'m moving the Value down to 35.
Now, to make the highlight color, copy
the source shade to another register, but
this time lighten it. Normally, moving the
Value all the way to 100, then bringing
down the Saturation slider will give a
good, bright highlight color for use. I
brought the Saturation down to 50 for my
blue. Now, justasanice touch, I'll create
a slightly lighter color for the face of the
brush. Once again, copy the source color
to a new register, and lighten it up just a
hair, by moving each R G and B slider up
one notch. The technique I described
aboveis justa guideline,l1always go back
and adjust the sliders until each color is
perfect.

2. Create the bevel. To do so,
grab the artwork as a brush, and choose
the Color mode (press f2). Select the
highlightcolor and stamp down the brush.
Thisisthe highlightededge. Now, choose
the shadow color and move two pixels
right and two pixels down from the po-
sition of the highlight. Stamp down the
shadow brush. Now choose the face
color and move one pixel left and one
pixel up. Stamp down.

Ta-da! You’ve made abeveled logo!
Remember that you can always adjust
colors afterward (with the exception of
HAM mode) to your liking.

You can combine the beveled brush
with the anti-alias effect to creat some
great looking titles. Use the bevel tech-
nique on the text before you anti-alias it,
remember the transition colors, and ev-
erything should be fine.

Another column comes to an end. Is
there an gffect you’d like to know how to
do? If there is, or if you have any other
questions, drop me a line here at AVID.
Until next time, keep the mouse moving,
and good luck DPainting!
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Colum!

This month’s excerpt of From
the BreadBox comes to you from beauti-
ful Topeka, Kansas, where Lee is work-
ing on tutorials for Toaster System 2.0’s
new manual. (But more on that later).

We’re staying at 2001 S.W. High
Avenue— TimJenison’sold house. This
is the house that DigiView built. Ourdog
plays out in the yard, near the garage
where Tim developed the Toaster and
where Paul Montgomery slept when he
first came to Topeka. Pretty neat to think
about, and to relate to when thinking
about where the Toasler is going.

But where is the Toaster now? On
December 16, NewTek will start ship-
ping what they are calling Toaster System
2.0. Here’s an update on what you can
expect. The upgrade will cost $395, and
boy, will it be worth every penny you pay
forit. There are going to be over 20 megs
of information. There have been major
changes made to every part of the pro-
gram; no matter what youuse your Toaster
for, you’ll benefit from the upgrade.

The Switcher has been modified to
allow effects to be used ‘half way’; you
then hit DISSOLVE and fade your effect
inorout. Previously, youcouldn’tdo this
without two Toasters!

There’s anew Chroma effect — line
art, This stunning effect makes moving
video look like it was drawn with a pen-
cil, similar to what Art Department Pro-
fessional can do to still images.
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There are also some very interesting
new effects, which have not been previ-
ously reported on. Silhouette-type wipes
have been added to the currently exten-
sive grab-bag of effects. They use re-
corded live action to transition from one
source to another. There are a few with
women (modeled after Kiki
Stockhammer), and several sports wipes
— golfers, baseball players, etc. There’s
even a new effect of a puzzle with drop
shadows.

The Character Generator has gone
through some major changes. You can
now load ASCII text files directly into a
page. If you had to use this function
often, you could set up a template page,
and read in new text each time, saving it
out with a new name. There is also a
slower scroll speed — with five speeds in
all.

There are some helpful bug-fixes.
Non-U.S. keyboard keystrokes have been
remapped correctly, and Toaster Color
Fonts greater than 64 lines tall now ren-
der correctly. Also, the Toaster nolonger
crashes when loading Toaster Color Fonts.

LightWave has probably gone
through the most changes of all. It now
boasts quicker rendering. By changing
the rendering order, it can be hastened by
more than 100%. The new order for
rendering is as follows: 1) Foreground
IFF, 2) Non-transparent objects, 3) Back-
drop IFF, 4) Background colors, and 5)
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Transparent objects.

The foreground now hasa clear color
—not just black (as it was before), but in
arange of colors. The ideais that youcan
lay down a background, lay over a fore-
ground (with your chosen overlay color
keyed to be transparent), and then you
can insert graphics or video which is over
the background but seen through the
foreground. Kind of like blue screening...

One of the most effective changes
made to LightWave is automatic texture
map sizing, which is absolutely amazing.
Youcanhitone button and it automatically
sizes your texture map appropriately (no
more pencils with desk-sized wood grain).
Also in the LightWave upgrade is the
ability to load Framestores directly into
LightWave. These two featurescombined
will mean that LOTS of people will start
using Image maps (more on image maps
below), instead of being scared away by
them,

Lee is writing tutorials for the new
manual. He’s also working on three
companion Toaster tapes— two of which
are the tutorials recorded step-by-step
onto tape. The first tutorial tape will
include getting your Toaster going (use
of the Switcher, Luminance keyer,
Character Generator, and use with time
base correctors and single frame control-
lers). The second tutorial tape will con-
sist of techniques to utilize ToasterPaint
and LightWave to create Toaster art. The




final tape will demonstrate how to use Art
Department Professional, Deluxe Paint
IV, and Pizel 3D with your Toaster to
create graphics and animations.
BreadBox is accepting preorders on these
tapes; call us for more details.

The new manual is being heavily
edited and rewritten by former AVID
columnistJames Hebert. It’s being given
a new graphic design, and should prove
to be a more pleasant and effective read.

Since we're on the subject of graphic
design, we feel compelled to mention
Mark Porter. It’s aname which may not
be familiar to most; he’s the genius be-
hind all of NewTek’s graphic design.
Mark is responsible for the design of the
entire Toaster package — boxes, amaz-
ing brochures, ads, and even convention
booths. Mark is an unsung hero, except
around NewTek, and we figured that it
was time to start singing...

The next major convention to look
for the Video Toaster is Image World in
Miami, FL this month. NewTek should
be showing the final version of 2.0. In
addition, Lee will be giving two Toaster
seminars. So, get somesunand see2.0up
close and personal — before it hits the
streets.

The Toaster wasshowcased recently
at rock band Oingo Boingo’s annual
Halloween concerts. The band used three
cameras, and the Toaster was used for
transition effects, to play LightWave
animations created by the band’s Light-
ing Director, Charlie Unkeless, and to
scroll credits at the end of the show. On
hand to support the production was
NewTek’s Steve Hartford, and manning
the Toaster controls all three nights was
Toaster expert Bob Anderson.

Veteran special effects wizard and
longtime Amiga user Joe Conti fought
hard to get the Toaster acceptance at
Apogee -and boy hasit! The Toaster was
highlighted in two episodes of Unsolved
Mysteries, which aired in September and
November. It’s slated to be utilized for
several more future episodes. Apogee
will also use the Toaster for Twin Peaks
- The Movie. It would appear that it’s
gaining more and more industry accep-
tance...

On to tips and projects. We’d like to

correct an error in last month’s column.
We gave a description of how to utilize a
background that had been loaded into a
frame buffer, but we incorrectly stated
that the combined image could be saved.
We should have written that the combined
images could be recorded to tape. We
apologize for any confusion that may
have ensued.

We have a trick that will allow you to
use PageStream 2.0 to create bitmaps for
use in Pixel 3D 2.0. Create some text and
change your printer setting to IFFIL.BM;
print your document and import it into
Pixel 3D. One advantage to this is that
youcansize and stretch textin PageStream
without degrading image quality. It also
gives you access to a full range of
PostScript fonts. We converted Adobe
fonts from a Mac format, using AMax
and PageStream utilities, to make a 3D
BreadBox logo.

Speaking of the Mac...Even though
you're an Amiga user, you might take a
serious look at the Sundance edit con-
troller. This A/B roll edit controller lists
for $3995, and works with any Macin-
tosh. (We see used Mac Pluses with hard
drives for around $650 all the time in
southern California). The total system
cost is easily under $5000, including the
Mac. What do you get for your $5K?

Direct Toaster control (why else
would I mention it?), and animation con-
troller, 8 GPI triggers, 15 serial sources,
CMX Edit list read and write, ligth man-
agement, and all the bells and whistles
you’d expect from a high-end edit con-
troller. One very nice bonus is QBase -a
tape logging database program, available
on line during the edit. No more, “Where
is that shot?” Sundance Technology
Group may be contacted at C307 N.
O’ConnorRd., Suite 111,LB128, Irving,
TX 75039, 214-869-1002

Since Lee will be in Florida, next
month we should have information onthe
new RGB AmiLink series controllers.

We mentioned how easy texture
mapping would be in 2.0. If you want a
head start, there are a couple of great
texture packages out there.

LeoMartin’s Pro Textures is areally
nice package at a very good price. Vol-
ume one has 80 images in both 24-bit and
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HAM, and includes things like bricks,
cobblestone, and gold. Edge matching
means that the edges are seamless, which
is great for downsizing an image or mov-
ing a map. Leo Martin's Pro Textures is
distributed by Amazing Computers S.E.,
Inc., 1441 E.Fletcher Ave. #1450, Tampa,
FL 33612.

Another greatimage package is Tex-
ture City. Itis made by Texture City, and
includes work by Turbo silver/Imagine
guru, Victor Osaka. Texture City includes
24-bit images packaged in sets of 15-40
imagesin various formats, and isavailable
fora number of different formats (includ-
ing Syquest carts.). These images are
gorgeous — good enough to use as
backgrounds for ToasterPaint —and can
save you many hours of work. On a
recent job I did for Baskin Robbins (that,
of course, was needed the next moming),
these textures were a life saver— I could
not have finished the job if I had had to
grab the images I needed myself. Texture
City can be contacted at 3215 Overland
Ave., #6167, Los Angeles, CA 90034,
310-836-9224.

Fun for a rainy day...If you have a
Toasterbut don’t owna TBC, there’s still
a way to get more interesting video into
your Toaster. Hook up cable TV, either
through your cable box’s RCA out or
through your VCR’s RCA out. since
cable is an electronic (not mechanical)
signal, you can run it into input 1 without
aTBC.

What can you do? Grab Madonna
(with the framegrabber, that is). Add
your own digital effects to Monday Night
Football. Or for more fun, make a CG
crawl page, saying “Warning — severe
(weather disaster of your choice) is ap-
proaching (your home town) - take to
(appropriate shelter) immediately!” In-
vite friends over to watch some TV
(promise not to show them Revolution
again), hide your Toaster in an incon-
spicuouslocation, and cue the title. When
they seem relaxed, secretly run the title.
Move away from the door...

I have a feeling that NewTek pals
Penn and Teller (authors of the book and
video tape “Cruel Tricks For Dear
Friends”) would approve of this.

Until next time, stay tuned...
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Making Money with Your Amiga!
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B y the time youread this most of
the sticker shock of NewTek’s recent
Toaster price increase will have worn off
and be replaced by eager anticipation of
the Toaster 2.0 software. I mention this
now because it has real bearing on the
focus of this article, namely “making
money” using your Amiga/Toaster. |
don’t intend to “leave out” those of you
who are doing professional work with
your Amiga without using the Toaster. In
a future arnticle I hope to spend a bit more
time sharing my own experience market-
ing my Amiga Video services for nearly
3 years before the Toaster; but this article
is intended for those of you who are
current or possible new Toaster owners
who are wondering just how you are
going to be able to justify the still hefty
investment in the Toaster and related
accessories. I thought it best for those
new to the business side of videography
and post production to explain some of
the lingo associated with the “biz” as it
can help you to better understand how to
position the pricing of your services. I'll
also discuss just what a bargain you’ll be
able to offer your clients compared to
what they would have to pay elsewhere at
even the most basic post production fa-
cility.

Cuts Only

This term is used to describe edits
which are performed from a single source
player/recorder to an editing VTR. Typi-
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cally the kind of edits you would see used
in a news story or documentary style
industrial production.

A/B Roll

Two video sources are used, an “A”
source which is then blended with a “B”
source to the editing VTR, This type of
editing is mostly associated with com-
mercials and other types of presentation
that require effects such as dissolve or
“DVE” (Digital Video Effects) at the
transition point between the “A” source
and the “B” source.

Time Code

As the name implies, time informa-
tion is “coded” to the videotape for frame
accurate editing in the post production
process. This is usually done with an
external device (Time Code Generator),
either during the recording of the original
footage or at the Post Production Facility.
Time Code is either recorded on the
vertical blanking interval or on one of the
audio tracks. SMPTE Time Code is the
recognized standard used by the broadcast
industry. Two subsets exist within the
standard, Drop Frame, and Non-Drop
Frame. Drop Frame is used more often by
field production people; Non-Drop Frame
is more often used by animators or those
working with film to video transfers.
Don’t confuse “Control Track” with
SMPTE time code. Both methods can be
used in editing, but only SMPTE time
code can be used to build a decision list
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for multi-source post production. There
are many portable TC generators on the
market as well as a few internal A2000
cards that will generate your time code
after the fact, but a time code “inscrter” is
required to make the appropriate “Win-
dow Dub” used in “Off Line” editing.
Window Dub

Refers to the working copy of the
original footage which s transferred with
the time code information displayed in a
small window on the screen.
"Off Line" Editing

Refers to the process of editing a
“rough cut” of your footage from your
working window dub(s). This process is
used to compile the “edit decision list”
which shows your in and out points in
SMPTE time code. This information when
completed can be used in the final “On
Line” edit session. Since “On Line” time
is usually much more expensive in a post
production facility, “Off Lining” gives
you the flexibility to try different versions
of the edit sequence before booking the
“On Line” edit suite. Typically all the
edits in this version of your project willbe
“Cuts Only”. Any dissolves, graphics or
effects will be done in “On Line”.
"On Line" Editing

This is when all of the various ele-
ments of your production are brought
together for the “Final Cut”. The “On
Line” suite contains the expensive tech-
nology required to do the fancy effects
associated with A/B Roll.
Let’s Talk Money

Generally speaking, most of the
projects I work with fall into two cat-
egories, Broadcast Commercials, and
Industrials. Although local market prices
may vary on Broadcast production, In-
dustrials tend to be about the same in
most parts of the country. Assuming that
you are to act as the “Producer”, that is to
say-that you will be responsible for co-
ordinating all aspects of the production
(acquiring footage, talent, copy, music)
through your company, a “Cuts Only”
production is usually bid on a cost per
finished minute basis. In other words, if
the final project is to be 5 minutes long,
then your budget would be set at about
$1000 per finished minute, equaling




$5000. This is typical for a simple narra-
tion over footage style production with
music background throughout. The same
project done with “A/B Roll” would be
roughly double the cost, or $10,000.
Adding items such as computer graphics
or titles can vary widely on complexity,
and would be billed separately on a time
and materials basis. You would pay for
all of the required elements out of the
final budget, with the remaining portion
to be your payment for overseeing the
project. Copywriting, Music license fees,
Narrators, On Camera Talent, Location
Videography, and other associated costs
can add up quickly so it’s best to have a
good idea of what these services will cost
you before submitting a final bid.
Broadcast projects are generally more
expensive relative to the cost per minute,
because there is as much if not more work
associated with a 30 second commercial
as there would be in a 3 to 5 minute
industrial. Broadcast projects almost al-
waysutilize “A/BRoll” and digital effects
as well as heavy use of fonts (titles) and
graphics. The VoiceOver or On Camera
Talent usually costs more as well. I find
that most broadcast projects are more
deadline related, demanding rush service

onalmost every aspect of the production;
this adds significantly to the costand I bid
accordingly.
Enter the Amiga/Toaster

I know we’ve all read NewTek’s
ballyhoo about $50k worth of production
effects for a fraction of the costetc., butin
all honesty I must say that inspite of the
“hype” style in which that message is
delivered, there happens to be a lot of
truth to it. Until the Toaster entered my
life, I had to go off-site for everything
except the most basic productions, cost-
ing me up to 50% of my overall budget on
outside post services for my higher bud-
get projects. After all was said and done,
I was actually making much less per
project when going off-site. I guess it was
some kind of penalty for my acquiring
more sophisticated clients (work harder,
make less money). Acquiring the Toaster
and using it to replace those services
meant that I also had other associated
expenses, TBC’s, Time code reader/
generator, Accelerator/RAM, larger hard
disk, broadcast quality 3/4" SP and MII
VTRs, A/B roll edit controller, in short, a
big pile o’money. I got that pile 0’'money
by using the Toaster to add high end
graphics to my work reels that I would

then take into other post facilities, cutting
way down on the final “On Line” time,
giving me more of my precious budget
back in my pocket. The Toaster also gave
me the tools to put “‘speculation” presen-
tations together that would make my
competitor’s bids look like they didn’t
have the resources to do the job with the
client’s specific needs in mind. A subtle
but none-the-less valuable marketing
advantage. Even with the most basic
Toaster system you can put together a
knock out presentation in short order. All
the expensive toys Toaster emulates or
replaces cost high bucks in the “On line”
suite. No matter what your opinion con-
ceming the “Cool” folks at NewTek,
there’s one thing you gottaknow, youcan
make money with this thing!

In future articles I hope to give you
some ideas on marketing your services.
There are plenty of opportunities out there
such as art gallery music videos, accident
re-creations for court evidence, home
brew “how-t0”, and others. If you have
some ideas that are working for you,
write me care of AVID and we’ll help
spread the word.
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Review

Spectracolor

S pectracolor, from Oxxi, isanew
HAM paint program that combines pow-
erful drawing features with animation.
Borrowing from its predecessor Photon
Paint, Spectracolor retains some of the
earlier program’s better features such as
the ability to wrap custom brushes around
cubes, balls, cones, etc and offers some
very useful animation features as well.
Intuitive, well-designed and fast,
Spectracolor is probably the best HAM-
only paint program currently available.

Because Spectracolor combines
HAM painting with animation, itis inevi-
table that comparisons will be made with
Deluxe Paint IV (it doesn’t help that both
programs were released atapproximately
the same time). However, Spectracolor
has some paint and animation features
not found with DPaint IV or not as easily
implemented. While I am a big fan and
user of DPaint, I began to appreciate the
strengths of the program after spending
some time with Spectracolor. DPaint IV
does have some features that I would like
to see included with Spectracolor (such
as DPaint’s move requester for doing
brush animations), but Spectracolor is an
excellent program for creating HAM
images and animations.

Upon loading the program, the user
is presented with the tool kit. Included are
a host of standard drawing tools, includ-
ing eightdifferent round and square brush
tips, various frechand, straight and curved
line tools, paint bucket and variable
airbrush, and filled and unfilled polygo-
nal, rectangularand elliptical shaped tools.
Completing the list is the text tool, mag-
nify tool, scissors tool (for cutting out
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custom brushes) and undo and clear but-
tons. Underneath the toolkit is the palette
paint box. While these are certainly stan-
dard tools, not all HAM paint programs
have them. For instance, Digi-Paint 3 has
no straight line tool.

Two of Spectracolor’s outstanding
features are found within the tool kit. The
magnify window and palette paint box
are both done exceptionally well. The
magnify window can be moved to any
part of the screen. Plus and minus tools
allow quick zooming in and out from the
magnified area. The magnification size
of the window can be easily changed
from maximum to minimum, or the de-
fault halfway setting. The area to be
viewed can easily be scrolled around as
well. Finally, the size of the window can
be adjusted to show more or less area
simply by clicking on the lower right
corner of the window and dragging the
mouse.

Directly beneath the toolkit, the paint
box palette displays 64 colors that can be
selected at any time. An extended color
palette can be displayed underneath the
standard paint box with all 4096 colorsin
three spectrum boxes to choose from.
Because it can be difficult to select the
exact shade of color needed from three
small boxes displaying so many colors, a
fourth box called the color zoom area is
available. The color zoom area shows a
magnified view of only a few colors at a
time. When you move the cursor any-
where inside one of the three spectrum
boxes, you see the color being selected
and the surrounding shades inside the
color zoom area. Once the exact shade
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hasbeen found, simply click onthe mouse
and it becomes the new foreground color.
Colors can be modified using either tradi-
tional RGB or HSV sliders.

Spectracolor works well with fonts.
A load command will access fonts from
any source. Color fonts are supported.
Textcan be plain, italic, bold, underlined,
outlined or reversed.

One of the strengths of Spectracolor
is its ability to manipulate brushes in a
multitude of ways. Custom brushes can
be quickly and easily wrapped onto shapes
such as a cone, ball, tube or three-sided
cube. For example, perhaps you want to
exaggerate a person’s face by wrapping it
across a ball. Simply cut a brush of the
person’s face and activate the wrap-
around-ball command. The program will
automatically wrap the brush around the
ball or any of the other shapes provided.
The size of the ball can be defined as well
so that the size of the wrapped brush may
be larger or smaller than the original
brush. Contour wrapping is a sophisti-
cated technique for wrapping brushes onto
auser-defined three-dimensional surface.
Any shaded area of the screen can be used
to define the contour. After the area has
beenselected, a wireframe representation
or contour grid will be calculated. The
grid can be rotated in all three planes.
After defining the perspective for the
grid, the custom brush is wrapped around
the countour map. The results can be
amazing.

Custom brushes can also be bent,
stretched or twisted into new shapes. The
tilt command will move a brush through
the X, Y, and Z planes. And finally, and




perhaps the most powerful of all the brush
manipulation tools available, is the lumi-
nosity command. Luminosity allows the
user to set the direction and intensity of
the light source falling on a brush, as well
as control the amount of dithering and
contrast, as the brush is wrapped onto a
ball, tube or other three-dimensional sur-
face (the free wrap tool can be used to
perform luminosity functions without
affecting the shape or size of the brush).
By using the luminosity function, the
edges of brushes can be softened and
sharp detail lost. The light source can be
directly in front of or behind the object or
moved off to the side. By being able to
modify brushes in this manner, interest-
ing effects such as back-lit brushes canbe
achieved.

Spectracolor has another set of con-
trols that affect the way filled areas and
brushes are pasted on-screen. Found un-
der the foreground and background menu
columns, they include blend, lighten,
darken, hue and saturation, and the three
logical color combinations AND, OR,
and XOR. All are very useful and power-
ful, but the blend mode is particularly
good. Simply put, blend will combine a
brush, filled area or text with whatever is
behind it. Blend allows the user to add
delicate shade and shape to an object, or
blur the edges and blend the object onto
the screen. A special control window
allows the user to easily change the set-
tings. Among other things, gradient fills
can be defined with blend. Anexample of
using the blend function would be stamp-
ing ared ball as the sun againstan evening
sky. Blending would make the red ball
appear to be part of the sky instead of just
a solid red ball stamped on the screen.
Blend is comparable to the translucency
mode found with DPaint IV.

The other modes found with
Spectracolor are very useful but describ-
ing each of them would take too long.
Suffice it to say that the hue mode of
Spectracolor is comparable to the hue
mode of DPaint IV, and the hue and
saturation mode comparable to the tint
mode of DPaint I'V.

The final major topic to be discussed
is animation. Before Spectracolor (and
Deluxe Paint IV), HAM animation was

limited or difficult at best. Spectracolor
allows for either linear (straight line) or
freehand (curved) motion paths of both
brushes and anim brushes. Linear motion
paths are defined by setting the first and
last frame positions on your computer
screen and having Spectracolor calculate
the frames in between. This is called
“tweening”, where the user defines the
beginning and end points of the anima-
tion and the computer does the rest. Free-
hand motion paths are done in a similar
manner except that the motion path be-
tween the beginning and end points is
defined by the user drawing any kind of
path, straight and curved, for the brush to
follow. Any kind of brush movement can
be defined simply by drawing on the
screen, even paths that loop around them-
selves. A wireframe preview mode is
available that shows what the animation
will look like before rendering.

Once the animation has been ren-
dered, a set of controls much like that
found on a VCR will play the animation
at normal speed, advance the animation
forward or backward one frame at a time,
or quickly go to the first or last frame of
the animation. A sixth control defines the
rate of speed that the animation is played
at, the range of frames to be played back,
and the ability to ping pong or have the
animation repeatedly move forward then
backward.

Itisvery easy toincorporate resizing,
rotating and the wrapping of brushes onto
balls, cubes, etc., while animating the
brush. A good example of this is one of
the tutorials included with the program.
A ball bounces down a flight of stairs and
becomes larger as it approaches the front
of the screen. By using the resize com-
mand to make the ball larger for the final
frame of the animation (when the ball
reaches the bottom of the stairs) than the
first frame of the animation (when the
ball justbegins to move), itis very easy to
create such an effect.

While the above information de-
scribes some of the more interesting fea-
tures of the program, there is a lotmore to
Spectracolor. A few other noteworthy
features are a severe overscan interlace
mode of 384 x 560 pixels, color cycling,
the ability to automatically add shadows
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to brushes and filled shapes, the ability to
recenter the screen from the program
using the screen offset function, and a
video mode that hides the tool kit and
pointer when recording to videotape. The
manual is very informative and well done,
with plenty of useful examples and illus-
trations.

Spectracolor is an excellent HAM
paint and animation program that is as
good as its competition or better. While
Digi-Paint 3 has similar blending modes,
itdoesn’t provide animation. Deluxe Paint
IV, in addition to offering non-HAM
painting, does a better job of handling
linear animations via the move requester
and also does a better job of doing per-
spective. But Spectracolor offers free-
hand non-linear animations, powerful
blending of images, brush luminosity and
brush wrapping around shapes that DPaint
doesn’t offer or doesn’t do as well.

Spectracolor
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Imagemaster

If you like programs with zillions
of functions, you’ll love Imagemaster.
For about $150 street price you get more
image processing goodies than you likely
will ever have time to fully explore.
Imagemaster is not, however, a substitute
for ASDG’s Art Department Professional
{ADPro). Whilethe programs share some
functions, they’re largely mutually ex-
clusive, with the latter excelling particu-
larly in its support of many Amiga and
non-Amiga image standards, as well as
scanning hardware. Imagemaster, on the
other hand, supports IFF, DCTV, GIF,
HAM-E, and that’s about it. But there’s
literally no limit to what it can do with
images in these formats.

Imagemaster is the any-Amiga ver-
sion of Image Professional, the software
that comes with HAM-E, the enhanced
display device from Black Belt Systems.
And let’s not forget Imagemaster-F/c, a
special version for Impulse, Inc.’s Fire-
cracker 24-bit display adapter. Included
with all three versions is a powerful in-
tegrated 24-bit paint program.

All image processing is done using
24-bit accuracy as well. Unfortunately,
without HAM-E or Firecracker, the pro-
gram employs only the standard Amiga
graphics modes with or without interlace
(but without overscan), including Extra
HalfBrite, to display the results. All
images are scaled to fit the current reso-
lution when loaded, which results in re-
duction or enlargement, depending on
the image’s original size. HAM offers
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the most colors, of course, but you're
limited to low horizontal resolution. There
are two HAM modes; Quality HAM in
which the palette is calculated based on
the colors present in the current image,
andFast HAM which uses a preset palette.
The program seems to sacrifice quality
for speed in either case; displayed images
suffer evenin the quality mode, displaying
a marked spotty appearance. A close
comparison between the same GIF image
loaded into both Imagemaster and
ASDG’s Art Department Professional
(ADPro) prove that the latter does a
smoother job of rendering in HAM. Of
course, since you can save images in 24-
bit format, you can use most Amiga dis-
play enhancers to see modified images in
all their glory.
Imagemaster and DCTV

Speaking of display enhancers,
Imagemaster supports the DCTYV file for-
mat, but only via the library file
dctv.library distributed by Digital Cre-
ations, but unfortunately not included
either with DCTV or Imagemaster. If
you load a DCTYV image, it’s automati-
cally converted to24-bits. Youcanrender
(save) an image to a DCTV-format file
and the image is shown briefly (don’t use
overscan) during the conversion process,
immediately after which the Workbench
screen pops to the front with a file re-
quester.

However (hot tip coming!), the
DCTYV screen is still available via the
Amiga’s multi-tasking operating system.
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There’s no front/back gadget on the
screen, so you must be able to putall other
screens behind it, or use the keyboard. 1
use and highly recommend a public-do-
main utility called Flip, available on the
Fred Fish disks, that lets you flip con-
secutively through all available screens
with Left Amiga-N, and through all
windows on the current screen with Left
Amiga-M. In fact, while Imagemaster
multi-tasksnicely, its interface lacks front/
back gadgets, so you must use keyboard
controls to switch to other screens.

Once you're done looking at the
DCTV image, flip back to the Work-
bench screen and click on Cancel (or save
the image if you like) to return to process-
ing or painting. Of course, when you’re
actually working with an image you’re
stuck with viewing it in the Amiga graph-
ics mode of your choice.

In speaking recently with Barry
Chalmers, one of the program’s devel-
opers, I asked about possible direct sup-
port, thatis image processing in the DCTV
display mode. Apparently there are no
plans for such a version at this time,
although I suppose they might change
their minds if enough of you DCTV
owners out there buy the program and
write in,

Getting the Big Picture

Before we get down to to describing
the sumptuous array of features, here are
a few more vital statistics. Imagemaster
can handle images of up to 32,767 x
32,767 pixels, within memory constraints




of course. By the way, fora picture of that
size all you need is a measly 5 gigabytes.
There’san optional Undo, and full ARexx
support. Included is an ARexx script and
support programs to load and save 24-bit
images in a lossless compressed format
developed by Black Belt called PMBC.
Inmy limited experiments I found PMBC
to save about 10% more space than
standard IFF.

The manual gives required memory
sizes for other size images, and tells you
how to calculate the requirement for any
size file. It also gives a rule of thumb for
memory consumption: use your thumb to
pecloff $$$, give unto your local memory
vendor, and make sure you get memory
in return. And to that I add, if you’re not
adding that memory to a 68030 or 68040
accelerator card, you're throwing the $$$
away. Some operations take a while even
on my 68040-equipped 2000.

Unlike ADPro you can have many
different pictures loaded simultaneously
and perform operations between up to
three at any time. Specifically, a third

picture can be defined as a blend control
buffer, from which its luminance is used
to determine how two other images are to
be blended together. There’s a whole
buffer control section which lets you do
everything except copy one buffer to an-
other. There is a quick workaround, as
described in the manual; just clip the
entire image to a new buffer.

In the default display mode, called
Entire Image, the loaded image is scaled
to fit the current display mode. The
alternate mode, Exact Image, shows the
image at full size, letting you use the
arrow keys to pan around if larger than
the current screen size. When I tried this,
the area panned into wasn’t displayed
correctly. I called Black Belt about this
and was assured that this was fixed in
Version 1.4, which is available as a free
upgrade.

The Interface

Imagemaster doesn’t use any drop-
down menus—just buttons. The Main
Control Panel consists of a row of nine
rectangular buttons covering the the bot-

tom fifth of the screen; Exit Imagemaster,
File Input/Output, Compose Panel, Paint
Panel, Display Panel, Buffer Panel, Macro
Panel, and Setup Panel. Some buttons
aren't enabled until certain conditions
are met. Forexample, the Compose Panel,
used for mixing images, is ghosted until
you load at least two images and specify
a secondary buffer to be mixed with the
primary or visible buffer.

The Macro Panel lets you load and
save macro sets, edit short individual
macros, invoke an external text editor to
modify longer macros, and run macros.
Youcan edit and invoke macros any time
with Control-Function Key and Function
Key respectively.

The heart of the program is the Pro-
cess Panel, which contains a full 72 but-
tons. From left to right and top to bottom
they are: Contrast, Brightness, Gamma,
Dynamic Range, Histogram Equaliza-
tion, Sharpen I, Sharpen II, Low Pass
Filter, High Pass Filter, Smear, Decontour,
Contour, Remove Pixel, Remove Streak,
Remove Chunk, Remove Feature, Make
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Mono, Make Luma, Mono Negative,
Luma Negative, Color Negative,
Colorize, Set to Color, Pseudo Color,
False Color, Line Art, Edge Line, Motion
Blur (my favorite!), Implode/Explode,
Spiral Blur, Thin, Thicken, Saturation,
AdjustHue, Posterize, Solarize, Pixelize,
Horizontal Flip, Vertical Flip, Color De-
rivative, Watercolor, White Balance, Grey
Balance, Antique, Unantique, Blueprint,
Connect, Disconnect, Point Cellular,
Asterize, Reduce Glare, NTSC Limit,
NTSC Filter, Antialias, DigiView Cor-
rect, Set Gradient, Gradient Fill, Area
Fill, Define Color, Clip Region, Stretch
Clip, Rotate Clip, Clip 2X, Clip .5X,
Stepped Zoom, Set Blend, F/X Panel,
RGB Panel, Analysis Panel, Make Mask,
Print Area, and Done. There are so many
buttons here that it sometimes takes a
while to find the one you want!

The Process Panel’s F/X Panel but-
ton brings up another array of 29 special
effects, including Bas-relief, Wave Dis-
tort, Dome, Random Tile, Make Shine,
and onand on. The Analysis Panel offers
eight image analysis functions, including
Histogram Evaluation, Set Scale, and
Measure Area and Distance. Iis useful
Color Count function not only tells you
exactly how many different colors are in
your picture, but it also calculates the
percentage of the available color space
used based on the number of pixels in the
image.

All processing effects and analytical
functions can be performed on the entire
image, or on an arbitrary rectangular or
elliptical region specified with the mouse,
or on a centered rectangular area, or on
polygonal or freehand areas you specify
interactively. Black Belt has even in-
vented a new way of specifying aregion,
called Polyarc, that consists of a ring of
spline segments; sort of a spline polygon.
There are buttons for selecting the last
region used.

After an initial period of experimen-
tation, you'll probably end up using a few
of the processing functions constantly,
while hardly touching the rest. In any
case, it’s nice to know they’re all there.
Here's a brief look at some of the more
useful and/or interesting effects.

Contrast, Brightness, and Gamma
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(brightens or darkens middle colors with-
out affecting the extremes) all work simi-
larly to the same functions in ADPro,
except that they use a scale of -100% to
+100% instead of -50% to +50%, and to
increase Gainma you reduce the percent-
age. Curiously, while ADPro’s manual
emphasizes Gamma'’s brightening capa-
bility, Imagemaster’s stresses the con-
trast-affecting properties.

Convolution is the method of using
matrices of numbers to perform sophisti-
cated image processing functions, chief
among which isthe emphasis of obscured
detail in fuzzy images. Imagemaster uses
convolution forits SharpenI and Sharpen
II functions, and lets you create your own
convolution setups in a 3 x 3 matrix.

Remove Pixel, Streak, and Chunk
are fine for smoothing out image irregu-
larities, but their cousin, Remove Feature,
works spectacularly well by letting you
specify a region whose interior is to be
defined by and blended in with its im-
mediate surroundings. Tused ittoquickly
remove my glasses from a digitized self-
portrait, and with a bit of touching up, the
results in 24-bits were convincing. This
process will no doubt be popular among
videographers with vain clients.

There are anumber of processes that
work by smearing pixelsusingan averag-
ing effect, including the unique Spiral
Blur, Smear,which is non-direction, and
its directional cousin Motion Blur. The
latter works fine for short distances, but
the blur intensity doesn’t fall off quickly
enough for longer distances.

I could go on and on—the list of
effects sometimes seems endless. You
really need to spend time experimenting
to get a feel for most of them. Fortu-
nately, one of the region choices is Pre-
vious Region, so combined with Undo
you can easily use the same area to re-
peatedly test variations of an an effect.
The manual illustrates some of the more
bizarre effects, using the same large pic-
ture of Charles Darwin. If he could have
seen what would become of his portrait,
he might have dropped his theory of evo-
lution in favor of one of de-evolution.
Compositing Images

Imagemaster gives you a tremen-
dous range of ways mixing pictures to-
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gether. Not only are these techniques
applicable to combining images, but also
to the way processes affect their target
areas. There are two basic methods;
merging, in which the entire secondary
image is scaled to fit into the area you
specify for the merge, and rub-through,
in which only the part of the secondary
image in the applicable area is merged.
There are 12 variations onthese two, plus
normal and absolute add and subtract,
exclusive or, emboss and punch, brush
warp, and more.

The Set Blend screen is a powerful
tool for individually controlling how the
top, bottom, and left and right sides of the
secondary image blend into the first. It
consists of four line graphs which you
can draw in directly, flip vertically and
horizontally, lock, and copy to any or all
of the other graphs. There are five blend
presets for commonly used graph setups,
and you can save and load custom setups.
And as mentioned, you can use a third
image’s luminance to control how the
primary and secondary images are com-
bined.

Painting With Imagemaster

Thisisa full-featured paint program,
not just a few drawing functions tacked
on as an afterthought. You can use any
buffer or pick up any shape from the
current image as a custom brush, or paint
with a standard rectangular or elliptical
brush. Line drawing functions include
the usual geometric shapes and freehand,
and modes include solid, tint, antialias,
use range, brightness, and sharpen.
Transparency brush modes are additive,
absolute, and fade out, which eventually
becomes completely transparent. There’s
also fade thru, which fades in, then out.
Not to mention the various modes that let
you rub through to anotherimage. One of
the few design flaws is that when drawing
with a solid color you have to switchtoa
different panel to change the color.

For area fills including geometric
shapes, freehand, and flood fills, as well
as line drawing, you can set ten ranges
eachcontaining up to256 colors. Ranges
are easy to set by selecting the endpoints
from the palette cube, then using either
the RGB, the RGB mirror or the Hue
spread gadget. Range fills can be hori-




zontal, vertical, any angle, orradial, warp
horizontal and vertical, and can be used
to outline any shape. Brush fills can be
tile, brick tile, warp, and warp tile. The
Smooth Range option automatically cre-
ates a smooth gradient from a range
consisting of as few as two colors—a
great shortcut if you use gradient fills
often. Fill transparency can be controlled
via the Compositing controls mentioned
above. Last butnot least, you can add text
using standard Amiga fonts, Workbench
2.0 Outline fonts, and color fonts.
ARexx Support

As mentioned above, the program
fully supports external control as well as
enhanced interactive control via ARexx.
You canassign up to ten ARexx scripts or
commands to the function keys, loading
and saving them in sets. And if you set
things up right, which doesn’t take much,
you can use your favorite text editor from
within Imagemaster to modify scripts
assigned to function keys with a few
mouse clicks or keystrokes. All program
commands are available from ARexx
scripts. Incidentally, if you have Work-
bench 2.0, you have ARexx.
Customer Support

Support from the manufacturer is
important with a complex product like
Imagemaster. I encountered a number of
more-or-less serious bugs while re-
searching this review, and was somewhat
dismayed to find in the manual that cus-
tomer support takes place only between
the hours of 2 and 4 PM Mountain Time.
The first day I encountered nothing but
busy signals, redialing constantly over a
15-minute period with no luck. The sec-
ondday I gotthrough after about ten tries,
and was courteously and informatively
assisted by one of the program’s devel-
opers. He explained that the all the bugs
I found had been stomped in version 1.4,
which he promised to mail to me right
away. So Black Belt does provide good
customer support if you can get through,
which can be difficult given such a lim-
ited window of availability.

Imagemaster can (and should) be
installed on a hard disk, and uses the
manual method of copy protection. When
you run the program for the first time, it
asks you for word 4 from line 2 in para-

graph 3 on page 140, for example. If you
answer correctly, it creates a file called
“xconfig.xconfig” in the Workbench S:
directory. For the next few days you
don’t get the question. After a while,
however, the program asks you again to
make sure you still have the manual, and
if you answer correctly, the
xconfig.xconfig file is updated. In my
opinion, the only type of software that
should be copy-protected (if any) is
games, and it’s especially irksome with
programs such as this one that have the
potential tobe everyday tools. Youwon't
get very far with Imagemaster without
the manual in any case. And the other
major Amigaimage-processing program,
ADPro, seems to be doing fine without
any copy-protection at all. Black Belt,
you're cutting off your nose to spite your
face!

The 200-page spiral-bound manual
on the whole is quite good, describing
functions concisely, with more-or-less
elaborate explanations where necessary
in most case. There’s a good table of
contents, and a better but incomplete in-
dex. A few commands are omitted, which
isn’t surprising considering the massive
quantity of program functions.

Black Belt is to be congratulated on
the addition of such a useful and feature-
laden program to the pantheon of Amiga
graphics programs. There’s no other
image-processing program that comes
close to offering the wealth of power
contained in Imagemaster. Although
when you use the program you’re seeing
HAM mode, you’re actually working in
24-bits, and the final results are as high in
quality as you’d expect with the avail-
ability of millions of colors. And if
Imagemaster doesn’t get me to start
programming in ARexx in order to ani-
mate some of those effects, nothing will!

Black Belt Systems
398 Johnson Road
RR-1, Box 4272
Glasgow, MT 59230
800-TK-AMIGA
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Professional
Video Taped

Tutorials
from the

UPPER
CRUST

Los Angeles
Video Toaster User’s Group
[y VALUABLE TIPS: Lee Stranahan,
Head of Upper Crust, Chris Moras,
and other Toaster pro’s take you

beyond the Toaster User Manual
and other tutorial tapes.

[y TOASTER COMPATIBILTY:
Newest hardware and software are
previewed and demonstrated.

[y TOP VISUAL QUALITY: Direct
hi-band digital mix of RGB, Toaster
output screens, VCR, and live
cameras are used in productions.

Tapes Currently Available:

1 Sampler 1 - Sampler of vols. 1.3 $19.95

| Sampler 2 - Sampler of vols. 2.4 $19.95

l-l-l-l-l-l-l-l-l-l—I-I_I_I-I-I-I_I_l-l_l-\

| Vol 1- Texture City Demo, 3D Logo

. Demo Tutorial, Toaster Fonts,
and Toaster News. $34.95

Vol. 2 - Lightwave 3D Tutorial (Fish
Animation, Water and Cloud
Effects), 3D Toaster Fonts, and
Toaster News. $34.95

Vol. 3 - Modeler/Lightwave 3D/DCTV
Conversion Tutorial, Toaster
Fonts, Toaster News.  $34.95

Vol. 4 - Toaster Basics, Pixel 3-D demo,
W/ LW3D Light Refraction tutorial
Demo reels, Toaster News, and
much more. $34.95
All tapes approx. 2 hrs, VHS Only.

Add $4.95 for shipping & handling.
CA residents add 8.25% sales tax.

To order, please send check, or M.O. to:

Toaster Crustaceans
1730 Arcane Street
Signi Valley, CA 93065

(805) 522-4864
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R Review

You say you love tinkering with

your Toaster, but dread writing the video
script? Maybe you just don’t look for-
ward to hassling with margins and the
special formatting involved in writing
scripts.

Fortunately, there is a solution, and
it’s in a word processor you may already
own. ProWrite 3.2 from New Horizons
Software is a great program,; fast, versa-
tile,and easy-to-use. That’sabonus. What
makes ProWrite perfect for video scripting
and storyboarding are two elements you
won’t find combined in another Amiga
word processor—side-by-side columns
and picture support.

ProWrite meets any scripting need
with up to five columns. You can edit,
reformat, put in page breaks, and change
fonts, all without disturbing the relation-
ship of the video description or pictures
associated with the text! ProWrite makes
writing and editing your video script as
easy as writing and editing a letter.
Setting Up For Scripting

Load ProWrite from the CLI or by
clicking on its icon. When the program
finishes loading, you will have a new,
blank document named Untitled #1.

To set up this document for video
scripting only two settings need to be
changed from the factory presets. Go to
the DOCUMENT menu and choose
LAYOUT.

Click once on the up arrow of the
Columns Number gadget, changing
NUMBER OF COLUMNS from 1 to 2.
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Then click on the RIGHT-HAND Col-
umns Type gadget. This is for side-by-
side columns. Click on OK and you’re
ready to start creating.

You can save different configura-
tions under different names. To save your
Video Script preferences at any time, go
to the PROJECT menu and choose
SETTINGS and the submenu SAVE AS.
If you save under the name “ProWrite
Defaults” ProWrite will default to this
configuration every time you start the
program. Save under another name to
load your script settings only at the times
you want to work on new scripts. I sug-
gest you save under a name such as
“Scripting Defaults” so the file can be
recognized as a ProWrite Defaults file
while doing disk housekeeping.

Basics Of Using Two Column

Setup

Back at the document screen, you’ll
see the cursor is in the upper left part of
the screen, You are in the video column
on the left, so start typing a typical de-
scription. As you type you will see word
wrap taking place around the middle of
the screen, not at the usual right margin,

When you have completed your video
text, and you need to get to the second
column on theright, simply hit RETURN,
as though starting a new paragraph in a
letter. You will see the cursor, and subse-
quent text, appear in the audio column.
Type in the narration that accompanies
the video text you have put in the left
column.
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Once you have a video/audio section
completed, start a new video/audio sec-
tion with a SHIFTED ENTER combina-
tion. The cursor appears on the left side
again, on the next line beneath both sec-
tions. To create a space between two
sections, use SHIFTED ENTER again
before typing in a new section.

To illustrate how this works in an
actual script, you can see how I wrote this
passage from a recent script on ecology
for children. Starting with the cursor on
the left, I write the video side:

CHILD FEEDING FISH IN TANK

I typed this normally, “child feeding
fishin tank”, and then made the phrase all
uppercase by selecting the phrase with
the mouse and choosing the option
CHANGE CASE: UPPER CASE from
the EDIT menu.

Then I hit RETURN to move to the
second column and I typed the narration:

You might think fish don’t take care
of the place where they live. If you have
fishin atank at home, youknow you have
to give them food and clean the glass.

As you can see, the narration takes
up more space than the video. ProWrite
word wraps and moves the text down
automatically. A new video/audio section
will start at a point under both of the
previous sections, keeping audio and
video connected without any confusion.
Making Small Format

Changes

You can use soft returns to format
within the column. A soft return is the
SHIFTED RETURN key combination.
By putting a soft return between the two
sentences of my narration, they can form
two different paragraphs while still re-
maining connected to the video portion
of your script.

You might think fish don’t take care
of the place where they live.

If you have fish in a tank at home,
you know you have to give them food and
clean the glass.

A soft return can be used to modify
or comment the video section as well.

CHILD FEEDING FISH IN TANK

(LIVE ACTION SEQUENCE)

To begin editing, first highlight what
you wish to edit. Double clicking on a
word selects it, triple clicking selects a
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sentence. Holding downthe ALT key and
double clicking selects a paragraph. To
select the whole document, you can use
ALT and triple clicking, or choose the
command SELECT ALL under the EDIT

menu.

Using the CUT, COPY, and PASTE
commands under the EDIT menu lets you
make changes to the document. Select
and cut or copy a section. Put the cursor
where you want the section to go and
pasteittoadifferent part of the document.
Column relationships will always be
maintained.

New or Moved Sections

If you want to add a new video/audio
section, put the cursor at the beginning of
the left column and use SHIFTED EN-
TER to open a new section. Move the
cursor left one space to get back to the
beginning of the new section, and type in
the video and audio as usual. The rest of
the script will move down to make room.

Keep in mind the invisible format
indicators in the document, such as re-
turns, soft returns, and shifted enter
commands, when you cut and paste. If
something isn’t working the way you
think it should, you may be putting the
cursor on the wrong side of the invisible
format indicators. To make these indica-
tors visible, choose the SHOW
INVISIBLES command under the VIEW
menu.

Tomove one video/audio section, be
sure to select the entire section. By this I
mean both columns including the end of
paragraph marker. This way you are
making sure the columns will remain
hooked together in the same relationship
they held before they were cut or copied.
Making Big Format Changes

Individual sections can be formatted
independently. When the cursor is in a
particular paragraph, any formatting
changes made to the ruler at the top of the
document will change that paragraph.

If the ruler is not already showing,
youcanseeitby choosing SHOW RULER
in the VIEW menu. The ruler will appear
at the top of the document, with mea-
surements and formatting guides. By
clicking and holding the top part of the
left margin marker, you can move the
marker and indent the paragraph by any
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number of spaces. Click, hold, and move
either margin marker to change the mar-
gins for the paragraph which contains the
cursor.

To make ruler adjustments over
larger areas, first select the portions you
wish to change by clicking and dragging
the mouse. When you click and drag the
mouse at the beginning of a section, the
highlighting will continue to the second
part of the column before it jumps to the
nextsection. Thisindicates how ProWrite
has joined the video and audio in the two
columns.

Once the highlighting has covered
all the paragraphs you wish to change,
make your adjustments to the ruler. The
changes will apply to all paragraphs se-
lected, even those that are partially high-
lighted.

Another way to reformat large areas
is to copy and paste the ruler settings.
Whenthe cursor is in the paragraph whose
formatting you wish to copy, choose the
menu option RETAIN FORMAT under
the EDIT menu. Move the cursor to an-
other paragraph, or select several para-
graphs, and paste the settings down with
the command APPLY FORMAT under
the EDIT menu.

To set wider margins for the entire
document, choose the menu option SE-
LECT ALL under the EDIT menu. Now
any adjustmentsmade tothe ruler settings,
or an APPLY FORMAT command, will
apply to the entire work. The LAYOUT
option in the DOCUMENT menu lets
you change the amount of space between
the columns.

Storyboarding

For storyboarding with pictures the
basic technique is the same. There are
two additional steps; bringing in the
picture, and making room for the picture
in the column.

To bring in a picture, choose the
command GET PICT... in the PROJECT
menu. Chose the desired picture from a
menu, set the shading, and the picture
will appear with its upper left corner
fitted into the upper left corner of the
screen.

To reposition the picture, move the
I-beam pointer over the picture and the
pointer changes to an arrow. Click and
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hold to drag the picture into position
anywhere in the document. Let go of the
mouse button to drop the picture into
place. You can also highlight the picture
with a single click and use cut and paste
to move it somewhere else.

Do not use pictures that are wider
than the column you have set up to hold
them, or the picture will overlap the text
in the next column. To further fit the
picture into your format, you can use the
grab boxes on the right side, bottom and
corner of the picture to resize.

The second additional step needed to
bring pictures into a multi-column script
is using the SHIFTED RETURN key
combination, or softreturn, tocreate space
in the column containing the picture. In
this way you will set the boundaries of the
picture, so ProWrite knows where to put
text beneath it.

Once you have the picture in posi-
tion, place the cursor at the beginning of
the column the picture is in. Now use soft
(shifted) returns to get to the bottom of
the picture. When the cursor is visible
beneath the picture, press RETURN, and
your cursor will go to the second column
and you can start typing your text.

When you are finished typing your
text, choose SHIFTED ENTER to create
a new column. It will begin on the next
line under the picture, under the area you
defined with soft returns.

If you are cutting or copying a sec-
tion which contains a picture, the picture
must be cut or copied separately from the
text, but the space you created for the
picture will not change. Moving or copy-
ing columns with pictures is thus a two
stage operation, but all other techniques
remain the same.

The Finished Product

Once you have written, re-written,
and polished your script, you will naturally
want it to look its best when printed.
ProWrite is a WYSIWYG word proces-
sor, so you can easily evaluate any format
changes. Use the ENTER key instead of
the RETURN key to force page breaks,
thus keeping your video/audio sections
from splitting onto two pages.

ProWrite comes witha 100,000 word
dictionary for spell checking. You can
add specialized or technical terms it




doesn’t already know, to the unlimited,
editable, User Dictionary. ProWrite also
has a thesaurus with 300,000 cross-refer-
ences, to make finding the right word a
little easier. You can simplify compli-
cated processes with ARexx macros,
which let you automate any sequence of
ProWrite procedures with an easily
written text file, and you can write an
unlimited number of ARexx macros.

The DOCUMENT INFO... option
under the DOCUMENT menu tells you
the number of words, characters, lines,
sentences, paragraphs, pages, and pic-
tures. It also tells you the average word
and sentence length along with a grade
level of readability rating for the docu-
ment. When writing for younger children
it’s important to make sure the narration
i1sn’t getting over your audience’s heads.
This article, being more technically ori-
ented, is rated at grade level 9.0.

You can add headers, footers, and
automatic page numbers to your SCripts.
_ Inthe LAYOUT section you can choose
the title page option which allows the first
page to be a regular document page
without columns. When printing
storyboards on a dot matrix printer,
ProWrite can print pictures and NLQ text
on a single pass. ProWrite has PostScript
capability built in.

ProWrite gives you further flexibil-
ity by allowing different colors, attributes,
or fonts within the same document. You
can use two different colors to signal the
transition from one narrator to another, or
differcntiate between animated and live
action video by using bold type for one
and italics for the other. Stage directions
could be in a different, smaller font.

In conclusion, I can’t see how any
scriptwriter can pass up the power and
simplicity of ProWrite. Not only is it one
of the best word processor available for
the Amiga, it’s the only one that supports
video scripting in such depth.

ProWrite 3.2 List $175.00

New Horizons Software, Inc.
206 Wild Basin Road, Suite 109
Austin, TX 78746

(512) 328-6650

Switcher MediaPhile* Controliers

Create professional audio-visual productions with the MediaPhile* Desktop
Video System. Perform automatic edits with any infrared controlled VHS,
SVHS, 8mm, Hi-8mm or Beta video deck or camcorder. Features include an
intuitive graphical software interface, professional-looking insert and assembly
edits, a preview mode, special effects including dissolves, wipes and title
overlays, synchronized audio, A-B roll and accurate SMPTE time code tape
positioning. Send for our free catalog or call to discuss your needs.

Complete systems from Edit control from
$2,995. $395.

Commodore-Amiga and JVC Sales, Service and Training

Telephone: {(603) 898-3545
Facsimile: (603) 898-3606

Interactive MicroSystems. Inc.
9 Red Roof Lane. Salem NH 03079

HELPFUL LIGHTWAVE HINTS

The original way to learn LightWave! This best seller is perfect for beginners
and experienced users alike. A special references section covers dozens of
surface settings. Modeling a company logo and putting together a television

commercial are covered as well. 60 Minute VHS $39.95

This tape goes beyond helping you learn LightWave, this tape helps you
understand LightWave. Intermediate lessons guide you through features such
as transparency mapping, photo-realistic rendering and animation techniques.
A new product review section looks at products designed to help you with
LightWave. The personal Single Frame Controller, DCTV, Pixel 3D and many
others are covered. 60 Minute VHS $49.95

NEW e [IGHTWAVE TOOLKIT & NEW

A 3 disk set full of indispensable utilities, images, 3D objects and fonts. You'll
find programs that allow you to render LightWave animations directly to
DPaint lll and IV compatible anims, texture maps for brick, stone, marble and
more and 3D objects madejust for LightWave including video camera, jet, race
car, remote control and others. $29.95 Al orders add $5.00 Shipping & Handling

3 Leaf Productions
500 Lake Marina Drive ® Suite 214 ® New Orleans, LA 70124

visa o (504) 837-4234 « master cARD
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Scoring with

Dr.T’s KCS 3.5

© 1991 by Jaxon Crow

Eom my first introduction to a
friend’s Amiga 1000 computer, it seemed
obvious to me that THIS machine repre-
sented the future of video and music
production. Immediately, my Apple II+
computer with MIDI interface and 8-
track sequencer went up for sale, so that
I could acquire one of these Sight and
Sound wonders.

Soon I was the proud owner of anew
Amiga 1000, complete with a Mimetics
Sound Sampler, MIDI interface, and Pro
MIDI Studio (version 1.0.) For months
afterwards I proceeded to experiment,
sampling, sequencing and recording the
resulting compositions between Guru
Meditation Sessions. Unfortunately, for
allit’s promise, the machine and software
seemed entirely too unstable (at least in
my hands!) for use in performance or in
studio situations. Alas, in frustration I
traded my 1000 for a MacIntosh 512E
with a harddrive and Opcode MIDI inter-
face and sequencing software. The Mac
was at least stable enough to use ona day-
to-day basis without my having anervous
breakdown.

After my first few video scoring
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projects, two cassette releases, and nu-
merous live performances and studio
sessions with a MIDI-assisted synthesizer
system, I was convinced of the potential
of these new toolsinreal-worldsituations,
I was contacted by the Amigadealer who
had originally sold me the 1000, and
asked to perform at a Commodore Users’
Group Conventionin Texas. For the show
he provided a new Amiga 500 and a few
software packages including Texture and
Dr. T’s Keyboard Controlled Sequencer
(version 1.6.) Texture, with itsunmodified
IBM manual, proved to be completely
unusable to me; Dr. T’s KCS 1.6, while
difficult to learn was the primary software
chosen for the performance. And even
today, Dr. T’'s KCS is still my first choice
whenever precision synchronization with
video is required.

In my years of composing electronic
music for video and multi-media appli-
cations, I've used (and continue to use) a
wide variety of music software packages
for my Amiga-music studio. And, inevi-
tably, the program to which Irepeatedly
return for it’s flexibility and editing pre-
cision is Dr. T’s Keyboard Controlled
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Sequencer. First written for the Apple II
and Commodore 64, the latest release of
this program for the Amiga is KCS 3.5.
The KCS program has gone through nu-
merous revisions including Level II, a
tremendously powerful editing tool.
While originally a bit obtuse to operate
and understand, the best of the Level II
program’s functions have been mostly
absorbed into KCS’ new pull-down
menus. But after years of re-releases and
upgrades, the program has settled into a
form which s very dependable, withrock-
solid timing. In it’s latest incarnation, it
looks and feels like a well-written and
well-tested Amiga program.

KCS 3.5 is divided into three differ-
ent modes. Track mode, which functions
much like a 48-track tape recorder con-
tains many special functions notavailable
inconventional tape recorders. (The track
mode is structured exactly like Dr. T’s
MIDI Recording Studio, an eight track
version of the KCS.) Open mode offers
128 locations for sequences which may
be made up of either single or multiple
tracks. Special sequences called control
sequences can be used to start and stop
other sequences as well as control their
volume, tempo and number of repeats.
Using what Dr. T’s calls “loop-back”
recording; sequences may be assembled
using control sequences, and the result-
ing MIDI output can be re-routed to the
MIDI input. The sequence can then be re-
recorded as asingle continuous sequence.
Song mode can be used tochain sequences
in drum machine fashion.

Each of the three modes has a differ-
ent form and function, allowing different
approaches to be used, depending on the
inclinations of individual composer, as
well as the requirements of the piece.
Each uses a similar edit screen which
allows the selective editing of notes and
MIDI events within the structure of a
serial list. This event list type of editing
allows precise placement of “hits” to
correspond with visual cues.

KCS 3.5 offers greater timing reso-
lution, direct control of Dr. T’s phantom
MIDI/SMPTE interface, pull-down
menus and a number of other improve-
ments over previous releases. Now, edit-
ing notes and data is simply a matter of




VIDEO ARTWORK BONANZA!!!

CREATE SCENES IN MINUTES INSTEAD OF HOURS!
IPix Lib
Pix Lib is a picture conversion and storage program with a
library of 995 beautifully drawn pictures (each picture is in 32
colors and is 213 x 145 pixels in size - covering nearly half
the screen). Pix Lib allows you to view and then save any
picture in IFF format for immediate use in Deluxe Paint,
Deluxe Paint Il, Ill, & IV, Digi-Paint, etc. Our program runs
simultaneously with Deluxe Paint (this requires 1 MB) so that
you can load any picture in Pix Lib right away for drawing
virtually anything imaginable - just click on the name of the
scene you want from the alphabetical listing - two clicks later
and you've saved hours of tedious drawing.: A similar library
would cost as much as $80.00 from other companies that use
only the standard IFF format. Our unique picture

compression method allows us to offer this library (with IFF
format conversion) for the incredibly low price of only $9.95!

YOU PAY ONLY 1¢ PER PICTURE

This price is guaranteed for a limited time only because of
demand and may rise dramatically so order your copy of Pix
Lib today (a winner at its Oct. 1991 AmIiEXPO premiere):

call 1-800-272-4601 and take advantage of this amazing offer
(currently not available through dealers)

Pix Lib runs on all Amigas with 512 K or more ofmemory  Visa/Master Card/ | G
(add $2 for shipping and handling - CA residents add 7.75% sales tax) Check or Money VISA

Order Accepted ]

. = .O.B
q— Brain Technologies Co. et e e

Software Products (916) 482-9457

(Deluxe Paint and Digi-Paint are registered trademarks of Electronic Arts and New Tek respectively)




marking the segment to be modified by
highlightingitintheeventlistand pulling
down the appropriate menu and selecting
the desired change. KCS 3.5 is not copy
protected, allowing harddisk installation
and operation without the need for a key
disk. Unlike earlier releases of KCS, the
program now imports standard MIDI files
without the need for first converting them
to Dr. T’s own file format.

KCS 3.5 comes bundled with three
additional interactive programs. Tiger,
(The Interactive Graphic EditoR), was
previously sold as a separate stand-alone
program which offers graphic editing of
note and controller information. AutoMix,
areal-time MIDI data mixer can be used
like a programable multi-channel mixing
board to adjust in real-time any assign-
able continuous controller including vol-
ume, aftertouch, pan, etc. Quickscore is
an excellent rudimentary music notation
printing program,

The programs all operate under Dr.
T’s Multi Program Environment allow-
ing the easy sharing of data between
programs without the need of {irst trans-
ferring the information to RAM disk. For
example, a song can be recorded in the
track mode of KCS along with the con-
trolling movements of AutoMix, then
edited using Tiger’s graphic environment,
and finally printed in manuscript form
with Quickscore. The same song is auto-
matically available in all of the different
programs without the need of transfer the
file between the different modules. Pro-
grams which operate under the Multi
Program Environment are “connected”
through software. Switching between any
of the programs initiated under MPE (or
the Workbench) is a simple matter of
selecting it’s name from the pull-down
menu.

KCS treats MIDI data in much the
same way that your word processor
handles text; sequences, notes or, phrases
can be cut, copied, and pasted between
tracks and sequences. This allows tre-
mendous editing and compositional
flexibility. MIDI data such as note infor-
mation, velocity, pitch bend, aftertouch,
or other continuous controller or system
exclusive messages can be recorded and
then transferred, split, filtered, or merged
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into tracks or sequences.KCS also allows
control of the Amiga’s internal sounds
and will save voice configurations as a
part of the song’s environment file. Up to
16 IFF 8SVX sounds may be loaded at
once. Although the Amiga’s sound chip
is only capable of producing four sounds
simultaneously, these voices will be dy-
namically allocated as they are called
upon by the sequence. This feature allows
music and sound effects to be produced
even without the use of external MIDI
equipment. Sounds sampled or created
with any Amiga sound editing program
which saves in the IFF 8SVX format,
such as Sunrize Industries’ Audition 4 or
The Other Guy’s Synthia II software
may be used.

Real World Audio for Video

Earlier this year, I was contracted by
a video producer to compose music and
special effects for a series of three sea-
sonal television spots for a shopping mall.
Each piece needed to have an identifiable
signature through some similarity while
being somewhat different from each other,
while maintaining the season’s basic
theme. The producer provided a copy of
the edited video spots with a SMPTE
window burn for exact reference and co-
ordination of sound and images.

I first composed a very energetic,
upbeat rhythm by using the track mode’s
multi-track play/record screen with my
Alesis HR-16 drum machine. In thismode
the tracks will loop repeatedly. (The length
of this loop is determined by the length of
the first track.) The drum track was writ-
ten in segments beginning with a two bar
drumroll intro written in the track edit
screen’sstep mode. These segments were
transferred to the open mode as indi-
vidual sequences and frequently saved
them under easily identifiable sequential
names, i.e., Intro, MallDrumsl,
MallDrums2, etc. Open mode accom-
modates the use of a processoften referred
to as sequence calling. A control sequence
isassembled which instructs the program
to play specified sequences in a given
order, with the possibility of transposing
the pitch and volume of the sequences.
The segments were linked together in this
way to construct the complete drum part.

The first of these 30-second spots
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was the summer commercial. A detailed
list was made of the particular sound cues
which would be needed, including the
sounds of camera shutters, chimes,
bubbles, “surf guitar”, and a slide whistle.
The appropriate sounds were assembled
on my Korg DSS-1 from the
photographer’s 35mm camera, water and
astraw, old guitar samples, and my trusty
toy box. (These sounds could have been
just as easily sampled and reproduced on
my Amiga, but my Korg was used in this
instance for speed, sound fidelity and the
convenience of editing the sounds while
operating KCS.)

The producer and I watched the spot
in slow motion a number of times, taking
very accurate note of the exact order and
placement of the “hit points” for the vi-
sual cues. After the required sounds were
sampled and edited, several rough takes
were made in which I manually placed
the sounds by playing and recording the
MIDI noteinformation in the track mode.
Each individual sound may be recorded
on a separates track. Using the “hit list,”
the precise positioning of these sampled
sounds was easily accomplished in the
track edit mode by adjusting their place-
ment in their individual tracks. (Just in
case forty-eight tracks is not enough, the
tracks may be combined or merged to
open additional space at any time.)

These multi-track sequences were
then transferred to the open mode for
storage on disk and comparison for the
best possible synchronization. When the
best take was determined, the sequence
was again transferred to the track mode.
where a few sparse tracks were added for
variety and emphasis.

After some minor adjustments to the
volume and placement of the sounds and
effects, a number of versions of the piece
were recorded to digital tape. Relative
volume, reverb and delay settings, and
instrumentation was changed and repeat-
edly recorded to give the producer the
opportunity to try a number of different
mixes.In order to retain a large degree of
similarity in the three commercials, we
decided to use the same drum rhythm on
all three spots. It was a simple matter of
selecting a variety of different drum sets
and trying them within the same rhyth-




mic structures. So for the second spot,
the Back-to-School commercial, the
original rhythm was again used with a
slightly different array of percussion
sounds.

Again, the producer and I made a
detailed list of the sound cues. The
commercial faded in from static, aslate
is shown, again the camera flashes. A
computer is shown, followed by
watches, golfclubsand jewelry. Finally
the model is spun around by a large dog
onaleash and the picture fades again to
snow.

Appropriate sounds are sampled
and synthesized to represent and
heighten the visual cues. A bank of
samples is assembled on the Korg and
sounds are selected on the synthesizers
which enhance the images’ ability to
catch the attention of the viewer. Since
the basic form had already been built
for the summer commercial, it was a
relatively simple job to add the addi-
tional tracks to control the new samples
and sound cues.

The same process was repeated

for the final “Christmas” commercial (my
personal favorite of the three spots.) This
time to lighten up the feel of the rhythm,
we substituted detuned triangles and bells
in place of many of the original drum
tones. We had fun sampling a toy robot
for the sound of a wind-up train and
putting together a bank of samples that
sounded like a toy store full of children.
Again, it was a simple matter to edit the
sound cues to fit the visuals.

After all, I guess what really mat-
tered in the long run was this: the client
was happy because the commercials
looked good, the producer was happy
because the project came out on sched-
ule, and I was happy because the project
was done in record time and everybody
else was pleased. Any tool which can
help you be on time and under budget and
can actually help in the creative process
deserves praise. And, Dr. T’s KCS 3.5
certainly fits that description.

For anyone using the Amiga in an
audio or video studio setting, I strongly
suggest you look at Dr. T’s Keyboard
Controlled Sequencer 3.5. It is a serious

tool, ideal for composing music or edit-
ing sound for video.

Audition 4 is from Sunrize
Industries, 2939 S. Winchester Blvd.,
Suite 204, Campbell, CA, 95008.
408-374-4962

KCS 3.5 and the Phantom MIDY/
SMPTE interface are distributed by
Dr. T’s Music Software,

100 Crescent Rd.,

Needham, MA 02194.
617-455-1454

Synthia II is by The Other Guys
Software, 55 North Main, Suite 301,
Logan, UT, 84321.

801-753-7620

Jaxon Crow is available for ques-
tions, comments, or consultationat: Neon
Tetra Productions, P.O. Box 876, Hot
Springs National Park, AR 71902. Please
call or write for a free catalog of our
audio and video tapes.

The Complete Software Package for
Special Event Videographers

Create, Customize & Print
Contracts, Reports, Receipts, Unlimited Packages and Oplions, Crew
Sheets, Editor Sheets, Schedules, Directions to Job, Video Tape Labels

Track

Customer Data, Appointments, Payments, Sales Tax, Call Backs,
cﬁao Crews, Tape, Music, and Graphics Libraries

Equipment, Jobs, Vi
Enjoy

Easy Operation, Less Paperwork, Better Control, Free Tech Support,
No Letterhead Required, More Customization, Bug-free Guarantee

Only $299.95 - SuperBase Pro or SuperBase 4 Verslons

Now Version
2.0 for
SuperBase 4

Aruba, Caribbean, Caribbean

Katl

Here are Just some of the many titles available from this
remarkable Artist/Animator. Order the demo tape and let us
show you how to add new life to your Special

vent Videos.
Intros

Cocktail Hour (2), Hearts (8), Floral Motifs (20), Twinkling Stars,
Star Field, Ocean Wave, Cocktail Bubbles, Confetti, Balloons

Religious

Star of David, Stained Glass Window, Crosses (2),
Burning Bush, Candle Lighting Ceremony, Confirmation

Honeymoon
ruise, Jamaica, Mexico, Athens,

Bermuda, Cancun, Acapulco, Spain, Barbados, St. Martin,
Alaska, Hawaii, San Diego, Florida, Maine, San Francisco

Anims were created In Hi-Res 8 or 16 color modes and may be played
back usmg any standard Amiga anim player. Priced $25 to $75 each.

Record

Customer Account Information, Job Type, Job descriptions,
Orders, Disk Filenames, Price by Hour or Assignment

Track

Assignments, Due Dates, Appointments, Payments, Balances

Print

Orders, Receipts, Estimates, Tax Report, Price List, 8 Reports

Only $99.95

SuperBase Pro 3.02 or SuperBase 4 Versions Available

Animators, Writers,
Photographers,
Freelance Artists,
Video Editors, and
Consuitants...
This One’s for Youl

59 Storey Ave. C. I N Y 11722
Demo costs are ded uctable from the
purchase price of the Escort product for
which the demo was purchased.
Modem owners can download the
Escort series demos from major
networks and better BBS’s, or call
A.M.U.G. BBS - 516-234-6046

Don’t Do Business Without An Escort

Send for a disk or videotape
demo of these Exclusive
Mr. Hardware Products.

Video Escort

Demo Disk $ 5.00

Picture Disk $ 5.00

Demo Tape $15.00

Freelance Escort

Demo Disk $ 5.00

Picture Disk $ 5.00

Animations by Kati

Demo Tape $15.00

Dealer Inquiries Welcome

Order Today!
516-234-8110
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| Using Deluxe Paint as a

- Character Generator

©1991 by Mike Brown

Amiga videographersare indeed
fortunate to have so many excellent op-
tions when it comes time to add text toour
video creations. Hardware add-ons, like
the Toaster and DCTV, and software
like, Pro Video and TV*Text, offer us
tremendous CG bang for our bucks. But
one tool we shouldn’t overlook is good
old, tried and true DPaint, especially inits
4th incarnation.

According to AVID’s recent survey,
97% of all Amiga videographers use
DPaint. So since it's right there in your
toolbox anyway, let’s look at some rea-
sons why you might want to give it a
crack at your next titling task:

*Money. Some of you may not want
(or be able) to shell out for a dedicated
titling system (let alone a Toaster) when
good old DPaint will more than get you
by.

*Time. This is my main reason for
preferring DPaint. I’ve found that it’s
usually quicker to figure out how to make
DPaint do something than it is to tackle
the learning curve on another program.

sNew Look. I’veexchanged so many
tapes with my fellow DTVers that now I
can spot a Pro Video title a mile away.
The excellent Shereff Systems programs
are victims of their own success. Every-
one uses them, and the screens they
produce tendto have a sameness anyway.
CGlIIwill help fix that problem. DPaint’s
flexibility and plethora of features make
it able to do lots of really unique things.
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*Resources. When you choose
DPaint for your titling, you’ll have lots of
help in your corner. No other Amiga tool
(though the Toaster may be gaining fast)
has so many fonts, backgrounds, tutori-
als, and generally helpful products de-
signed to be used with it for video pur-
poses. There are so many, in fact, that a
comprehensive survey of them is far be-
yond the scope of this article. I will touch
on some though: the tried and true must-
haves, some new upgrades, and some
products you may not have heard of.

We'll cover lots of ground, starting
with the simple and moving on to the
complex. If you're an experienced
DPainter, skim over the surface until you
find something that looks like unfamiliar
waters and jump in. Since we’ll be dis-
cussing DPaint [V’s new capabilities and
looking at some brand new
products,there’ll be something informa-
tive to even the most experienced DPaint
titlers.

Minimalist Titles

The simplest possible title is one-
color text typed onto a blank screen.
Viewing TV for any length of time pro-
vides substantial evidence of how effec-
tive these simple text screens can be.
Numerous big budget type commercials
and programs have used stark black and
white block text to create dramatic titles.
Don’t confuse technological capability
with quality. Just because your gadget
can make a title fly onto the screen going
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through more gyrations than aRomanian
gymnast doesn’t mean you that’s what
you should do.

So let’s start by creating a simple
screen. The DPaint manual and various
tutorial tapes can provide detailed in-
structions for what we’re going to do. I'll
give you the general steps and a few tips
to boost over a couple of tricky hurdles.

First, load DPaint and specify hi-res,
overscan, two colors. Using the mini-
mum number of colors makes DPaint
more responsive and requires less RAM
and disk space. It is easy to move your
pictures to a higher number of colors
later, but reducing down to fewer colors
may be more difficult.

Now load a good mono-color font.
For video work you’ll need something
considerably larger than the 18-20 pts
available in the standard fonts. The Zuma
Group fonts (each typeface is available in
several different sizes), the original Mas-
terpiece Fonts from AROCK (over 100
typefaces in the set), and many good
quality PD fonts are large enough to fill
the bill. Premier Software has corralled
several PD fonts, 48 pts and larger, into
one collection intended for video use.

To get the Font Requester, click on
the text icon with the right mouse button.
Thisrequester hassome little quirks which
can be very frustrating, especially to be-
ginners. One is that, after typing a name
inthe “Drawer” box, YOU MUSTPRESS
ENTER WHILE THE CURSOR’S
STILL IN THE BOX. If you don’t,
DPaint won’t look where you told it to.
Another nasty little habit DPaint has is
that if you have too many fonts in a
directory (and to DPaint, any more than
200 is too many), it simply won’t let you
see all of them.

Now stamp down the text cursor,
type a few characters and we have aftitle.
Butnow that we have something we want
to tape, we need to get rid of some things
we don’t. Esc gets us out of text mode,
F10 takes away the menu bar, icons, etc.,
and Del gets the cursor off the screen.
Esc; F10; Del. The last two of these
disappearing acts cannot be accomplished
from menus or icons, so remember these
keys!




Multi-Page Titles

Now let’s say we need a second page
of text in our production. We could press
pause while we clear the screen and start
typing again, but we all know that unnec-
essary pausing puts strain on the VIR’s
heads and stretches the tape. And here it
really would be unnecessary because we
can easily do both pages before we start
taping by using the spare page. Then,
after taping a couple of seconds of our
first page, we just press ‘j° and the second
page is displayed.

Now what if we have a sequence of
more than two pages of titles? We create
an animation where the number of frames
equals the number of pages we’ll need.
The number of “spare” pages you can
have this way is limited only by your
Amiga’s RAM. Using an anim as a suc-
cession of spare pages, even in com-
pressed animation format, probably won’t
save us any memory because there’s t00
much difference one page to the next, but
stepping through them by pressing the ‘2’
key sure is a simple way to handle long
titling sequences.

Color Fonts

For DPaint to properly display color
fonts, you’ll need to run the program
ColorText before starting DPaint.
(NOTE: ColorText expects to be run from
the Workbench. WhenIrun it from a CLI
shell, it doesn’t return me to the current
shell. Then, later, it will sometimes crash
my system after several font loads.)

There are lots of good color fonts out
there. First on the list have to be Kara
Fonts. And there’s good news from that
quarter for DPainters. Kara Fonts is
rcleasing this month, “HEADIines3,” in-
cluding their most popular Toaster fonts
re-done foruse in DPaint: CHROMESserif;
GOLDextrude; GRANITEchisel;
MARBLEbevel. All in approximately
75, 100 and 125 points. This is great not
only because these are terrific fonts, but
because they (along with her new
animfont, scc below) are proof of Kara's
continuing support of titling in the
Amiga’s built-in resolutions. With tools
like Kara Fonts, you don’t have to have a
zillion colors to make beautiful titles.

And there are several good programs
for creating your own fonts which you

WHY IN THE
WORLD WOULD
YOU WANT TO
BUY A FUSION
FORTY 68040?

Reliability / Expandability / Support

Shipping since May /91, the Fusion Forty is fully compatable with the Video
Toaster™ Three built-in open connectors allow for future hardware
expandability such as; parallel/serial port, 96 meg ram expander, and SCSI
controllers. Priced competively, ahead of it’s time, but best of all, we provide

fast support.
THAT’'S WHY
RCS

RCS Management Inc., 120 McGill Street, Montreal, Quebec, Canada H2Y 2E5
Telephone: (519) 436-0988 BBS: (519) 436-0140 Fax: (519) 351-1334

Attention Videographers
Now Available Transitions Library

Our packaﬁes are aimed at making your wedding videos more professional.” The
Art work that HyC has drawn has taken hundreds of hours to produce. It is
produced frame by frame with the most exacting eye to detail. Our products will
make your videos more entertaining to watch. Your clients will love these effects
when you run a demo. Just get out your contract...And ask for a deposit!
All animations are scripted for easy edit drops to tape. Click on the anim’s film
icon and set the running speed according to the directions screen. Any keystroke
will then run the animation to it’s last frame and wait there until you are réady to
gn it aflga'm or abort the script. Left mouse aborts, Right mouse pauses anim.

ave fun!

*FAIRY TALE WEDDING OPENING - Contains 12 disks packed with
animations ready to be dropped into Your Wedding videos. The Fairy Tale is
made up of 6 selfarate animations-Plus-Blank Movie Marquee, Blank Theater
Screen Part I & II, Champagne Toast, Best of Luck, Sweet 16. $149.99
*HONEYMOON ANIMATION & TITLING - 4 disks with 28 locations, 28
prebuilt title pages and a eye catching animation. Plus a custom font.

Honeymoon In" animation, Animated location clips, Location title pages,
Keyboard outline font for creatinﬁ d)ersonalized titles. $49.99
*FIREWORKS CONSTRUCTION KIT - Includes all the brushes you will
need to {)lace that special effect. Unlimited combinations with Sgreat colors. 36
different AnimBrushes-Sparkles, Sprays, Burst, Rocket trails, Super clusters,
Heart clusters etc. 700K premade Fireworks animation ready to use. 75K Sparkle
animation-to add realism. $49.99 _ = '
*TITLE FONTS & GRAPHICS KIT - 4 disks of anti-aliased fonts, prebuilt
titles, background & a great graphic font. $49.99

InSync Digital Corporation
P.O. Box 309 Oceanside, NY 11572
(516) 678-9624 FAX (516) 763-4745

For more information about this software, related products and submissions call or write.
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Pro Video
Font Manager
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- Easy point-n-click font selection

- Allows saving and modification
of custom font lists

- Works with Pro Video, Gold,
and Post

- Online help

- Only $49.95 US

ideo-

migo
Video-Amigo Software
139 Garden Heights Ave.

Columbus, OH 43228
614-878-8530

S e e o T ———

Pro Video is a trademark of Shereff Systems, Inc.

SPECTACULAR IMAGES

Digitized natural and cultural scenes:
Machu Pichu, Andes, and Lima of Pery;

Forbidden City, Great wall, and Li River
of China;

Castles, Cathedrals, monuments of
France, England, Germany;

Temples, Palaces, mountains of Japan;
Kremlin, Saint Basil’s, of Moscow;
Vatican, Roman and Greek Ruins;
Scenes, Cathedrals, Temples, Culture of:

Switzerland, Denmark, Norway, Swedan,
Turkey, Spain, Portugal, Indonesia, Bali,
Singapore, New Zealand, USSR,
Australia, Czechoslovakia, Hungary,
Tahiti, Yugoslavia, Hong Kong,

Many others.

Specify country and format desired.
Two disks HAM or DCTV format $24.00

Send check or mony order to:

Para. Reseach Co.

2023 Voorhees Ave.

Redondo Beach CA 90278

Calif. residents add 8.25% sales tax

canuse in DPaint. Again, one of the first,
Calligrapher from InterActive Softworks,
is still quite adequate for creating stan-
dard or color fonts up to 160 points high.
Ugly Edges

(Alias, The Jaggies)

Pixels are rectangular. So when we
draw anything that has edges other than
exactly vertical or horizontal, the result is
that undesireable stair-step effect: the
jaggies. We can’t get rid of them, but we
can fool the viewer’s eye into not seeing
them by blending the color of our letters
more gradually into the color of our back-
ground.

Gotothe palette requester and create
a spread of five colors. The color at one
end of the spread should be dark, and the
lightest color should be at the opposite
end. Use Spread to make the intervening
colors into a gradient bridge between the
dark and light colors. Finally, use Range
to make those colors your range.

Now you're ready to anti-alias your
title. The simplest and quickest way is to
let DPaint do it for you. Turn on anti-
aliasing by clicking on the effects menu
or by holding down Alt and pressing
slash to step through the choices (High/
Low/None). Now pick up your title as a
brush. Let’s say we wanttoresize it small
and anti-alias it at the same time. Press
numeric keypad Enter to turn on Perspec-
tive. Now hold down control while mov-
ing your mouse backward and forward.
The size of the perspective box will change
indicating the size of your brush. Now
stamp it down and, when it's finished
drawing (high anti-aliasing may take
quites some time for a large brush) it
should be both smaller and smoother. But
not the smoothest.

The most tedious way, but the one
which produces the best resulls, is to anti-
alias by hand. The keys you’ll need most
are ‘M’ (magnify), and the right and left
brackets (which let you move up and
down in the range of colors without hav-
ing to click on a new color every time you
need to change colors). With practice,
you'll quickly learn what works best. But
no matter how good you get at it, hand
anti-aliasing is slow. You'll probably
only want to use it when you need a title
to look really perfect.
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More Ways To Edge

Out The Jaggies

A third, method (which sort of falls
between the two previously discussed) of
softening the jagged edges of your text is
to use Outline. Pick up your text as a
brush and select the nearest-to-foreground
color in your anti-alias range. Now press
‘O.” Your text will be outlined in the
color you chose. Select the next color in
the range (using the ‘[* and ‘]’ keys will
move you up or down one color), and
press ‘O’ again. The edges will soften,
eventually into a glow-like effect. To
undo changes you don’t like, don’t use
Undo. That won’t work. Instead, press
upper case ‘B.” That always restores your
original brush.

This method offers an extra advan-
tage if your title will be genlocked over
live video. Remember, to anti-alias,
DPaint creates a sort of color bridge to
smooth the transition from the color of
the text to the color of the background. If
you’re working ona‘‘blank” screen, that’s
your current background color. Butifthe
ultimate destination for your title is over
video, in some places those color bridges
may be inappropriate. Let’s say your text
is black, was anti-aliased onto a white
background and will be genlocked over a
blue sky with clouds. The text will
probably look perfect over the white
clouds, but crummy over the blue part of
the sky. Or maybe your’re doing a com-
mercial where the name of a car dealer is
to be genlocked over a picture of the
dealer’s showroom. Some places the anti-
aliasing looks good. Others lousy. Uni-
formly outlining your text in successively
darkeror lightercolor (i.e. away from your
text color) will look pretty good every-
where.

We've faced both real-world situa-
tions recently and found Outline to be a
client-pleasing solution to genlock re-
lated jaggies.

Smooth Edges For Sale

Actually, the simplest way of all to
have anti-aliased titles in DPaint is to buy
them. The anti-aliased fonts used in Pro

*Video titling systems are also available
separarately in a DPaint usable form from
Shereff Systems as “Video Fonts I1.”




Recently AROCK Computer Soft-
ware brought out its Masterpiece Font
Collection in anti-aliased form. Each of
the 110 typefaces has also been resized
into smaller versions so that they now
total a whopping 586 fonts (in typogra-
phy, each different size of a typeface is
properly referred to as a separate font).
Thiscollectionisintended solely for video
work and is extremely useful, It comes
PowerPacked onto eight disks and in-
cludes a helpful fold-out “poster” show-
ing all the fonts together. I sometimes do
titling in interlace (320 x 400) resolution
for one reason or another and the tall,
narrow fonts in the Masterpiece Collec-
tion are especially useful here,

The fonts aren’t hand anti-aliased,
but they do look quite good, especially on
a TV, which has its own way of smooth-
ing out jaggies. You may still want to
tweak an ‘O’ here or a ‘C’ there for the
best possible results, but most of the anti-
aliasing and resizing work will have been
done for you.

The documentation of the Master-
piece Fonts is quite informative, and in
fact includes a discussion of something
I’ve always wondered about in DPaint
titling. Little groups of pixels sometimes
appear at the top of hi-res titles, appar-
ently randomly. Masterpiece’s docu-
mentation solves the mystery, if not the
problem. “Electronic Artsis aware of the
problem and may correct itat some future
time.” All we can do for now is erase the
little pests by picking them up as a brush
with the right mouse button.

A Little Background
Information

One time you may well need to do
some anti-aliasing by hand is if you stamp
your title onto a background picture. A
great range of these are available from
many differents sources. A few of the
more interesting (if less well known) are:

*Robert Young - beautiful HAM
marble backgrounds.

« WJ Kronemyer Associates -
interesting collection of all kinds of
backgrounds for video (excellent demo
tape available for $11.00).

» Digital Visions - digitized
scenes of lakes, castles, flowers, etc.

VidGen (recently upgraded by

Microft Software) is a program which
creates backgrounds intended for video
use which can then be loaded into DPaint.
But, for us DPaint-can-do purists who
wouldn’t dream of using a different pro-
gram to create pictures, but would still
like a little help, there’s ProFills from
JEK Graphics. Pro-Fills are patterns and
textures which can be loaded as Interlace
or Hi-Res brushes and used, with features
like fill and tile, to create our own
broadcast-ready backgrounds.

And to add animation to your titles,
you may not have to animate the text. It
might be more impressive to animate the
background. Scenery Animator (Natural
Graphics) creates “bird’s-eye-view” ani-
mations of fractal or real-world land-
scapes which make great backgrounds
because it can output standard IFF anims,
loadable right into DPaint. (For more on
this terrific program’s capabilities see
my review and Dr. Mortier’s comments
in the November 91 AVID).

Cool Shadows

A simple shadow can be done very
quickly using F2 (press F2, click on a
color darker than your text and stamp it
on your background a little lower and to
the side of where your text will go). A bit
more complicated, but much neater on a
varied background is the FS5 shadow.
Stamping down a brush while in F5 mode
changes each pixel under the brush to the
nextlower (orhigherif you press the right
mouse button) color. If your colors are
spread out in a smooth gradient (or you
create a smoothly graded range in the
range requester) the result should be very
realistic looking shadows.

I demonstrated this technique in my
first tutorial tape on DPaint (MBZ Prod-
ucts). For a print how-to (including
shadowsona HAM background in DPIV)
I'll once again refer you to the November
issue of AVID and Doug Shannon’s ex-
cellent, in-depth tutorial.

Put A Gleam In Your “I”

What’s the opposite of a shadow? A
gleam. If you grasped the idea of the
shadow, the concept here is obvious.
Instead of repainting the shadowed area
indarkercolors, you “‘shade” it in brighter
colors. To do this while still in Shade
mode, simply stamp down the brush with
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the right mouse button instead of the left.
The area under the brush will be light-
ened. To watch a brilliant realization of
the gleam inaction, try one of KaraFonts’
Bullion characters. You’ll see a diagonal
bar of light pass across the gleaming,
metallic face of the letters.

Brushing Up On

Animated Titles

We mentioned Kara Font’s Bullion
asanexample of a gleam effect, butitalso
provides us with a segue into the moving
topic of animated titles.

Kara’s “AnimFonts” aren’t really
fonts in the way Diamond and Emerald
are, butrather collections of animbrushes,
each of which forms a letter. Like Kara’s
color fonts, the AnimFontsare graphic
testimony of how good something can be
made to look on an Amiga using only
eight colors. And a whole new set,
AnimFonts 4, isdue forrelease this month.
Its ChromeChiselSCRIPT has been totally
re-rendered to create a more realistic re-
flective look. Another change, prompted
by users’ requests, is that the size of the
lower case characters will be larger rela-
tive to that of the caps (115 points).

All The Right Moves

If you want to make your titles dance
to your own tune, you'll need to master
the Move Requester. Allmanner of twists,
turns, barrel rolls, shatter effects, etc. can
be accomplished with it, then neatly
picked up as an amimbrush. You can
even animate multiple flat, 2-D surfaces
in coordination with each other to simu-
late 3-D objects. After all, a pair of
tumbling dice or a book flying off a book
shelf and the pages opening are only
accumulations of moving flat surfaces.
But going into detail about the XYZ’s of
the way the Move requester works is way
beyond the scope of this article. To learn
it, study your manual or watch one of the
better DPaint tutorial tapes. It will be
well worth your effort.

If you’re going to move a title over a
background, that may mean a moving
shadow, too. And you can accomplish
that using the same F5/Shade effect as
described above. Shading or “gleaming”
with the title brush and then calling the
Move requester to shade all the frames of

your animation works the same as shad-
ing the current screen, with one excep-
tion. Pressing the right mouse button
doesn’t produce a reverse shade, but
rather the opposite. In DPIII, we would
have had to remap the whole animationto
reverse the direction of the light/dark
spread in the palette. But in DPIV, all we
have to do is go to the range requester and
click on reverse.

One tip about the Move requester
before we move on: For smoothestmoves,
correlate the number of frames in the
move and the number of pixels you're
going to move the title brush. For in-
stance, if your title is going to move 100
along the X axis (withno Ease-in or Ease-
out), then 50 frames would mean a smooth,
2 pixel per frame move. 25 frames = 4
pixels per frame, and 200 frames would
mean a one pixel move every other frame.
Whereas an odd number of frames would
mean that your object would move more
pixels in some frames than in others.

You can also use the Move requester
to make rows of text crawl into the dis-
tance, like the opening of Star Wars.
(Hint: make each line of text a separate
brush, and be sure you’ve set perspective
center properly.)

Morphing Magic

One new DPIV feature that cries out
tobe used in titles is Morphing. Here, one
brush (a title, for our purposes) is
transmogrified right before our very eyes
into another one. To do this, DPaint cre-
ates an animbrush where each frame is a
stepin a gradual transition from the brush
which is the start frame to the different
brush which is the last frame. A bride's
mainden name could become her married
one. Orlines of credits could morph from
one to the next.

One warning, morphing is so easy
and so neat that it’s bound to be overused.
So do your morphed titles soon, before
everyone else wears the effect out.
Dedicated Animations for
Titling

I’ve seen several animations sold on
disk to be loaded into DPaint, played,
perhaps altered, then taped. Not only do
you have the option of altering the titles
used in this way, but you save a genera-




tion over buying ready-made titles on
tape. Most are intended for use in wed-
ding videography, and a particularly in-
teresting group of 2-D cartoon style ani-
mations, called “Transitions,” is avail-
able from InSync Digital Corp..

Another sort of titling animation
which uses animbrushes in a different
way is one where the characters ina sense
become characters. These are 2-D car-
toon style animations where each letter is
ananimbrush which isitselfa representa-
tion of a real world thing. For instance,
fireworks may explode, and each pyro-
technic form a letter, and the letters spell
words. Or the rollover numbers of a
pinball or slot machines become words.
Letters can be sprayed on the screen,
graffiti style, by an animated spray can.
Letters can burn to the ground, or be shot
from a toy cannon by an animated clown.
AtMBZ, we’ve developed animated fonts
of all of the above, most with accompa-
nying digitized sound effects.

So, we’ve gone from static titles to
moving titles to morphing to full scale,
cartoon-style animations. And I feel like
I’ve barely scratched the surface. DPaint
continues to yield new ways to wow
viewers with terrific titling effects. I
hope Electronic Arts is at work now on
DPaint V, but whatever the case, the
DPaint tools currently available to us
have lots more, “Gosh, how’d you do
that?" left in them yet to be discovered by
inventive DPainters.
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SAMPLING:::::
SOUNDSH-----

Tle creaks and cracks that you
hear are notaccidental. They were pains-
takingly installed by a highly skilled
person with state-of-the-art computer
hardware and software. The effect, of
course, is mind-boggling, which is the
intent. Now, turn off the sound, and see
if the sound effects aren’t absolutely es-
sential to the production. There. Told
you so. Sound effects - an art and a
science, merged into one.

So, where do you get all these nice
sounds, and how do you getthem into this
state-of-the-art computer process called
*“video production?”

First, The Digitizer

Sound isanalog. That means it’s not
broken up into convenient bits like ev-
erything a computer does. Analog sound
has no discernible “levels” of loudness or
quictness from totally off (zero volume)
to totally on (maximum volume). Digital
sound means that the analog sound has
been converted into a stream of numbers
- yep, plain old numbers - that the Amiga
can understand. And edit. And re-
compute. And pump back out to internal
electronic contraptions that re-create the
sound as analog voltages, the better to
drive loudspeakers with.

To work with sound in a computer,
you have to digitize it. To put it back out
as sound, you have to analog-ize it. How-
ever, as acomputer user, you only have to
worry about the digitizing part on the
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intake. The output is handled transpar-
ently to you by the computer’s sound
“channels.” The Amiga has four of these
sound channels, cozily divided as two on
the left, two on the right. That means,
stereo sound, each channel of which can
have two components or two “voices.”
There are new music software products
on the market that do some fancy tricks in
order to permit more than four (up to
sixteen, actually) internal “voices” at one
time. These in essence do the same thing
you can do with sampled sounds. They
“sum” the waveforms of several voices
into one, and put that composited wave-
form out to the available sound channels.
You’d have to put in extra hardware to get
more than two sound channels (stereo),
no matter what; however, what the native
channels play can sound like a bazillion
“voices,” if you work at it hard enough,
either with the new music software or
with digital sound sampling techniques.

Sound digitizing hardware s plentiful
for the Amiga. There are a number of
well-known digitizers, including
PerfectSound, Aegis’ new SoundMaster,
and a bunch of others.

PerfectSound is a mature product.
It’s been around since the early days of
the Amiga, and it’s been through three
updating processes, with additional ca-
pabilities, quality, and features added at
every generation. It's an eight-bit digi-
tizer, as are the olhers just mentioned.
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Digitizing in more than eight bits of reso-
lution is possible on the Amiga, but it’s
not inexpensive. Generally, you’d need
to spend the considerable extra bucks to
do more bits of resolution only if you
were doing professional music applica-
tions. Digitizing skillfully at fairly sub-
stantial speeds with eight bits of resolu-
tion, (and applying the tricks of the editing
process to the results) will generally
provide plenty of quality for video pur-
poses - though of course, the higher-end
stuff is even better.
SoundMaster

Aegis’ SoundMaster is a deal. It
comes with a built-in microphone which
is on a par with the ones nestled into
telephone answering machines for re-
cording your outgoing message. The
microphone is highly susceptible to
background noise, and should be used
only if it’s all you have. The unit also
provides inputs for stereo microphones,
however, and here’s where you can help
overcome the background noise problem
with good microphones. If you do your
narration sitting at your computer desk,
you’re likely to get considerable back-
ground hum from the fans and harddrives
in your computer, as well as the occasional
click-click from a mousebutton or key-
board. A simple solution is to build a
desktop “booth” for your narration with a
large cardboard box, lining it with the
thickest foam or felt you can find. The



eggcrate-looking foam that manufactur-
ers pack electronic parts in is ALMOST
as sound-savvy as genuine Sonex for this
purpose. Fluffy carpet chunks make good
sound soaker-uppers, t00.

In addition to the microphones, you
can plug any stereo sound source into
these digitizers, and digitize away. Digi-
tizing wants a *“mic level” signal, not one
of multi-hundred watts intended for
routing to loudspeakers. Attenuation
sliders or knobs on the digitizers permit
adjusting the input to the digitizer, so you
won'’t overdrive it.

In use, the SoundMaster digitizer
does what it’s supposed to, and well. The
slider’s a nice touch, but the software
appears to be doing considerable work let
you get away with over or under driving
the unit.

Now, The Software

When you produce video, you record
analog sound onto the videotape, along
with the picture. In the editing and post
production processes, you usually want
to sweeten up these sounds, getting rid of
problems, perhaps choosing the best sec-
tions from among several takes of the
same scene, and mixing in sound effects,
narration, music, and the like. Video,
too, usually has stereo sound, especially
the newer stuff. So, what you need is a
way of mixing all these things together.
You also need a way to do editing op-
crations on the sound mix, especially the
duration, pitch, timbre, and timing of the
sampled sounds.

A sound digitizer is nearly useless
without software to edit and manipulate
the sound after it’s digitized. No matter
how nice the digitizer, there are always
things you’ll need (or want) to do to
enhance the effects. One of the most
important of these is to MIX sounds to-
gether. Mixing sound in the digitizing
process can free you from the expense of
a sound mixing board in the video editing
process, or help the mixer out by combin-
ing several sources into one before the
sound is routed to the sound switcher. In
many ways, you get much more control
over the nuances of the sound with sound
editing software than you’d get with a
mixing board, anyway.

Audition 4

PerfectSound’s current software
package for this purpose is Audition 4, a
pure-Assembly-language program of
joyous speed and capability. Even on an
unaccelerated Amiga, Audition 4 makes
short work of editing and manipulating
large samples, and permits realtime test-
ing of effects before committing to the
process. The program will sample di-
rectly to disk, even directly to a floppy,
and will play sounds back from disk, as
well. Even floppies. It also makes rich
use of the Amiga’s multi-tasking abilities
to allow looping a sound while changing
the parameters on its special sound edit-
ing features. That means you can hear
what the sound’s going to do before you
apply the effect to the data in memory -
saves a lot of work by eliminating the
necessity of repeatedly saving the sample
to disk, in case what you do to it doesn’t
pan out.

Audition 4 also has a number of
editing features that distinguish it from
the pack. These include superb support
for stereo samples, while still permitting
editing, pasting, and effects application
to the individual channels. This is soft-
ware with which you can work as easily
as with a sound mixer board, and it’s all
in the Amigawhere the samples originate.

The software offers the usual things,
too. Convert any sampled sound to an
8SVX instrument file for either regular
Amiga music programs (DeluxeMusic
Construction Set, etc.), or to the special-
ized instrument formatrequired by Aegis’
Sonix program. These can be in one,
three, or five octaves, too, and sounds
that you have sampled at speeds different
from the music programs’ requirements
(8363 Hz for8SVX, 10,000 Hz for Sonix)
can be “re-tuned” to meet those specifi-
cations. Instrument sound files which are
sampled at different frequencies will still
play, but you won’t get a “C” pitch when
you put a “C” on the programs’ staves.
Audition 4’s resampling is blindlingly
fast. Let’s hear it for Assembly language
programming,.

Other normal sound manipulations
include FLANGE, ECHO, and RAMP.

FLANGE mixes a second sample
with the first (in either or both stereo
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channels) in accordance with the users
fondest desires. The user can fondly
desire that the sound be 50 percent qui-
eter, mixed down to 30 percent, or what-
ever. It’s easier to do than it is to explain
in words. Anyway, “FLANGING” a
sound can give it depth and
voluminousness (as opposed to raw vol-
ume), or introduce oddities for a spacey,
other-worldly effect. Musiciansuse flange
on amplified guitar sounds, among oth-
ers, to achieve JUST that right effect. So,
if you want to duplicate that effect with a
digitized sound of your own. . .
“FLANGE” it.

ECHOis, well, echo. ..echo...echo.

CYCLEMAN

Human Figure & Motion Cycles
for IMAGINE 1.0,1.1,2.0

Figure features articulated
limbs, with moveable fingers,
eyes, and mouth. Animated
Walk & Run motion cycles
prebuilt with all key cells.
Create other movement and
attributes for the figure with
Imagine. Printed manual.

3 Megs. memory recommended.

Introductory price $36.00 US
includes all fees.

Mail to; Tim Wilson
P.0O.Box 4691
Crestline, CA 92325

Allow 3 weeks for delivery.

Imagine is a trademark of Impulse, Inc.
g
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This, too, can give a sound depth and a
seeming ambiance. Short, quick ones
make a sound more full, and immediate.
Longer ones convey a feeling of space,
andreally long delays in the echo provide
that Grand Canyon feeling. You get to
control how quick the echo starts, how
many of them there are to be, and how
much they decay (i.e., become quieter)
with each repetition. Audition 4 permits
realtime previewing (preHEARing?) of
the effect before you commit to it, and
you can change the parameters while
looping the sound, to fine tune the effect
on the fly. Nice.

RAMP is volume adjustment over
time. If youwantto just slide into a sound
slowly, Ramp the volume up from zero to
100 percent at the beginning. If you want
it to fade away, do the reverse at the end
of the sample.

Filters

Most sound sampling software of-
fers a lowpass filter, and most of it takes
half of forever to apply the filter toa large
sample on an unaccelerated Amiga. Au-
dition 4 goes the extra nine miles, offer-
ing blinding speed at applying the filter,
as well as more than just one choice of
filter. The low pass filter’s there, too, of
course, and it works fine and FAST. Low
pass means “pass everything that’s low
frequency and seriously attenuate or re-
move the high frequencies.” If you have
a sample where there’s tape hiss, record
surface noise, scratches, ambient noise,
or whatever, low pass filtration will help
control it (at the expense of some of the
harmonics of the sound, especially if it’s
a recorded musical instrument). With
eight-bitsampling at low frequencies, the
low pass filter should see a lot of use, as
low frequency sampling muddies the high
frequencies anyway, and you might as
well remove them.

The High pass filter does the oppo-
site of the Low pass one. You woulid use
this mostly to get rid of a droning noise,
or to make a sound more “tinny,” as
though coming from a Victrola or trans-
mitted through time. Great for flashbacks,
or simulated telephone conversations.
The Band pass filter does both of these at
once, carving out the middle frequencies
and attenuating or eliminating the rest.
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The program’s excellent documentation
provides technical information on these
filters’ effects, along with the specifics
on the frequencies that are affected or
removed. A little experimentation will
have you Low passing and Band passing
with the best of ‘em in no time.

In addition to the filtering, the pro-
gram permits you to boost “treble” or
“bass,” almost as you would by turning a
knob on a stereo receiver.
PerfectSound

The PerfectSound software, the pre-
cursor to Audition 4, comes with the
PerfectSound digitizer. If offers much
the same collection of features, plus the
ability to hold several sound samples in
memory at one time. These can be mixed
into left or right channels for stereo, or
they can have other features applied to
them to create instrument sound files.
PerfectSound’s instrument creation pro-
cess offers more control than the other
products, especially if you want to make
upone of those “special” instrument files
like InstantMusic’s “Drumkit,” which
contains various samples for each of the
instruments octaves. PerfectSound’s in-
strument creation requires some poring
through the manual, however. The pro-
cess isn’t particularly simple if you go
beyond the “make instrument” level that
it and the other software packages offer.
SoundMaster Software

For software, SoundMaster comes
with AudioMaster III, the current stand
alone incarnation of which is (brace
yourself) AudioMaster I'V. AudioMaster
IIlisahighly capable program for sample
manipulation, and there isn’t much dif-
ference between it and its newer version.
AudioMaster IV opcrates faster, has a
few extra options, and permits applying
some of its options to both entire samples
and user-selected ranges within the
sample. One of these is the retuning
process, which makes for some very in-
teresting possibilities. For example, to
save memory, you can resample a sound
at a low rate during parts of the sound
where there’s only low frequencies to
worry about. When the high pitches
come in, you can leave the sampling at
the higher rate.

Another nice addition to the soft-
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ware is a duration adjustment, S0 you can
stretch or squeeze a sound as needed.
This feature is quite similar to changing
the pitch and sampling rate of the sound’s
data, but it’s geared more toward adjust-
ing the time the sample takes to play.
Nice.

AudioMaster 1V also offers a much
improved filtering facility. This one is
fairly complicated to operate, but has
near-infinite adjustment possibilities
among the possibilities for filtering, in-
cluding pass, cut and boost.

Both of the AudioMaster programs
offer the ability to sequence sounds. If
you’re recording from the Amiga, this is
a good way to get a lot of coordinated
sound effects, music, etc., played in pre-
cisely the right order at precisely timed
intervals. You can also put together
musical scores by repeating chunks of a
sample. Particularly effective forrhythm
tracks, as with the examples included
with the program,

All Of The Above

As for user interfaces, there isn't
much difference between PerfectSound,
Audition 4, and AudioMaster III or IV.
They’re all Amiga-ized programs from
the get-go, complete with pulldown
menus, proportional slider gadgets,and
the usual stuff. All of them are intuitive
and easy to figure out. Things do what
they look like they’ll do, and the programs
are all very forgiving of user errors. You
can crash them, but it’s difficult todo - as
it should be with all software. You can
abort most operations without waiting
for them to complete, too, in case you’ve
set something going that takes forever.
Most of the time, aborting the process
will kill the sample in memory, but if
you've been a good paranoiac and saved
and re-saved it constantly during your
work session, you can just reload and
pick up where you left off.

Which One To Pick

For features, speed (blinding speed,
in fact), and advanced sound mixing ca-
pabilities, Audition 4 gets the nod, and it
works with SunRize’s PerfectSound
digitizer hardware, as well as Aegis/
Oxxi’s SoundMaster hardware - although
itdoesn’t honor the SoundMaster’s inter-
nal microphone as well as AudioMaster




(whichever numeral). For general, all-round sound sampling, the
SoundMaster hardware gets the nod - among the ones under
discussion here, at least - especially if you update its software to
theNumber IV product. These “nods” are pure personal preference,
however. Except for the superior Audition 4 software, the
differences among these products are small. They’re all capable
of the job, and you won’t go wrong with any of them.
Problems

The one flaw in Audition 4 is a rather annoying one, The
program has a hard time setting its edit pointers to the ending byte
or three of a sound sample. When you sample a sound, the last
thing that happens is that you turn off the sampling process. Often
this is after the sound you want is played, and something else is
getting started. So, you need to trim the ending chunk of asample,
in order to whittle out what you want to keep. Audition 4 insists
on pulling that one or two bytes forward as the end of the sample.
Even the samples provided with the program exhibit this problem.
The simple workaround is to use the program’s range-keep
function to perform the cut, instead of trying to trim it from the
right side, which it refuses to do. It’s a simple thing to fix, but it
shouldn’t have to be fixed.

AudioMaster software (either one) comes with a neat CD-
player program that plays sounds from disk, cueing them up in an
elaborately realistic CD-player fashion (it even blinks lights on
the graphic control panel). The new version of the program comes
with updates of this and other programs that are included in the
package. Some of the utilities require use of the Amiga command
line interface, which isn’t very friendly. These utilities do things
that the program should do from pull down menu selections.

PerfectSound? Well. .. Itisn’t perfect, either. Nothing is.
However, nothing specific suggests itself.

Wish List

All these programs still leave some wishes unfullfilled. For
example, there are still many manipulations that would be nice to
be able to perform on sounds, digitally. For one thing, a power
user would want more and more elaborate noise reduction and
control algorithms. Sure, these things take a lot of computing
power, but the alternative is some extremely expensive audio
gear, and vast computing power is cheap. If you already have an
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OBJECT--LESSONS

3D Modeling Concepts

All 3-D renderers need objects

todisplay, and finding or building justthe
right objects for your project can be a
difficult task. This problem is especially
acute when you want to display a custom
logo or object that nobody else has ever
built; you’ll never find it in LightWave’s
“Phonebook™ of objects, or in a set of
public domain models. This article is the
first in a short three part series that dis-
cusses where models can be found, how
to modify them for your custom applica-
tions, and even build them from scratch.
These articles are not a tutorial in any
particular modeling program, but instead
discuss general techniques that can be
used in all of them. This first article will
discuss how to approach model construc-
tion and certain sources of models you
can tap. A following article will talk
about some of the strategies you can use
forconverting complex and unique shapes
into accurate 3-D computer representa-
tions. A final article will talk about an-
otheraspect of modeling, brush maps and
how to best use them.
Modeling Strategy

Many times you need a certain, very
specific, model for your renderer. The
rendering might be a flying logo anima-
tion or an office scene that needs just the
right kind of desk chair to make it com-
plete. Sometimes the lack of objects in
the public domain or your personal li-
brary just aren’t sufficient. In these cases,
you have to accept the fact you’ll have to
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build it yourself. Some custom objects
are very easy to build. A company name
canbe digitized, and a program like Pixel
3D or Imagine can convert the brushmap
into a 3-D object. But what if you have a
client who wants a model of their cafe?
Or you need to render a specific brand of
car? It is the complex models that take
considerable thought into how you can
input their shape into your modeler.

When you decide to build an object,
odds are you’'ll sit down and boot up
LightWave, Imagine, or whatever pro-
gram you use to design 3-D objects. But
this is often the worst thing you can do!
Once I was producing an ocean scene,
and I had a vision of a dolphin leaping out
of the waves. I built a stretched and bent
teardrop shape, added a blunt nose, some
flat, triangular fins, and colored the final
object with a nice “dolphin grey.” I was
careful, and the final dolphin shape was
very clean and detailed. But I was still
dissatisfied with the results. After hours
of tweeking, I still wasn’t able to get a
reasonable form.

This is when I learned perhaps the
most important rule of object design.
Never, if you can possibly help it, just sit
down, boot your Amiga, and try to build
the object you need. Why? Well, it turns
out there were several problems with my
dolphin, which I finally realized when I
saw a T-shirt with the picture of adolphin
on it. My model was based on my skewed
idea of what a dolphin’s shape was, and
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had a good many discrepancies with the
shape of a REAL dolphin. The “beak”
was much larger than my mental model,
the coloring actually was much more
complex than I knew, and 1 was even
missing the top fin. I learned that I could
never trust myself to accurately remem-
ber the form and coloring of such a com-
plex object; my memory just wasn’t ac-
curate enough. It wasn’t a lack of skill
with the modeler, it was just the fact that
my model was NOT the same shape as a
dolphin, which is why it never looked
“right” to me.

So whatdo I do now? Well, there are
several strategies I follow, depending on
the type of object I need to build. They all
revolve around the fact that I have a
reference to follow; a guide that helps me
visualize what the object SHOULD look
like. If I were building a dolphin today, I
would first go to a library and find a
picture of a dolphin. It could be a blurry
photocopy, but having that image helps
me in several ways. First, I can actually
study the image in detail. Gross mistakes,
like missing fins, would quickly reveal
themselves. Also, since I now have looked
at the image with the idea of modeling it,
I notice new features I would have never
noted before. When I see a dolphin show
atan aquarium, [ don’t notice the fact that
the body width is about one fifth of the
body length, I just say *“Oo0o0! Cool dol-
phin!” When I try to build the “cool
dolphin” from mmemory, Icould (and did!)



build the dolphin stretched out to twice
the length it was supposed to be. Study-
ing the image with the idea of modeling it
will help revise your mental image of
exactly what you want to produce.
What if I want to builda UFOora7-
11 slurpee machine, something which I
can’t find a good picture of? I use perhaps
the most powerful tool available on any
computer platform; a pencil and paper. I
am a truly horrible artist when dealing
with drawing figures by hand, but
sketching a basic shape can help my final
object quality enormously! Changing a
detail with a pencil is considerably easier
than having to scrap a 3-D model and
starting over. The key is I have a firm idea
of what the object should look like in
mind when I actually sit down to build it.
Notice that I’'m not talking about
how producing these models actually
takes place, I'm just emphasizing the fact
that no matter how skillful you are with
your modeling program, you’ll never get
satisfactory results unless you plan in
advance exactly what you want to pro-
duce.
Model Breakdown

And Planning

Once you have an idea in mind, and
you’re sure of the shape you want to
produce, what is the best strategy for
inputting it to your modeler? No matter
what program you’re using, there are a
few useful methods for building your
object from scratch. Perhaps the most
important is the idea that any object, no
matter how complex, canbe broken down
into simpler parts. Building a model of a
car is difficult, but how about a spoke in
the wheel? The hubcap? A headlight? An
objectis made of its parts, and if you build
each part separately then finally assemble
them together, you’ll save a lot of work
for yourself. Some modelers like
LightWave and Imagine support and
encourage building objects from simpler
parts, then assembling them together into
a complex shape. Some others like
keeping objects without complex hierar-
chies of sub-parts and sub-sub-parts, but
the techniques of building objects a piece
at a time still apply.

One method of hand-digitizing your
model is to take each plastic part in turn,
model it, then save the part. When all of
the parts are finished, you take the assem-
bly instructions that came with the kit,
and follow them by moving the parts
you’ve built around on the computer. If
you have a complex model, you can en-
tertain yourself for hours with this three
dimensional jigsaw puzzle. Obviously,
this method leaves a lot to be desired; the
model makers never expected their direc-
tions would be followed in a virtual world.
I've found that the best way to build
models is by starting with the fundamen-
tal, base piece, and then attaching the
little doodads and ornaments. As you
build each little part, you can immedi-
ately place it on your “final” object, and
see how it fits in with the other parts of the
model. If you wanted to build a bicycle,
build the frame first. As each new piece is
added, you’ll see immediately if some-
thing is missized or broken in some other
way. You'll also have a convenient way
of storing your object in progress, since
all of the parts are logically grouped to-
gether. How do you save just a headlight,
a rear bumper, and a steering wheel to-
gether in one file?

One last advantage of modular
modeling is the ability toreplace the parts
easily. If you are building a car, you
mightwantaquick and dirty setof wheels
so you use some for other uses. But what
if you want to improve the model later?
You can just pick the old sub-objects and
selectively replace them with new, more
detailed versions. Conversely, sometimes
to save space or to speed uprendering you
might want to simplify a model, and
again, you can selectively replace a sub-
object to change the quality. One last
point: Be careful how detailed you make
every object. A classic mistake is to say
“Oh, I want a super high quality beer
bottle!” so you design your object with a
bottlecap with 5,000 polygons. Sure, your
cap is very smooth, but you can easily
increase rendering times if you don’t try
to keep detail levels constant. Perhaps
you would want that much detail if you
were making an animation which zoomed
in on a logo on the cap, but use common
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Modelling and rendering images on your
Amiga is a wonderful experience. Imagine, by
Impulse, is one of the most powerful and
versatile rendering programs available.
Unfortunately, most users never use
anywhere near all of the features Imagine
offers, The sheer complexity of the program
can make new users abandon the program in
frustration, and even experienced users
ignore functions whose purpose is a mystery.
A solution for this problem is finally here.

Apex Software Publishing is proud

to announce a brand new work that

documents every editor of Imagine,
clearly and completely.

money! We know you will not be disappointed.

Steve is well known for his renderings as well as \he
niegabyles of lmagine objects, brushmaps, and text he has
put into the Public Domain. His new book is a successful
altempi 1o share his vast hnagine knowlege with others.
The book features:

Over 150 fildl sized 8.5 by 11" pages
Complete coverage of every editor
Detailed index
Appendices of useful techniques and information,
as well as common problems and their solution

Printed reference sheet of frequently used colors,
altributes, texture settings, and brushmap
placement diagrams

Disk packed with complex objects and brushmaps

This book is not a simple coliection of hints; it is
a definative reference for Imagine. If you don’t
agree, retirn the book and we will refund your

Send $29.95 check or money order

Apex Software Publishing

we'll pay postage.

405 El Camino Real, Suite 121
Menlo Park, CA 94025

Foreigh orders $5 extra.
CA residents, please add 8.25% sales tax

Dealer Enquiries invited.




sense to determine the object’s complex-
ity when youcan. Over sampling like this
is a habit I constantly fall into, where 1
specify much more detail than will ever
show up when rendered. It not only
wastes RAM and rendering speed, but
also time I spend in modeling.

Once you get used to building small,
simple objects, you’ll be surprised how
fast and easy it is to assemble them into
large complete models!

Real World Model Sources

When you want to build a 767 in
your modeler, a picture or sketch of the
jet’sshape is a great place to start. But for
some objects like the 767, there is an
incredibly rich source of information that
can guide you in making very detailed
and completely accurate models. That
source is your local hobby shop, where
they sell plastic model kits! If you think
about holding a miniature airplane wing
that you can study and even measure, you
ran cea hnw ideal thev are for nroducing

an accurate computer model of the same
shape. As a bonus, the model kits come
with decals, which can be digitized and
placed on your computer model as
brushmaps! In order to accurately copy
most of these plastic parts, you’ll need a
few simple tools. A ruler, though useful,
is actually not the best measurement de-
vice. By far, the best tool to use is a
“caliper gauge.” This tool consists of a
long piece of metal or plastic with rules
marked on it, and a piece that slides along
the rule. The object to be measured is
placed between the “fingers” of the gauge,
and a mark on the sliding piece indicates
the width the fingers are spread apart.
Measurement is quick and accurate; Tuse
a cheap $8 gauge that has an accuracy of
one twentieth of a millimeter, far more
than I need. The problem with a ruler is
that it is difficult to measure small dis-
tances accurately and measuring some-
thing like the thickness of an airplane
wing at a certain location is impossible.

One important convention when
measuring real objects is to ALWAYS
keep your units consistent. There has to
be a conversion between the size you
measure on your model and the units you
use in your modeler. In Imagine, I arbi-
trarily set one millimeter measured from
aplastic model to be one unit in the Detail
editor. As long as I don’t suddenly start
using one centimeter to one Imagine unit,
every part I digitize will stay in scale and
I’ll have no problem. In modelers like
LightWave that already have a fixed unit
scheme, I suggest NOT trying to follow
the built in units; go ahead and enter one
meter into LightWave every time you
measure one millimeter on your model.
Since most model parts are from 1 to 50
millimetersin size, it’s a lot easier to type
“1” instead of “.001”. After your model
iscomplete, you can scale it to the proper
size. Also remember that model kits gen-
erally have a scale rating to them, such as
“1/24” which tells you exactly what con-

Multi-Dinmiesisional Modeling
and Animation Software
designed for use in both
Deskiop Viden

Desklop Publishing

ec b wming

Draw4D-Pro

Finally! Professional, USER FRIENDLY
3D rendering software for the Amiga!
Renders in any Amiga mode plus 24 bit.
EASY texture mapping! Great Manual.
Direct DCTV support! 3D Pdraw Clips!
Video and Publishing!

e Unlimited Lights that animate
» Unlimited Parallel Spaces to work in
« FAST Double buffered editor
» Phong/Gouraud/Facet in same frame
Built-In Font Editor
* Unlimited points per poly
» IFF/IFF24/DCTV/Anim5/Clip output

For more information, see your dealer, or call
Adspec Programming, (216) 337-3325
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version between your model size will
give you the proper final scale.

Mixing inches and centimeters will
cause a headache. I recommend trying to
get all metric measuring tools; it’s a lot
easier to make the conversions, and most
programs don’t like it when you try to
input 13/32 of aninchas aunit. Youdon’t
REALLY want to use a calculator every
time you enter a number!

A surprising number of the plastic
model parts can be input to your model-
ing program very quickly and easily just
by measuring a couple of dimensions and
using a built in primitive. A mainmast of
a sailboat is just a tube in the proper
dimensions. Different types of tires can
be made from a torus or a cylinder in the
proper shapes. As long as you can just
measure the simple object parts accu-
rately, assembling most of the primitive
shapes is easy. The one problem that can
occur is when dealing with cylinders;
remember that you are usvally using the

calipers to measure the cylinder’s width,
which is along a diameter of the object. If
you use this number as the RADIUS of
the computer version of the object, you’ll
get a cylinder that is twice as big as you
expected!

The second mostuseful toolis simple
graph paper. Flat shapes can be placed
directly on the paper and traced, so the
location of key boundary points can be
quickly determined. For an airplane wing,
I traced the outline of the wing on graph
paper. I drew about 20 parallel “ribs”
from the base of the wing to the tip, and
used the graph paper to note the length of
each rib (the wing tapers near the tip) as
well as the position of that rib. I used the
calipers to measure the maximum thick-
ness of the wing along each of those ribs.
Armed with this list of rib sizes, I created
a 2-D outline of an airfoil shape. I copied
this single outline for each of the ribs,
then scaled the outline ateach rib to be the
same height and length I measured on the

model. A solid model of the wing could
bemadein LightWave2.0orImagine 1.1
by using the *skin” command to connect
the outlines. Imagine 2.0’s cross section
editor would give even more control and
allow you to interactively correct small
mistakes in the shape and placement of
the ribs. Try to find scientific graph pa-
per, which is usually made of fine milli-
meter grids, with medium linesevery five
millimeters and heavy lines every 10 mil-
limeters.

With these two tools, you can digi-
tize 90% of all of the model parts you
come across. In the next article, Part 2 in
this series, we’ll address the tough parts,
like digitizing a solid boat hull, or how to
accurately measure the divots on the sau-
cer section of a spaceship. This is one of
the few times that using a computer pro-
gram can call for mixing plaster or pour-
ing liquid Styrofoam into a mold. Until
then, go to your hobby shop and pick up
some fun models!

ELECTRONICS

Northern California’s Full
Service Authorized Amiga
& Video Toaster Dealer

computer systems

We carry a complete line of Video Toaster peripherals including:
* AmiLink CI Edit Controller for Panasonic AG1960 decks

* DPS Time Base Corrector II
* Toaster font packages

* Lightwave Textures

* Toaster Training Tapes
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More on Video

Tape Formats

‘ ~ hat kind of video recorder is

best for capturing computer graphics?
There are two answers to this question:
the right answer and the affordable an-
swer. First, we will study theright answers
and their cost, have a good laugh, and
then study the affordable answers.

D1 is the ultimate video recording
machine. Itrecords the individual colors
separately, then digitizes them into ones
and zeros (a process called component
digital). Just as electronic art can be
created in layers, the D1 recorder is per-
fect for capturing and sandwiching layers
upon layers without picture degradation.
For this reason, D1 machines are used
primarily by animators and computer
graphics shops. It’s like owning a com-
puter with 1000 hard drives that can play
an image in real time. Instead of hard
drives, the tape plays from a special D1
videocassette. If you can afford one at
$160,000+, you are probably notusing an
Amiga. Sony is tinkering in their work-
shops with a less expensive component
digital format called D4, using Betacam
SP recorders. Expect it to cost $70,000.

One step down from deep outer space
are the D2 and D3 formats. They also
record the picture and sound digitally, but
record the combined color signals (com-
posite) rather than separate color signals
(component). Like the D1 recorder, the
D2 and D3 machines can make copies of
copies twenty generations down without
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any degradation of the image. Because
the colors are combined, Composite
Digital Recorders, as they are called, make
pictures with colors not as sharp as their
component D1 brothers, making the ma-
chines less appropriate for animation and
graphics. Still, they record and play-back
pictures and sound of stellar quality. All
this for a mere $75,000 or so.

The D2 format, introduced by Sony,
uses a modified 1" Type-C reel-to-reel
video recorder to store the images. The
D3 format, from Panasonic, uses a
modified MII VCR to record the data.

Stepping lower into the stratosphere
we come to 1" Type-C video tape re-
corders. They are big, use one-inch wide
tape on open reels, and cost $36,000+.
Unlike D1,2,and 3, Type-Cis ANALOG,
but like D2 and D3 it records a composite
signal. When you are finished rendering
data and wish to record the resulting
image (and don’t intend to go back to
modify or layer more onto the recorded
image), the Type-C machine will do a
fine job. Unlike common VTRs that
must backspace and pre-roll in order to
record one frame, a process involving a
lot of wear and tear on the machinery,
many 1" VTRs will simply record one
frame on the tape, then advance the tape
a minute amount and be ready to record
the next frame. Thus 1" VTRs are well
suited for animation recording. One two-
hour reel of tape will hold 200,000
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frames—iry to imagine how many hard
disks you would use to store that many
pictures.

A small step below 1" is Betacam
SP, costing $15,000+. Betacam SPis the
dominant format in the broadcast indus-
try, recording excellent quality component
(separate colors) analog video signals.
The advantage of component signals is
that the colors are recorded separately
from the luminance, leaving them sharper
and cleaner than if they were combined
into a single composite signal. The cas-
settes are easy to handle and the machines
are small and lightweight, making them
popular as camcorders for commercial
news teams.

Betacam SP is an improved version
of the standard Betacam VCR that does
most of the same things. The SP (Supe-
rior Performance) yieldsa sharper picture,
hi-fisound, and improved signal-to-noise
ratio (less grainy pictures).

A half-step below Betacam brings us
to MII, costing about $10,000+. At this
price the rarified air is almost breathable,
Mllrecorders produce excellent pictures,
similarto Betacam SP. Also, like Betacam
SP,MII VCRsrecord component signals.

The serious desktop videographer
will probably have to set his/her altimeter
on one of the three more affordable VCR
formats: 3/4U-SP, SVHS, and Hi8. All
three formats have several things in
common. Their pictures are not as sharp
and smooth as their more expensive
brothers. Nor do they record true compo-
nent colors like the Betacams and MIL
Instead they record a “color under” sig-
nal, which is a much fuzzier degraded
form of color. The color looks pretty
good to our eyes, but doesn’t stand up
well to multi-generation editing and
copying. The three formatsdoanexcellent
job of recording “live” video images, but
have a hard time handling the high detail
found in video graphics. None of them do
a good job with thin colored lines, re-
quiring you to create simpler and bolder
images if you want them to record well.

In order to preBserve the color they
do record, SVHS and Hi8 use Y/C or S
connectors, carrying the color informa-
tion on a wire separate from the lumi-
nance information. This keeps the colors



purer than they would be if standard com-
posite signals were used, but remember
the color-under process of recording the
colors clobbered them quite a bit right in
the beginning.

Three quarter U-SP (and its lower
quality 3/4U brother) record only com-
posite video signals. although this re-
cording process is a little rougher on
colors, editing 3/4U and 3/4U-SP ma-
chines have a redeeming feature: they
have special dub cables used for editing
and copying. These cables carry the
color signals on separate wires from the
luminance, a process similar to their
SVHS and Hi8 cousins. Thus, the 3/4U
family can edit and copy tapes with deg-
radation similar to SVHS and Hi8.

Another difference between the 3/
4U family and the SVHS and Hi8 ma-
chines is that 3/4U and 3/4U-SP ma-
chines record audio on two medium fi-
delity linear audio tracks. SVHS and Hi8
can record hi-fi stereo sound as well as
medium fidelity sound on separate audio

Digital Video
Recorders

tracks.

When doing precise editing, such as
one frame at atime, it is necessary for the
editing recorder to precisely locate a
specific place on the tape. Professionals
and professional machines do this by first
recording a tape of black, along with
SMPTE time code, a stream of data
identifying each picture frame on the
tape. Thus the machines can record a
picture on frame 00:00:01:01 (O hours, 0
minutes, 1stsecond, frame1), then locate
position 00:00:01:02 to record the next
picture on the following frame. In order
todo this, the recorder must be capable of
frame accurate editing, use SMPTE (or
some other) time code to precisely des-
ignate each frame, and have a special
track set aside to record the SMPTE time
code information. The Betacams, MII,
1", D1, D2, and D3 formats all have
separate time code channels for this data.
Professional model 3/4U and 3/4U-SP
VCRs also have an extra track for time
code. This makes all of these machines
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well suited for precise SMPTE time code
editing. Youcan use time code on SVHS
and Hi8 machines, but have to sacrifice
one of the audio tracks. For instance, you
could record SMPTE time code on one
(or both) of the linear audio tracks of an
SVHS machine oron one of the PCM (hi-
fi digital) tracks of the Hi8 recorder.
Another technique for recording
SMPTE time code is to code it invisibly
between the pictures. Thisiscalled VITC
(vertical interval time code), often pro-
nounced “vitcee”. VITC time code has
the advantage of not using an audio track.
One disadvantage, however, is that if you
erase a video picture froma VITC encoded
tape, you are likely to erase the time code
with it. Special time code reader/genera-
tors are available that caninsert areplace-
ment time code number when a new
video frame is inserted, but the process is
complicated. The simplest solution may
be to forget about sound, recording only
the picture, and allowing the time code to
fill the linear audio channel. When fin-
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First Wedding
Videographer’s
Convention Draws
Sell-Out Crowd

by Kelly Thompson

“It's about time this event happened,”
said hundreds of professional wedding
videographers, who, last August, made
industry history when they traveled to
Washington, D.C. to attend the world’s
first convention, seminar, and trade show
produced entirely for professional wed-
ding videographers.

The intense, information-packed 3-day
event, held at greater Washington’s
Hyatt Regency-Crystal City hotel, was
organized and sponsored by Wedding
Videography Today, the two-year old trade
journal that has become the leading
resource on news, information, marketing,
and creative techniques for professional
wedding videographers nationwide and in
six different countries.

Wedding Video Expo ’91 provided
videographers with a long overdue oppor-
tunity for cross-country networking and
the chance to attend state-of-the-art semi-
nars on the latest wedding video creativity,
marketing, and equipment developments.

At the close of Wedding Video
Expo 91, 10 wedding videographers were
named as the top award winners in
Wedding Videography Today’s 1st annual
Creative Excellence Competition, which
honors outstanding achievement nation-
wide in four different wedding categories.

“Wedding Video Expo *91 definitely
showed that as a separate industry, we as
professional wedding videographers final-
ly have momentum on our side,” said
Wedding Videography Today editor, Roy
Chapman, adding that bhe expects the
second annual convention for wedding
video professionals, planned for 1992, to
be twice as large as the first.

Get FREE information by sending in the
coupon below.

Yes, I want to keep up with the latest developments in
professional wedding videography. Send me free
information on:

U Wedding Videography Today

0  Wedding Video Expo 1992

0 The 1992 Creative Excellence Competition

0  Start my one-year bi-monthly subscription to
Wedding Videography Today now at the special new
subscriber rate of only $39.95 (regular rate $55.00 per
year). My subscription carries a full money-back
guarantee.

O Check enclosed.
Chargemy: U Visa
Acct. #

Exp. Date
Signature on card
Name

Address
City, State Zip
Phone __
Clip and mail today to: Wedding Videography Today,
1319 Carlsbad Drive, Gaithersburg, MD 20879, or
phone (301) 869-6878 for faster service.
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ished, go back and dub new sound over
the time code (erasing it—but it may no
longer be needed), making the tape com-
plete.

Frame accurate editing is impossible
with bottom-of-the-line VCRs, regard-
less of format. You will probably have to
spend $5,000 or more for frame accurate
machines. Below that price, you can get
editors accurate to play + or - two frames,
which may be good enough for rough
animations and productions where the
animation is played out of your computer
in real time.

Back to color for a moment: High
end SVHS editors (costing $5,000+) have
special color processing circuits in them
to “sharpen” the color beyond what was
actually recorded. This helps to make up
for some of the faults of the color-under
formats, making computer graphics and
text much less smeary, and allowing you
to edit or copy down two to three gen-
erations before seriously losing quality.

At the bottom of the troposphere we
find VHS and 8mm formats. Neither
format holds up well to editing and multi-
generational dubbing. Neither handles
the color signals separate from the lumi-
nance signals in an attempt to salvage the
colors. Neither is a format worthy of a
professional or evena prosumer. Regular
3/4U fits in the same catagory, butslightly
above VHS and 8mm in quality. 3/4U’s
image is a little sharper, the colors a little
purer, and the graininess a little less.
Where VHS and 8mm go to pieces after
two generations, 3/4U can make it to
three.

In short, the three affordable formats
for recording computer graphics, anima-
tion, and for general prosumer use are
Hi8, SVHS, and 3/4U-SP. SVHS pres-
ently has a greater variety of edit decks
and peripherals available. The 3/4U and
3/4U-SP formats have been around for a
long time, and are revered by industrial
users. They stand up very well to the
rigors of backspace editing. Professional
decks costing $20,000 can perform
backspace edits all day and all night for
days on end without breaking down.

If you are doing true professional
work, you may wish torenta Betacam SP

or MII editor. If you are doing a lot of
professional single frame recording, you
may need to jump to the 1" Type-C for-
mat.

List prices for edit-capable studio
VTRs:

FORMAT PRICE RANGE ($)
S VHS 1,300 - 6,100
Hi 8 2,500 - 5,500
3/4U-SP 4,000 - 21,000
MII 10,000 - 35,000
Betacam-SP 15,000 -40,000
1" Type C 36,000 - 55,000
D2, D3 60,000 - 87,000
D1 160,000 +

If you are inclined to wait on the
sidelines before jumping into buying a
video recorder, there’s a possibility opti-
cal disc recorders may become available
in the near future. These machines will
use a laser in combination with a mag-
netic record head to record an image on a
spiraltrack of alaserdisc the size of aCD.
Such machines may cost several thousand
dollars, but won’t need to tear themselves
apart backspacing and pre-rolling as they
record each frame of an animation. The
laser will simply move over to the next
track and record it while the disc spins
much like the hard drive on your com-
puter. Once you’ve made an animation
with this device, you can play back a high
quality image in real time to be recorded
on a VCR using whatever format you
choose. When finished, the disc may be
erased and reused.
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One ofthe most creative and just

plain fun projects that an Amiga video
person can get involved in is the design
and production of a “PSA”, a Public
Service Announcement. PSA’s are used
to promote events in a local or regional
community, and quite often allow the
designer/animator artistic freedoms not
common in other video ventures. All of
this makes the PSA a perfect seedbed for
Amiga work. The PSA that I am going to
describe was accomplished with the aid
of a dynamic Amiga duo...Draw-4D Pro
software from ADSPEC Programming
and the DCTV unit from Digital Cre-
ations. Together, these two Amiga won-
ders are just the ticket to make a PSA
project doable with class in a short turn-
around time. Oh yes, I should also men-
tion that historically, PSA’s don’t pay a
lot of money to create; very often the
organization involved doesn’t have the
funding to meet a producer’s standards.
However, there are compensations. Be-
sides the ability to really stretch your
creative wings, a PSA project very often
makes a wonderful addition to your video
portfolio, as well as the opportunity to
make contacts for future “paying”
projects.

Dec 1991

World of
ifference

A

The Client And The Need

The Client for this project was the
Vermont Library Association, acompen-
dium of State multi-media libraries. The
contact person was Ms, Martha Day, the
manager of the University of Vermont’s
Media Library. The need was centered
upon a 30 second promotional piece that
could visually communicate date of the
VLA’supcoming conference with alittle
pizazz, and within the framework of a
theme dealing with multi-media applica-
tions in a world-wide network. My best
advice (based upon experience) to young
designers wanting to know how to best
approach the near infinite options of a
project like this is to “trust the force,
Luke”. This means that the first visual
ideas that you have when hearing the
theme for the first time are probably very
close to a course that is worth suggesting
and pursuing. Now, I don’t know what
visuals pop into your head when you
ponder the theme I've mentioned, but
mine were very clear and animated. I saw
a spinning globe around which orbited a
collection of media hardware. Another
aspect of client relations worth mention-
ing here is that the chances are good that
anidea youare obviously excited about is
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PSA Project

©1991 by Dr. R. Shamms Mortier

one that will be contagious in a meeting
with the client. This is more true when
working on a PSA then when confronted
by the threatened ego of ad agency execs.
The latter often “shoot down” creative
ideas as a proof of their own power.
Luckily, local PSAs are seldom handled
through agencies, because the monetary
return for the work is limited. The client
in this case liked the general format of the
suggested animation vey much, though it
was suggested that it include some text to
accentuate the voice-over. So it was time
to begin the actual work.
Gettin’ Down To Business
Though I have mentioned two of the
Amigaplayersin my design project, there
was another piece of software as well.
This was DPaint IV from Electronic Arts.
Tuse DPaint so often that it seems like my
right arm rather then a piece of software,
and there are few design projects on the
Amiga that I could manage without it.
My first task was to use DPaint to gener-
ate a nice 2D world map which I could
later wrap on a spinning globe in Draw-
4D Pro. I used a Canon black and white
scinner to digitize a world map outline
from a book. In DPaint, I then erased all
of the details except for the outline, and




colored in my own rough 3D-like details
with the help of DPaint’s fill routines. I
then colored the oceans turquoise and the
poles white. I picked up the map as a
rectangular brush, and saved it to disk.
Then I used some Kara Fonts to create the
text message. My first idea was to have
the text circling the globe like the old
Universal Studios logo used to do, but
then I changed my mind. To have every-
thing orbiting the globe (the multi-media
objects and the text) would be too pre-
dictable, and animations (no matter how
short) should not be predictable or the
intended audience will quickly lose inter-
est. The change was to be that the text
would fly up from the globe as a brush,
and this animation within an animation
was created in DPaint before the 3D part
was started. Later, the text was to be
placed on the 3D animation with the use
of my SuperGen (Digital Creations)
genlock-encoder. Tused the DPaint “Move
Requester” to make the text brush fly up
from the distant background (the “Z”
distance parameters), did the animation,
and saved it as an ANIMbrush. I didn’t
save it as an animation outright because I
wanted to place it exactly where I wanted
it later.

The 3D Design

There were two main reasons why I
chose Draw-4D Pro as the software en-
gine to handle this project on my Amiga.
The first was that this software addresses

the DCTV unit in a proficient manner,
and I wanted to have the animation in the
DCTV format because of the more pro-
fessional look involved. The second, and
equally important reason, had to do with
the spinning world globe itself. I didn’t
want to spend frustrated extra hours
trying to wrap my map on the sphere,
delving into secret and convoluted proce-
dures never fully explained. I wanted
what I wanted as fast as possible, and the
wrapping functions of Draw-4D Pro are
easy, intuitive, and instantly previewable
in the DCTV format. The only caveat is
that the sphere must be built from sec-
tions divisable by four (i.e., 24, 36, 48,
etc.) or there will be an observable “zip-
per” where the wrap is pieced together in
the animation. Other then that, wrapping
any 3D surface with IFF brushes and
pictures is extremely easy in Draw-4D
Pro. So I created the sphere, wrapped it
with my IFF hi-res map, and set it spin-
ning in a 360 degree loop on the Z axis. I
set my animation frames to 120 (4 sec-
onds of animation at 30 frames per sec-
ond).

Next, I set about designing the
various 3-D artifacts in 3-D: a video cam-




The Globe on the
Bgckgﬁouhd. |

era on a tripod, a 35mm slide frame, a
book, a video tape cassette, and a com-
puter monitor. Each was made of a com-

bination of simple shapes...mostly vari-
ous sized rectangles glued together. Since
all would be moving through 3-D space,

it wasn’t necessary to spend too much
time detailing these forms. The audience’s
eye would never be able to appreciate 00
much detail anyway. Besides, extra de-
tailing for no reason slows down the
drawing time of an animation frame as
well as increasing the disk storage room
needed. The important consideration in
designing and animating a simple object
is that the object should be recognizeable
as a silhouette in at least part of the
animation, and/or should be intuitively
identified by its association with an
identifiable neighbor. Take acassette tape
for instance. If it is seen by itself it looks
like a simple 3-D box, and much ob-
servable detail would be necessary to
help the viewer discern its nature. Placed
close to other more identifiable shapes,
however (like a video camera on a tripod)
the video tape can be more correctly and
quickly identified by association:On each
of these objects, I set the reflectance and
hardness levels fairly high, so that they
would catch the light as they orbited the
globe. I also set their colors to be fairly
close to primary colors so they wouldn’t
get caught hiding against a dark back-
ground. Each was made to spin on its own

For a Media Kit Call:

(408)252-0508

"This tssue
teached

15,000
Amigs-
1060 users”
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axis as well as orbiting the globe. This
added visual interest to a looping anima-
tion.

I finished this project before the
latest revision of Draw-4D Pro was avail-
able. In this most recent release, DADP
allows for the importation of a 24-bit IFF
picture as a background (!), which is
viewable in blazing color with the DCTV
unit. If this were available at the time I
was working on this project,I would have
used DCTYV Paintto create a background.
DCTV Paint is, in my humble estimation,
the finest paint program available for
Amigadesigners,and results can be saved
outas true IFF 24-bit files. This not being
available, I used Digi-Paint 3.0, a HAM
painting program from NewTek, to cre-
ate a interlace-HAM starfield backdrop,
and imported it as a background for my
D4DP animation. Digi-Paint has great
smoothing algorithms for creating anti-
aliased globular star bursts. The next step
1 did was to adjust the “lights” by altering
the default light settings and adding a
new light between the viewer and the
globe, which added a “hot spot” on the

colorful spinning globe. As a last touch, I
placed another slightly larger 3-D globe
around the first, and set it to high
“tranparency” and “genlock”. On this
second globe I placed some cloud wraps
I had designed in DPaint, and set the
rotation in the opposite direction to that
of the original globe. Now I had clouds
rotating around my Earth, adding more
interest and revealing the continents a
part at a time.
Conclusion

This animation played successfully
onregional TV and allowed the client the
needed exposure for their event. Before
going to the final onit, I produceda HAM
animation (without the “clouds”) as a
“pencil test” of the final piece. It was a bit
rough in some spots, but gave mea chance
to preview some of the final ingredients.
That HAM test of this animation is avail-
ableon disk. AVID subscribers may send
$7.00 (non-subscribers $15.00) to:
HAMglobe ANIM offer, Eyeful Tower
Communications, 15 Rockdale, Bristol,
VT 05443. Meanwhile, enjoy! And, Oh
Yes...see you in ROMulan space.

Subscribe
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page 64
for details

LIGHTWAVE 3D ala TOASTER

Tape #1

Tape #2

Lightwave 3D.

Tape #3

Covers: water ripples, procedural texture mapping, how to produce surfaces like chrome, gold, copper, & brass.

Length: 90 minutes
Covers: How to use Photon Paint, DPaint, AD Pro, Pixel 3D 2.0, and How to get better looking objects with

Length: 90 minutes

Covers: In-depth coverage on how to use envelope curves, lighting techniques, and surface control.

Length: 90 minutes
With each tape you receive an objects disk. ;
Suggested list price per tape is $49.95.
AVP, Inc.

9241 W. Allyn, Suite B
Milwaukee, WI 53224

414-789-1570

"TOASTERNET" BBS:
On-line technical support for Video Toaster, AD Pro, Pixel 3D, Sculpt Animate, Color Burst, elc., etc.
Downloadable textures and objects are available.
Subscription is $50 per year.
Call 414-365-0259 (modem) for access.

E—— —
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Looking for the...
RIGHT color?

Tired of the old "Blue to Green"
dither on your graphics?

"Color Quest"

is a full color publication that
gives you over 1,600 color
combinations and their RGB
equivalents

Sampie tutorial disk included.

Send $24.95 plus $2 shipping to: MFH
Productions, 8777 Cattaraugus
Los Angeles, CA 90034
or call (310) 559-0470 for more info
CA residents add 8.5% tax

HOW DO YOU 2.0?

Just in time for Christmas and
Commodore’s new operating
_system release is our new
exciting 2 hour videotape tutorial:

. AN INTRODUCTION
TO..."WORKBENCH 2.0"
Put together by a member of the
Video Toaster Crustacean team

and a Commodore Amiga
developer, the package also
includes a PD disk of useful
utilities. For more information or
where to send your $25.00 (check
or money order only please)...

MYKE MULLER
10100 McVINE AVE
SUNLAND CA 91040

(818) 353-6974

T EQUIPMENT FOR SALE OR BARTER: |

Shomi Cheetah 9900ADV dual TBC/frame sync
with freeze field/frame, downstream dissolve,
2x6 distribution amplifier, 6-input passive switcher,
phase/chroma controls. Great with Toaster! S.l%ﬁ)dl
JVC CR-8200U 3/4” editor, very good condition;’
great with JVC S-VHS & controllers old or new. $1350

I JVC CR-4400U 3/4" portable deck, case, 2 batteries,
1 10p~-14p cable, power supply, excellent cond., $575

Microbotics 8-UP! memory board, full 8 megs. $350

Sansui SE-88 14-band stereo graphic equalizer
with remote control, S memoties. $250

Also: audio patch bays, 16mm film and slide equipment.

3 WANTED -- Purchase of barter: 0
EECO Ives I1 A/B Box upgrade; JVC CR-8250U;

13V batt. belts/packs, 120V/220V charging; audio delay
(50-150 msec); 4-8 track mixer with parametric EQ.

0 0—0-
Call Steve at Worthwhile Films: (608) 2518855
104 King Street « Madison, Wisconsin 53703

TOASTER
USERS!

Realize the full potential
of LightWave
*Sequential
Frame Grab-Frame
Store from videotape

*Frames Output to

videotape

VideoGenics

Jack Fletcher

103 S. Court St. #116
Cleveland, MS 38732

601-846-0377

Marlketplace

"FINALLY"

A Professional School for
Professional Wedding
Videography

A 2 1/2 day hands-on workshop
at the Brooks Institute in
Santa Barbara, CA

Presented by West Coast Schools
and taught by Professional
Videographer John Goolsby

February 23, 24 & 25 1992
Register by February 10, $275
619-429-5839 or 714-685-5530

- FOR SAILIE

USED STUDIO
EQUIPMENT

(1) Sony M3AK (3 tube
camera) Excellent $2,500
o.b.o.
g) Panasonic WVDS5000 with
enlock, 12x, Character
Generator $1,000 o.b.o.
1) Sony VO-6800 3/4"
ortable, Excellent, with case
$1,800 o.b.o.
1) Sony 3/4" Edit System
ony VO5800, VO5850,
RM440 $5,800 o.b.o.
SOLSTICE
407-229-3154
Steve Finn or John Marotta

ADVERTISE

YOUR PRODUCT OR SERVICE

IN

THE AVID MARKETPLACE

FOR ONLY $75
call 408-252-0508




Marketplaec e/

HIGH PERFORMANCE |

AMIGA Slides STABILIZER ULTRA HIGH RESOLUTION
IDEAL FOR | LOW
* 2000 Line Resolution Maintains .;pWEDD'"Gs cost 35 m m

» Proserves Anti Alicsing COLOR
SLIDES

* No Mosaic Pixel Appearance
* From BTitler, ProVideo, Scuipt,

i STEADIES CAM/CAMCORDERS 1 0Z. TO 8 LBS. THE s y
P go:aster',:Tyrbo -, EASIEST & MOST VERGATILE SYSTEM! GET SHOOT from Your Amiga Graphics
eluxe Paint, etc. MOTION PICTURE SHOTS INSTANTLY WITHOUT ® 2
® Overscan & All Files Supported BALANCING OR REBALANCING WORRIES! | from Toaster, DCTV, 24-B|T43:DB rlldifn': programs, Scanners
#* 48 Hour Inhouse Turn Around FROM $1 99.95_ 1-800-800-3742 = | 24-BIT IFF paint programs - .
* 16 Million Colors For taped information, Call 714-650-1636 @ Standard IFF or HAM IFF

YOUR CAMERA SUPPORT ARSENAL WiT+ THE BULLET PROOF

& ® Postscript Slid
§ A c TION B o o M o crealed with Professional Paga, Pn:leses:nal Draw,

Pagestream, or Presentation Master

Action packed demo tape $14.95 '<

= For pricing & Demonstrates Its unique features. 4000-Line Resolution + No Scanlines
samples call: "Gets radical shots®, Will Shriner, ABC Television Brillant Color - No Curvature Distortion
1-715-856-5627 "l love it!" Steve Oedekerk, feature filmmaker e P
| [ . Price Lists, and FREE Samples:
GRAPHIC CLASSIC VIDEO PRODUCTS HAMMOND PHOTOGRAPHIC SERVICES
IMPRESSIONS CAMERA SUPPORT DIVISION-AV 11280 Washington Ptace, Culver City, California 90230

1872 Monrovia, Suite A-8, Costa Mesa, CA 92627 (o) Se0 S0

A-MIGA

ADVERTISE RCEEN-][ é?‘ql'
your product in

1- SERVING SO. CAL.
this space for only

500s, 2000's
§75.00!

i AMIGA |
i* VIDEO
TOASTER

v SYSTEM SALES

v GRAPHICS DESIGN

v TOASTER TRAINING
v VIDEO PRODUCTION

& TOASTERS
HOURLY, DAILY,
WEEKLY, MONTHLY
CALL

(818)547-0122

(213) 463-2350 VOICE MAIL PAGER

FOR SALE | Multi @ Media Video Equipment
Custom Animation Service For All FOR _ ALE

& LOCATED INTHE e
HEART OF HOLLYWOOD

L.A. SOFTWARE

'MegaChip 2000 e r.tYOMI' Video Production
; . artoons
(with 2 MB Agnus chip)..... $275 A Charts, Maps, Product Hlustrations 2
*Amiga 2320 Display Enhancer | A Animated Custom Logos Panasonic AG-7400
(get rid of the flicker).......... $100 A Special Effects . Portable S-VHS Deck
8 megaby te Memory Bour d All anlmanor?s can be synced to sound or music
(rith 2 MB SIS e S125 | - - o s DaklSentage & Factory Sealed From
«Commodore 2630 Accelerator (V”g-. ﬁr“’::f ::4;-’:;:3:':::".‘ SP) Authorized Dealer
(with 4MB 32-bit RAM).....$900 ot ey 1
Feel free to make a reasonable offer ::i;ago?\ Der:: De;;i . nn g% $'|]‘9@®(]D
-Bit Toaster Frame Disk a A
s Call And
Call (408 252_0508 3 Muiti Media Productions y

Ask for Jim | Cedsar Rapid:iz' 5B.2;x08826(:31 9) 306-4549 4 1 5 = 5 99 = 5 5 23




3 Good Reasons To Become An
AVID Subscriber

1. We're FOCUSED

AVID is all about one thing and one thing only: Amiga-Video. You won't find game reviews, program listings, or any other
topic covered in AVID, unless it directly affects the Amiga videographer. You won't have to skim through AVID searching for
the occasional videographic article. By focusing on Amiga-Video subjects, we can go beyond the general Desktop Video
information you usually read, and get down to the valuable specifics and details that can make the difference between satisfying
a client and losing a job.

2 We're FREQUENT

Like most magazines, AVID is published monthly (except for a combined July/August issue). Unlike most magazines, AVID
subscribers also receive the AVID LETTER. The AVID LETTER is a mid-month Amiga-Video "fix" that is sent only to paid
AVID subscribers. This 4-page newsletter contains the hottest Amiga-Video tips, the "not-ready-for-prime-time" Amiga-
Video news, and information on special promotions and programs for subscribers only.

3.We're FRESH

AVID is up-to-date and up-to-the-minute. There are no 3-month lead times for AVID articles. Most articles in AVID are
published within a week or two of submission. This editorial philosophy allows us to cover the timeliest subjects in the timeliest
fashion. And, the AVID LETTER allows us to publish news and information that often falls between the cracks of other
publications.

If you would like to tap into AVID's focused, frequent & fresh Amiga-Video coverage, fill out the subscription
Sform below and send it with your check to: AVID PUBLICATIONS, 415-112 N. Mary Avenue #207, Sunnyvale,
CA 94086. For even faster response, use your Mastercard or VISA and call (408) 252-0508 to place your order.

NAME I use an Amiga [ ] S00[_]1000[ ]2000( ]2500[ ] 3000
COMPANY The genlock I use is
STREET I am currently using the Video Toaster........ [ ]YES[ |NO
CITY I am planning to buy a Toaster soon............. [ ]YES[ ]NO
STATE ZIP I mse Deluxe Paittl BUIV...........coo...ccccenn0end [ ]YES] ]NO
COUNTRY I use Shereff Systems Pro Video Gold/Post: [ | YES [ |NO
Other CG Software?
NO PURCHASE ORDERS PLEASE I use Imag.infaz.D YES[ |NO Turbo Silver:| | YES[ |NO
Which Digitizer do you own

Yes, I'd Like to subscribe and receive both the Journal AND the AVID LETTER. (CHECK ONE)
[ ] 12 issues of both the Journal and the Letter for $36 (Canadian subscribers $44 US)
[ ] 6issues of both the Journal and the Letter for $20 (Canadian subscribers $24 US)
(Overseas Subscribers add $36 US.)
Make check payable to:

AVID PUBLICATIONS, 415-112 N. Mary Avenue #207, Sunnyvale, CA 94086 ?
To Subscribe by Phone Use Your Credit Card. Call (408) 252-0508 ]




It Takes An Art Departmen
With Connections

Sure, talent and good looks help,
but in the real world, you've got
to have connections.

This is true whether you want
to star in pictures or just
manipulate them.

Using Art Department Professional
(ADPro) you can connect to just

about any type of color input or

output device such as video digitizers
(PP&S and GVP), color scanners (Sharp,
EPSON and others), film recorders
(Polaroid and LaserGraphics), display
boards (Impulse, GVP, Digital

AS DG

925 Stewart Street
Madison, W1 53713
608/273-6585

Creations, DMI and many others)
and all sorts of color and gray
scale printers.

No matter which device you're
controlling, ADPro’s advanced
image processing, ARexx
programmability and powerful
format conversion capabilities
help you get the best results
possible.

So, you provide the talent

and good looks and let
Art Department Professional
provide the connections.

The following names are trademarked by the indicated companies: Art Department Professional: ASDG Incorporated. ARexx: Wishful Thinking Development Corporation.



We can't show you the power and
quality of the Video Toaster in this
magazine ad, so we've decided to prove
it with a free VHS tape about the Toaster
produced entirely with the Toaster. This
unique demo-within-a-demo starring
NewTek's Kiki Stockhammer is aptly-
titled "REVOLUTION". It will show you
why the Video Toaster is the most
successful and important product

ever created for the Amiga.

Every $2495 Video Toaster comes

complete with:

» Broadcast-Quality Four Input
Switcher

» Real-Time Digital Video Effects

» 35 ns Character Generator

* 16.8 Million Color Paint System

* |nteractive Color Processor

* Two 16.8 Million Color Frame
Buffers

= 16.8 Million Color Frame Grabber

* Overlay Genlock

* Luminance Keyer

» 3D Modeling, Rendering and
Animation

Whether you're doing graphics,
animation, video production, or
multimedia, the Toaster delivers
stunning quality at a breakthrough
price. Find out why everyone from
Time and USA Today to Business Week
and Rolling Stone are raving about the
Toaster. Witness the "REVOLUTION"
in your own home or office for free.
Featuring the Toaster's mind-blowing
effects, titles, and graphics along with
animation by Todd Rundgren and 3D
artist/LightWave programmer Allen
Hastings, like the Toaster itself, this
videotape will knock your socks off.

Also includes: Todd Rundgren's
Toaster-Produced Music Video
“Change Myself”

=wl=K

I NCORWPORATETD

NOTE: Anyone who previously ordered
“REVOLUTION" will be receiving their tape for
free. Video Toaster and LightWave 30 are a
trademarks of NewTek, Inc. © Newtek. Inc. 1991




