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Finally! True Cinematic Quality Morphing For The Amiga®!

ASDG is not the first to advertise This is what we mean by "cinematic

"cinematic quality morphing’ for the  JREEESS MCEETENN  (uality morphing."
Commodore Amiga®. Having seen Easiest-To-Use MorphPlus™ [ h i Id
the other products, there's obviously If these are the criteria you would
more than one way to define that SO RIOLIZ TSR  Use, then MorphPlus™ is the choice
. you should make.
* Morphing must be easy.
To us, "cinematic quality morphing"  Experts in the field praise the See it at your local dealer!
means these things: intuitive design of the MorphPlus”
) user interface which lets them create
* Morphing must be fast. sophisticated full motion morphs in =~ =
stk . VS D C
In a production environment, time is  minutes instead of weeks. & |

money. ASDG's MorphPlus”™ is the
fastest morphing product available *Morphing must be high quality

for the Commodore Amiga®. (so that it truly can be used for

MorphPlus™ powers through cinematic or professional video 925 Stewart Street Madison, W1 53713
complicated full overscan morphs 3 applications). MorphPlus™ is already 608/273-6585

to 11 times faster than the other in use in Hollywood productions,

products. replacing high end systems.

The following names are trademarked by the indicated companies: MorphPlus: ASDG Incorporated, Amiga: Commodore Amiga Inc.
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ars 'N' Tone

Lasl month I had the privilege of

attending my first SIGGRAPH convention in
Chicago. SIGGRAPH is a computer trade
show which concentrates on graphics hard-
ware and software. The show was great—one
dazzling graphics display after another. One
of the neatest things [ saw, though, was a
bunch of kids breaking a light bulb—more on
that in a moment. Of course, most of what |
saw runs only on high-end platforms that
require several arms and legs to purchase.
There were lots of super high-tech experi-
mental goodies, with virtual reality practi-
cally everywhere youlooked, and aconstantly
changing art piece being worked on simulta-
neously by many artists at workstations in
different locations was the centerpiece of the
SIGGRAPH art gallery.

The only Amigas to be found at the
show, other than the Programs Plus and Video
booth showing an impressive new version of
Real 3D, were tucked away in a corner of a
secondary exhibit hall. While wandering
through what appeared to be a show of
children’s artwork called SIGKids, I stumbled
on a roomful of kids and a few adults busily
toiling away on an actual video project. Their
mission, under the aegis of New York City’s
Lucky Duck Productions, was to produce a
humorous short video for broadcast on cable’s
Nickelodeon. The theme was to be “What's
Wrong With America”, and the video was to
illustrate the who, what, when, where, and
why of it. The kids were mostly from various
Chicago-area schools, plus one from Califor-
nia and one from France. During the six-day
project the SIGKids used about 15 Amiga
workstations from 500s to Toaster- equipped
2000s and even a 3000 Tower. Other equip-
ment and software was loaned or donated by
G VP, Electronic Arts, Sunrize Technologies,
and others. Steve Johnson from Commodore
was very helpful throughout, but the obvious guru
of the entire high-energy project was computer
graphics expert and educator Curt Kass, who
normally consults with schools around the coun-
try on video installations. Of course, he usually
recommends Amiga-based systems because of
their extreme cost-effectiveness in these days of
ever-shrinking educational budgets.

© 1992 by David Duberman

In talking with Steve and Curt, I learned
a lot about the current state of education, and
itisn’t good. Today’s world is more visually
oriented than ever before, and the educational
bureaucracy is too sluggish to keep pace.
Schools are still text-oriented, while kids live
in a video reality that bears no relation what-
ever to traditional education. According to
Curt, computer manufacturers such as Apple,
IBM, and Commodore need to take some of
the responsibility for assisting the educational
community to integrate new technology into
schools in a smooth and efficient way.

Back to the project—this was an actual
video editing suite, centered on a Panasonic
7750 S-VHS editing deck and a Toaster, but
using every trick in the book, including ten-
hand synchronization. While I was there I
witnessed a group of five kids with Curt atthe
helm laying down a particularly tricky section
of the video. It involved playing of a DPaint
animation, with a sound effect and Toaster
transition just at the right point. The proce-
dure wascarefully orchestrated, then rehearsed
repeatedly with lots of hand signals and call-
ing back and forth, and finally was recorded
onto tape with hardly any glitches. When it
was decided a better sample was needed for a
breaking-glass sound effect, a light bulb was
procured and smashed in a garbage can (for
safety) with a microphone connected to a
sampler. That didn’t work out too well, so
Curt sent one of the boys out to buy more light
bulbs. They kept working until eleven that
night, and no doubt had lots of fun. The next
day when I had to leave they were still hard at
it, so I didn’t get a chance to see the final
product, but if you watch Nickelodeon this
fall you might get a chance to view it.

So the moral is that you don’t always
have to put your Amiga video-related knowl-
edge to work for pay; use it to invest in the
future. Work with schools in your area—
volunteer to help train teachers with video
equipment, forexample. And while you're at
it you can put in a good word for the Amiga
and all the great things it can do with video for
comparatively litlle money to whomever
makes the equipment-buying decisions. Get
involved—you’ll be glad you did!

How You Can Profit
From Two Lucrative
Video Markets

My name is Mitch Lang, and when | started my video production busingss in
1986 — working part-time, with low-end industrial VHS gear - | had a dream.
10 make 2 good living doing what | loved, working with vidao

And | discovered two things which have helped me earn aver $67,000 3 year
for the past three years:

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

8y focusing on this market, I've brought m $91,125 worth of business over
the past 3% years. And the Industrial Video Package shows you how

2. THE WEDDING VIDEO MARKET
CAN BE INCREDIBLY PROFITABLE

I've devetoped production and marketing strategies aimad specitically at
couplss willing 1o pay a premium for a professional they can trust. Today, |
average $1,000 for a 1-camera wedding shoot. And / have more business than
I can handle

WHAT ABOUT YOU?

If yau're ready to produce profits - not just special etfects - with your video
equipment, these instructional guides will show you how. Each one is packed
vath specific, praclical, first-handinformation... not just theory.

THE INDUSTRIAL VIDEQ PACKAGE

{Book + video sat )

INDUSTRIAL VIDEQ PRODUCTION-
A BUSINESS AND MARKETING GUIDE

This detailed report has all the information you need to break inta this
challenging & lucrative field. It uses 9 “case examples” of actual indus-
trial video projects to show you:
* “Guerrilla Mark " gies for tinding X
* How fo use direct mail to reach your prospects (with actual direct mai!

marketing pieces that wok).
« How to develop realistic budgets {with examples).
* How 10 crezte etfective Yellow Pages ads
« And much more!

INOUSTRIAL VIDEO SAMPLE TAPE

This video contains 9 fufl-length examples of industrial projests produced
by my company, from low-budget desktop videos to tapes created on
high-end systems. Includes detailed production notes and 4 complete
scripts. 1% hrs.

Package price: $59
“One af the best values we've encountered for the independsnt video
producer.” Valcon Associates, Plaasanton, CA
(Note: the Industrial Video Package is not available in Qregon & SW.
Washington.)
e — |

WEDDING VIDEG FOR PROFIT

This information-packed, 87-page book reveals my company's market-
Ing & business strategies In detail. For exampie, it includes
* How to use marketing 1o distinguizh yourself from your competitors.
» Samples of marketing pieces that work
« B strategles to maximize your profits.
* How 1o develop a referral-based business
* A complete bridal show strategy.
* 17 common client problems & how to avoid them
» And much more!
Price: $39.50

"An exceliant investment - informative and wall-written. | refer to it
regularly.” Don Skorpen, Wainut Creek CA

THE VIDEQ GUIDE TO
PROFESSIONAL WEDDING VIDEOGRAPHY

This in-depth, 2 hour video shows how 10 create quality, professiona’ vid-
20s. It shows you

« Dozens of production & editing technigues

* Equipment demonstrations, including the Video Toas

« How to aveid disasters through pre-production planning
« How to create reception videss your clisnts will love

« The 4 keys to successful one-camera shoots.

= How 10 avoid common audio problems.

* And much rmore!

Price: $29.50

“The tape is GREAT. I've seen others but yours is the best
Phil Woody, Seattie WA
“I've seen lots af instructional videos, and this is ane of the finest. | have
three widecgraphers on my staff, and I'm gaing to make them all watch
i” Greg Museh, Clearwater FL
I

% SPECIAL OFFER %
Qrder both Wedding Video for Profit & The Video Guide to
Professianal Wedding Videography for $59

1t you're leery about ordering things by mail, | undersiand So am . Maybe
this will help:

1 offer an ironciad 15 day money-back guarantee on all ilems.

To order or request a free information pack, call (503) 251-4355 or write.

COLUMBIA VIDEO SERVICES

Pnces include First Class posiage.

435 S.E. 85th Ave,, Suite £
]
es
)

Portland, DR 87216
September 1992 Tt'
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from the cool rainy
hills, digital summer
wanderers. To begin, thanks to those folks
who sent in details of their Amiga
videographic configurations. Two are
mentioned here, just S0 you can see what
level of equipment Amiga pros are using
in their video work:

1. Bob Thompson / GrafxQuest

Leanordtown, Maryland

(301) 475-5640

Amiga 2000 w/33 Mhz 030 and 8
megs of RAM, GVP controller and 100
Meg Hard drive, Syquest 44meg remov-
able, one floppy, Toaster 2.0, Kitchen
Sync, WIZ tablet, 2 Sony Monitors and
1084S monitor, Sony EVO-9700 dual
Hi-8 editing deck, Videonics videoequal-
izer, 350 Watt UPS, 2400 baud modem,
Pansonic KX-P1124 printer, JVC TK-
870U copy stand camera, Canon A-1 Hi-
8 Camcorder, Sony GV-8 ensemble,
Amigasoftware (including ADPro, Imag-
ine 2.0, DPaint IV, Vista Pro 2.0, Broad-
cast Fonts 3D, and Scala).

i September 1992
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2. John Spoftord
Spofford Multimedia
Exeter, New Hampshire
(603) 772-0624
John sent along a printout of this
configuration as well as the description.
John is a well known artist and animator
in the Amiga community, especially with
his submissions to Adspec Program-
ming’s Draw-4D Pro newsletters and
demo videos. I will give you a somewhat
edited version of his setup description:
His setup is based around two
Amigas: One (a 2000) is
placed upstream of the
switcher and the other
(a 500 with 5 megs) is
adedicated character
generator genlocked
downstream. The
A2000 generates

DCTV video to
channel 2 of a
Pansonic WJAVES

video mixer (this has a
*clean output and two honest
| to goodness TBCs™, and dis-
/ solves and wipes). Video edit-
/| ing is done on two AGI1960
'/ VCRs, an AG950 editing con-
/’/ troller, and a “fairly ancient” JVC
video corrector.

Johnis alsoinvolved in audio with a
Roland SC-55 Sound Canvas module, a
Roland EQ-5 digital piano, and (some-
times) audio from the Amiga as well,
Also included is an MXR graphic equal-
izer, a six channel audio mixer, and other
MIDI gear.

In addition to having a philosophy
thatallows himtobuild his videos around
Digital Creations’ DCTV, he uses other
software including Draw-4D Pro, ADPro,
DPaint IV, Pro-Draw 2.0, SuperJam, and
Pixound. He says that he is able to do
high quality work with DCTV by using
the TBCs to boost the signal, and some-
times to superimpose higher resolution
graphics from the A500 over a DCTV
background.

A July Journey

I placed myself in the hands of the
airlines in July for a ride to Salem, Ohio
to see firsthand what was going on at
Adspec Programming. Greg Gorby, the

captain of Adspec and the creator of Draw-
4D, was on hand to greet me and give me
atour. Whatresulted was alook atand the
ability to use (infact to use protessionally
in my own work) the new Aladdin 4D
software. In my estimation. this software
isanevolutionary step in compmergraph—'
ics in general, especially on the Amiga. |
am so blown away by its options. ease of
use, and array of new and exciting tools
that [ can already state that it is certain to
be one of the major Amiga software re-
leases of 1992, I'll be writing about it
more as time passes, but let me run down
just a few of its features for you now:
animated ““gas” structures (!). wave gen-
eration as you’ve never seen it before,
bump maps better then any I've seen,
camera/target pans in animations, Post-
script figure importing, multiple texture
mapping. background animating, DCTV
read/write support, the most amazing pro-
cedural texturing around—the list is end-
less. The package will sell for $460.00 to
new users and about $100.00 for up-
grades to D4DP 1.3 registered owners.
This is one of the(if not the) hottest new
products since the introduction of the
Amiga as a videographic platform. Stay
tuned.

Adspec Programming

(216) 337-1329
Essence

Steven Worley, known for his work
and writing for Impulse’s Imagine soft-
ware, has just released a utility for Imag-
ine called Essence. It generates algorith-
mic (procedural) textures that can be
mapped in animated splendor on Imagine
objects. All canbe customized withmany
user parameters. The list includes alti-
tude textures. fractal noise, bricks and
checks, transitions, tilings, and color ro-
tations. Check it out at Apex Software
Publishing / 405 El Camino Real, Suite
121 /Menlo Park, CA 94025/ (415) 322-
7532.
A Complaint

Without mentioning any names right
now, I want to register a general com-
plaint concerning the haughty attitudes
of developers of Amiga products that use
the telephone “support” system to our
disadvantage. Folks, please don’t give us
some long diatribe of recorded hype (at




NOW SHIPPING VOL. L, IT & III!

For Your Serious 3D PrOJect...
Superior Quality in 3D image wrapping

and reflection mapping.

COMPLETELY SEAMLESS!

Pro-Textures offers a wide selection of professional
texture images in high resolution 24-BIT IFF format.
*HAM versions of all images are also included

PLACE YOUR ORDER NOW
for Volumes 1-3!

$69.95 ea.

Amazing
Computers
TAMPA

-------------

Good video footage is only the beginning of
desktop video production. Text, graphics, and
special effects are needed to enhance and add
excitement to your video. With RocGen Plus
and RocKey, both by Roctec Electronics, you
can add a whole new dimension by bringing
high quality studio effects directly to your
desktop video production.

-Excellent quality
genlock with video
pass-thru.
-Luminance keyer &
chroma keyer that
keys on ANY color!
-Can be used as an electronic color splitter
-Hundreds of key effects and faders for BOTH
graphics AND video!

-Together, RocGen Plus and RocKey make up
the most affordable platform for desktop video
production.

Summer Special! $ 599.95

313) 977-631

TRANSHORTER

Transporter is an advanced, next generation animation control program designed to

meet the ever increasing needs of the professional Amiga animator. For those requiring

more flexibility for single frame to tape configurations, TRANSPORTER IS A MUST!
A FEW OF THE MANY FEATURES SUPPORTED:

* Allows you a great deal of flexibility in generating scripts

of pre-rendered frames to tape.

* Set up loops, reversals, and frame repeats quickly and easily.

* Features timecode display and insert editing capability.

*Sequential frame grabbing & time lapse recording.

* Batch conversions with AREXX, ADPro, and Image Master. =7

* Configure Transporter to include your own conversion scripts. |

*Build & Rip OPT-5 anims & single frame them to tape.

*With Air-Link, send your animations out to ANY VCR!

DEVICES SUPPORTED:
* Amiga Display * Colorburst * DCTV * Firecracker 24 * HAM-E
* Impact Vision 24 * Video Toaster *
NEW DEVICES: AVideo 12&24 * OpalVision * DM Resolver *

CONTROLLERS SUPPORTED:
* Air-Link * BCD 20004 * BCD 5000 * DQ-Taco * Mini-Vas * V-Lan *

BEAM YOUR ANIMATIONS TO $ 2 49 9 5
o

VIDEO TAPE THE LOGICAL WAY!
Dealer Inquiries
Welcomed!

Sz

>\
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RocHard Is an external hard drive controller with
casing featuring integrated support for both IDE
and SCSI drive types on the A500. It supports a
variety of drives from different manufacturers to
provide you with maximum flexibility to suit
your application requirements and budget.

-High quality quantum
52MB LPS hard drive
-Ergonomic case
perfectly matches the
A500.

-2 Position game switch
to disable expansion
RAM or RAM and hard drive together for FULL
game compatibility without losing memory!
-External SCSI Port for external SCSI devices
-Built-in memory board expandable to 8MB using
1X8 or 1X9 SIMMS!

-External power supply with auto power sensor
included!

Summer Special!  $ 499.95




our long distance expense), only to allow
our call to go unanswered in some “‘can
you hold?” limbo. If you want us to the
support your products, support and de-
liver the service that is expected to go
with it(!).
Super Hi-Res

If you use Broadcast Titler to gener-
ate your titles and title effects, don’t miss
the new BT2 Super-HiRes module.
Toaster 2.0 is compatible with BT2 play-
back, getting pastan initial sync playback
glitch. The Super package supports the
new Super-Denise (ECS) chip directly
(on all A3000’s and new A2000’s), giv-
ing you a 1472 x 480 resolution. Contact
Innovision at Suite 238, 1933 Davis Street,
San Leandro, CA 94577. The price is
$439.00, and $139.00 if you’re upgrad-
ing from the standard BT2.
Out of the Ashes

Phoenix Microtechnologies, Ltd. (18
Hampton Road Keswick, S.A. 5035,
South Australia) has a long list of Amiga
items worth investigating. Newest is their
“Blizzard Board”, a 14MHz unit that will
add 8 megs of RAM to your Phoenix

Board, your A500, or the A2000. Also
available is a SCSI external case with or
without adrive (with a Quantum 105meg
drive it’s $849.00) and Ethernet accesso-
ries.
Lissa, My Love

Lissa 1.2, a Lissajous Path Genera-
tor, is the upgrade from 1.0. It now has
new WB 2.0-like graphic gadgets, and
new load/save options. For instance, you
can now save out non-polygon structures
as “paths” for Draw-4D Pro. The new
look makes it more intuitive to operate.
Rumors

There are lots of rumors in the air
about some awesome price reductions
coming in the Fall on Amiga systems.
Stay tuned...
Workshops

Contact the International Film &
Television Workshops of Rockport Maine
04856 for their Fall listing of seminars
and workshops. A sample listing includes:
Video Production, Multi-Media, Video
Directing, Script Writing, Production
Designand Art,...I personally know some-

Path, Specular and Diffussion Image Mapping,

Mouse Driven Refresh Interrupts For Fast

Screen Response Times
Library with A Full HumanFigure,
Completely New

Documentation and

35% Faster Rendering.
Playmation  $349.00
Starter Kit

Soundtrack $119.95
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50 Spline Object
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By
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Mike Wu

036 Fax Line
Only $349.00

IBM/Windows
Morph F
e All Compatible Betwee

and Light

one who took advantage of this place and

found it most rewarding.
ProDraw 3.0

Yep! It’s finally here. Those of you
wanting a more full featured structured
drawing program have been rewarded by
Gold Disk’s new ProDraw 3.0 release.
There’s even an Undo and a Redo func-
tion on board. Special Effects Genies
include Flower and Mandela (Mandala)
construction. Special Tool Genies allow
construction of numerically correct EI-
lipses and Rectangular objects. You can
turn these into 3D objects by outputting
them in PostScript format from ProDraw,
then importing them into Adspec’s
Aladdin. There’s much more. Contact
Gold Disk for upgrade costs, or for the
price of the entire package.
Motion Man

If youhaven'tyetseen Anti-Gravity
Products’ Motion Man Object for
LightWave, then you are missing a lot of
fun and learning. Motion Man is a fully
structured and movable anatomical fig-
ure that can be wrapped with your favor-
ite texture(s) and set moving for video
work. The small manual comes with a3D
photo on the front, and a long list of
instructions inside. The current version is
1.01 as 1.0 had some problems. By the
way, this object loads easilly into Pixel-
3D for export to other graphics Amiga
3D/4D packages. It’s about $30.00 from
Anti-Gravity Products, 456 Lincoln Blvd.,
Santa Monica, CA 90402 (310-393-
6650). Watch Anti-Gravity for more qual-
ity products in the future.
An Auspicious Journey

If you are thinking of calling me in
late August, you should save your dimes
and wait until September. I'll be out on
the musical road with my jazz ensemble
“Science Fixion” (album available on
either CD or cassette...$15.00 and $10.00
plus s&h). We’ll be in New York City,
Nashville, Tuscaloosa Alabama, Colum-
bus and Cincinnati Ohio, State College
Pennsylvania, and down on the Gulf in
Moss Point, Mississippi. By the way,
while in Mississippi, I'll be doing an
Amiga tutoring session with alocal video
producer who’sinterested in learning how
to master some specific animation tech-
niques. If you see a show,..say hello.
Meanwhile, see you in ROMulan space.
ENJOY!




“Extremely Professional...Incredible
Results...I highly recommend them™
Video Toaster User

"Spectacular...Professional and
Excellent..."
Amazing Computing

"Just the Ticket...The Fonts look
great when rendered..."
Amiga Video Journal

"3D Font Heaven...A Must..."
3D World Bulletin

- NEW! AQPoint® controlled curves

- Object Sides are built so that, with

- 27 Exceptional 3D FONT SETS

- Each set contains Upper & Lower

- Complete Tutorial included!

for unsurpassed outline integrity.
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ighten Up

Techniques for
LightWave 3D Users
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Lots of interesting stuff this time
outofthe stable, solet’s hopright in, shall
we? Good...

First off, let me tell you about one of
the best deals I’ve seen in quite a while.
I’m referring to ProFills Volume 2, the
newest release from JEK Graphics. If
you're familiar with Volume I, you know
what this stuff is, but for the uninitiated
I'll explain. ProFills are collections of
brushes that are created in DeluxePaint
which, when repeated, form attractive
patterns for backgrounds or texturing in
the video world. While they’re designed
in only 32 colors, ProFills are of such
high quality that they can be used con-
vincingly for any number of purposes.

With ProFills Volume 2, JEK has
released some of the nicest work so far.
You'll find yourusual collectionof bricks,
weaves, and so on, but there is also a
whole slew of new brushes that make
great texture maps that you may not have
thought of. The image that accompanies
this column shows a few of them in ac-
tion. The fence surrounding the building
is only two polygons. That’s right, a
brush called Cyclone used as a transpar-
ency map provides the wires. The stop
sign post and wood of the building are
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covered with a Bark brush. The walls of
the building are Speckled Brick. The
walkway is Concrete. These are all just
tiny brushes tiled to give a complete sur-
face. And the best part yet...each brush
takes up only 4K of memory!

Of course, there’s more to ProFills
then just the brushes themselves, of which
there are many. How about 60 different
color palettes for the brushes? How about
two different types of palettes, one for
RGB displays and one for Composite
displays? How aboutaslick little Screen
Generator that instantly builds a screen of
any resolution out of these brushes and
patterns? ProFills Volume 2 sells for
$49.95, and I'd probably pay that much
just for the brushes I’ve mentioned.
Maybe you want Tire Tread? Got it.
Maybe Vinyl? Got it. Stucco? Paper?
Got it! And they’re all so tiny, you’ll
hardly notice they’re in memory! This
package is an excellent value!

Here’s atip that I passed along in my
latestcolumnin Video Toaster User maga-
zine which is pretty important so I'll tell
it here, too. If you use your Toaster
exclusively for LightWave, you can save
alot of hard drive space. If youdon’tuse
the CG, make sure to get rid of all those

ToasterFonts. They take up lots of room.
If youdon’tuse the Switcher, getrid of all
the Effects. Of course, you have to make
sure that your default projectis Get Small
before you go and delete all of those or
you’ll spend 45 minutes or so acknowl-
edging the Toaster’s “Can’t find...” mes-
sages next time you load it. If you delete
both of these directories you’ll find your
hard drive about 23 megs lighter.

[’ve been asked by the folks at Anti
Gravity Products to let those of you who
have purchased the Motion Man object
for LightWave know that there is an up-
date. It seems that somehow a non-final
version of the guy ended up on their
master, and he has duplicate polygons
everywhere. This means your rendering
times are doubled and he eats up twice the
amount of memory that he should. Any-
way, the new version is known as 1.01,
andis available free toregistered owners.
Contact Anti Gravity at the number men-
tioned at the end of this column for more
information.

A couple of months ago [ described
in my column a technique for creating
rain and stormclouds. The only part1 left
out was the storm clouds...I hate when
that happens. A couple of folks have
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contacted me and thought it was a fault of
this fine magazine but, alas, it was my
owndurnfault! Torefresh your memory,
we had a giant half sphere which sits atop
the “Ground” object supplied with
LightWave, its polygons facing in. The
formula that got left out was this:

Surface Color: 200 200 200

Luminous: On

Diffuse: 100%

Specular: 0%

The secret is in the Transparency.
Use a Fractal Noise Texture there, with a
size of 100, 100, 100. Set Texture Value
to 80%, Frequencies to 3, and Contrast to
0.5. 1set the Velocity to X=5, Y=0, Z=5,
which causes the clouds to move at a
pretty good clip, but you may want to
fiddle with that. This exact formula set
against the default backdrop gradient
colors results in very nice white clouds,
but you can darken the Surface Color,
turn off the luminosity, and/or darken the
backdrop to make them more menacing.
Sorry about the earlier confusion.

If you do a lot of work with your
Amiga, you’re probably familiar with a
product called Quarterback from New
Horizons Software. If you aren’t, you
should be. Quarterback allows you not
only to back up the stuff that gathers in
the far reaches of your hard drive for no
real good purpose, it can also compress it
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so that it doesn’t eat up a lot of disks.
Quarterback can write to floppies, an-
other hard disk, a streaming tape drive—
just about anything. It’s simple to use,
very fast, and very effective. Inmy studio
I have more than 2,200 disks with
Quarterbacked work I’'ve done over the
last6 or 7 years. If[find I need something
off of one of them, I simply locate itinone
of my Archive Reports that QB can gen-
erate, find the right set, put the first disk
in and click the stuff 1 want. A few disk
swaps later I've got it back on my hard
drive ready for use. Quarterback is an
invaluable tool in my machine, and 1
highly suggest it for yours.

Alsoon the compression front,check
into a public domain program called
LLHarc. There are actually a great number
of different versions of this file, and I'm
not sure whichisthe “latestand greatest”,
so check with your local users group or
online service. It’'ll whip tremendous
amounts of data into files that are fre-
quently half their original size. 1’ve got a
drawer on my harddrive where I’m stor-
ing animations that are rendered but not
yet recorded to tape. I've taken 120
frames of animation (which together to-
talled around 90 megs or so) and com-
pressed them into one file around 10
megs in size. When the file is decom-
pressed, all the images retain their origi-

nal names and are exactly the way they
appeared before compression.

Compressing things like this doesn’t
override the need forapackage like Quar-
terback, however. 1 use LHarc to make
things manageable on my hard drive,
then back up the compressed files using
Quarterback. Between these two, you’ll
find your life is a lot easier when it comes
to keeping track of your files.

We all know that you don’t have to
save each motion in a scene as a named
file, right? Simply saving the scene will
include the motion information whether
you have named and saved them or not. |
mention this because I’ve heard quite a
few people telling others that you need to
save a motion file separately, when in
fact this is not true. Just straightening it
out for the record.

At a recent meeting of the Amiga
Friends Graphics SIG here in Southern
California, I was asked a question that
surprised me: Why would you want to
use the Antialiasing and Pixel Blending
features in the Texture areas of
LightWave? According to the inquiring
party, he clicked them both on and all it
seemed to do was make the image fuzzy.
Well, 1 said, there’s the problem. I ex-
plained the Antialiasing is the one that he
should be using to clean up the image
when it is mapped on a surface, but leave
Pixel Blending alone. You see, Pixel
Blending’s job is just that...blending pix-
els. Think of it as the rough equivelent of
loading the image into DeluxePaint and
running a giant Smooth mode brush all
over it. Antialiasing, on the other hand,
makes LightWave sharpen up the image.
Pixel Blending is best when you’re going
to get closer to the surface that is image
mapped then you really should be, while
Antialiasing tends to stop nasty flicker
and moire patterns in fine maps or those
that move a good distance away from the
camera. This is what manuals are for,
folks!

Have youtried using Polygon Size to
create an explosion? In my opinton, it
doesn’t do a very good job. Of course, if
the object had about 18 million little
polygons, it might work, but there is a
better way. It involves that old EGG
program from Aegis VideoScape again




Want to make a great 3D Animatio
because nobody has written a good mod- Start with the rlg ht tools:
em-day 3D generator for this type of Your mlnd your Amlga and
’

thing, but them’s the breaks. Simply
The Personal 8&"@ 20

create a starfield with lots and lots of
stars. Place it in the middle of the object
- frame accurate (+/- 0) recording with professional VTRs
- full-featured animation sequencing with lists that can be saved or printed

dissolved away. When you wish the
object to explode, simply insert a pure
white frame (just one) by putting a Lumi-
nous white polygon in front of the camera
for that frame. In the same frame, make
the object vanish and the starfield appear,
then rapidly expand. This creates amuuch
better explosion. The real important part,
though, is that white frame. It’ll be so fast
that it’ll look like the initial light from
explosion, and odds are you’ll nevereven
consciously see it.

Well, that’s about it for this month.
I’ve got a number of things to look at for
the next issue, including still more 3D
fonts, so make sure to come back, y’hear?
As usual, address any hints, tips, sugges-
tions, comments, reels, FrameStores, etc.
to:

Mach Universe

625 The City Drive, Fourth Floor

Orange, CA 92668

Attn: David Hopkins
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Impulse
CanSetYo
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You know the feeling, a dead-
line only hours away, a client
who expects the best creative
solution, a blank screen and it
feels as if Lilliputians have tied
your hand down.

Now Impulse can't promise to make all your projects a success, but
we can provide the best graphics, paint and animation tools for the
Amiga. And with these tools you will have the power to break free.

It's simple... We were one of the first to bring professional ray
tracing and 3D animation to the Amiga and are still the best.. Our
new Broadcast 3D font objects make using text even easier.. We
offer a powerful, high resolution, real time, 24 bit true color, graphics
display card and the only real time 24 bit paint system. Put them all
together and you have one of the most powerful creative tools
available on any desk top computer. No compromises, No eXCUses.

FireCraker-24 Light-24 Imagine Broadcast Fonts 3D

FireCracker-24 is the easiest
1o use 24 bit (16 million colors)
high resolution (1024 by 482
maximum) graphics card for the
Amiga 2000, 2500 and 3000
and the simplest to install.
FireCracker features: O/S 1.3 &
2.0 operation, 8 bit alpha
channel, Internal overlay genloc,
Real time display using Light-24

Light 24 is the only real time
24 bit Paint system that allows
you to see what you are working
onin full 24 bit living color. Light
24 offers professional features
not found in any paint system.
With Light 24's Render Paint
feature and Fire-Cracker, you can
load and render, 3D objects from
Imagine or Silver.

Professional 3D animation and
rendering system for the Amiga.
Imagine features: Multi-window
object editor, Comprehensive
animation editor including key cell
tweening & motion velocity, Ray
trace model, Solid model, Wire
frame & polygon model,
Supports all Amiga graphic
modes and 24-bit

9 Imagine 3D object font sets.
Each character has been
carefully handcrafted to properly
support Phong shading for the
highest quality appearance. Font
objects include: CAPS, small case,
numbers and symbols
#3%&()"?C &l

With your free hand, call your dealer today and ask for a demonstration. Get serious and set yourself free.

e

To order or for more information call Impulse at (612) 566-0221
6870 Shingle Creek Parkway, Minneapolis, MN 55430




‘ ~ elcome to another install-

mentof Doug’s DeluxePaintIV tips. This
month, instead of giving you the normal
tutorial, I'll be reviewing the newest sup-
port product for DeluxePaint IV:
Flightpaths. I'll also share with you my
secret for scaling brushes to exact per-
centages.

Flightpaths

One of the lesser known (but useful)
new features in DeluxePaint IV is its
ability toload and save Move settings. So
it was only a matter of time before a
product like this came out. Mediascape’s
Flightpaths is a collection of Move path
files designed for DeluxePaint IV. It
doesn’t sound like much, but hey, these
aren’tyoureveryday Moves. Flightpath’s
Move files are multi-step motion paths
that cover just about any move you’ll
ever need.

Are youfamiliar with DPaint’s Move
requester? It allows you to fly brushes in
and out of the screen, rescale them, and
rotate them. It’s great for doing tricks
with logos and titles. It was one of the
highlights of DeluxePaint III. But it’s
very confusing to the average user. It
requires numeric data entry, calculations
and lots of experimenting. But, with
Flightpaths, you won’t be scratching your
head when youneedtospinalogooffscreen.

To load a Flightpath, click on the
Load button on DPaintIV’s Move panel,
located in the lower center. The
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Flightpaths are saved in two directories:
Ins and Outs. Flightpaths in the Ins
directory bring brushes in from offscreen,
while Outs fly your brush out. There are
31 types of Ins and 16 types of Outs, with
titles like Hits, Flip, Drop, Ripple, Shuffle,
Wave, and ZigZag.

There’re a lot of unique moves in this
package. There’s the Hinge, which swings
the brush back and forth like it’s hanging
from an invisible hook. There’s Leaf,
which gently drops the brush down, falling
side to side, as though it weighs almost
nothing. There are cute ones, like the
Stumble, where the brush wobbles in, then
falls down. And then there’s my favorite;
the Harrier. The Harrier levitates the brush
off the ground for a second, then rotates it,
where it takes off, into the distance.

Each Flightpath is a series of indi-
vidual Move files. This allows for com-
plex multi-step moves. The Flightpath
Move files are listed in numerical order.
For example, in the Copter Flightpath
directory there are these files:

Copter.1(70)

Copter.2

Copter.3

Copter.4

The number in parentheses indicates
how many frames this Flightpath requires.
Many Flightpaths have several versions
for different amounts of frames. To actu-
ally perform the Flightpath, you load a
Move file, then select the draw button,
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then load the next one. When they’ve all
been loaded and drawn, your Flightpath
is done. The Copter Flightpath spins the
brush like helicopter blades (Move file
1), rotating it to a horizontal position
(Movefile 2),and bringing itdown screen
(Move file 3), and finally rotating it into
position, where it stops (Move file 4).
Figures 1 to 9 show roughly how Copter
looks when animated.

The manual, although a bit on the
flimsy side, is very specific, including
several step by step tutorials taking you
through creating frames in Dpaint, to
doing multi-faceted flight moves ontitles.
The manual also suggests many varia-
tions on these flight paths, including how
to combine Flightpaths, how to rescale
each move for different resolutions
(Flightpaths isdesigned for 640x400 reso-
lution), how to avoid problems, and a
workaround for a bug in DPaint’s Move
Preview mode (which T have never expe-
rienced). There’s also a second booklet
that comes with Flightpaths, full of de-
scriptions on what each Flightpath does.
This is very handy, considering the fact
thatthere are tons of FlightPaths to choose
from, and they require a fair amount of
work to preview.

Flightpaths also comes with a sec-
ond disk containing bonus Color Fonts,
The two fonts are Astronaut and Viera,
and they come in five and four different
styles respectively. Astronaut is a 52-
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point font with a simple black-and-white
version, a chrome version, a neon ver-
sion, a metal version, and a gradient fade
version. Vieracomes in 80 pt., with gold,
metal, drop shadow, and a gradient fade
version. Even though the fonts aren’t as
cleanlooking as the Kara Fonts that come
with DPaint 1V, it’s nice to have several
different verions of one font.

Overall, I think Flightpaths is a great
package for any videographer who uses
fly-ins for logos and titles. Since the
Flightpaths are so complex, it saves a lot
of time and experimentation, and require
little more than postitioning the logo,
loading the Flightpaths, and executing
them. And the Color Fonts are a nice
bonus as well.

Flightpaths

Mediascape

7471 Watt Avenue

Suite 109 Department 333

North Highlands, CA 95660

(916) 339-1984
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Scaling in DeluxePaint

Have you ever needed to take a brush
and make it a specific percentage smaller
or larger? Making a brush 50 percent
smaller is easy—just press the h key. But
whatabout 75 percent? 307 It can be very
difficult to get these exact figures. And,
if you use the normal Size command
(Shift-z), or the Half command (h), you
wont get true anti-aliasing. Here’s a
method that lets you get true anti-aliasing,
along with accurate percentages for your
DPaint brushes. After you’ve tried this trick,
youcanmake it work forenlargements too—
it just take some experimenting.

This is a simple trick. Draw a verti-
cal ruler that’s half the screen height
(Figure 10). Forexample, if you're in Hi-
Res, (640x400), draw a ruler that’s 200
pixels high. Don’tdo this inoverscan. If
you need to use it in overscan, you can
make it in a normal screen mode and load
it into overscan later. Divide the ruler
equally with as many notches as you
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want. My Hi-Res ruler is divided into
16ths. Because of resolution restrictions,
sometimes we need to fudge a little bit
when placing the notches. To get the
most accurate notches, first draw your
main vertical line (200 pixels high for Hi-
Res). Then divide it at the center (100
pixels for Hi-Res). Keep dividing. If you
do it this way, you’ll get an accurate ruler.
Minehasanotchevery 15 to 14 pixels (first
it 14, the nextnotchis 15, the next 14, etc.).
Why are we drawing a ruler? Well,
this will be our guideline for scaling our
brushes, as I’ll explain in a minute. But
first, we need to save and position our
ruler. Save yourruler, because youdon’t
want to have to draw it every time you
need to scale something, do you?
Position your ruler so the top line is
in the exact center of the screen. The
bottom line should exactly touch the bot-
tom of the screen. Note: If you're in
overscan, the bottom of the line won’t
touch the bottom of the screen, but the
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importantpart is that the
top line is in the center.
Itdoes notmatter where
the ruler lies horizon-
tally.

Now that you have
your ruler positioned,
it’s time to use it. Pick
up your brushand move
it to the page with your
ruleronit. Position your
pointer so that it is on
the bottom line of the
ruler. If you’re not in
overscan, this is as
simple as moving your
pointer to the very bot-
tom of the screen. Now
that you’ve done that,
press Enter on the nu-
meric keypad. Pressing

lv—|r|
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ruler is 50 percent.
One fourth from the
bottom is 75 per-
cent. It’s easy!

If you have
AntiAlias mode on,
and you're using
DeluxePaint version
4.0, the brush will
render with true anti-

FA| aliasing. If you'rein
=1 DeluxePaint 4.1,
L 'l you'll need to rotate
M| thebrushtomakethe
Ml | anti-aliasing true. 1
Just press 1 on the
numeric keypad. It
rotates the brush a
little, but normally
not enough to notice.

It’s a strange

Enter puts DeluxePaint
into Perspective mode.
A rectangle should appear around the
brush, but don’t worry, this is normal.
Now, to scale your brush, hold down the
Ctrl key and move upward towards the
center of the screen, where the plus (+)

Figure 10

symbol is. As youmove up the ruler, your
brush will get smaller. Press the mouse
button to actually draw it.

As youmove the ruler up, your brush
will scale accurately. The middle of the

trick, butI’ve found
it useful on more
than a few occasions. Well, that’s all
there is this time. If you have any ques-
tions or comments, feel free to write me
care of AVID. Until next time, good luck
DPainting...
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‘ ~ elcome back to the column.

We have a brimming-over potpourri of
3D andrelated topics to cover this month.
Speaking of cover, as you may have no-
ticed we’ve been featuring front covers
rendered with Amiga 3D software in the
last few months, and we plan to continue
to be the only Amiga-oriented magazine
to do so. If you have a spectacular image
that you think could be a contender for an
AVID cover, send us a 24-bit test render-
ing in 752 by 480 resolution and a note
telling us a little bit about the image and
yourself. Ideally all objects should be
made by you using such programs as
Imagine/Silver, Real 3D, Caligari,
RayDance, or Sculpt; we’ll leave the
LightWave covers to our sister publica-
tion, Video Toaster User.

I received an interesting Imagine-
related phone call from Germany the other
day. Reader Patrick Roye informed me
that it was possible to employ translation
and rotation applied within the Cycle
editortoacycle object’s parent axisinthe
Stage editor. In my book The Imagine
Companion I stated that this isn’t pos-
sible. Here’s an example. In the Cycle
editor you load or create a cycle object,
go to say frame 5, then move the entire
cycle object you’re working with hori-
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zontally, then save that object, then load
it into the Stage editor having set up the
project for a five-frame animation. Inthe
Action editor to test the animation you set
the object to perform one cycle. Use
Make in the Stage editor and the object
remains immobile. Now here’s Patrick’s
tip. Go into the Action editor and delete
the object’s Position timeline. Now go
back into Stage and use Make again and
watch that baby go! The same applies to
rotation. If you apply rotation to a cycle
object’s parent axis in the Cycle editor,
forittooccur in the Stage editor you must
delete the object’s Align timelin¢ in the
Action editor. It’s that easy—thanks,
Patrick! You may be hearing more from
Patrick soon in these pages.

You may have heard that Progres-
sive Peripherals and Software recently
suffered a major warehouse fire. This is,
of course, terrible news; on the positive
side, the fire didn’t affect Progressive
R&D, where the development of 3D Pro-
fessional 2.0 continues apace. Lots of
great new features are being added; I'll
have an update next issue.

I was lucky enough to be able to
attend the SIGGRAPH trade show in
Chicago last month, where all the high-
end computer graphics companies gather
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Mach Universe's Big Rig

10 show off their latest goodies. The
highlight was Newtek’s world debut of
the music video Theology by Todd
Rundgren’s Toaster-based Nutopia video
production company. It’s an eye-
poppingly spectacular showcase of
LightWave’s capabilities. The best word
to describe the graphics effects in Theol-
ogy is dense. I know I'll watch it several
dozen times to begin with as soon as I'm
given the opportunity.

Butalsobeing shownatSIGGRAPH
was a preliminary version of a startlingly
changed Real 3D, due to be released in
October. This program has changed so
much youmight notrecognize it, and that
might be partly your fault! That’s be-
cause you can now customize the inter-
face, and give it any look you like. Now
you can set up different work environ-
ments for different types of jobs, and not
have to deal with unnecessary gadgets
and tools. Another first for Amiga 3D
software is thut the program will multitask
within itself. The most obvious use for
this is being able to start a render, then go
back and edit an object while rendering
takes place—no more going for that cup
of coffee!

New high-end rendering options in-
clude motion blur, depth of field, mul-
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Essence: Tree Bark Textures

tiple background images, lens flair ef-
fect, and soft shadows. Perhaps of great-
est interest to animators is a “revolution-
ary animation system” featuring particle
animation, characteranimation, “inversed
kinematics”’, magnetism, “animation of
transformations and free-form deforma-
tions” (not sure what that last one ts, but
it sounds neat), as well as the usual
morphing and keyframing. There’s a
whole lot more, and it alls sounds really
promising. Watch out for Real 3D—it’s
threatening to become a major player in
the Amiga 3D marketplace.

Essence

The hot product of the month has got
to be Essence, Steve Worley’s new pack-
age of procedural textures for Imagine.
Inanutshell, it’s a well-organized collec-
tionof 67 incredibly varied textures, many
of which are set up for easy eye-popping
animations, with a near-great manual and
zillions of parameters to play with. I
spent a whole morning just adjusting one
texture! Read on for the details—even if
you only use LightWave, you may be
more interested in this product than you
might think.

When you hear about texture map-
ping, you usually think of taking an im-
age file and wrapping it around a 3D
object in a rendering program. The ben-
efits of this are obvious: you can apply
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any image or sequence of images to an
object’s surface. There are drawbacks,
however. Parts of images can become
distorted on irregular surfaces and blocky
pixels are just some of the problems that
can occur when using image files as tex-
ture maps. And if you use images large
enough to prevent blockiness, you might
just run out of memory.

The alternative method of changing
an object’s surface appearance, which is
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supported both by the two premier Amiga

Essence: Two Examples of Fractal Noise on Floor Tile

3D programs, Impulse Inc.’s Imagine and
Newtek’s LightWave 3D, is called pro-
cedural or algorithmic texturing. Instead
of using an external image, the programs
use mathematical formulas and user-de-
fined numeric settings to calculate and
portray patterns of color and/or bumps on
objects’ surfaces. While LightWave’s
procedural textures are hard-wired into
the program, Imagine takes a modular
approach. Version 2.0 of Imagine comes
with 14 external texture files with names
like Checks, Disturbed, and Radial. You
can load up to four of these textures onto
an object viathe Detaileditor’s Attributes
requester, layering them so that “lower”
textures show through the “holes” in the
ones above. So, for example, you could
have a black and woodgrain-checkered
object. While the textures included with
Imagine are fun and some are quite un-
usual, they can be tricky to use, and alas the
wood and marble aren’t terribly realistic.
A new software product, Essence, is
now available for Imagine users in need
of textural solutions. Providing a whop-
ping 67 highly useful and well-docu-
mented new textures, this grabbag assort-
ment is a tinkerer’s dream. Here’s the
complete list in alphabetical order:
Bandsm, Bandturb, Bandfract,
Bbcourt, Blobc, Blobr, Blobf, Bozo,
Bump, Counter, Cubist, Cylindbricks,
Cylindbricks, Cylindchecks, Cylindsm,




Cylindturb, Cylindfract, Diamonddeck,
Flatten, Floortile, Fractalcolor,
Fractalfilter, Fractalreflect, Fractalscolor,
Fractalsfilter, Fractalsreflec, Gridmesh,
Hex, Hexmesh, Linearfract, Linearsm,
Linearturb, Huerotate, Mandelbrot,
Polkadots, Radialsm, Radialturb,
Radialfract, Ringsm, Ringfract, Ringturb,
Shellsm, Shellfract, Shellturb, Solid,
Spherechecks, Sphereshade, Stripes,
Stucco, Swapcrf, Swaprgb, Swirl,
Swirlfract, Swirlturb, Swirl3, Treebark,
Triangle, Turbcolor, Turbfilter,
Turbreflec, Turbscolor, Turbsfilter,
Turbsreflect, Varyabsrgb, Varyrelbright,
Varyrelrgb, and Veinedmarble.

The variety may seem overwhelm-
ing at first, but upon careful perusal of the
108-page manual you can see that many
of these are variations on a similar theme.
For example, quite a few are “transition”
textures, which take off on the basic theme
of Impulse’s Linear and Radial textures,
These create gradated bands of color on
objects that can be animated for some
useful effects, which are well-described
inthe manual. Forexample, the Shellturb
texture lets you simulate a bolt of energy
hitting the side of a space ship, with a
ragged-edged blue ring expanding rap-
idly away from the point of impact. Or
you can use the Ringfract texture to cre-
ate stunning gas planets with swirling
bands of ethereal color. The manual also
describes using a cylindrical turbulence
texture on a disk to simulate animated
coronas on the sun’s rim!

Another highly useful category is
altitude textures, with various types of
procedural bump maps. There’s the stan-
dard but outstanding fractal bumps, which
can simulate the surface appearance of
anything from an asteroid to sandpaper.
Otherpatterns include the “diamond deck™
style of industrial metal flooring, stripes,
various ridged grids, a special cylindrical
“tree bark” texture and an unusual “flat-
ten” texture that makes an object look
two-dimensional. Another category is
Pattern and Swirl 2D textures, which
includes a three-color hex grid, triangles,
shaded cubes, and spirals.

Some of the most versatile textures
in Essence are based on fractal noise, a
mathematical randomization principle

that can create natural-looking patterns
and motion. A few examples of the many
applications for fractal noise are clouds,
surface dirt and wear patterns for added
realism, TV static, and granite. LightWave
implements this to a certain extent, but
Essence goes far beyond. In fact, the
mathematical theory of fractal noise gets
its own chapter in the manual! This is
(alas for many of us) further proof of the
inescapable reality of the necessity of learn-
ing as much math as you possibly can if

you want to get ahead in 3D graphics.
Another category is Bricks, Checks,
and Miscellaneous Textures. This in-
cludes a special Checks that lets you
make a true Boing sphere, but the miscel-
laneous textures here are the most spe-
cial. There’s a basketball court, perhaps
the most off-the-wall texture here (yes,
really! a regulation basketball court!),
and an animated LED counter for simu-
lating a digital clock or watch. The
Huerotate texture color-cycles anobject’s
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Vertex: Interface

colors through the ROYGBIV color
wheel—fantastic! It works particularly
well with the nifty zoomable Mandelbrot
texture that presents us with the famous
colorful fractal patterns surrounding a
bulbous black core. Also included are
polka dots and an amazingly realistic
veined marble.

The final category is Utility, which
contains textures with features you may
never have conceived of, but which you
might find essential. Solid can be used to
tint objects or to fade image maps in and
out. Swapcrfand Swaprgb let you shuffle
around color, reflectivity, transparency,
and color components in another texture.
A potential use for this is to use a texture
like Pastella as a transparency map in-
stead of asacolormap. Then there are the
two Vary textures which apply a fractal
noise-based irregularity to an object’s
color for a more realistic appearance.

The manual is well organized, al-
though you may be flipping around a bit
because commonly used parameters are
defined only once, while the more unique
settings are contained in the texture-spe-
cific section. 1t would have been better if
all settings were mentioned in each sec-
tion, even if only with a page reference to
the definition. There’s a great deal of
useful information, though, such as
morphing tips and a trick for applying a
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virtually unlimited number of textures to
an object or group of objects. It’s written
in a highly enthusiastic youthful style,
with lots of “cool”’s and admonishments
to “Have fun!”. There is a table of con-
tents and an index, the final entry in
which is the author’s name, Steve Worley.
1f that sounds familiar, it should—Steve
wrote the popular book Understanding
Imagine 2.0 and is a regular contributor
of both articles and images to this publi-

Vertex: Beethoven's Fractal Forehead
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cation.

Steve co-authored Essence with
Glenn Lewis, author of the shareware
mathematical 3D object manipulation
software TTDDD. Both are to be con-
gratulated on a valuable addition to the
pantheon of 3D support software for
Amiga modelers, renderers, and anima-
tors. Essence will provide you with years
of value. I've been looking at 3D soft-
ware on other platforms, and believe me,
there’s no other system that comes close
to offering what the Amiga does in terms
of value for money as well as versatility,
and particularly with respect to 3D sup-
port products like Essence. And it just
keeps getting better thanks to the efforts
of people like Steve, Glenn, Tim Wilson,
and many others. Please support these
folks to keep them from going overto the
MSDOS platform—your pocketbook will
thank you in the long run!

Personal SFC 2.0

Nucleus Electronics, Inc.’s Personal
Single Frame Controller is the least ex-
pensive solution for 2D and 3D Amiga
animators who record on single-frame
videotape recorders equipped with RS-
422 serial interfaces. Until recently,
owners of the Personal SFC (including
myself) have beenrestricted to fairly lim-
ited use of their decks compared to the
unrestricted interface allowed by the BCD




single-frame controller I reviewed in
AVID Vol.3, Issue 4. Just recently I
received the 2.0 upgrade which offers a
number of new features, of which the
most notable is programmability via an
ARexx interface.

With every silver lining comes a
cloud (e.g. a single-frame VTIR). I love
being able to single-frame record to tape,
but I miss the infinite looping permitted
only by animation playback in the com-
puter; it’s useful for fine-tuning motion
to be able to view it repeatedly in rapid
succession. From the beginning the Per-
sonal SFC software has allowed you to
create loops on tape by repeatedly re-
cording each frame at the proper interval,
but this uses up tape, and since the deck is
in play the whole time between each
frame, causes extra wear on both the head
and the tape. Now I can write a simple
ARexx script, like this:

/* play a loop four times */
: ‘SFC.PORT’
results

'C_CUETOTC '01:10:28:00"

X
WAITTC ’01:10:43:00"
end
SFC_STOP
to play a section of tape any number of
times. Of course, this causes extra wear
and tear on the transport mechanism.
Sometimes you just can’t win.

The ADDRESS *SFC.PORT’ com-
mand tells ARexx that commands are to
be sent to the Personal SFC program. The
“options results™ line allows me to get
messages from the program such as the
current time code position. Next comes a
“do” loop that repeats four times; first the
tape is cued to time code one hour, ten
minutes and 28 seconds, then it’s putinto
play. After 15 seconds, the loop repeats,
or after four times the deck is commanded
to stop. It'sreally very simple; if you can
understand a recipe, you can program in
ARexx. By the way, if you already have
the 2.0 software and have been having
trouble getting the manual examples to
work, note the use of quote marks around
the time code in the example above; they
were omitted in the manual examples—
this has been corrected in the latest print-
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ing of the manual.

Other ARexx commands let youread
the current time code, put the deck into
record, fast forward and reverse, pause
and eject the tape, and get the status code.
The latter, which requires a bit of inter-
pretation, tells you whether the tape is
ejected or write protected, whether the
deck is in remote or local, and is stopped
or playing, and so on. There's also a
keyboard command to take the deck in
and out of Standby mode. Alsoavailable
viathe ARexx interface is a feature called
Remote Render, which allows a render-
ing program to trigger recording through
the SFC software. I didn’thave an oppor-
tunity to test this, but will report on it
when and if I do.

New features in the regular SFC pro-
gram include checking the integrity of all
image files before recording as well as
the ability to define a Safe Spot. The
latter is used when the deck is kept in
Standby mode betweenrecording frames,
which is to say the tape is threaded and in
contact with a moving head. As tapeisa

fragile medium, this can cause dropouts
if the part of the tape in contact with the
head contains recorded images. By de-
fining a blank frame immediately before
or after the section you’re recording on as
the Safe Spot, you can avoid potential
dropout problems. Finally, the bug that
caused DCTV images to be improperly
displayed has been squashed. There is a
fee for the upgrade; contact Nucleus for
details.
Image Fonts

Looking for handsome inexpensive
3D fonts? Justreleased for Imagine users
is a three-disk set of four styles of a sans-
serif font called Medium Bold Bank
Gothic. Priced at only $29.95 retail, the
Image Fonts set includes the plain-edged
face, the bevel-edged face, the embossed-
edged face, and the chisel-edged face.
The accompanying illustration shows the
latter three from top to bottom. Note that
while the front edges are all sharp, and
curved sides are smooth, sharp corners on
the sides are also smoothed. This is due
to Imagine’s unfortunate tendency to

Phong-smootharound 90-degree comners,
and the font designer’s failure to make
those comners sharp. You can use the
Design editor’s Make Sharp command to
remedy this if you like.

The embossed-edged characters are
actually two pieces grouped together; the
protruding edges and the recessed front
face. This lets you apply different sur-
faces to the two parts for more eye-catch-
ing results. If you use Imagine and have
use for a bold 3D font in various styles,
butdon’t need lower-case letters or punc-
tuation (they’re not included), the Image
Fonts set is for you.

Vertex

[ first wrote about Vertex in this
column several issues back, and have just
received the latest update, version 1.62,
from the author, Alex Deburie. Vertex is
an ARexx-compatible 3D modeler that
supports most of the popular Amiga 3D
object formats and offers quite a few
unique and useful features. If you’'ve
only seen the older freely distributable
version of this program, you’ve missed a

How do you fit 8160 backgrounds
on a single disk?

@ September 1992

ume 1 and Volume 2 now available. Onl
Volune 1 includes 123 patterns and textures, Volume 2 includes 136 patterns and textures.
Both volumes include 60 palettes and the Screen Generator program.
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Amiga World, July 1992
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lot of significant changes that make Ver-
tex a serious contender in the Amiga 3D
marketplace. Vertex’s strongest feature
is its range of powerful object modifica-
tion commands that makes it ideal for
creating shape variations for morphing
animations.

By way of a brief review, Vertex is a
single-view modeler, offering yourchoice
of a full-screen view from the front, side,
or top, or an adjustable perspective view
inthe 3D editor. There’s also a 2D Shapes
editor for creating shapes for extrusion or
lathing, with such handy features as an
arc creation tool. There are more differ-
ent ways of selecting vertices, edges, or
faces than in any other 3D program I've
seen, including by binary pattern and
outside edge, as well as the usual click-on
and drag-box methods.

Once you've selected some vertices,
you can use the really interesting Modify
menu Distort commands such as Apply
Curve, Randomize, Gravity, Be Sphere,
Wrap to Ring, Taper, and Twist. Perhaps
the most interesting Distort command is

Multiply, which receives an entire chap-
ter in the extensive on-disk documenta-
tion that accompanies Vertex. Multiply
lets you apply a mathematical formula to
an object for some bizarre and/or useful
results. You can use Multiply to add
bumpy patterns to an object, to flatten it,
to make it conform to a teardrop shape,
and much more.

Other Modify menu commands let
you fill faces in radial or planar fashion
and to modify face colors and smoothing.
You can fuse selected vertices into a
single point at the center, and subdivide
faces and edges. You can determine the
distance between two vertices, and name
groups of selected vertices. One of the
more unusual commands creates a fractal
terrain on a selected surface. Note the
accompanying illustration in which a
fractal terrain has erupted from
Beethoven’s forehead.

Vertex has many other features, in-
clude abuilt-in library of standard shapes,
and standard object manipulations in-
cluding scale, and position—all interac-

tive, plus interactive click-and-drag point
editing. Alas, there is still no interactive
object rotation—how aboutit, Alex? And
yes, there is an Undo command! Now for
the new features. First off, Vertex is
faster, and memory limitations have been
removed for all intents and purposes.
The total limit of points, edges, and faces
is 1,000,000! The interface has been
upgraded in a number of ways, with PAL
support, a new color scheme and new
buttons for the Move, Edit, and Scale
commands. You can now opt for tradi-
tional menus that hang down from the top
of the screen instead of a hierarchical one
that pops up from the mouse pointer loca-
tion—I actually prefer the latter. And
Alex has somehow managed to over-
come one of the major limitations of the
GFA BASIC compilerthat he uses, which
means that Vertex can now multitask
without slowing down other programs!
The Sleep command is still there for
those who like to use it. His current
stumbling block is an inability to use
GFA BASIC with an Amiga 3000, so if
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Image Fonts

anyone has a solution, please notify him
at the address below.

Ok, on with the changes. The fractal
creator can work in three dimensions usin
the versatile Hot Spot as well as the
previous two-dimensional mode. Ob-
jects saved in Imagine format use the
Fastdraw option, which saves you alot of
time in the Imagine editors. New
keypresses let you repeat the last menu
selection and toggle display of vertices.
A new circle object has been added to the
built-in primitives. Zoom now goes up to
64X, and lengthy redraws can be inter-
rupted with the space bar. Also, you can
save an IFF file from the solid model or
the new black-and-white wireframe pre-
view displays. And the powerful Bezier
Curve tool mentioned above that lets you
apply curves to objects has a new feature
that lets you create even more complex
cross-sections. Not to mention numerous
bug fixes.

Vertex is similar to so many tools in
the Amiga 3D software arena in that it
rewards extra time spent with itexponen-
tially. There are many settings and you
really have to work methodically to take
advantage of all of its capabilities. But
even if you only use the wonderful “Be
Sphere” command, which works somuch
better than Imagine’s Conformto Sphere,
it’s worth the purchase price. Give Ver-
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tex a try!
Animatrix Modeler Update

The “other” stand-alone Amiga 3D
modeling program is Jon Dubois’
Animatrix Modeler, which is currently in
version 1.1, but 1.2 is about to be re-
leased. The major change in 1.1 is sup-
port for stereo modeling with Haitex X-
Specs LCD glasses or the more tradi-
tional red-blue tinted lenses. If you use
the LCD glasses you can see a true three-
dimensional gray-scale represention of
your object as you model, while the red-
blue mode gives you higher resolution.
You can now reflect an object along a
given axis, and there is minimal online
help available. Also, you can zoom in on
a view using a drag box.

For version 1.2, Jon promises that due
to popular demand, the big difference will
be a vastly improved user interface, requir-
ing fewer mouse-clicks to access a given
command. You’'ll be able to move the
camera, objects, and selected points inter-
actively with the right mouse button. I’il
have more to tell you about version 1.2 as
soon as Jon sends it tome. Also, Irecently
learned that Jon is working on a 3D digi-
tizer project, and hope to have more to tell
you about that in the next issue.
Truckin’

David Hopkins is a familiar name to
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readers of AVID and Video Toaster User,
being a regular LightWave columnist in
both publications. His company, Mach
Universe, hasrecently released a detailed
model of a tractor-trailor truck for
LightWave called The Big Rig. The
truck comes in two sub-groups; the trac-
tor and the trailer (of course). The tractor
itself is by far the most detailed piece,
consuming amassive 248,000 disk bytes.
Included among its ten supporting ob-
jects are wheels and mirrors. The trailer,
being a box, isn’t quite so detailed, but it
isaccompanied by four wheels and atwo-
part rolling nose assembly.

As with Motion Man, youdon’thave
to arrange the parts manually; setup is
done automatically for you via the
Lightwave scene files included with Big
Rig. The first scene simply consists of
the entire truck with all parts. Alternates
to this let you load only the tractor or only
the trailer. Another scene lets you load
the whole truck from a floppy disk in
DFO: if you don’t want to install it in your
Toaster hard disk directory. Finally, the
only scene with motion depicts the truck
slowing to a stop.

Still-Store

Proud of that big 200-meg hard disk,
aren’t you? It lets you store hundreds of
24-bit images in JPEG compressed for-
mat, useful for all sorts of things from
backgrounds to texture maps and bump
maps and more. But if we’re being per-
fectly honest here, you’re starting to go a
littlecrazy keeping track of them all. And
once you’ve found the right image, it’s a
big pain decompressing it SO you can use
it in your favorite rendering program,
right?

Still-Store totherescue. It’sa graphic
database program that lets you keep track
of your vast collection of images. When
you first run the program, it looks like the
accompanying illustration, which shows
three of the 20 texture-type compressed
images included with the program. You
can add your own images to the database
with the Add to Store button. This brings
up another requester that lets you add a
listof files from one directory. Whenyou
give the word, the program starts making
two copies of each file in its own storage
area. One is a 16-color dithered minia-




ture for the database display, and the
other is an optionally JPEG compressed
copy—you can select the compression
amount. The original files aren’ttouched.
It’s too bad the program can’t just store a
pointer to the original image, but this
could cause problems if you move or
delete image files, and particularly if you
use removable media like Syquestdrives.
The program handles all IFF formats and
JPEG. Plus if you have the Toaster and
Toaster Paint running as well as ARexx, you
can even work with Framestore images!

Okay, so you've got compressed and
miniature versions of all your pictures
connected with Still-Store. What’s this
for? Well, as soon as you run the pro-
gram, you can get a quick visual proof of
any image in the database. If you like the
image, clickonitandit’saddedtoaliston
theright. There’s also a database that lets
you enter information and perform text
searches foreach picture on various fields
such as name, color, category, artist, date,
size, as well as an extensive scrolling
comment area. And a page view that lets
you see your picture database eight im-
ages atatime. Once you’ve assemble the
list of desired images, you can decom-
press them to any IFF format including
24-bitand HAM as a batch. It’s funto let
the computer do the work for once!

Still-Store interface

There’s quite a bit more to Still-
Store—it’s professional software with-
out a doubt, although I noticed what may
have been a performance glitch or two,
but which could have easily been user
error. The instructions are complete and
well written, although they do advise you
to delete your original images once
they’ve been installed in Still-Store. You
should perform careful tests with com-
pression and decompression of image
files and careful inspection of the results
before doing so. Certainly repeated com-
pression and decompression of images is
inadvisable, but this isn’t a danger with
Still-Store. I recommend using a non-
lossy compression method for archival
storage of your most precious and de-
tailed 24-bit images, especially 3D ren-
dered scenes, such as the public domain
program LHA. Still-Store performs as
promised, and should appeal toany Amiga
user who has to deal with the usual ava-
lanche of 24-bit images.

Conclusion

I’ve run out of space already, and
haven’t even gotten to some of the latest
arrivals. There’s the stereo version of

Animatrix Modeler, and a fascinating
new modeler and path generation tool
called Lissa. It produces wonderful com-
plex curves with ease and I'll cover it in

depth next issue. There’s also a great-
looking model of a 1957 Chevy. And the
new textures from Bearded Wonder, one
of which was used as a reflection map for
the rendering of Anti-Gravity’s Motion
Manthatillustrated David Hopkins’ Tam-
ing the Wave column in the current issue
(August/September 1992) of AVID’s sis-
ter publication, Video Toaster User.
Check back with us next month for all
these and more. Until then, don’t forget
real reality while exploring your virtual
ones.
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T Colim!

1oaster
Tricks!

One forty-five A.M.: I"ve dis-

covered a major problem with the Video
Toaster—it’s addictive. I know, 1 know,
Ishouldhave seenitcoming and I thought
L had itundercontrol butl just gotcaught
up in it and before you know it, I was
trapped. I just started off small, you
know—doing some easy effects and
playing around with chrome spheres and
checkeredfloorsinLightWave, butpretty
soon [ was into the hard stuff—design-
ing my own ChromaF/X and building
lumbar vertebrae in Modeler. My social
life had all but shriveled up and I would
find my tired eyes staring at my monitor
at three in the morning. Nothing mat-
tered anymore—just one more render-
ing, just one more cool image in Toaster
Paint—I could go to sleep in just a little
while...

[ didn’tsnap out of it. Try as I may,
Ifound myself doing the same thing over
and over, spending more and more time
on the Toaster, losing more and more
sleep, always trying to get that last
Toaster fix in before I called it a night, 1
mean morning.

Well, here it is about a year and a
half later and I’'m happy to report that
I’'ve come to terms with the demon. I
have learned to accept the fact thatI'ma
junkie and I’'m just going to have to live
with it. I still stay up till three in the
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morning but now I've learned a lot of
time-saving tips so I get more accom-
plished before I pass out.

Since I know how itis, I'm going to
help you out by sharing some time sav-
ers. It won’t cure you, but it will help
you get more out of your demon.
Switcher

With system 2.0, the Toaster takes
quite a bit longer to load up the default
project. Not only are there two extra
grids of effects, but some of the new
effects are close to ameg in size! All of
this adds to the time needed to load up
the project.

If you load the GetSmall project
(#001) you will only have one effect —
the smooth fade. Not only does this free
up memory, but it also decreases
Switcher load time dramatically. Since
the Toaster remembers the last project
loaded/saved, the nexttime you start the
Toaster, the GetSmall project will auto-
matically load. If you always use one
particular programslice, you could click
on it once to load it into memory, then
save the project (using a different num-
ber and name). This way, the next time
you start your Toaster, this project will
be started and automatically load your
favorite slice into memory. Remember:
If yousave aproject with all the program
slices loaded intomemory, Switcherload
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time will take a while.
Toaster Paint

There are times when you need to
use range-filled text in Toaster Paint.
For instance, let’s say you need text that
appears to be on fire. You would nor-
mally accomplish this is by stamping
down your text in a solid color, going
into Range mode and setting up your
range colors and hotspot and then using
the flood fill tool to fill the individual
letters. This works somewhat but you
will quickly notice that the range does
not fill properly inside the letters. It
seems to “box”around edges. If you’ve
evertried this procedure in Deluxe Paint,
you may have noticed the same thing
happening.

So, how do we get proper range-
filled text? The next logical step goes
like this: Stamp your text down again in
a solid color (Normal mode). Next, set
up a range and, while in Range mode,
draw a solid rectangle completely cov-
ering the text that was just stamped down.
Before doing anythingelse, choose Undo
and then press the j key on the keyboard
to jump to the spare page. Choose Redo
to draw the range filled rectangle on the
spare page. Younow have a filledrange
located in the same area as the solid text.
Press the j key to go back to the original
page and choosing RubThru mode, use




the Flood Fill tool to fill each letter with
the range that is “behind” it. This time
when you are finished you will have a
range that looks perfect. This, however,
is not a big time saver. But this is:

Instead of stamping your text down
and then adding the range to it, you can
add the range right from the start. Go
into Range mode and set up your range
before choosing your font and typing out
your text. As long as you are in Range
mode when your font “brush” is created,
the text will have a perfect range set up.
The secret is to make sure you go back
into Normal mode before you stamp
down the text. If you stamp the text
down in Range mode, Toaster Paint will
attempt to fill a range into the shape of
the text and it will not look right. As
long as you create the brush in Range
mode and then return to Normal mode
before stamping it down, it will look
great.

LightWave

1) If you find yourself constantly
changing the default values for back-
ground colors whenever you load a new
scene, try setting up the colors you want
and saving the scene with no objects in
it. Use this as your “default” scene when
you firstenter LightWave. You can also
make changes to the number of lights,
cameraresolution, first frame/last frame,
ambient light intensity, etc. and all of
these values will come up whenever you
load this scene.

2) Want to have shadows for your
objects but not spend the time ray trac-
ing? Simply model flat polygons in the
shape of the objects that you wish to
have shadows. The easiest way tomodel
the shadow is to load the object into
Modeler and place it in a background
layer. In a different foreground layer,
simply “trace” around the shape of the
object with points and create a flat
polygon. Make sure to give the shadow
a different surface name. If the object
for which you want to create a shadow
has a cross section that represents the
shape of the object (such as a lathed
wineglass orurn), you cansimply choose
the cross section and copy it into another
layer then rename the surface to give it
different values than the object.

3) If you are rendering a scene with
many static objects and one or two that
move, you save an incredible amount of
time by rendering one frame of just the
non-moving objects and then use it as a
background image during the rest of the
animation for the objects that are actu-
ally moving. The only time you will run
into a problem is if the camera has to
move. A backgroundimage always stays
in front of the camera no matter where
the camera moves which in most cases
does not look right.

4) While this tip is not really a time
saver, it’ssuch a great trick thatI couldn’t
keep it from you. There is a great way of
simulating surface morphing that I have
used in many applications.

I'll give you an example of how [
used this trick recently: A client had
requested an animation where a large
pile of leaves morphed into a small pile
of dirt to simulate how composting
works. | designed my two objects - a
large pile and asmall pile. I then wrapped
an image of a compost pile onto the
surface (both objects used the same sur-
face name) and set up my morph enve-
lope. The morph worked great but I had
a large compost pile morphing into a
small compost pile which was only half
of what I needed. I loaded each of my
objects into Modeler and changed the
surface name of each to a new name then
saved both the objects out using differ-
ent names from the originals.

I then loaded these two new objects
into the scene and took an image of dirt
and wrapped it on to the surface of these
objects. I put these objects in the exact
location of the two original (with the leaf
surface) and set up the same morph en-
velope as the criginal objects so all will
morph together.

You may think that you could just
fade out the leaf-morphing objects and
fade in the dirt-morphing objects at the
same time to simulate the leaf to dirt
morph. The problem here is that at some
point you are going to have two partially
faded morphs happening and be able to
see through everything. The key is to
size the second objects (the dirt morphs)
justslightly smaller than the first objects
and place them inside the first. This way
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all you have to do is fade out the first set
of objects and it will appear as if your
surface is morphing into the second sur-
face. This process works extremely well.
(Editor's note: Bob Hovey presents a
tutorial on this technique in the August/
September 1992 issue of Video Toaster
User magaczine.)

Modeler

1) If you have a very complicated
object to work on, you can select points
and/or polygons that are in your way, cut
them out and paste them into another
layer. You can keep doing this until just
the section you want to work on is left in
one layer. After modifying the object,
you can select all the layers as fore-
ground layers and resave your object.

2) Use the Mirror tool when you
need to have multiple copies of certain
objects such as tires on a car. Itis much
faster than making a copy of the object,
pasting it into another layer, moving it to
the new position and then pasting it
back.

The mirror tool is also perfect for
making symmetrical objects like cars or
sunglasses. Just make half of the object
and mirror it over itself.

CG

When you are working on a line of
text that is located beneath the menu
strip, the strip automatically disappears.
Pressing the Help key will bring it back
but if you make a change such as press-
ing F5 to change the shadow type, the
strip will keep disappearing. You can
save time by moving the line of text up
(Shift up-arrow) above the menu strip
and then after make all the changes to it,
move it back down (Shift down-arrow).

That’s it for this month. Join me
next month for more tips and tricks.

John Gross is a Video Toaster
graphic artist employed by Alpha Video
in Minneapolis, MN.

Tips, tricks, techniques and ques-
tions can be sent to:

John Gross

Alpha Video

7836 2nd Avenue South

Bloomington, MN 55420

Electronic mail on Compuserve:
71740,2357
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In Jast month’s article we used
Deluxe Paint IV to recreate the title
design for the PBS music series, “Video
Cafe” (Figure 1). The design of the title
features a neon look for the “Video™ title
and a bright highlight which travels

across the face of the “Cafe” title. This
month, in Part 2, we will cover the ani-
mation of the word “Cafe” so that it
writes itself onto the screen and the use
of AnimBrushes to create sparkling high-
lights to the letters.
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One of the powerful aspects of De-
luxe Paint IV is the variety of options
and approaches available when animat-
ing. Frequently, there are many ways to
create a desired animation effect, so the
continuing challenge is to find the most
effective and least time-consuming
method. Thisis especially evidentin the
creation of a title which appears to write
itself onto the screen. One method de-
scribed in a previous AVID article (Ani-
mating Logos, October 1991) involved
copying the finished logo to all of the
frames of the animation, and then work-
ing backwards to erase the logo frame-
by-frame until the logodisappeared. This
method requires lots of erasing since
each frame must be erased from the end
of the logo up to the current location of
the logo. I have found a variation of this
approach that reduces the amount of
erasing needed on each frame and en-
sures consistency between the frames.
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Getting Started

Start by loading the “Video Cafe”
title picture we created last month. To
begin the animation process we need to
activate the Animation Control Panel
(Alta)and create some animation frames.

Typically, the first step when animating
is to determine the number of frames
needed for your animation and then set
the frame count to this number. In this
method, however, we’ll start with just
two animation frames.




Using the Animation Control Panel,
left click on the “+” button to add a
frame to your animation. Now you have
two identical frames of the complete
“Video Cafe” title. Go to frame 1 by
moving the slider bar all the way to the
left or left click on the arrow in the upper

R]

left corner of the Animation Control
Panel. Select the largest rectangular
brush and the Straight Line Tool. Place
your cursor over the end of the letter “e”
and press the lower case “m” key to
magnify your work area for easier view-
ing. Using the right mouse button, erase
the farthest right edge of the “‘e” in “Cafe”
by drawing a line with the background
color on top of it (Figure 2). (The back-
ground color selected should be Color
0.) Be sure to also erase the drop shadow
at the same time.

Staying on frame 1, left click on the
“+” button to add one more frame. You
now have a three frame animation with
frames 1 and 2 missing a little bit of the
title and frame 3 with the complete “Cafe”
title. Go back to frame one of your
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animation and erase a little more of the
“Cafe” title and then add 1 frame. When
you getto the first sharp curve at the bottom
of the letter “‘e” you will have to make a pie-
shaped erasure in order to smoothly ani-
mate around the curve (Figure 3).

As you get to the spot where the

stroke of the “e” crosses over itself care
must be taken to leave the drop shadow
that goes with the first part of the letter
“e” (Figure 4). Redraw any part of the
drop shadow you erase. At the point
where the stroke crosses over the first
part of the “e” add two frames before
you continue to erase. This allows for
the time it takes for the stroke to cross
over itself so that the letter “‘e” writes
itself smoothly. Withoutthis extraframe,
the animation would seem to skip ahead
when the stroke crossed an top of itself.

The top of the letter “f” will also
take some special care. As you erase the
“f”. draw in the colors for the “E” in
“Video” sothatitis revealed as the “f”is
erased (Figure 5). When you get to the
part of the “f” which is behind the “E”,
add 3 frames for proper timing and then

VIDEO
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begin erasing from below the “E” (Fig-
ure 6). Continue to erase and then add 1
frame until you get to the letter “a”.
The letter “a” also takes special at-
tention since the stroke normally used
when writing the letter “a” by hand in-
volves retracing the beginning and end-
ing parts of the letter. To simulate the
natural feel of the stroke as it retraces
these parts of the letter, add 6 identical
frames at the point where the spine of the
letter “a” retraces itself (Figure 7). Add
12 frames to the first part of the letter “a”
where it retraces the arc from the top of
the letter to the bottom (Figure 8).
Continue erasing the letters “a” and
“C” until the “Cafe” title has been com-
pletely erased. Go to frame 1 and play
the animation, checking the timing of
the strokes of the letters “a”, “f”, and
“e”, which cross over themselves. Add
or delete frames as necessary to achieve
the proper timing. When you are fin-
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ished, go to the last frame of your anima-
tion and add 30 frames to facilitate edit-
ing. Next set the speed of your anima-
tion by going to the Anim menu and
selecting Control and Set Rate. In the
requestor set the frame rate to 30 frames
per second. An alternate method for

setting the speed of the animation is to
use the arrow keys on the keyboard.
While the animation is playing, tap the
left arrow key to slow the animation
down and the right arrow to speed it up.
Each tap of the key equals one frame per
second. Now go to the beginning of your
animation, turn on color cycling, click
on the play button in the Animation
Control Panel and watch as your logo
smoothly writes itself on to the screen.
Once you're satisfied, save your anima-
tion.
Sparkling Highlights

The next step in creating the “Video
Cafe™ titleis to create the sparkling high-
lights which appear on each letter of
“Cafe”. Begin by deleting all of the
frames of the “Video Cafe” animation.
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Clear any remaining image so that you
have a blank screen and activate the
Animation Control Panel (Alt a). Select
the one-pixel brush and the color white
(color 0) and stamp it in the center of the
screen. Magnify the area where you
stamped your brush, then left click on
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the “+” button twice to add two frames to
your animation. You’re now on frame
three of your animation. Select the next
larger brush (the one that looks like a
plus sign) and stamp it on top of your
single pixel and add two more frames to
your animation.

Now we’ll use the brush outline
command to add the next color to your
sparkle. Grab a copy of your sparkle
with the brush selection tool, select light
yellow (color 3) and press the lower case
“0” to outline your brush (Figure 9).
Line up your new brush so that it covers
up the old one, stamp it down and add
another two frames. Repeat this process
two more times. You should now be on
frame 11. Select the dark yellow color
(number 4) and repeat this process three
more times ending on frame 15. Left
click on the “+” button seven times so
that frames 16, 17, 18, 19,20, 21 and 22
will be identical to frame 15. You now
have a 22-frame animation of a sparkle
which grows from a dot to a diamond
which holds for 8 frames.

Next the sparkle will rapidly shrink
and then disappear. To accomplish this
we will reduce the size of the sparkle in
larger increments than we used when we
built it up. Add one more frame and
starting on frame 23, trim all the edges of
the sparkle by two pixels. Add two
frames, and trim frame 25 by two more
pixels. Again add two frames and trim
frame 27 by two pixels. Repeat the
process one more time. On frame 29 trim
the sparkle so that it is just one pixel in
size and add one more frame so that your
animation is 30 frames in length. Before
you continue, be sure to save the sparkle
animation.

When you play the animation, the
sparkle will steadily grow larger, hold
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for a moment, and then quickly shrink
and disappear.
A Sparkle AnimBrush

The next stepis to pick up the sparkle
asan AnimBrush. Go tothe Anim menu,
select AnimBrush and Pick Up. Your
cursor is now a large cross-hair similar
to the brush selector. On frame 1 of your
sparkle animation drag the selection box
around the area of the sparkle. Be sure
that the area you grab is large enough to
accommodate the size of the sparkle at
its largest. At the “Pick up AnimBrush”
requester, set the number of cels to 30.

Deluxe Paint will now create an
AnimBrush which consists of all 30
frames of your sparkle animation. Once
the AnimBrush has been created, your
cursor should be the one-pixel shape
from the first frame of the sparkle ani-
mation. To verify that your AnimBrush
indeed consists of all the frames of the
sparkle animation, press the 8 key on the
top row of keys on the keyboard (below
the function keys). Each tap of the 8 key
moves you to thc next cel of the
AnimBrush. Press Shiftand the 8 key to
go to the last cel of the AnimBrush and
Shift-7 to go to the first cel of the
AnimBrush. Save your AnimBrush by
going to the Anim/Animbrush/Save
menu.

An AnimBrush has many of the
qualities of a regular brush, including
the abilities to use it for drawing and
animation. We’ll be taking advantage of
the animation capabilities by using the
Move Requestor to help us add the
sparkles to the “Video Cafe™ title anima-
tion.

Moving the AnimBrush

First, delete your sparkle animation

and load the “Video Cafe” title anima-



tion. (Inthe Load Anim requestor, if you
click on the “Show” button so that the
check mark disappears, the animation
will load faster.) We will place four
sparkles on the “Cafe” title, one near the
top edge of each letter. Go to frame 7
which should show the top quarter or so
of the “C”. Your cursor should still
contain your AnimBrush, if not, go to
Anim/Animbrush/L.oad and load your
sparkle AnimBrush. Be sure you’re on
the first cel of the AnimBrush by press-
ing Shift-7. Your brush should now be
the single pixel shape. Place your
AnimBrush in the upper left edge of the
“C” and stamp it down. Select the Undo
command by pressing the lower case
“u”. Now bring up the “Move” re-
questor by pressing Shift and lower case
“m”. (Deluxe Paint remembers the loca-
tion where you stamped your AnimBrush
and will apply your Move Requestor
selections based on that brush location.)
Since we don’tactually want our sparkle
to move, we’ll leave the X, Y, and Z
registers blank. Next, click on the cyclic
button to turn it off. In the Count regis-
ter, the number should be 30, which is
the number of cels in our AnimBrush.
Click on Preview. If you want to change
the sparkle’s location, click on Exit in
the Move Requestor, and stamp your
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AnimBrush in its new location. (This is
why its a good idea to select Undo right
after you stamp the brush—you now
have the ability to change your brush
location without having to erase or redo
your frame.) When you like the place-
ment of the sparkle go ahead and click
on Draw to add the sparkle to the “Video
Cafe” animation. Deluxe Paint will now
draw each cel of your AnimBrush to a
corresponding frame in your animation.

Repeat the same procedure on each of
the letters in “Cafe”.

When you are finished, turn on color
cycling with the Tab key, and play your
animation. The “Cafe” title will

smoothly write itself onto the screen
accompanied by a shiny highlight which

travels across the letters and sparkles
which accentuate each letter (Figure 11).

Now that you’ve recreated the
“Video Cafe” title, you can use the vari-
ous techniques we’ve explored—color
ranges and cycling, color stencils, dith-
ered fills, brush outlines, animation, and
animbrushes—to create a multitude of
effects which will enhance your video
titles. Happy DPainting!

Candace Lee Egan has been work-
ing in television and video for ten years.
She began her career at a local cable
origination channel, then spent several
years in commercial television as a TV
News Videographer, before becaming
Video Production Supervisor at Cal State
Fresno. She has produced and directed
a variety of video and televison pro-
grams frompublic affairs shows to dance
concerts. She is co-producer and some-
time director-editor for the “Video Cafe”
series. The “Bagdad Cafe” episode that
she directed and edited was awarded a
Bronze Telly award this past spring.
The “Video Cafe” music series has been
picked up for airing on 49 PBS Televi-
Sion stations across the country begin-
ning this fall.

Ms. Egan can be reached at:
Cal State Fresno
Instructional Video

5201 North Maple

Fresno, CA 93740-0050
(209) 278-5077
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Buy Your Toaster
Jor your A500 and
your A3000 Tower
From the Toaster
Experts.....

Video Toaster 2.0 $2050.00
DPSTBC Il 3 769.00
Personal V-Scope 3 749.00
Imagine 2.0 $ 249.00
SFC $ 349.00
Chroma Key Plus $ 325.00
Pixel 3D 3 79.00
Art Dept Pro. $ 179.00
Draw 4D Pro. $ 209.00
DPaint 4 $ 109.00
ShowMaker $ 199.00
Video Director $ 12995
Syquest 88MB wil cartridge $ 629.00
Our Wedding § 7995
Screen Maker $ 7995
GVP 68030/40 Mh:z 31049.00

Call For All Other Video Products
Ampex Systems Inc.

Authorized Sales & Gold Service Dealer
5344 Jimmy Carter Blvd Norrcross GA 30093
Orders 1-800-962-4489
Questions (404) 263-9190
Fax (404) 263-7852
Hours: Mon-Fri 9:00 to 6:00
Sat. 10:30 to 5:00 EST

Prices are subject to change. Free Estimates on Repairs

Pacific Media West, Inc.

SRLE

Custom single frame output
VHS & sVHS
.17 cents”
offer good thru Oct 31°

We also cutom create objects,
backgrounds and surfaces, for use
in your 2D&3D animations.

At PMW, Inc. we offer a full
array of computer services from
scanning to film & slide imaging.
Ask about our 24 printing services
and photographic business cards.

4121 SE Raymond
Portland, OR. 97206
503) 777-4020
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e Tutoral.

Common lore says to keep

lightsources to a minimum to keep ren-
deringtime down. Butlooking atasample
of renderings one sees that rendering times
are already sky high. Are people getting
carried away with all kinds of texture
mapping, reflective surfaces or what!?
And what are the results?

Let’s take a step back, come down to
earth and ask ourselves what we are try-
ing to accomplish. The greatest compli-
ment | can get when showing my results
is nothing! Then the person is looking at
the content and not questioning how the
rendering was accomplished for it simu-
lates reality.

Theory

One of the first tip-offs to computer
renderings is the lighting or rather the
unrealistic lighting. When something is
close but not exactly right the effect is
more glaring than if there was a major
difference. Take for example the wood
texture algorithms inall the 3D programs.

I" September 1992

No matter how good they are they just
don’t look real. So real photographs of
wood samples are scanned in and used as
brushmaps. But lighting can’t be
brushmapped. Thus we have to use the
lighttools available. Itisasubject of major
importance but rarely discussed in depth.
Ray tracing software is good for re-
flective materialsbutfails when diffusely
reflecting materials are used, such as in-
teriors of buildings or homes. The prob-
lem gets more complex when lights and
or lamps are part of the scene. not only
because of the light emitted directly from
these sources but by light through shades,
draperies or numerous other objects.
The solution is to “reverse engineer”

the light in the scene - simple theory but

complex implementation. Numerous
lightsources are needed to accomplish
what naturally takes one lighttodo. Even
with trace mode used, rendering time stiil
compares favorably with those that grace
the covers of this magazine. As an ex-
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ample, the rendering which will be re-
ferred to in this article with eleven lights
including ambient took just eight-and-a-
half minutes in laced HAM overscan
(352x440), of course using trace mode.
Granted, an RCS Fusion Forty board
(68040) running at 25 Mhz was used, but
most published renderings with gargan-
tuan rendering times usually seem to uti-

lize acqelerator boards as well.
Practice

What follows is based upon and used
with Imagine.

Lightsources can’t be named, they
are referred to by their numbers.
Lightsources are numbered sequentially
asthey are added to ascene. The assigned
numbers can’t be changed. So since trial
and error is an integral part of 3D render-
ing, the final scene most of the time is
quite different from what was initially
constructed. Lights are added, deleted
and altered so maintaining an updated
lightsource database, whether on paper
orin atext file, is a good way of keeping



track of one’s lights.

There are three types of light sources
available;spherical, cylindrical, and coni-
cal. Each can cast shadows or not and
diminish in intensity as the distance from
the source increases or be constant inten-
sity throughout the scene being rendered.
One has further control over cylindrical
and conical sources by being able to con-
trol their focal length (Y size value) and
the area illuminated at that focal length
(X size value being the radius). As we
shall see, these parameters don’t always
return the desired result—they don’tseem
to obey the entries used. With experience
one can narrow the number of attempts
needed to get the final image.

Multiple sources will probably re-
sult in lights overlapping. Where this
happens the result is more than just addi-
tive. This requires care when trying to
illuminate a scene where subtle shadows
are desired. The main light(s) mustnotbe
so bright as to cancel the effect of small
lights used to lighten particular areas.

Using “diminish™ gives a substan-
tially brighter light than not using “di-
minish”, regardless of the size, when the
lightsource is relatively close to the ob-
jects the lightsource is illuminating. Di-
minished lighting can have very low in-
tensity values, frequently under 50 and at
times lower than 5. Even at these low
values a substantial amount of light is still
created.

There is also a global lightsource
referred to as ambient light that lightens
up the entire scene. It is a constant, non-
shadow source whose main function
seems to be to soften shadows created by
other lights.

What we have then is an astonishing
large ability to create practically any light-
ing arrangement we want. The flip side
of having so much control, as with Imag-
ine as a whole, is a daunting task to keep
it all manageable, predictable and under-
standable.

In practically all interiors there are
lamps, usually with lampshades. This
provides a good example of the difficulty
in simulating reality as well as showing
that the control we have is up to the task
increating atotally realistic rendering. A
lampshade is neither opaque nor trans-

parent. Itissolidand light passes through
it to its environs. Frequently the light is
not uniform along the entire shade, it is
brightest nearest the bulbs. And if the
lamp is near a wall the shade creates a
pattern of light on that wall which also is
not uniform. Further observation reveals
that since it diminishes the light emitted
from the bulb, the shadows it creates are
softer than a light without a shade such as
a halogen light. And what about the
pattern created by the light directly from
the bulb onto surfaces not affected by the
shade such as on a supporting table or
high on the walls or ceiling? Any artistic
endeavor requires a keen sense of obser-
vation.

We cannot use the Filter parameter
in the Attributes requester since there is
only transparent or opaque results. Even
with small values of the filter there is
some transparency and there is no trans-
parency in shades. As mentioned above,
we mustreverse engineer the entire scene.
In Imagine the shade must be opaque.
Therefore lightsources have to be on both
sides of the shade. On the outside some
will point at the shade to simulate the
light coming through it and some will
point at the walls that light through the
shade illuminates. The lightsources in-

side the shade might not simulate all of

‘the direct lighting on surfaces not af-

fected by the shade so we will have to add
more lights.
Placing Lights

The result of these considerations is
the light database and the associated
screenshot of the stage editor in Figure 1.
The rendering is Figure 2. The need for
adatabase is evident looking at the seem-
ingly random numbering of the
lightsources. Let’s take a look at the
lightsources.

To start, two lights were needed to
lighten the overall scene, lights 0 and 3
(not in Figure 1). Since no sun type of
lightsource could be used and that dimin-
ished lights give the best control of light
intensity, two lights on either side of the
room instead of one in the center gave a
base, uniform light to the scene. As
mentioned above when two lights have
outputs that overlap the result is more
than just additive. That is the reason why
the intensity values for O and 3 and the
rest of the lights are so low.

Now to simulate the light from the
lamp. All the rest of the lightsources are
used to do this, nine in all. First, two
lights were put inside the shade, numbers
| and 2, because in reality there were two

s), Groups.

1

Figure /
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inch. The X and Y values
Light Table don’treturn a predictable re-
sult. Is there a repeatable
Global Ambient : R=G=B=60 formula to determine the ef-
: 3 fects of the X and Y size
Light # Type Intengity Position Alignment Size entities? This h

0 Spherical R=65 X=50 X=0 X=32 nihes: proves the rule

RoomLight Diminish G=65 =-99.994 ¥=0 ¥=32 that educated guesses and
B=65 Z=72 Z=0 repeated renderings are
needed to refine renderings

1 Spherical R=5.5 X=-54.9925  X=0 oo is a fact of life for the 3D
Lamp Bulb Cast Shadows G=5 =-11.4939 Y=0 Y=32 . , .

Diminish B=4 Z=44.3334 Z=0 artist. It’s a good idea to
plan the use of the size val-

2 Spherical R=5.5 X=-62.9929 X=~90 X=32 ues in conjunction with the
Lamp Bulb  Cast Shadows G=5 ¥=-13.0499 =0 Y=32 intensity values for cylindri-

Diminish B=4 2=44.3334 Ly cal and conical lightsources.

3 Spherical R=50 X=-34.9989  X=0 X=32 _ Apoint worth mention-

Room Light Diminish G=50 ¥=-99.9940  Y=0 ¥=32 ing is that when shadow was
B=50 2=72 Z=0 notused it was as if the shade
wasn’t there. Lights 1 and 2

4 Conical R=1 =-65.4990 X=0 X=5 flooded the scene. There
Shade Light Diminish G=0.875 Y=-7.4990 =0 ¥=0.1 .
sy e #35 2=175 was no difference between a

rendering with the shade and

5 Conical R=20 X=59.9993 X=-57.2622 X=2.95 without it. Alas, it’s not for
Ashtray Cast Shadows G=17 Y=-18.9994 ¥=18.9867 ¥=1.75 me to wonder why.

Diminish B=13 Z2=28 =-140.9495 Lightsource 4 simulates

6 Conical R=1.5 =-66.1451  X=0 x-0.625| thelightthat passes through
Shade-Left Diminish G=1.5 Y=-18.0867  Y=0 ¥=0.125 the shade onto the wall. A
middle B=1.5 Z=44.75 Z=-44.9951 nice resultis that there are no

y sharpedges on the perimeter

7 Spherical R=2.75 X=-44.8192 X=0 X=32 of the light, another advan-

Shade~Right Diminish G=2.75 =-13.8181 Y=0 Y=32 tage of usi ical dimi
B 5 7edd . 6708 = tage of using conical dimin-
ished lights.

8 Conical R=1.375 X=-66.3701 X=0 X=0.75 Lights 1 and 2 alone do
Shade~Left Diminish G=1.375 Y=-18.7867 =0 Y=.125 not throw a wide enough
bottom B=1.375 2=39.4167 2=-44.9953 swath of light on the table

9 Conical R=1.375 =-65.3951  X=0 x=0.875| andsofa. Light5 does this.
Shade-Left Diminish G=1.375 ¥=-17.4305  Y=0 ¥=.125 Alignment of this light is
top B=1.375 2=50 =-44.9953 critical because of its rela-

tively high brightness. It

12 Conical R=2 =-65.5397 X=-59.9984 X=1 ‘was pointed and sized so that
Complement Diminish G=1.625 Y=-10.7483 Y=0 ¥=0.25

5% Bt Xt 22359722 atn there would be no effect of

; this light on the wall. Dur-

Note: Position (0,0,0) is the middle of the back wall at the bottom. ingexperimental renderings,

5 would bleach out any part

bulbs in the lamp that was being simu-
lated. Through observation incandescent
lighting is not pure white in color but has
a yellowish tint, at least in this situation.
Thus the intensity values of lights 1 and 2
reflect this. The purpose of lights 1 and 2
is to establish the light unaffected by the
shade, on the walls, table and the left
armrest of the sofa. This proved suffi-
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cient for the back wall and the upper left
side wall. It wasn’t bright enough for the
lower left wall and subsequently light 12
was added. Another functionof 12 was to
give further definition to the shape of the
shadow the shade creates. Notice the
very low intensity values for 12. Now
look at the size values. The scale in the
scene is one unit in Imagine equals one
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of the wall it reached. Light
5 also illuminates the left
armrest of the sofa against the back wall
and highlights the left pillow. So this
light has multiple responsibilities. An
added touch was the glass ashtray and its
effects. While not exactly simulating the
optics of the prism properties of the ash-
tray, the effect is sufficient. (Ashtray
attributes: color R=255 G=240 R=230,
Filter R=G=B=225, Specular



R=G=B=255, Hardness=125, Index of
Refraction=1.05 and no phong).

Another important point has to be
made here. The tables here are all black.
But the top surfaces of both tables, while
the same color as the sides, in reality
exhibit different shades because of the
lamp and other lighting in the room. In
Imagine’s vocabulary, the specular high-
lights are more pronounced on the top
surfaces of these tables. But the lighting
in the stage editor was not sufficient to
bring out any attributes of the table ob-
jects (except for the local effect of light
5). So the color of the top of both end
tables was changed from black to simu-
late this effect (left table top: R=G=B=48,
right table top: R=G=B=62). The left
table has a Specular setting of
R=G=B=200 with Hardness=100 to es-
tablish the ashtray effect.

Lights 6 through 9 are pointed at the
lampshade. The shade is made up of 8
sections. Just as it photographed with a
flashbulb, the room lights, 0 and 3, illu-
minate and almost bleach out the 2 front
and center sections. Therefore only the
left and right visible sections have to be
enhanced with additional lightsources.
The right section was bright enough to
need only one light, 7. A spherical light
was used to not only lighten the shade but

also to soften the shade shadow lines on
the backwall and aid in the highlighting
of the countour of the cushions on the
sofa.

But the left section was so dark that
one light couldn’t produce the realistic
gradients; it would be too bright in the
center and bleach out too much detail to
give the proper accents at the top and
bottom of the section. So three
lightsources were needed, numbers 6, 8
and 9. This is a good example of how
very low size and intensity value lights
can be an integral and necessary part of a
lighting arrangement. Note the slightly
larger X size value for the top light 9 than
that of the bottom light 8. Since the shade
flares out at the bottom, the top light had
to have a slightly greater radius so as not
to create a shadow line if the light did not
encompass all of the shade.

And finally the global ambient light
parameter used was to slightly brighten
up the entire scene. While the scene
might appear a little on the dark side, this
aids in the definition of the contours of
the sofa cushions and pillows. If larger
values were used the sofa would appear
flat and artificial.

The key to all this is to observe your
surroundings and exploit the available
tools to the maximum. And lighten up!

Figure 2
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Power Products For People
Who Want To Be Power
Usersi

Blizzard Turbo Memory Board
* 14MHz 68000 Accelerator
* 8 Meg Memory Expansion
* ROM Switcher
* ONLY $259.00 (w/ OK)

PowerPlus 2000
* 230 Watt PowerSupply
* A2000 & A2500 Compatible
* Support More Devices
* Operates Cooler
* ONLY $199.00

All products feature a Two Year
Warranty!

Preferred Technoiogies
International, Incorporated

14540 E. Beltwood Parkway
Dallas, TX 75244

Sales (800) 878-0010
Phone (214) 702-9191
Fax  (214) 702-9203

MOST AFFORDABLE WAY
TO AUTOMATE ANY
ANIMATION SEQUENCE

VAG-100
SERIES
ANIMATION
CONTROLLER

 Circuit board that plugs into

IBM PC or Amiga/Toaster
» Replaces costly LAN hardware

e Three models available
Starting at $499

Inquire about our
Desktop PC Video Editor

Unifed
Media

(714) 777-4510 o FAX (714} 777-2434
4771 E HUNTER. ANAHEIM. CA 92807




Exclusive look at Aladdin 4

Greg Gorby 1s the president of

Adspec Programming and the creator of
Aladdin 4D (Draw-4D 2.0). This inter-
view was conducted in the heat of a July
afternoon on the premises of Adspec
Programming’s main office in Salem,
Ohio. I flew to Salem to interview Greg
and to use the first hot-off-the-press final
version of Aladdin 4D 2.0, Adspec’s up-
grade to their Draw-4D Pro software.
Though I have a copy I'm already work-
ing with (the final release, not a mere beta
version), the package itself will not be
marketed until about mid-September due
to a wait for the printing of the manual
and the packaging.

I consider the Aladdin 4D software
to be at the head of the class as far as
Amiga graphics/animation software re-
leases in 1992, and in my opinion it’s
going to set the pace foralong time in the
Amigacreative videographic community
as the standard by which other Amiga
animation ware is judged. I will be initi-
ating a series of hot tutorials for Aladdin
4D in future issues of AVID, based upon
tools and options never before seen on
any platform around, even the most ex-
pensive high end ones. My opinion, of
course, should not influence you before
you have a chance to see the astounding
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Aladdin 4D output. All that I can add is
that Aladdin is already making a differ-
ence in my Amiga based videographic
work and the income generated from it.

AVID: Greg, can you give the AVID
readers some idea of your background,
especially that part which might have a
direct bearing on your eventual work
with the Amiga?

GG: I have been involved in music,
astronomy, sculpture, physics, portrait
painting and computer programming. I
was the only student in my art classes that
had an academic background in physics
and math, and have always had an over-
whelming interestin both art and science.
People generally think of art and science
as opposites, but both science and art
have the goal of learning through open-
minded observation of our environment.
The real opposite, if there is one, is the
field of engineering. Its goal is to solve a
very well-defined problem using what
has been learned by the scientist and
artist.

AVID: Could you describe Adspec
Programming’sfirst venture into Amiga-
specific software, and how and why that
came about?

GG: I was in a local computer store
in 1986. There in the corner was an Amiga
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1000 with Eric Graham’s 3D ray-traced
animation “The Juggler” wowing the
patrons. I bought one and took it home,
showed it to my wife, Beverly, and told
her it was the “future of computers”. She
made me promise that it was going to be
my toy, and that I would never use it to
make money, even though our business
was graphic designand typesetting. Some
of our clients had products that had to be
illustrated, and naturally I played at doing
some of the illustration on the Amiga. All
the 3D software generated bitmaps, but
we needed vector graphics. The stage
was set. I decided to write the software
we needed and bought a Lattice C com-
piler. After about three months of con-
stant hard work, withmy confidence shat-
tered and my head hanging low, [ told my
wife I had been beaten and would never
understand this “simple” language. Now
C is so natural to me I even dream in it.

AVID.: What differentiated
“DrawdD-Pro” from “DrawdD” ?

GG: Draw4D was intended initially
to be an in-house tool only, for 3D draw-
ing. Later, when we decided to release it
as a commercial product, we ended up
with a small but very dedicated user base.
Most of the users of the Amiga are more
interested in video than drawing. As a



matter of fact, we received several calls
from Mac and IBM commercial interests
asking us to port it. Their interest was
more indrawing/publishing thanin video.
We did not want to do the port, so revised
the program to support the video interest
in the Amiga community. Draw4D is
more drawing-oriented while Draw4D-
Pro is more video-oriented.

AVID: Competitionfor a share of the
Amiga 3D software market is very fierce.
How do you think Aladdin 4D should be
positioned in this market and why?

GG: I don’t really view the other 3D
developers as competition. We are and
intend to remain a small company. There
is plenty of room in the Amiga market-
place to support several smaller develop-
ers in each special interest. When a com-
pany outgrows its market share in a com-
munity, the company is in jeopardy and
must look for revenues outside the com-
munity. This is the number one reason for
developers porting to other platforms.
Each of the Amiga 3D programs has a set
of strengths and weaknesses. The success
of a particular program is based on a
balance of these strengths and weak-
nesses, along with a disproportionate
amount of value placed on advertising.
Aladdin 4D is without a doubt unchal-
lenged in its balance of strengths and
weaknesses. I expect Aladdin 4D to be-

come the “standard” 3D rendering pack-
age forthe Amiga by which all others will
be judged.

AVID: Why is this software now
called Aladdin 4D instead of Draw4D-
Pro 2.0?

GG: The names Draw4D and
Drawd4D-Pro imply drawing software.
Aladdin 4D is rendering software. We
simply needed a name that fit the product.
It is also a little like Aladdin’s [amp.
Many of the animations you can make
with it seem like magic.

AVID: What can Aladdin 4D do that
your competitors can’t touch, and why is
this important?

GG: This one is simple! Aladdin 4D
allows its user to be creative! Can I be
candid? The other 3D packages available
seem to have been written as though they
are a set of solutions to specific problems.
The engineering attitudes are everywhere.
Other packages were written to present
the user with a working environment to
create objects, and a set of developed
solutions to color/texture them. Voila!
The user’s creativity has just been
smashed.

Any view of reality that a particular
user may have must fit in the view of
reality the software presents. When you
see images from any of the other 3D
software, you can tell which software the
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images came from. The software’s solu-
tion to the problem of representing reality
overwhelms the creativity of any user
whose view of reality is even slightly
different. Well, true creativity is by its
nature, if not by definition, somewhat
different from that of the general public.
Aladdin 4D addresses these differences!
You can use the software, not only to
present a realistic, popular view of real-
ity, but many much more individualistic
views. The result is that when you see
images from Aladdin 4D, you see much
more of the artistic intent of the indi-
vidual using the software.

This was achieved by allowing un-
limited options, many of which are not
available in any other packages. For in-
stance, the other packages allow a back-
ground/foreground. But Aladdin 4D also
allows an overlay along with inline tint-
ing, which can be used as an overall
texture to the work and as an aid in
integrating disparate elements. The other
packages allow you to set an object’s
attributes. Aladdin 4D allows you to set
attributes in the form of a list with each
member having entry/exit values. You
can literally turn lead to gold during an
animation. The others allow you to assign
a procedural or a bitmap texture to an
object. Aladdin 4D allows you to com-
posite any number of textures onto an
object, mix procedurals and bitmaps, use
animations as textures, and establish the
amount of color and strength of each. Not
only this, but the amount of the individual
textures can change during the anima-
tion, allowing them to fade in/out in an
unlimited exchange of information. By
the way, the background, foreground and
overlay use the same type of list so they
can use multiple textures, composite im-
ages, and change over time as well. We
took a similar approach to our procedural
textures. They can change the number of
colors, strengths, blends between colors,
spacing, turbulence, and on and on.

The others allow you to create waves
on the surface of objects, but Aladdin 4D
allows you to create a WaveSource that
can fly through space influencing poly-
gons that are sensitive to it! (That’s never
been done anywhere before!) You can set
multiple wave sources for a single

September 1992 Tﬂ




WaveSource for beautiful interference
patterns, and even recreate expanding
rings of waves like a stone makes when it
falls into water.

Another unique feature that stands
out is the Encapsulated Postscript load.
You can draw in ProVector or Profes-
sional Draw (or even a program from
another platform) then output the draw-
ing as an EPS file, and Aladdin 4D will
load it. Aladdin 4D will also load the
digital elevation maps of Scenery Ani-
mator! The Grand Canyon looks bizarre
when mapped in a composite of wood
and marble with a bump map of a dollar
bill, a spray of procedurals placed as
decals, and on and on.

There are many other features that
the others can’t touch, but the most obvi-
ous is probably the “gaseous objects™. I
can’t contrast our implementation with
theirs, because no other package, noteven
the most expensive platforms around,
does them! They aren’t even an “object”
per say, but a modification of the density
of space. When you ask for a gas, you get
a container. The gases are full featured,
can be animated, change and vary color
and turbulence, and can even be sculpted
with bitmaps! We are the first to intro-
duce this technique to any personal com-
puter 3D package, and itis the feature I'm
most proud of technically.

AVID: Can Aladdin 4D handle all of
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the other expected rendering options as
well?

GG: Yes, with the exception of full
environmentreflection. Forthat youneed
a ray-tracer, or multiple renders of envi-
ronment maps. We do allow reflection
maps, so the exception is probably moot.
We allow shadows in Aladdin 4D, but
they are ray traced with the obvious time
penalty.

AVID:Howabout Aladdin4D’ s ren-
dering times?

GG: This is one of the most impor-
tant aspects of a 3D renderer to me. As a
creative user, I need fast feedback on the
scene I'm working on. Aladdin has the
fastest feedback available for a program
of its type. Others only show a little
window with a percentage report of
completion. You may wait an hour or
more to see that you set the color of the
lights wrong, or chose the wrong texture,
etc. Aladdin 4D shows the work in
progress in a scanline fashion. You know
very quickly a lot of information about
the settings. Youcan also set small screen
sizes, down to 32x20 for super fast feed-
back before the final render. The final
render is usually in 768x482 video for-
mat in 24 bit, and if you have a
FireCracker, you can even watch this
scanline! Of course, the DCTV support is
also immediate, and great for animation
in particular. Render times for the full
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video format average about 5 to 20 min-
utes per frame without shadows, depend-
ing on the features in use.

GG: Aladdin has a suggested retail
(about $460.00) that falls in range with
the others (the upgrade fee for current
registered owners will be about $100).
The actual street price we have very little
control over, and it will probably be about
the same as the others, but feature for
dollar, there is really no comparison. Es-
pecially since there are many features
that don’t even exist in the others,

AVID: How did you approach the
concept and design of a software manual
for Aladdin 4D?

GG: 3D software is by its nature
more complex than, say, a 2D painting
package. Addto this the almost unlimited
variability of features permitted by
Aladdin 4D, and you have a very large
task on your hands writing the manual!
We took the approach that the features
should be concisely explained, with a
minimum of chatter individually. We then
use several tutorials that show their use.
The individual references and tutorials
arecrossreferenced. Thereis alsoa“quick
start” section for those that have just
purchased the program and want to see
what it can do right away.

AVID: Does your experience as a
college-level educator contribute any-
thing special to your approach to your
work?

GG: Probably the most useful expe-
rience | had during teaching was sheer
diversity of students you work with. I
don’tthink any two have the same well of
information to draw on, or the same val-
ues and goals. For them to leave the
classroom with any progress requires a
constantreaction of the instructor to these
differences. In Aladdin 4D, this is re-
flected in the extensive interaction of the
features, to allow each of the attitudes of
the users to be reflected in the images
they create.

AVID: How do you feel and act con-
cerning service asanaspect of your Amiga
work and personal business ethic?

GG: For us this falls into the techni-
cal support area. 1 believe there is an
obligation for us to try to help any regis-
tered user achieve his goals with our
software. We do take as much time as




possible to do this and always treat our
users with the courteous respect they de-
serve. Of course, the tech support lines
can get busy, and so other users can reach
us when they need to, we try to keep the
calls to a necessary minimum of time.
One of the ways we have tried to help
here is through our subscription based
newsletter “4DPro Master”, which will
be renamed “Aladdin’s Lamp™ because
of the new product name. This is a user
newsletter, not a sales flyer like most of
the others! It is packed with useful hints,
tips, and examples, many of which are
contributed to the newsletter by users. It
has been very well received, and is flour-
ishing.

AVID: How do you feel about the
future of the Amiga itself?

GG: Funny question! How do you
feel about the future of a pencil? The
Amigais just a tool, like any PC. It is the
casing for the pencil. The software is the
lead you putinit. It will continue to do the
task at hand up to the skill and creative
level of its user years from now just as
efficiently as it did when it was pur-
chased. Of course, the Amiga is my per-
sonal favorite of the “pencils”. If by its
future, you mean its marketability, I think
we are just seeing the first results of its
impact. Until now it was purchased and
used by relatively few, dedicated and
knowledgeable users. It excelled in its
abilities in video and animation. Now
that the goal of the general user has caught
up with its features, we should see the
user base balloon and the Amiga become
amainstream and popular platform. [ see
the future of the Amiga as very rich, both
in terms of sales, and the creations we see
from it. My relationship with the Amiga
has not been a journey of worry about
whether I bought the right machine, but
of learning and pleasure, and I think it
will continue for many years.

AVID: How about Aladdin 4D’ s fu-
ture? Is version 2.0 the “last word" ?

GG: No! We view our software as a
work in progress. It is never finished.
There is always room for optimization of
existing features, as well as the addition
of new features. The 2.0 designation is
picked up from Draw4D-Pro, and by the
enormity of the features added, I can’t
wait to see what 3.0 is like! We usually

The Adspec Crew: (from left to right) Greg Gorby, Jody Paxson,
Jason Gorby, Bev Gorby and Devon Graham

take a short vacation on the completion of
a major version release, then start work
on the next. That’s one reason that return-
ing user cards is so important. We can
keep our users informed of the current
status of the program.

AVID: What final comments would
you like to leave us with?

GG: [ would like the AVID readers
(and of course the Aladdin 4D users) to
think about using their computers cre-
atively. Remember that a fine artist usu-
ally works with a goal of “realism” only
during his formative years. Those who

survive into their most creative period
generally remove themselves from simple
imitation of reality and impose their own
view of what’s normal, their “normative
abstraction” on the work. The result is a
dramatic increase in the power of their
work and the exposure of their individu-
ality. Using computers creatively is still
in the formative, reality simulation pe-
riod, and just now beginning to emerge.
When using Aladdin 4D, or any creative
package for your Amiga, don’t be afraid
to portray a view of reality that is yours
alone. Indeed, let this be part of your goal.
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If the Golden Rule of Graphics is,
"A picture is worth a thousand words,"”
it’s just as often true in video work that a
line of text is worth a thousand pictures.
And if you're like me, you’re probably
always in the market for another way to
lay text over graphics in an appealing and
effective manner.

One such way is the bevelled back-
ground. These backgrounds are tablet-
like rectangles with the effect of 3-D
bevelled edges. On TV news, you’ll see
them over the shoulders of anchors.
Weather forecasts often put each day’s
prediction in a separate bevelled back-
ground. For good examples of classic
shades-of-gray bevelled backgrounds, see
the C-Spans, which use them for pro-
gramming announcements.

And the C-Span style is the first type
we’ll create, using DPaint. Start off by
choosing a screen format of eight colors
and Hi-Res. Now summon the Palette
requester (by pressing P) and create a
sequence of seven shades of gray (ex-
cluding colorQ where the genlocked video
will appear). To do this, make color |
light gray and color 7 (that is, the last
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color in the
palette)
black.
Then, ;
using |
Spread
from
color
1 to
color
7,cre-
ate a
spread of
seven shades of
gray. Similarly, use
the Range requester to
put those seven colors in a
range.

Now get the Grid Requester by
right-button clicking on the Grid icon.
You’ll see numbers for X and Y. By
clicking on the boxes they appear in and
typing in new numbers, set the X and Y
values to about 20. The number here is
somewhat arbitrary. It will determine the
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size of the bevels. In general, the larger
the overall rectangle, the larger should be
the size of the bevels; however, it's so
easy make these backgrounds that you
can quickly experiment with different
values and choose the one you like best.

With Grid and Straight Line turned
on, you’ll find that you are constrained to
drawing only three kinds of lines: hori-
zontal; vertical; diagonal. Happily, these
are exactly what we need to create our
background.

Press Shift-R for the filled rectangle
tool. Draw two rectangles, one inside the
other (see Figure 1). Grid makes drawing
these, and the diagonal lines, foolproof.
The only tricky part is choosing the right
colors (if we don'’t, fill won’t work as we
want it to). Draw the big rectangle with
color 6 and the rectangle inside it as color
5. Still with color 5, press V to change to
the straight line tool, and draw the bottom
two diagonal lines. Draw the top diago-
nal lines in color 3.

Now switch to Fill mode (by press-
ing F), and, using color 2, fill the top
bevel. Fill the right bevel with color 3,
the left one with color 4, and you’re done,
ready to type in your text.

If you want a shadow, (as in Figure
2), change to color 7 as the foreground
color type your text off to the side of the
background, and then pick it up as a
brush.

Stamp it down on the face of the
background where you want the shadow.
By nextselecting color 1 and pressing F2,
you’ll change the color of the text/brush.
Stamp it down at an offset to the shadow.
Remember to make the shadow of the
text fall in a position consistent with the
angle of “light” established by the shades
of the bevelling, and you end up with a
classy looking titling effect.

The Director 2 Automates It

But what if you want to skip all the
steps above and crank out bevelled back-
grounds automatically?

The Director 2 is a kind of video
programming language for the Amiga.
(For more information and some sample
programs, go to your back issuesof AVID
andcheck out: Vol.2#7 my review; Vol.3
#5 “Director2 Transitions”; Vol.3 #7
“Taming the Wild Animation File”.) The

Color 5

Figure !
Director offers, in the form of commands,
most of the basic painting tools of DPaint.
So most of the things you do by hand in
DPaint, can be done in a program in the
Director. Only much faster and with per-
fect precision every time.

Figure 2

The listing on page 42 is a program
which automates the background-draw-
ing process we did by hand above. You
don’thave tounderstand how itall works.
Justtypeitinandrunit. When prompted,
enter a line of text, then watch as The
Director, in just a couple of seconds,
draws a bevelled background and puts

Figure 3
your text in it, complete with shadow
(Figure 3). Press a key and type in an-
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other line, and see the process all over
again, or press the Esc key or left mouse
button to end the program.

One note: if you want to use it for real
video work, you’ll of course want to
choose a nice big font for your text. Do
that by typing in the full path name of
your chosen font inside the quotation
marks in the “loadfont” line.

If you do take the time to figure out
how the program works, you could easily
modify it to move the background to a
desired location (centering is the default
now), change the colors of the back-
ground and the text, and so on. Even use
colorfonts. And why stop there? If The
Director can automate the things you're
doing by hand on DPaint now, that might
lead to all kinds of possible ideas for other
video-related programs.

Digitized Bevels with DPaint

Back in DPaint again, let's try a
different kind of bevelled background,
one which begins with adigitized picture.
The palette of your picture is once again
critical. Youmust have arange of shades
of one color as above, from light to dark.
If your picture doesn’t have such a pal-
ette, you’ll have to remap it, using
DPaint’s Remap, or a picture processing
program like Butcher.

The concept and practice of
remapping is a little difficult to grasp at
first, so I'll refer you to the manuals of
your graphics programs to give you the
idea. And the same goes for the Shade
brush mode in DPaint, which we’ll use to
darken and lighten our picture. I won’t go
into detail here to explain Shade: AVID’s
DPaint expert, Doug Shannon, in his
DPaint Tip’s column, Vol. 3, issues 5-7,
had an excellent tutorial on creating a
bevelled background with an irregularly
shaped edge. lssue #6 explains using
Shade, so I'll refer you to that (or, if all
else fails, your DPaint manual) for more
info.

With our palette sorted out and a
working understanding of what Shade
does, it’s easy to bevellize our image.
Pick it up as a brush, making sure that the
“handle” is precisely on one of the cor-
ners (use Magnify or Alt-X,Y,Z to help
you do this). Now turn Grid on as we did
above and stamp the brush down.
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Director Script for Bevelled Backgrounds

aew 640,400,4: REM Create a new screen.

;loadfont 1, ”dh0:zumafonts/swiss/50": REM Change these lines to...
;setfont 1: REM ...load the font of your choice.

;fontht = 50: REM Change this number to the height of your font.
fontht = 20: REM Then delete this default line.

dim usertext [61] : REM Array for the text to be typed in.
REM Set color values:
facecolor = 12: shadowcolor = 14: textcolor = 9
darkest = 15: ubevel = 11: rbevel = 13: lbevel = 14
dbevel = 15: uledge = 12: uredge = 12: ldedge = 14: lredge = 14
for ct = 1 to 5: REM Set colors 11-15 to shades of gray.
color ct+10,15-(ct*2),15-(ct*2),15~(ct*2)
next
color textcolor,5,5,12: REM Set RGB of the text color.
hi = fontht + (fontht/2) + 10: REM Set the height.
/startloop:
move 10, fontht*2
pen 1, textcolor A
drawmode 1
Eext YaRE ="
move 10, fontht*3
input usertext$, 60
textlength wid, usertext$: REM Set the width.
wid = wid + 30
ulx = 320-{wid/2) : REM Center the starting coordinates.
uly = 200-(hi/2)
clear
gosub drawbevel
drawmode 0
move ulx+ (bevel/2),uly+(bevel/2)+fontht+3: REM Shadow’s offset is 3.
pen 1, shadowcolor
text usertext$: REM Digplay the shadow.
move ulx+(bevel/2) +3,uly+ (bevel/2)+fontht
pen 1, textcolor
text usertext$: REM Display the text.
getkey action
if action = 27 then end: REM Esc key exits.
clear
. wid =0
goto startloop

/drawbevel: REM This draws the background.

bevel = wid/12

if bevel < 5 then bevel = 5

if bevel > 20 then bevel = 20

pen 1,darkest

rect ulx-bevel,uly-bevel,ulx+wid+bevel,uly+hi+bevel: REM Big rectangle.
pen 1, facecolor

rect ulx,uly,ulx+wid,uly+hi: REM Small rectangle ingide it.
pen 1,uledge

move ulx,uly: draw ulx-bevel, uly-bevel

pen 1,uredge

move ulx+wid, uly: draw ulx+wid+bevel ,uly-bevel

pen ldedge

move ulx,uly+hi: draw ulx-bevel,uly+hi+bevel

pen lredge

move ulx+wid,uly+hi: drawulx+wid+bevel ,uly+hi+bevel
pen l,ubevel: £ill ulx,uly-1

penl,lbevel: £i11 ulx-1,uly

pen 1,rbevel: £ill ulx+wid+1l,uly

pen 1,dbevel: £i11 ulx,uly+hi+1

return
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Now we know that two sides of our
brush/background are exactly on grid
lines. Get the other two edges on grid
lines by using the rectangular brush pick
up with the right mouse button to “crop”
the edges. Rectangular fill with the back-
ground color can accomplish the same
thing, i.e. getting all four sides of our
brush right on grid lines.

Now, with Grid still on, simply press
B twice (for irregular-shaped brush) and
pick up the four bevels. In Figure 4, ['ve
left those brushes stamped down on each
side of the back ground to show you what
I mean. Use Shade mode (F5) to stamp
on, and consequently lighten/darken, the
sides of the background tosuit you. That’s
all there is to it.

DCTYV Does Bevelled

Backgrounds

If you’re like me, you probably find
the Amiga’s Hi-Res limit of sixteen col-
ors kind of restricting. Moving from
DPaint to DCTV Paint gives us literally a
million times more colors.

How do we take advantage of this
plethora of chromatic potential in our
quest for better bevelled backgrounds?
Well, we’ll start out very simply by using
one color. Pick out any one you like,
select the Rectangle tool and draw two
unfilled rectangles, one inside the other.
Now select Straight Line drawing and
draw diagonal lines to connect the cor-
ners of the two rectangles, much the way
we did in DPaint.

What we’ve drawn so far is only to
be used as a guide. We won’t be working
for the geometrical precision we did in
DPaint, but rather getting alittle wild and
crazy with the creative possibilities of
our sixteen million colors.

Now let’s draw some filled polygons
with the straight line tool. Sounds kind of
wacky, but, when Draw Filled (that little
half full box with the arrow sticking out
of the side) 1s selected, clicking on Straight
Line lets you draw filled polygons. Just
click at one corner, continue clicking on
corners and double-click to fill and finish
the polygon.

Use this method, and our guide rect-
angles, while selecting the appropriate
colors from a group of the stock ones, or
from colors you’ve created, to make the



Figure 4

face and bevels of a background. The
finished product should look a lot like the
one we created with DPaint.

The real fun starts when, instead of
using solid fill, we choose gradient fill.
By changing the gradient range of colors
(darker for the bottom, lighter for the top,
etc.) used for each facet of our back-
ground, impressively realisticimages can
be created. Try using radial/gradient fill
to put a bright spot on the face of the
background, just as if from a key light.
The possibilities of DCTV’s numerous
fill options combined with the infinite
colorand gradient combinations can yield
some spectacular and varied results. Ex-
periment!

Shades of DCTV

The last stop on our tour of the multi-
faceted world of bevelled backgrounds is
using digitized images in DCTV. I’ll as-
sume some familiarity with DCTV Paint
commands, especially: Clips (what
DPaint calls “brushes”); Draw Filled
mode (as above); Flow Rate.

The process of converting a digi-
tized clip into a bevelled background is
remarkably easy. We’ll use Shade, the
effect of which is much like that of the
Shade (F5) brush mode in DPaint. The
big difference is that in DCTV Paint,
Shade affects the area under drawing
tools; while in DPaint, you shade things

under brushes. Beyond that, all you need
toknow is how to: select a color; set flow;
draw filled polygons and rectangles (in
the same way we did above). If youdon't,
brush up on them in your DCTV manual.

Start out by selecting a light color,
such as white. The value of the color,
along with the Flow Rate, will determine
the degree and direction (light or dark) of
shading. Set flow to about twelve. Now,
with Shade selected, draw a Filled Rect-

angle where you want the flat face of the
background to be.

If you’ve selected the proper color,
flow rate, and drawing options, you'll see
the area you shaded become slightly
lighter. Now select Filled Straight Line
(i.e. filled polygon, as above), and in-
crease the flow rate to about twenty.
Draw a filled polygon on top of your clip
as the right bevel.

Turn the flow up to 30 and draw a
polygon as the top bevel.

Now select a dark color, like black.
Draw a polygon as the bottom bevel.
Now turn the flow down to twenty and
draw the left bevel. And you’re finished.

Once you get the hang of them, these
digitized/bevelled backgrounds are so fast
and easy to do, and yet so impressive, that
you’re sure to find lots of uses for them in
yourproductions. A simple example would
be to digitze highlights from several scenes,
convertthemtoreduced size clips, bevellize
them and use three or four together on a
page as backgrounds for credits.

And remember, DCTV images can
be loaded into and used by both DPaint
and The Director. So the possibilities are
truly unlimited. Treat the techniques de-
scribed here as a jumping off point, and
let your creativity and imagination be
your guide to making your own bevelled
backgrounds.
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If you were with us in the last
issue, you know that 1 reported on the
ADI1012 hard disk recording system for
the Amiga from SunRize Industries.
During my testing of the AD1012, I used
SyncPro, the new $200 synchronization
box from Blue Ribbon SoundWorks to
control the AD1012 in a variety of audio-
for-video applications. This month we’ll
examine SyncPro in much closer detail,
and we’ll look at some of the practical
applications of SMPTE time code in the
creation and production of sound and
music for video. If you’re not sure what
SMPTE is, read on for a real education.
SyncPro is a universal synchronization
interface which reads and writes either
SMPTE or MIDI Time Code to tape.
SyncPro communicates with the Amiga
through the use of MIDI Time Code to
provide flexible, accurate, and highly re-
liable synchronization.

Designed to be operated directly from
within the Bars and Pipes Professional or
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SuperJam! program environment,
SyncPro also functions well with any
other music or multi-media programs that
can be controlled by MIDI timing infor-
mation. It can trigger the playback of
MIDI sequences and sound samples with
rock-solid, frame-accurate synchroniza-
tion, making SyncPro an indispensible
tool for anyone who produces audio for
video. And, through the use of ARexx
scripts, MIDI events can be easily desig-
nated as controllers in any number of
graphic and multi-media programs, all
under SMPTE timing.
Hooking It Up

The physical hookup of SyncPro is
easy. (Itdoes, however, require the use of
a MIDI interface, which plugs into the
serial port of the Amiga.) The unit has
two five-pin DIN connectors for MIDI In
and Out, which are normally connected
to the Amiga’s MIDI interface. (In a
typical MIDI system setup, the master
keyboard could be plugged into the
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SyncPro MIDI input, and the unit set to
merge incoming MIDI messages and
SMPTE timing data.) Two 1/4" phone
jacks labelled Audio Out and In are con-
nected to the audio In and Out of one
track on your tape deck. These are used
toread and write the SMPTE signal which
contains the timing data. SyncPro pro-
duces the SMPTE timecode in the form
of an audible tone, which is first recorded
on one audio track of your video (or
audio) recorder. This audio track is then
used as the timing reference for the con-
trol of your Amiga, or of any other audio
or video machinery which utilizes the
SMPTE standard. The unit also has LED
indicators which show when MIDI data
or SMPTE timing information is being
sent or received by SyncPro. It also has
a single button for manual initiation of
the writing of timecode to tape. SyncPro
can also duplicate a SMPTE or MIDI
sync signal—that is, it can read a sync
tone from one source as it writes the sync




signal to another recorder. This function,
combined with SyncPro’s “JAM” sync
feature, can be crucial in the case of a
SMPTE signal which might contain drop-
outs or other SMPTE errors. (These
types of errors are usually caused by
damage to a recorded Sync stripe.)
SyncPro can read and write all for-
mats of SMPTE timecode. You can se-
lect 24, 25, 30, or 29.97 frames per sec-
ond (otherwise known as Drop-Frame)
via several small DIP switches on the
front of the unit. SyncPro utilizes Linear
Time Code (LTC), which requires that
the tape be moving in order for the
timecode to be read. If you fast-forward
orrewind the tape, and then begin to play
again, as soon as the SMPTE timing
information is read from the tape, the
computer “chases” and then locks to the
current SMPTE time. SyncPro is also
capable of producing MIDI Time Code
(with Smart Song Pointer Sync and Song
Position Pointerinformation), soitcanbe
used with other music software products

which utilize MIDI Time Code, but do
not support the SMPTE standard. This
allows virtually any Amiga music soft-
ware to be synchronized with frame ac-
curacy to a video source. (But for the
purposes of this article, we’ll be using
SMPTE time code exclusively, recorded
at 30 frames per second, in conjunction
with Bars and Pipes Professional.)
The SyncPro Software

SyncProis supplied with controlling
software in the form of an Accessory
which easily installs into either the Bars
and Pipes Professional or SuperJam! pro-
gram environment. As with any other of
the Tools and Accessories used in the
Bars and Pipes Professional format, the
SyncPro Accessory must first be copied
to the directory which contains all of your
current Accessories. Thenitcanbe loaded
into the program so it can be accessed for
control within B&P Pro. Upon double-
clicking the SyncPro icon, you are pre-
sented with a small window which holds
areadout of the current SMPTE time, and

three buttons: Activate, Run Lock, and
Stripe.

The first step in the use of SMPTE
Time Code is the process of recording the
SMPTE time code on your videotape. If
you’'re planning to use the SMPTE code
to assist in your video editing, either
manually in the creation and execution of
editdecisions, or with automated SMPTE-
compatible video equipment, then you
should probably stripe the entire audio
track of your videotape. This SMPTE
striping process can be started from within
Bars and Pipes Professional with a speci-
fied SMPTE offset, or manually by using
the Write button on the SyncPro device, *
with a zero offset. (SMPTE offset repre-
sents the time reference setting in Hours,
Minutes, Seconds, and Frames. This
time can either be written to tape, or it can
specify a point at which playback of a
sequence or sound cue should begin. A
SMPTE offset time allows access to any
specific location on the tape, whether you
are writing or reading from tape.)
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When writing a SMPTE stripe to
tape, it’s always a good idea to mute all
tracks of your sequencer in order to attain
the greatest possible timing accuracy. Do
not attempt to record your audio tracks at
the same time your stripe is being laid
down. Otherwise, MIDI data which is
being transmitted through the SyncPro
might “clog” the MIDI data stream, and
thereby cause timing inaccuracies to oc-
cur. After the stripe is laid down you’re
free to add your audio tracks with posi-
tive frame synchronization.

After recording the SMPTE stripe,
this track is then fed back intothe SyncPro,
and is used to control the playback of
music sequences. These sequences can
access the Amiga’s internal sound cir-
cuitry, allowing the synchronized play-
back of custom sound samples, along
with any other external MIDI soundequip-
ment. Sound effects, music and dialogue
can be assembled, sequenced and repro-
duced to create a seamless soundscore,
all with SMPTE timing control. In the
case of the AD1012, and the new AD516
sound cards, CDquality sounds canbe played
back directly from your hard disk, all in
perfect synchronization with a video source.

Bars and Pipes Professional gives
you an accurate reading of your exact
SMPTE location in the Transport win-
dow. By using an Amiga sound sampler,
sound effects can be recorded directly
into your Amiga. These can be saved as
IFF-8SVX instruments, which can be used
within a music sequence just like any
other music instrument samples. This
makes the placement of sound cues par-
ticularly easy and accurate.
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Real-Life Applications

In my own work, I've frequently
collaborated with a video producer in
Texas, named John Walker, on a wide
variety of projects ranging from a series
of thirty-second television commercials
and public service announcements, to
full-length documentaries and tutorial and
instructional tapes. Our normal proce-
dure goes something like this: After
drawing up a basic outline for the neces-
sary video and audio components, he
gathers all of his required video footage
and rough audio for the project. Some-
times that material comes from live loca-
tion settings, or it may be staged in his
Dallas studio. After careful review, John
then takes this material (which is nor-
mally shoton Hi-8 or 3/4" videotape) into
an editing suite in Dallas, where all of his
videois editedintoits final form. He then
adds a SMPTE stripe to one of the tape’s
audio tracks, and makes a dub of the tape

Bars&Pipes Professional 1.0e

Track 3
Track 4
Track 5
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with a “window burn.” (A window burn
is a superimposed visual readout of the
SMPTE time, over the normal video im-
ages.) This provides ameans of reference
for any audio special effects, and for the
precise timing and placement of music
cues. In the past, this window burn was
the only reference [ had for composing
music and effects, and the entire process
was rather a hit and miss situation. We
could watch the video (with the SMPTE
readout) in slow motion repeatedly, tak-
ing careful notes for the composition and
placement of the necessary audio cues.
Then, by calculating the “hit points,” I
could compose, and then lay down my
soundtrack to within a few frames of
accuracy. The resulting soundtrack was
then recorded to digital audio tape and
given back to John, so he could return to
the editing suite to lay the audio track
back over onto his video master.

That’s how we worked in the past.
Now, with SyncPro, things are a little
different. When John brings his edited
dub, complete with the SMPTE stripe on
the audio track of the videotape, I'll can
lock my sequencer to the actual timecode
he has laid down. This will give us true
frame-accurate editing of sound to video.
The SMPTE signal from his videotape
can be fed into the SyncPro, which can in
turn duplicate that SMPTE signal onto
my digital audio tape. The audio tracks
can then be recorded to this tape, com-
plete with the new SMPTE signal. Then,
when John takes this tape back to the
editing suite, he needs only to lock the
editing system to the SMPTE stripe ['ve
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recorded from SyncPro onto my audio
master. No more hit and miss editing!
A Few Criticisms

On the downside, my only criticisms
of SyncPro are these: the unit requires
that a MIDI interface be used on the
Amiga, rather than plugging directly into
the serial port. Also, SyncPro is powered
by anexternal transformer. If your studio
is anything like mine, the last thing you
need is another AC/DC power supply,
and another four feet of cable to add to the
snake spaghetti! Although the manual
states that the SMPTE offset numbers
should advance as a stripe is being writ-
ten to tape (thereby giving you an accu-
rate measurement of elapsed time), I could
not get that function to operate from within
Bars and Pipes Pro. While the stripe was
being written to tape, the offset counter
flickered continuously, but would not
display the current SMPTE time until the
striping process was stopped. Though it
was just a minor inconvenience, as the
SMPTE offset should have shown how
much SMPTE timecode had been re-
corded, it was a slight software malfunc-
tion nonetheless. (Blue Ribbon’s excel-
lent technical support service was as
puzzled as I was with the problem, and
assured me that they would get back in
touch to resolve the problem as soon as
possible. Unfortunately, the program-
mer was out of town and could not be
reached before my deadline for this ar-
ticle). Aside from that minor problem,
the SyncPro unit functions flawlessly,
and in fact, it’s one device that [ will be
using extensively in a number of upcom-
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ing soundscore projects!

And as an update to last month’s
review, this week I received promotional
material on SunRize Industries” AD516,
the long-awaited 16-bit stereo sound card
and hard disk recording and editing sys-
tem for the Amiga. The ADS516 is also
accompanied by a new software package
which will facilitate eight virtual audio
tracks, real time audio effects, and the
ability to simultaneously access multiple
hard drives within the same Amiga. It
can be controlled by the SMPTE-LTC
format, or triggered by MIDI events. Ac-
cording to Susan at SunRize, the first
production run, due to ship August 15,
was entirely pre-sold, primarily to users
of the AD1012 card who upgraded to the
new 16 bit board. (SunRize has an ex-
tremely good upgrade offer for purchas-
ers of the ADI012 who want to move up
to the AD516.) The AD516 should be
appearing at your favorite Amiga dealers
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about the time you read this...
That's It For Now

Next month, I’m planning on exam-
ining some of the software tools available
which can greatly facilitate the composi-
tion of original music and sound scores

by non-musicians. I know from the re-
sponse I’ ve been getting for the M, Synthia
Professional, Bars and Pipes, and B&P
Pro demo disks, that there are lots of
Amiga video producers out there with the
interest, but not the musical experience,
who will surely want to tune in for that!
I'll repeat that offer for new AVID read-
ers. If you will send me four 3.5 inch
disks, along with the necessary postage,
I'll provide those demo programs to you
free of charge.

AD1012, AD516, and Studio 16 are
from:

SunRize Industries

2939 South Winchester Blvd

Suite 204

Campbell, CA, 95008

(408) 374-4962

SyncPro, SuperJam! and Bars &
Pipes Professional are distributed by:

The Blue Ribbon Soundworks, Ltd.

1293 Briardale Lane NE

Atlanta, GA 30306

(404) 377-1514

Jaxon Crow has recently released his
first tutorial videotape on producing Sound
for Video projects entitled Amiga Music For
Video, Volume One. Jaxon can be reachedfor
questions or consultation at: Neon Tetra Pro-
ductions, P.O. Box 876, Hot Springs National
Park, AR71902, (501) 321-1198. Please call
or write for a free catalog of our audio and
video tapes. Remember, register and vote!!!
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© 1992 by Frank Kelly

I have used Innovision
Technology’s Titling packages since the
very first incarnation; Broadcast Titler,
and then Broadcast Titler 2, the features
of which have been covered in great de-
tail in previous issues of AVID (June
1991, page 24 and September 1991, page
28). The announcement of the Hi-Res
version of BT2 which promises true 35
nanosecond (ns) resolution had me quite
anxious to see the results, but before 1
could do anything I had to upgrade my
A2000 with the latest version of
Commodore’s Super Denise chip. Since
this involves getting at the motherboard,
and in my particular studio setup moving
the computer is quite an elaborate proce-
dure, 1 also decided to install the
MegAChip 2000 34upgrade to gain the
advantages of two megs of available chip
RAM. Let me state at this point that
although having more chip RAM avail-
able may come as an advantage for those
systems that are short on expansion
memory, the two meg Agnus chip is not
required to use BT2, but the new super
Denise is a necessity. This task was
easier than I originally anticipated, with
the MegAChip instructions and appro-
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priate chip puller tool in hand, I was able
to complete the upgrade in less than 20
minutes. It made me wonder why 1 had
waited so long, and getting the new ver-
sion of BT2 Hi-Res was the perfect in-
centive.

What’s All The Fuss About
35ns Anyway?

For years the Amiga has been re-
garded as something less than adequate
when compared to stand-alone title boxes
from Chyron, Dubner, Laird and others.
The primary reason has been the effec-
tive screen resolution of the fonts when
displayed over genlocked backgrounds.
In the realm of the broadcast world, reso-
lution is gauged in terms of nanoseconds,
and the most that the Amiga could render
was 70ns or so. With the extra graphics
horsepower of the new Denise chip, which
is unique to the Amiga, it is now possible
to double this resolution, but up until now
there have been no software titles to take
advantage of this. In the past, Broadcast
Titler (and other packages) used propri-
etary dithering routines and custom inter-
nal fonts to smooth out the jagged edges
which were especially apparent on di-
agonal lines and curved edges. Although
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these techniques give the fonts a smoother
look, the sharpness of the fonts displayed
by the high-end broadcast boxes is really
never achieved because of all the adja-
cent color dithering (antialiasing) that is
used to smooth the edges.

One of the new features of this ver-
sion of BT2 is the ability to display both
the original and Hi-Res fonts on the same
page. When you first install the upgrade
you are given the opportunity to load
these new 35ns versions of the existing
fonts that come as part of the original
version of BT2. I chose to install all of
them and then also loaded the corre-
sponding standard BT2 fonts to use for a
comparison on the same page. To my
surprise, the differences appeared to be
only slight. A quick phone call to
Innovision Technology soon assuaged
my growing confusion as it was explained
to me that the major enhancements could
best be seen when using the smaller font
sizes. Any size under 50 scanlines high
will show the most dramatic improve-
ment, which is quite noticeable indeed
when viewing both types of fonts on the
same page.

The apparent lack of dramatic im-



provement in the larger font sizes is due
in no small part to the antialiasing rou-
tines that BT2 uses on its original font
format. In away, Innovision Technology
is a victim of its previous success in at
least creating the illusion of 35ns resolu-
tion in the original BT2 fonts. What is
really amazing is that by using the
antialiasing feature on the 35ns fonts you
get an effective resolution of 17ns, which
is in the resolution standards of the high-
est of the high-end stand-alone title ma-
chines used at the network level.
Other Changes

There are two new page transitions,
Shuffle Up and Shuffle Down, both of
which “pull” anew page from behind the
current one being displayed, then
“shuffle” it overthe previous page. There
are no line effects available while using
the Super Hi-Res mode, and there are
fewer colors available for face colors
(three as opposed to four) and you cannot
use face patterns on the Super Hi-Res
fonts. Your choice of page effects is
somewhat limited when mixing the two
resolutions on the same page or using

Super Hi-Res fonts exclusively. There
are many more available when using Su-
per Hi-Res mode exclusively than with
mixed types on the same page. Flash and
color cycling are not supported any time
there are Super Hi-Res fonts on the page.
All functions that were available in
previous versions of the software will
operate when you select the standard Hi-
Res mode. The use of IFF images in the
new Super Hi-Res mode requires some
special handling. First, to adjust the
image’s aspect ratio you will need to
double its width before loading it into
BT2 Hi-Res screens. There will also be a
loss of colors available for the palette of
your IFF picture (4 asopposed to 16 in the
standard Hi-Res mode). This restriction
alsoaffectsany BT2 Super Hi-Res screens
you wish to save as IFF pictures. At this
time, saving IFF screens that contain both
Hi-Res and Super Hi-Res fonts is not
supported. However, you can now save
any BT2 screen with exclusively one font
resolution with the antialiasing intact.
Someannoying bugs were fixed from
previous versions, and you can now se-

lect an option to enable a “Shuttle Safe-
guard” feature which prevents your soft-
ware from locking up when shuttling tape
at high speeds. There are two Hi-Res
fonts which include a full set of interna-
tional accent characters. Additional font
packages which contain the international
accents are available from Innovision.
When you receive the upgrade to BT2 Hi-
Res you get two disks plus addendum
pages for your existing manual (if up-
grading from an earlier version of BT2).

BT2 Hi-Res runs on Amiga 500/
600/2000/2500/3000 computers with the
ECS Super Denise chip,] meg of chip
RAM or greater and at least 1.5 meg total
RAM. It is fully compatible with
AmigaDos 1.3 & 2.04 and higher. It can
run from floppy drives or be installed on
your system’s hard drive. The cost to
upgrade from previous versions of Broad-
cast Titler 2 is $99, and full price for the
Super Hi-Res version is $499.95.

Innovision Technology

1933 Davis Street, Suite 238

San Leandro, CA 94577

Phone (510) 638-8432

| We’re easy to find!

& «
Factory Authorized VT Workstation Dealer
Florida’s Original AuthorizedAMIGA Dealer
Authorized GVP/Supra/Impulse/ASDG & more
Full Video Toaster Suite
Monthly Video Toaster Classes
Monthly Video Toaster User Group Meetings
24-Hour Video Toaster BBS (813)360-7062
Training Video Tapes for Sale and Rental
Complete selection of all Toaster Magazines and Books
All Major brands of Accelerators and Hard Drives
DPS, IDEN, & Digital Creations’ Time Base Correctors
On-Site Installation, Wiring & Training Available
Engineers & Factory trained Technicians on staff

Rte. 686

Located in the
south side of
the REX TV

& Stereo
building.

From Tampa —\ Rte. 688

Ulmerton Rd.

\service to Tampa Bay

Celebrating 14 vears of

13553 66th Street N.
Largo, FL 34641

Phone(813)530-4561

FAX (813)530-0799
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De-Mystifying

Digital
Creations'

RGB Gonverter

© 1992 by Joel Tessler

(Editor’s Note: In case you're new
to the Amiga, DCTV is a low-cost hard-
ware/software product for all Amiga
computers that allows display and cap-
ture of 24-bit images with millions of
colors, plus a powerful paint program.
Until recently DCTV has worked only
with composite video signals.)

There has been a lot of talk, specu-
lation and misinformation regarding
Digital Creations’ RGB converter for
DCTV. In fact, it is a simple external
device that, as stated in the manual,
“takes the composite video signal from
the DCTV and inserts it into the stream
of RGB data.” By using this conversion
process it then becomes possible to use
DCTV images with any destination de-
vice such as a genlock, RGB monitor,
encoder, etc. The following review dis-
cusses in detail the various applications
with which it can be used, along with an
evaluation based on its price, features
and performance. The RGB Converter
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Tint

was evaluated with three systems; a stan-
dard Amiga 2000, a 3000, and a Video
Toaster Workstation. All were tested
with standard Amiga RGB monitors.
Out Of The Box

The sturdy palm-sized device sports
the familiar DCTV wedge logo with two
knobs at the top for Tint and Key Level.
On the bottomofthe unitisa23 pin RGB
double-sided connector with male on
the front and female on the back. In
addition this are two screws which are
used to secure the unit to the DCTV
pass-thru connector.

Ignition!

Connecting the RGB converter in
its most basic configuration requires se-
curing the RGB converter to the back of
the DCTV’s RGB pass-thru via its 23-
pin double sided connector, brass wood
screw and hold down screw. After this
procedure, simply connecting your
Amiga’s RGB cable to the back of the
RGB converter allows the signal from
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RGB Converter

Key Level

DCTV to be displayed on your RGB
monitor. If you already own a genlock
with an RGB pass-through, connecting
the genlock to the RGB converter and
then plugging in the Amiga RGB cable
into the genlock RGB pass-thru will get
you both genlocked in addition to allow-
ing the DCTV’s signal to be displayed
on your Amiga RGB monitor. This sec-
ond configuration is definitely the best
of both worlds. The most obvious ad-
vantage of using the converter with a
genlock is of course being able to use
prerecorded, computer, or live video
behind DCTV imagery. Another possi-
bility for instance would be to take the
RGB out of the genlock and connect it
directly into a video switcher equipped
with RGB inputs. Any number of desti-
nation devices can be used in conjunc-
tion with the RGB converter. The main
limitation is not the RGB converter it-
self but rather the amount of power that
the Amiga RGB port can handle.



i A i

g - e

iyt Ak ey
o o i

At Your
Fingertips

nvoducing The “Video Toaste User™ Mgboard Overay
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= Switcher

= JoasterPaint EVERY TOASTER OWNER

= LightWave 3D SHOULD HAVE ONE!?

= Modeler $
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Attaches securely to your keyboard. includes shipping CA residents add 8.25% sales tax
Sturdy construction with spiral hinding. =

call 800-322-2843 mrma Menarcas
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Seeing Is Believing

DCTYV is a powerful addition to
any Amigasystem. Aside fromits unique
paint program it has the ability to play
3D animations created from Draw 4D
Pro, Imagine, or Lightwave 3D directly
from the Amiga system in real time via
DCTV's high-resolution composite out-
put. I have used DCTV’s output in my
work at Joe Robbie Stadium in Miami,
displayed on our 40 foot Sony
JumboTrons and have achieved excel-
lent results. I can tell you first hand that
images blown up to this size have a
tendency to fall apart. With DCTV the
images on the JumboTrons held up well.

My main gripe with DCTV right
from the beginning was the way the
paint interface looked on my Amiga
RGB monitor. For those of you who are
not familiar with the problem, the RGB
side of the DCTV paint program has
this tendency to look ghosted, and when
using Deluxe Paint IV for editing it is
very difficult if not impossible to read
requestors, gadgets and tools because
of DCTV’s palette. After hooking up
the RGB converter and connecting it to
my RGB monitor the problem com-
pletely disappeared. Without any ques-
tion the image that appeared was a sight
for sore eyes. This was by far the best
image I have seen on a standard Amiga
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RGB monitor. In addition to the high
quality imagery, using DCTV paint is a
breeze using a single RGB monitor. The
only limitation I ran into was during the
digitizing process where a composite
monitor is required. For those of you
who have been experiencing eye strain
during your DCTV sessions 1 am sure
the RGB converter will be a welcome
change.
Applications

The real power of the RGB Con-
verterisinthe areaof applications. Right
off the bat I was able to incorporate it
into a commercial I was working on
with Jim Mixon for the Alphatron cor-
poration. I had already rendered a 380-
frame Lightwave animation of their high
tech glasses and converted it to DCTV
using the ADAM utility. The client ap-
proved the animation but wanted me to
lay in a seamless starbed behind the
entire animation. After some quick think-
ing I loaded up one of my own starbeds
into another Amiga system in my studio
and connected it directly into my
Supergen genlock via the RGB con-
verter. See the accompanying illustra-
tion for an example image. I could see
by the smile on my client’s face that he
was satisfied with the results. Another
plus from using this technique was not
having to go down a generation by using
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tape.

Another technique I was able to get
a lot of mileage out of was connecting
both Amigas into the Kitchen Sync and
inputting them into the Video Toaster
for yet another layer of graphics. Poten-
tial uses for the RGB converter are many.
Interactive video comes to mind because
of the high resolution capabilty of DCTV
and its many colors and low overhead.
But keep in mind that this information
can be displayed on a single RGB moni-
tor with a touch screen. If we take a look
at most of the interactive sytems out
there we find that for the most part they
are dominated by 2D front ends and
animations. Enter the RGB Converter
and we now have the next generation of
interactive front ends. How about real
3D buttons with shadows and 3D simu-
lations running directly from DCTV
along with 16 bit stereo sound! All this
on an Amiga RGB monitor, a touch
screen with a pair of high quality speak-
ers. One more thing to keep in mind is
the low cost of DCTV and the RGB
converter. With enough money almost
anything is possible, but is it cost effec-
tive? The RGB converter along with
DCTYV definitely is. Another plus on the
applications side is the RGB converter’s
capacity formixing various native Amiga
graphics formats. Virtually any formats
can be mixed together, all on one screen;
all that is required is that you adhere to
the conventions spelled outin the manuat.
Finally the most powerful use for the
RGB converter is the way it works in
conjunction with a genlock. The ability
tokey DCTV graphics over prerecorded
and live video opens up new ways of
utilizing the power of DCTV.
Technical Performance

I have been using DCTV since its
introduction and even did some beta
testing early on. The signal quality of
DCTV is above average but with the
addition of the RGB converter and a
genlock the signal is vastly improved.
During the testing of the RGB Converter
several animations were recorded to
video tape in the edit suite. Using the
Tint and Key knobs in the edit gave me
the desired results without technical
problems. Finally a commercial was
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edited together using DCTV, the RGB
Converter, and the Supergen. This com-
mercial will airon cable TV in about six
weeks. The fact that this production was
accepted for the air by my client speaks
well for the RGB Converter. Given the
price of this unit it performed well.
Crackerjack Surprise!

My tests with the RGB Converter and
the Toaster clearly show that they are
incompatible with each other. These tests
were done on three different systems. In
some cases no display information would
show up on the RGB monitor even though
the system would boot up? On one system
the Workbench would come up but it was
so blurred in its appearence that it was
totally unreadable. Ironically using the
DCTYV without the RGB Converter pro-
duced no serious problems. I could prob-
ably do an entire article on what is causing
the incompatiblities between these two
devices. However let me spare you the
gory details and say that both devices are
doing some pretty tricky things that ac-
complishratherincredibleresults whichin
turn render each other incompatible.
Conclusion

If you own or are planning to pur-
chase a DCTV the RGB converter is a
natural. Its low cost ($289 suggested
retail) and high performance are a must
for anyone using DCTV hardware in a
video oriented environment. If your mind
is not made up by now go down to your
local dealer and take a look at it. It will
change the way you think about DCTV.

Digital Creations

160 Blue Ravine Road Suite B

Folsom, CA 95630

91 6-344-4825

You might have seen Joel Tessler’s
animations on CBS broadcasts from Joe
Robbie Stadium last year during the Mi-
ami Dolphins NFL season. His sports
animations were broadcast to 40 nations
via satelite from Kuwait during the Peace
and Friendship Games and Warsaw
where he installed an Amiga system for
the Polish Broadcasting Corporation.
Joel is the director of Automedia, an
international consulting firm specializ-
ing in video, cable automation, anima-
tion, and training based in Miami.
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N £ [ PRODUCTIONS, INC.

WANTED:

Animation/Claymation & Shorts

Nitro Productions has finally created
anoutlet for those brilliant but shelved
projects. "The Arena" a new and in-
novative Rock & Roll TV Variety
show is seeking material for their
animation segments. Project linked
up to 4 minutes. Compensation is
small, but exposure is great. All sub-
missions mustbe: 3/4", Hi-8, S-VHS.

Nitro Productions
1740 South Zeyn Street Unit B
Anaheim, CA 92802

ADVERTISE

YOUR PRODUCT
OR SERVICE

in the

il| MARKETPLACE

for

ONLY $75
Call 408-252-0508
for details!

ERRATA

Atthe end of the review of the
Merlin Transporter in the July/Au-
gust 1992 issue of AVID, the
printed price was incorrect. The
correct retail price for the Trans-
porter program is $249.95

Also, the Dr. Is In column in
the same issue incorrectly stated
that upgrades from Pixel 3D 2.0 to
Pixel 3D Pro would be free. Alas.
this is not the case; there is a nomi-
nal fee. Please contact Axiom Soft-
ware at (507) 289-8677 for further
information.
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LIGHTWAVE 3D

35 mm SLIDES

Utilize all the quality of the new
print resolution
3008 x 1920
*Up to 4000 line Resolution
*24 hour turnaround
*Syquest support
In-house Photo Lab
LightWave 3D, Imagine, DCTV
VistaPro2, all Amiga files
24 bit IFF...and more
Industrial Color Labs Inc.
6890 Highbridge Road
Fayetteville, NY 13066
10 years experience
Amiga Imaging Dept.
315-449-1155

MARKETPLACE MARKETPLACE

1-800-285-1881

Spim M-F PST

Hrs: 10am -
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availabilty.

Plan ,your next
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to completion with
\ gﬂlek access to all

RELEASES: 5)Talenrreleasas property access,

medical ccnsent, household invenlory, indemnity
CONTRACTS: 2)Video production, creative

service(voice talent, music scores, smpung etc.)

dupiication, agency agreement, contract with

independant, rentallease agreement, creait

épplfcanon bill of sale, video reciept, non-
isclosure

PRODUCTION: 3)Budget estimate workshegts,

planning worksheet, video log sheet, wedding

dréc_c,x_'l%l#xmble shoot inventory, storyboard

L 'S Cover lefters for correspondence with;

video uction, duplication, pricing policy,

weddings, job descriptions, copyrigi tform palem

form, concep! document

(All flos are ASCI brm-t. use VFE custom plogllm)
processor or DTR program

or load in -ny
$24.95 +2.50 SiH Vlemeders

1(800)882-682.
(B00)s5%00es ron

AMIGA/IBM Klamath Falls OR 97601

ULTRA HIGH RESOLUTION
35mm

COLOR
SLIDES

from Your Amiga Graphics
® 24-BITIFF

from Toaster, DCTV, 24-BIT 3-D rendering programs, Scanners,
24-BIT IFF paint programs

® Standard IFF or HAM IFF
® Postscript Slides

created with Professional Page, Professional Draw,
Pagestream, or Presentation Master

4000-Line Resolution + No Scanlines

Brillant Color - No Curvature Distortion

Call or Write for Order Forms, Price Lists, and FREE Samples:
HAMMOND PHOTOGRAPHIC SERVICES
11280 Washingtan Place, Culver City, Califonia 80230
(310) 390-3010

JLC Video —_
Animation
Toaster to tape

Consulting

Logo creatio
Frame by Frame
Recordm

(408) 268-2634

Cascading Waterfalls

McGinnis

eo Productions

“The Range of Light~
" The Awesome Beauty of
; the Slerra Nevada to be
used in your own tapes.
Professionally filmed
60 minutes

IStock Footage - Royalty Free I
Breathtaking Vstas 4

Granite Cliffs
Quiet Meadows
Towering Trees

Mountain Lakes
Natural ambient audio o
$39.95 / $29.95 » SVHS/VHS
208-323-7630 [iuj Lw;]

Secret Amiga Facts

...hot keys, diagrams, examples,
shortcuts, and special effects. You'll
find that every Vidia™ guide is concise,
lightwsight, well-designed—a pleasure
fo own and use.

Fast Guide to ARexx $8.95

Fast Guide to Workbench $8.95
Fast Guide to Amiga CLI $8.95
Vidia Gulde to DPaint IV $3.95
Vidia Guide to Pro Page (2.0) $7.95
Vidia Guide to PageStream $7.95
Amiga Text Editor Quick Ref $7.95
Amiga Programmer’s Quick Ref $8.95
Amiga Graphics Ref Card $3.95

VIDIA

Vidia * P.O. Box 1180 - Manhattan Beach, CA 90266

VERTEX 1.6

Object Design and Conversion Software
Vertex has many POWERFUL Features

* Bevels *File Formats:

* Bezier Curves V Imagine

» Multiply Command V Lightwave

» Fast Interface v Wavefront

* Arexx Port  Sculpt +more

Only $40.00 check or money order to:

The Art Machine
4189 Nickolas
Sterling Heights, MI 48310

A SoIething Specink

ANIMATTES:
WEDDING SERIES

DISKS FULL OF HIGH QUALITY ANIMATED

WIPES - MATTES - TRANSITIONS
FOR PRODUCING WEDDING VIDEOS

POINT & CLICK OPERATION
RUNS FROM WORKBEN(H 1.2 & 2.0
USE AS IS OR PERSONALIZE
WORKS ON ANY AMEGA/GENLOCK
COMBINATION

Volume One (3 disks) $39.95
Volume Two (4 Disks) $59.95

for orders or info:

Electric Crayon Studios (414) 444-988t
3624 N 64TH St.- Mitwaukee W1 53216
*demo disk $35 (credited towards purchase)




MARKETPLAGE

Isyhed ra

Over 50 geometric objects repre-
senting Platonic and Archimedean
solids, prisms, anti-prisms, and other
polyhedra. Each model comes as a
wire-frame and solid object, and is
discussed in the manual. Imagine
format objects. $25.00

Lissa 1.2

Generate spherical Lissajous curves
to make surfaces and paths for
animation and extrusion. Control
the curves with keyboard and ARexx
commands. Supports Imagine,
Sculpt, LightWave, Geo, and other
formats. Includes sample objects,
manual and reference card. $35.00

Both Lissa and Polyhedra: only $50.00

Technical Tools

2 S 461 Cherice Drive &
warrenville, IL 60555  x
(708) 393-6350 =

Call or write for more information.

DO YOU NEED HELP OETTING STARTED WITH
ART DEPARTAENT PROFLESSIONATL 21
[ vou recently purchased the most pawertul graphac conversion/image manpulaton

program fot the Amiga, vou may need some pointers on using thus ndispensable
deditop s deographers 1oal'

Spectal Offer!!!!
For a limited time you can get EREE lor Ihe asking, hps lar the navice user
of Art Bepartment Bra 21 and the Conversian Pack.

Thats right ail you hove 1o do 1s ask and you can ge! this infarmation
£ FREEN!

Simply call (602) 893-3988
or write 100
Art Department Pro Spectal Offer
5037 East Keresan
Phoenlx. AZ 85044
and ask for the free information kit.

MARKETPLACE

d MARKETPLAGE

Professional Royalty-Free Music

Composed with the videographer in mind!

Enhance any video production - instructional,
wedding, industrial, sports, home movies, or
multi-media - with broadcast-quality music.

Choose Soundtrack, Caribbean, Country,
Rock, Jazz, Blues, or any of five assortment
volumes of digitally mastered and recorded
music.

We use the highest-quality metal tape, S-VHS,
VHS HiFi, and DAT, and record one side only
to ensure optimum audio fidelity.

Call 1-305-872-3472 for demo & order,

or 1-305-872-3872 order placement only.
$34.50 Cassette - $44.50 VHS - $54.50 S-VHS
$64.50 DAT (check, money order, or COD)

Fernquist Enterprises, Inc.
Route 3 Box 226-LA, Big Pine Key, FL 33043

Are you tired of dragging your
Amiga around in a box?

See your local dealer about the
AmiTote line of Amiga carrying cases.

We make bags for:
sAmiTote 500's
*2000

.1330%0 (CDTV).

*Ba

'Yl"ote Monitor

AmiTote 2000 designed with
Toaster users in mind

Can't find it at your dealer?
Call us!

Left hemis here
Sh dl glllme7 Cent
adle Shoppin en er
Spokane p& g9
509-325- 0115

K ]
AMIGA | L 430002000
Toaster & Power
Power!

Users
Repl

ment B
(Installed Prices)
A-3000 200 Watt Upgrade
A-2000 200 Watt Rep.
A-2000 250 Wart Upgrade $139.00
A-2000 330 Waut Upgrade $169.00
(Save $20.00 If You Install)
Stand Alone Power
A-500 200 Wau BIGFOOT  $129.00
Call For Pricing On Custom Needs
We Accept:
Visa/MC or
COD
(800) 527-8797
(308) 745-1246 FAX

$149.00
$129.00

AFFORDABLE
ANIMATION?

SURE! Custom 3-D rendering
of your or your clients logo
in 16 million colors
and full NTSC resolution.

First Generation VHS and SVHS.
Standard packages and hourly rates available.

Call for information
or demo tape prices (refundable).

EMERALD
VIDEO

Quality Graphics and Animation
at an Affordable Price
(419) 898-0535
570 E. Water St, Oak Harbor, OH 43449

+ Toaster GPI Control «

to Trigger:
RM 440, AGA 750 ............... $94.50
RM 450, AGA 800 ............... $35.00

-Others, please call.

Cable Assemblies: y/c to BNC ..$20.00

*S* 4 pin, 6 ft...........e. $15.00
‘S"4piNto7 e .$20.00
ylcto IVT-7 e, $59.00

BNC, dub, power, XLR, custom cables

Specials! DCTV RGB upgrade ....... $265.
TBCII............. $775. V-scope. ........ $735.
Personal SFC $373. BCD 2000 ....
Black burst .....$189. Toaster Cozy $709.
-Lots more, please call!
IR

Secret Communications
716-567-8873

NEEDLEDROP QUALITY

AT A BUY-OUT PRICE.

$48
THE MUSIC BAKERY

FRESH MIX . HOT LICKS

800-229-0313

Call for your first issue on CD.
FREE

ANRSATEIX MODELER

now in

3-DB STEREO

For the first time, Animatrix Modeler now provides the
abiiity to view and model in real-time stereoscopic virtual
reality, using either the X-Specs™ glasses from Haitex™ (not
included) or the supplied red-blue glasses. This represents
a breakthrough in 3-D modeling on the Amiga, and must be
seen to be appreciated.

Animatrix Modeler provides the “hands-on® approach:; all
operations are performed in perspective (sterec or non-
stereo) mode. Features include real-time rotation, scaling,
and translation, single and grouped point editing, edge and
face subdivision, point joining. magnet, refiect, clone ex-
trude, hide, combine, and keyboard equivalents. Objects
can be loaded and saved in 6 formats, including Imagine™
and LightWave™. Now available tor $139.95 ($99.95 intro-
ductory special until September 15th 1982) from

duBois Animation
1012 N. Chartrand Ave., #F
Edmond, Oklahoma 73034
(405) 348-4670

X-Specs™ glasses available through Haitex Resources inc , PO Box
20609, Chevleslon SC 29413-0609, (803) 881-7518

{Procucts for o following

LightwaveNowTek, X-: Spscaﬁ-&-lex Resources)




3 Good Reasons To Become An
i 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 monthly 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
form below and send it with your check to: AVID PUBLICATIONS, 21611 Stevens Creek Blvd., Cupertino CA
95014. For even faster response, use your Mastercard or VISA and call 1-800-322-AVID to place your order.

NAME Iuse an Amiga| |500[ |1000| |2000 |2500| | 3000
COMPANY The genlock I use is ' ' .

STREET __ I am currenily using the Video Toaster......... "~ |YES[ |NO
CITY I am planning to buy a Toaster soon............. YES| |NO
STATE ZIP [ use Deluxe Paint HI/IV. ..., |YES| NO
COUNTRY Iuse Shereff Systems Pro Video Gold/Post: | |YES | NO

Other CG Software?
NO PURCHASE ORDERS PLEASE i;/l]ie Imag‘in'e:. |YES |NO Turbo Silver:| | YES| |NO
vich Digitizer do you own J

Yes, I'd Like to subscribe and receive both the Journal AND the AVID LETTER. (CHECK ONE)
D 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, 21611 Stevens Creek Blvd., Cupertino, CA 95014 e | [y
To Subscribe by Phone Use Your Credit Card. Call: 1-800-322-AVID (2843). L :

. b4 A
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There's a reason DeluxePaint  has been the leading Paint and Animation program throughout the evolufion of the Amiga.
We've consistently overcome obstacles as large as pyramids to bring you the most intuiive, up-to-dafe graphics programs
ovailable. That's why our list of satisfied customers is as long as the Nile. So, forget about using those other progroms with
the hieroglyphic interfaces and enter the next era of paint and animation with DeluxePaint V.

From Tutankhamen to Tut Uncommon , 2%

L P - -

Powerful New Tools

Everything needed to
transport you from the
Cradle of Givilization info

the Modern Age, including l
Tinting, Translucency and

Superior LightTable

You'll be doing the “Tut
two-step” when you see
how easy it is to create

Anti-Aliasing. S

: animations. Now, see

s o : . through your current
- { frome fo four additional

| frames — in color!

e e
%nnunmmn::nnﬂns
.y = il 2
\ Foe n& A _ﬂ\T =~
1at. e Ao ! %
Metamorphosis s . ,(/, <
Instantly turn pyramids into r%‘ Easy Metamorphosis BN : =
—_— @ Watch evolution unfold. [N r - 7
,_,‘ Instantly onimate the shape KO- SR T _
=T and image of one brush s : ;:: -
| into any other brush. 30 ¢ ‘_""": ‘
, {8
I | US 6
4] i
A

Amiga is @ registered trademark of Commodore-Amiga, Inc. All other trademarks ore trademorks or registered

DELUXEPAINT IV

KING OF PAINT AND ANIMATION

DeluxePaint IV features:
o Paint AND Animation in HAM using oll 4096 colors

= |mproved gradients are now smoother, more versafile and
easier to define

© Al new Color Mixer makes ereafing and choosing colors o
snop

® HNew Animotion Control Panel with VCR-style interfoce
meons no more searching through menus for the onimation
controls you need. Now, just point and dlick.

o Enhonced Stencils give you greater conirol over image
processing ond imoge manipulation
Plus all the Award-winning features you've come
to expect from DeluxePaint:

e AnimPaint™ — (reofing onimations is os easy os pressing
one key to record your paint strokes and another to ploy
them back

® |nstont 3-D perspective

* Direct Overscan support for video opplications

* Split screen Mognification with voriable Zoom

* Animated brushes fo simplify cel animofion

* Move Requestor lets you outomatically animate brushes in
full 3-D

* Extensive keyboord equivalents help odvanced users work

mare efficiently

For more informafion
about DeluxePaint IV and
our special upgrade offer,
call BO0-245-4525 —
ANYTIME!

And You Thought Tut was Ancient Art

ELECTRONIC ARTS®

rks of Electronic Arts.




Power-® your Amiga with the Latest
Hardware from DKB

3.2TM

Expansion
©2500/030

ceelerator card.
ace, uses 32 Bit address space so
T Bridgeboard with more than 6

p Video, Desktop Publishing and Mul-

]}an you can il

+ Expandable up to |
* State-of-the-Art design
other accelerator cards hay
size memory modules in the

. Fully compatible with Workbench™

ir Amiga” operate faster because of the design of the
it memory board.

1.2, 1.3, and 2.0.

« Compatible with the MeOAChlp 2000/500" and MultiStart

» The DKB 2632" has four SIMM sockets for expansion using 1" ROM board.
32 Bit wide SIMM modules. %

» Using 32 Bit wide SIMM modules enables you to install only
one module to add up to 32 Megabytes at a time, modules are

available in 1, 2,4, 8, 16, and 32 Megabytes. .

MegAChip

+  Simple installation, no soldering required
Compatible with a wide range of Amiga® peripherals
Full one-year warranty

.

&Y} - - : -y
E . A § Aofizaan s j==
2000/500 AEEY
s ‘o 3 e e '-‘_-‘__;‘:I -
If you use your Amiga for Desktop Video. 3D Rendering & Animation, u‘-’m;f' Sy T =5 < tass AN
Multimedia or Desktop Publishing - Then you need the MegAChip R sy T e ,\_,:
: - ; S A ! el .
2000. Doubles the amount ol mcnu?r} ‘dLLeh.\lhlt‘ .lo the custom (thps. : T o= Famsl AR
Uses the 2 Megabyte Agnus that's in the Amiga A3000. Greatly ' = tal
enhances Graphics capabilities. Fully compatible with Workbench 1.2, = = | )
1.3, 2.0, and the ECS Denise chip. Fully compatible with the Video ' ; 2wt e
Toaster and other genlocks and framebuffers. Fully compatible with : = l_
GVP s and Commodore’s 68030 accelerators. Why upgrade to | Meg of . et TRt |
Chip RAM when you can have 2Megs of Chip RAM like the A3000? -'m TR IR TILT .": ~T

DKB Software

Contaetyour local dealer or call et diog

for information

Wixom, MI 48393
Sales (313) 960-8750
FAX (313) 960-8752

swintered tllenark uf Crnmmodore Amiga, Ine.

PIRE 2632 andd Meg ACHT SUB2000 are trademarks of DKB Software. GVP s rademiark of Grean Valley Products Te. Adniga is e

— e iy .




