
• The NewTek Video Toaster System 
• The Amiga 3000rroaster Issue 
• The Commodore "Power Up" Program 

There's one thing for sure about the 
Amiga-Video market: it's never boring. It is 
gelting more and more difficult to choose a 
single subject on which to focus. Probably 
the most interesting development I've come 
across lately is the increasing numbers of 

Amiga 3000 owners who are pulting Video 
Toasters into their machines. (see "Toaster 
Tricks" elsewhere in this issue for more info 
on this subject.) 

Of equal significance is the recent an­
nouncement of Commodore's "Power Up" 
program that offers the Amiga 3000 at ri­
diculously low prices. Combined with the 
aforementioned Toaster item, this program 
packs an ever greater impact. 
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Finally, NewTek's unveiling of the 
"Video Toaster System" at NAB brings up 
some questions that should be of interest to 
all AVID readers. 

If you call NewTek and ask them about 
using the Toaster in the Amiga 3000 you'll 
get the standard corporate line that goes 
something like this, "The Video Toaster was 
designed to work in the Amiga 2000 series 
of computer." If you revise your question to 

cont'" 
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ask if the Video Toaster CAN work in an most of their product literature was devoid 
Amiga 3000, you'll get this response, "The of any mention of the word Commodore and 
Video Toaster was designed to work in the Amiga,andNewTekdemonstratorsavoided 
Amiga 2000 ... " using the words unless specifically asked. 

The fact of the matter is, without Apparently, NewTek's marketing research 
modification of both the 3000 AND the has revealed that they CQuld sell a lot more 
Toaster, the combination will not work So, Toasters if they disassociated themselves 
how come I keep hearing about and seeing from the word Commodore or Amiga. 
people who have installed and are using an This makes a considerable amount of 
Amiga 3000-based Video Toaster System? sense for some important sales targets. The 
And, if the modifications are as minor as corporate, military and educational markets 
these people claim, how come NewTek has are full of purchasing agents who love to 
not yet legitimized the 3000 version of the shoot down requests for non-standard com­
Video Toaster? . ---------- puterplatforms. The word 

The answer to the rust . 
question is easy: There are a "The A3000-

Amiga triggers red flags 
like crazy with these paper 
pushers. Savvy corporate 
users, on the other hand, 
will have no problem 
pushing a Video Toaster 
System through. Afterall, 
it's not a new PC platform, 
it's a video effects genera­
tor! 

lot of clever technical niitlds 
out there, and itshouldcoine Toaster 
as no surprise that this solut .• ·on •. s 
challenge has been taken on 
and, apparently, overcome. 
The answer to question 
number two is not quite:so 
easy, but I've got a couple of 
ideas I'll run by you. 

'There. are probably 
several legitimate reasons 
why NewTek hasn't pro-

more ofa 
marketing 
issue than a 
technical 

Now that NewTek is 
marketing their own tum­
key system, their incentive 
to offer a Toaster!3000 so-

videduswithanAmiga3000 " 
version of the Toaster? One on e. 
very good reason may be 
that they simply haven't had 
time! The folks from Kansas have been 
directing a lot of company resources towards 
exhibiting and marketing their existing 
product in as many new markets as possible. 
They've also spent a considerable amount of 
effort upgrading and addihg new features for 
their existing base of Toaster owners (my 
best estimate is that approx. 20,000 Toasters 
have been sold to date.) Another possibility 
relates to the previously mentioned NewTek 
Video Toaster System. More on this later 

NewTek was showing their newly an­
nounced Video Toaster System at NAB in 
Las Vegas last month. I mentioned this 
product in the last issue, describing it as an 
Amiga 200000, painted black and sporting 
a NewTek label in place of the Commodore­
Amiga appellation. NewTek has apparently 
reconsidered the black paint and was showing 
a system at NAB that had only a NewTek 
sticker covering a portion of the front cover. 

The Video Toaster System as described 
at NAB was essentially an Amiga 2000HD 
with a Video Toaster, 5 Megabytes of RAM 
and a color monitor. They were ()ffering this 

lution might not be that 
great. Several minuses 
come to mind. First of all, 
the 3000's 2.0 operating 

system is not yet completely stable and might 
open the door to a technical support night­
mare. Secondly, (and this may be very 
important) another TOaster option in the 
marketplace might cause the kind of confu­
sion that NewTek would rather avoid, es­
pecially close to the launch of their own 
Video Toaster System. Finally, should 
NewTek really care that much about the 
Amiga 3000 market? After all, it's' no great 
secret that 3000 sales have been disappoint­
ing. From a numbers perspective, the 3000 
doesn't have much clout. 

Now Commodore has dealt a new card 
into the game. They've come up with a 
program that will significantly increase the 
number of 3000s sold This new promotion, 
called the "Power Up" program allows any 
existing Commodore computer owner (this 
includes the VIC 2O,C-64, C-128, and Amiga 
500, 1000 and 2000 series) to upgrade, at 
substantial discount, to an Amiga 3000. The 
"Power Up" program is nQt a trade-in. All 
you need to qualify is the original front cover 
of the manual and the serial number of the 

package for $3995. The NewTek booth and computer. There are several discount levels 
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depending on which 3000 you want (the 
3000 sports a couple of processor and hard 
drive options), but regardless of which 3000 
. you opt for, the savings are BIG! 

For example, the most common 3000 
. version is the one that COlnes standard with 
a 25 mHz 68030,2 Megabytes of RAM and 
a 50 MB hard drive. The MSRP on this 
system is $3499. A qualified "Power Up" 
buyer can purchase this system for $2249. 
This is below dealer cost! Suddenly, the 
whole Amiga2S00 vs. Amiga 3000 question 
gains a new perspective. (It's funny how a 
little thing like money can warp your thought 
processes.) 

Let's take a look at a couple of Amiga/ 
Toaster configurations to see how they stack 
up price and performance-wise against one 
another. Bear in mind that these prices are 
from asingle source (mylocal Amigadealer). 
Talk to your own dealer and plug in the 
appropriate numbers. 
System #1: 

The NewTek Video Toaster Sys­
tem (not yet available) 
Amiga 2000HD/SO MB HD 
Video Toaster 
5MBRAM 
RGBMonitor 
..................... $3995 
(My dealer quoted me $3950 on 
this system with a Commodore­
Amiga label on it) 

. System #2: 
Amiga 2S00/Toaster System 
Amiga 2500/50 MB HD 
Video Toaster 
5MB RAM 
RGBMonitor 
...................... $Si43 

System #3: 
Amiga 3000/Toaster System * 
Amiga 3000/50 MB HD 
Video Toaster 
6MB RAM 
1950 Multi-sync monitor 
....................... $4647 
(* Amiga 3000 price quoted under 
the "Power Up" program.) 

Here are several points that are signifi­
cant when comparing these 3 systems: . 

1) The VideoToaster System (VTS) is 
an un-accelerated system. This will hamper 
the use of several functions of the Video 
Toaster, especially the paint and 3D applica­
tions. Accelerators, faster RAM' and other 

peripherals can be added. 
. 2) Four megabytes of RAM on the 2500 

and all the memory on the 3000 system is 32-
bit RAM. The VTS uses the slower 16-bit 
RAM . 

3) The 3000/Toaster System requires 
unauthorized modifications to both the 
Toaster and the 3000. This is a major consid-

. eration. Although, .this modification has 
been done many times without apparent ill­
effeCt, bear in mind that with "hacks" such as 
this (and this is defmitely a hack) there are 
almost always unanticipated problems. And. 
despite the relatively minor modifications, 
I've heard of instances where folks have 
managed to fry both their Amiga and their 
Toaster. I wouldn't even consider doing this 
unless I had a good dealer who understood 
the modification, felt comfortable with it 
and, most importantly, was willing to stand 
behind his work. 

Perhaps, the best thing that could hap­
pen is for Commodore to sell a boat load of 
Amiga 3000s. Maybe these new numbers 
might convince NewTek of the validity of 
allocating resources to this market. Person­
ally, I think NewTek could easily produce a 
3000 version of the Toaster. This would be 
a "no brainer" for the Wizards of Topeka. I 
believe the 3000/Toaster question is more of 
a marketing issue than a technical one. 

Before closing, I'd like to share a most 
interesting discovery that came across my 
desk. One of the fun parts of this job is 
checkiogthemail box and opening thereview 
copies of software and video productions 
that companies send for evaluation. Earlier 
this week I received a tape called "Anima­
tion 101" produced by Myriad Visual Ad­
ventures. D.L. Richardson is the producer 
and instructor on this extremely entertaining 
and educational video. I enjoyed the tape so 
much that I shared it with several people, all 
of whom had very positive reactions to it. 
The tape is about one hour long and is 
offered in VHS format for $35. It's defmitely 
worth the price. Send a check to: Myriad 
Visual Adventures, 1219 N. 79th Street, 
Oklahoma City ,OK 73114. They offer same­
day shipping and they'll pay for postage. 

R~~ onl~5-~·. d·_·' 
Ji Plant 

'- 'tor/Publisher' 

3 

reacneo 

W,~OO 
Ami~a· 
Vioeo u~e 

For a Media Kit Call: 

(408)252-0508 
May 1991; 



~Column! 
, Before I touch Qp>n the central 

theme of this issue's maiP focus in this 
continuing series of hopefully helpful 
Amiga articles, allow me to briefly men-

, tion some Salient points that relate to a 
: Wide variety of Atnip concerns and 
developments of which you should be 
aware. 

1. If you have a chanCe, plD'Chase a 
copyofMindwareInternational'sAmiga 
animation disk: set. TIle title is "Anima­
tion and Video techniques", and it comes 
packed on four diSks for $19.95. ,No 
Amiga animator shoulci J>e without 
it ... plus: .. it's gre~n fun. Contact: 
MindwareIntemational/llO 
Dunlop West Box 221581 0IIIIIIIIII--1111 
Barre, Ontario, Canada 
lAM5R3. 

2. Holosoft Tecb- , 
nologies will mnrel •• 
special version of t~eit 

, Graphics WorlcshopforJ{AM­
E users (that's the unit from 

, B1ackBeltSystenlSthatglYes'You , 
24bitHAMonthe~gascreen).Priceisas 
yet undetermined,' but their address is: 
HolosoftTechnoIo8ieJll637E. Valley Pkwy 
1 Suite 1721 Esconclido. CA92027 (619) 
747-0663. 

3. Imagine (~Jeview in this issue) 
already has an up~ in the works. Look 
for release aroUQd •• Spring (or maybe 
sooner). '", ' ,"" 

4. If you need ~lip art. check out Jay 
Gross's series of clip attclists by contacting: 
Software Desip/PO 'Qx,25 1 Lemont, II. 
60439. This is nice sJwp stuff for specific 
occasions. 

5. I've been worldng:, with a late 
GAMMA copy of 'Spec~Color (OXXI/ 
Aegis) and it looks nice. ~ later, perhaps 
a complete review anci ~ ,Jutorial. OXXI­
Aegis 11339 E. 28th S~ 1 ~i1g Beach, 
CA 90806 (213) 427-1227. 

6; Somew~re down lfte line, I will do a 
thorough. piece for you on Lake Forest 
Logic's Macropaint Till then, check it out 

, when you get a chance. It loads and saves 24 
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bit color on, the screen in front of you, and 
allows you to paint and manipulate ,images 
in 12 bit REAL TIME on any Amiga dis­
play! MacroPaint/LakeForestLogic/28101 
Ballard Road, UnitE/LakeForest, II. 60045 
(708) 816-6666. 

7.Amiga videOfolks who need hardcopy 
of MIDI musical scores should investigate 
"Dr.T's Copyist DTP". You can get it from 
mail older for around $250.00, or upgrade 
from the PRO version for $50.00. It's well 
worth it Dr.T's Software 1220 Boylston 
Stteet#306/Boston,MA 02167(617)244-
6954. 

8. Having strange problems with your 
Amiga video output and unwarranted soft­
ware crashes? Check the serial number on 
your motherboard (lower len hand corner as 
you face the machine with, the hood oft). If 
the last two digits are "60" (definitely!) or 
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"61" (possibly), that could be yourprob­
lem. Get a new motherboard installed 
from your dealer (hopefully your ma­

, chine is still under warranty). 
Picks of the Crop 

There is a lot of Amiga software out 
there that an Amiga video, addict and 
professional can PlD'Chase. There is also a 
smaller category of Amiga software that 
the same individual cannot afford to be 
without I own, just as many of you do, 
packages that were plD'Chased in a flurry 
oflustful obsession, only to have them si~ 
expensively in my stack of disks, unloved 
and basically unused. I also possess a 
smaller number of software magic whose 
labels are nearly worn off from constant 
usage, smeared with the human finger­
prints of tledicated need. My most-used 
items may differ somewhat from yours, 
but in an.attempt to at least list the items 
I continually find myself unable to think 

of doing without (and to 
hopefully gatheryourre­
sponses as to your most 
used packages), I have 

looked backat 1~ and those 
disks that continually. occupy the 
top of my stack. I,'m going to stick 
to video because of the _video au­
dience'tbat' AVID' addresseS, but 
you should realize that video also 

includes sound track generation, data 
access and manipulation, and other 

seemingly diverse areas of work. I'm 
narroWing my selection toa dozen 

packages, and will briefly explain the 
whys andwhereforesofmy selections. Write 
ine and tell me ifI've matched your choices, 
or where your list might differ from mine. 
The reader should not necessarily take the 
numeric placement of the product as an 
indication that I value it more then others 
lower on the list; because I use all of the 
items mentioned in a multi-media mixed 
environment There are some projects that 
require specific alternatives, and others that 
need many of these wares in combination. 

1. Number one and still holding the 
championship is DPaint m'from Electronic 
Arts. No other Amiga package I know of 
offers so much, is so intuitive to use, and is 
as economical when considered against the 
actual profits that it can generate. I use it to 
generate and tOuch up most of the anima­
tions (non-HAM) that I presently am called 
upon to do. I am anxiously awaiting to see 
what DPaint IV looks like, and how it will 



fare against the growing competition. 
2. IMAGINE. I was a dedicated Turbo­

Silver user, and am even more impressed 
with Impulse's new IMAGINE. Though not 
a master as of this writing of its pathways 
an!lpossibilities, I plan to devote a.good deal 
,of my time in 1991 to its magical blend of ray 
tracing and animation. Together with the 
storage capacity offered by my Syquest re­
placeable hard drive. I am totally awed at the 
look of the animations that can be produced. 

3. Digi-Paint3.0. NewTek has given the 
Atnigacommunity superlative hardware and 
software over the years, and the artistic con­
trol and feel of this software is at the top of 
my list. The variability of this software to 
allow an Atniga artist to achieve an actual 
,artistic signature different from ones peers is 
a great asset. As part of the Digi-Paint 
package, I would also mention Mindware 
International's DigiMate m, which allows 
you to animate Digi-Paint screens. 

4.SpectraColoris new to my list; though 
without its release I would have chosen 
PhotonPaint 2.0, its parent. In addition to all 

, of the tools that I loved from PhotonPaint, 
, "SpectraColor adds the ability to generate, 
, save, and load HAM ANIMbrushes. This is 

software on the edge ,of Amiga state-of-the­
art 

5. PageRender-3D from Mindware Int 
deserves a place in my heart and on this list 
The visual magic that can be accomplished 
with it is truly amazing.· For logo creation, 
and for intuitive interface design, it remains 
one of the most superlative Amiga packages. 

6. This' is a late addition to my list 
Draw4D. lam attracted to this package by 
th~ way that it addresses both DTP and DTV 
at the same time, and by the novel approach 
to animation that it contains. When it is 
upgraded to utilize ray tracing and texture 
mapping in the near future, that won't hurt 
either. 

7. The last graphics package that I would 
include for the moment is MacroPaint from 
Lake Forest Logic. In addition to the thrill of 
allowing me to work in real-time 12 bit 
visuals, I have a very specific use for it not 
contained in any other graphics package 
(yet). That is the ability to compose text 
screens made up of many ColorFonts at the 
same time. 

8. Broadcast Tiller 2.0. You may have 
another· character generator that you love 
and use as much as I am attracted to this one, 
but d,ollar for dollar, I don't think this one 
can be beat Innovision Tech's latest release 

of this software fixes some irritating bugs 
that version 1.0 was notorious for, and in 
addition is a complete rewriting of the way 
that it handles files and does what it does. 
The transitions are smooth and fast, and the 
output is as sharp as a razor. 

, 9. 1 own most every music package for 
the Atniga, but two stand out as my mouth 
watering obsessive favorites. I'll cheat here, 
and call one 9A and the other 9B, in order to 
save some room on my list. 

9A. MusicX. As a compositional se­
quencer and track allocation unit, nothing 
I've seen really compares to this software, 
though 1 would understand if your favorite is 
something else (I probably own and use that 
"something else" anyway •.• ). 1 love MusicX 
(now version 1.1) because it lets me do what 
1 do best, compose music in an impromptu 
fashion. I use it in conjunction with two 
MIDI devices (the Midia Musicbox and a 
Yamaha TG-33 sound module), and it con­
trols the MIDIW1cks superbly. 9B is a new­
comer to my list as of 1990. It is from 
Hologramophoneand is called HypetChord. 
It allows me to achieve unusual and unex­
pected real-time effects with my music that 
is perfect for music-video work. It continues 
to be upgraded and fine-tuned. 

10. Elan Design's Performer is one of 
the finest editing packages made for any 
computer, and I would be totally lost without 
its help. It allows me to piece together dis­
parate chunks of animation and stills, and 
flawlessly allows me to sync them together 
in a unified production, without the need for 
additional video editing in most situations. 
This software haS paid for itself ten times 
over in 1990 alone. 

11. ASOO's Art Department Pro has to 
be included in any mention of a list of the 
most professionally useful Amiga software. 
It seems that I use this about every two or 
three projects to transfer an image from one 
format or resolution to another. The results 
are always satisfactory, and frequently spec­
tacular. I can't imagine meeting my clients' 
needs without this software. 

12. O.K. Time to cheat again, but I'll 
make the excuse that these four packages are 
all "utility" packages that can be grouped 
together (sneaky orwhat?!).12A. is CLImate, 
and I've transferred more files with it then 
the President has disks. Its use is intuitive to 
the max, and allows you to see eX,actly what 
you're doing. It also has one of the most well 
designed interfaces that I know of, in terms 
of functionality and just plain beauty. 12B. 
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is "Project D", and I use it mainly as a disk 
copier, often from one format to an6thet~'It 
is fast and efficient, arid has never made an 
error in its calculations. 12C. is, Glacier 
Technologies "Icon Magic", and I use ita lot 
to create and assign icons (.info files) to 
graphics that do not automatically include 
them when a picture or brush is saved. I also 
use this package to design icons for my own 
(Eyeful Tower Communicatiolls) marketed 
software; Lastly, I'd like to mention the 
software called "B:A.D;" Which I use to 
crunch files. 1 know there are other super 
packages on the market that do the same 
thing, but this is my choice. It really frees up 
disk space. ' 

Well •.. there you are. My choices for the 
past year as far as use and plain old profit­
ability. I'm already feeling guilty that 1 
haven't included some of the other wares 
that are staring me in the face, but I think I've 
been as honest as possible with the choices 
I've presented to you. What do you think? 
Would you have chosen other packages? 
Why? Write me and we'll discuss the matter 
in public. ' 

Dr. R. Shamms Mortier 
EYEFUL TOWER Comml,lllications 
15 Rockydale 
Bristol, VT 05443 

Su~scribe 
To 

See Page #31 for 
Ordering Information . 
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~Column! 

© 1991 by Ernie D. Potvin 

Deluxe Paint III by Electronic Arts is 
by far the most popular paint software sold 
for the Amiga. In a survey of my Los 
Angeles users group, it was owned and used 
by more members (3 tol) than any other 
program. As for myself, a videographics 
artist, creating multi-media images and 
animations for a living, it has been the bread 
and butter program of my studio. 

After 30 years of hovering over draw­
ing boards, desigJiing corporate logos and 
literature for various print media, I was born 
again (graphically speaking) when I bought 
my fIrst Amiga. New horizons opened up. I 
entered the world of industtial video, multi­
media presentations and cable TV • Leaving 
the T -square behind, I've been "dabbling in 
DPaint" and I am pleased that I have the 
opportunity to share my experiences with 
you within the pages of AVID. With this 
article, I've prepared two demo disks of pics 
and anims to support the material covered, 
which if desired, you can order separately to 
compare notes. 
Creating Anim Fades in DPaint 
, As great as it is, not everything can be 

found in yourDPaintmanual. There's sim­
ply no way the' ~thor (Dan Silva) could 
possibly anticipate or include all the tticlcsor 
effects we users might dream up. Don'tlet 
that stifle your creativity. Between the many 
tools and modes, arid the invaluable swap 
screen, there's bound to be a work-around 
Think your ideas through and you'll prob­
ably come up with one or more solutions for 
your design problem. For example: No-
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where in the iridex is there a reference for 
fade-in/fade-out effects for anims. Yet this 
is a commonly used technique employed by 
videographic designers. Let's examine sev­
eral work~around ways tocreate those effects. 

My most recent use of "anim fade" 
effects involved a 1950's jllIce box which I 
created to slowly emerge from a Pro Fills 
background, light up mid-way, and finally 
ejecta laser disk to spin out to the foreground 
of the screen. I've included this anim in the 
samplesdisk set; but for the sake of simplicity, 
in this article we'll create simpler examples 
employing the same techniques. . 

To get started, create a, simple back­
ground picture to your liking, but be sure to 
use one of Deluxe Paint's interlace modes if 
you plan to transfer to video. Next, pull 
down the Anim menu and select Frames/ 
Set#... In the Set Frame requester enter 50 
and click okay. You now have an animation 
of 50 duplicate frames which would bepretty 
boring if we ttied to run it, so let's noL 

Now we'll switch over to the spare (or 
swap) screen by pulling down the picture 
menu and selcting Spare/Swap, or better 
still, do the same thing by simply pressing 
the] key. On this screen we'll create the 
logo we want to fade into the animation. On 
the lower half of the screen create and line up 
a square, a circle and a triangle, each about 
one inch high. That will be our logo. 

Save it I.lS a brush if you like. Next, use 
the airbrush tool to create an airbrush pattern 
(that is I8rger than our logo area) which we 
will be picking up and saving as a brush to 
create the fade effecL 
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Actually, the 'airbrush-pattern' brush 
could be created before the logo, as long as 
you 'are' sure to make it larger than the logo 
we wish to fade into the animo The spray 
pattern should be light in texture and evenly 
applied over all, and not "solid" in any area. 
Now, from the center, grab a portion of the 
textured panem which is larger than the logo 
below, and pulling down the Brush menu, 
save it as a brush. Call it Airbrush.Brush 
(just to be clever or redundant). 

Now, clean up and remove any leftover 
pixels from,the spray pattern. Only the logo 
should remain on your spare screen, which 
you'll notice on the menu bar is now identi­
fIed as the Scratch screen (to differentiate 
from your anim frames residing on the other 
side). Now click the] key to getback to your 
animo We're going to have our logo fade in 
at the beginnj,ng of the anim and emerge 
solid by frame #25. Now click on the 3 key 
to bring up the Go-To-Framerequester. Type 
in 25 and click okay. Notice at the menu bar 
above, you are now on frame 25 of 50. We 
will be starting with a fully emerged logo on 
this frame, and work backwards on the fade­
'in effect. 

Go back to the Scratch screen and posi­
tion the logo where you want it to appear in 
the animo For added precision, you can 
selectcoordinatesfrom thepreferencesIfienu, 
pic~ up the logo as a brush and,. without 
stamping it down on the anim side, double 
check your desired position., Then; main­
taining the same coordinates, stiunp it ~own 
on the SC,ratch screen. Caution: Be sure that 
the background color on the Scratch screen 



is transparent. It 
must match the 
background color 
currently selected 
under the tool box. 

;Okay, we're 
ready. Go back to 
frame 25 on the 
anim side and se-

Exercise 1 

lect Spaie/Merge-
in-Front, from the 

,Picture pull-down 
menu. (Be sure not 
to p~k Merge-in­
Back, or the logo 
will end up behind 
the anim frames, 
instead of in front 
of them). The Op­
tions requester will 
pop up offering 
several choices. 
'Select current 
Frame. Your full 
color logo will ap­
pear on top of the 
background you 
created. Now, click 
the 1 key and the 
anim will step back 
one frame to #24. 
Your logo, of course, will not be there. Click 
I and return to the Scratch screen. From the 
lirush menu, load your Airbrush.Brush file. 
Position the pattern over the logo and stamp 
it down with your RIGHT mouse button. 
You'll notice part of your logo beginning to 
disappear. Click I to return to anim frame 
#24andrepeatthe previous steps: Pulldown 
Picttire/Spare/Merge ~n Front, and then se­
lect current frame from the requester. No­
tice how the logo in frame 24 is missing a 
number of pixels. 

Continue the process using the 1 key to 
step back one frame at a time, swapping 
screens as you go, and stamping down the 
Airbrush Pattern (each time slightly off po­
sition), until the logo is completely eaten up. 
Play back the anim by pressing the 5 key to 
seeyour worle. As you get closer to obliter­
ating the logo in the stamping process, you 
may need to do multiple stamping between 
frames as increasing pixels in the patterns 
will be landing over others that already were 
cancelled out 

To create a fade-out effect, reverse the 
pattern. Start on screen 26 with a full repre­
sentation of the logo, and progress forward 

LOGO 

Alrbrush.Brush 

on the anim by clicking on the 2 key which 
advances the anim one frame at a time. 
Between frames use the airbrush pattern to 
stamp out increasing amounts of the logo on 
the Scratch screen till itdisappears. Now, go 
back to frame 25, where the logo was full and 
add another 40 Or sC; frames. This will create 
a holding effect on the full frame. Save your 
anim and click keyboard 5 to see it play out 
Shift 1 takes you back to frame one. 

Learning and using keyboard equiva­
lents can save a lot of time in Deluxe Paint 
and this fade-in/fade-out process is no ex­
ception. After you have used a pull-down 
menu selection one time, the program will 
repeat that same selection the next time by 
simply typing a lowercase "a" (for again). 
This means that after once selecting Picture! 
Spare/Merge-In-Front from the menu bar, 
you'll merely have to type the letter "a" to 
repeat the process again and again. 
Adding a Color Fade 

Another variation on fade-in/fade-out 
utilizes a spread of colors going 'from the 
logo color to the background color. Imagine 
a bright green logo and a dark blue back­
ground with six steps in between. With a 
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Color-Fade-Out, the decreasing logo pixels 
follow the method above, however, with 
every few frames the pixel colors change, 
going from the bright green to the dark blue. 
Before starting this Color-Fade-Out exer­
cise, be sure you've saved the previous exer­
cise anim to disk. Now pull down the Anim 
menu and select Frames/Delete All to cl~ 
the previous animo Type Shift K to clear the 
current screen. 

With this exercise, we'll eliminate the 
need to swap back and forth to the Scratch 
screen, or use'the Picture/Spare!Merge-In­
Front option. Instead we'll be using a Sten­
cil effect. The Color-Fade-Out will be cre­
ated on the anim side alone. Also with this 
exercise, we're going to create a special 
palette. Type P to bring up the palette 
requester; For our blue background, set 
color #0 taRed 1 ,Green4,and Blue S. Then, 

, set color #1, directly below it, to any light 
contrasting color. Now copy the background 
color #0 to position #S at the top of column 
two. Then, at the bottom of the second 
column in position #15, set the green logo 
color at Red 3, Green 12, and Blue 1. Now 
create the color spread: Oick the color in 
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position #8, click on Spread, then click the 
logo color in position #15 at the bottom of 
the column, and you have your spread. Now 
click okay. 

Create anew, one color logo for this 
exercise. Recreate the AVID logo if you are 
feeling artistic or use symbols as in the frrst 
exercise. [EDITOR's NOTE: if you create 
a version of the A VID logo, please send a 
copy to the attention of the editor. We'd 
love to see the variations you might come 
up with.] Use color #15 for the logo and #0 
for the background. Now create another 
Airbrush brush similar to the one in the frrst 
exercise, but plenty large enough to cover 
your new logo. In creating the brush, use 
color #0 for the background and your light 
color # 1 for the airbrushing. Then, save this 
brush to disk with a new name. 

To begin our anim, select a location for 
your logo and place it there. Next, pull down 
the Anim menu/Frames/Set # ... and enter 10 
and click okay. We now have an anim with 
10 identical frames. From here on, we'll add 
one frame at a time, diminishing the logo 
image two ways as we go. The flrst way, by 
eating away at the pixels; the second, by 
movi~g the logo color closer to that of the 

background. 
Start by picking up the new Airbrush 

brush, being sure that your current, active, 
background color is #0. Stamp the brush 
over the logo using the RIGHT mouse but­
ton. Then add another frame pulling down 
the Anim menu and selecting frames/add 
frame. Noticeyouranimnowhas 11 frames. 
Once again stamp over the logo with the 
RIGHT button, only this time, instead of 
pulling down the Anim menu, add another 
frame by typing the "a" key. Repeat this 
process four more times before changing the 
logo color. 

To change the current logo color from 
#15 to #14, we'll need to use the stencil 
effect to lock the background color. To do 
this, select Stencil/Make from the Effects 
menu, or Shift on the keyboard. (The key 
is an on/off toggle for the stencil effect). In 
the stencil requester, lock the current back­
ground color by selecting it and clicking 
okay. You can now change the logo color by 
clicking with the left mouse button on the 
next color in the spread (#14). With this new 
foreground color, you can wipe over the 
logo with the fllled rectangle tool (Shift R). 
The 'locked' background color will not be 

effected and you're ready to continue stamp­
ing away with the airbrush pattern. To 
retrieve your stamping brush, click the right 
mouse button on the brush tool in the toolbox, 
or type Shift B. It should reappear. 

Add four more diminishing logo frames 
with color #14, then repeat the procedure 
aboveforcolor#13,#12,etc. Spaceitoutso 
that your last few frames are stamped down 
with color #9 . Now play back your anim and 
see how the logo fades away two ways, by 
pixel numbers and by pixel colors. View. 
your dissolves at different speeds by using 
the left and right arrow keys while running it, 
or by pulling down the Anim menu and 
ControVSetRate to enter your desired frames 
per second. 

Anti-aliasing on logos and type can 
slow an animation down and is often not 
missed during fades or moves about the 
screen. When you want to reduce the jaggies 
with anti-aliasing, wait until the logotype 
comes to a stop. The spread of colors used 
in color fades are perfectly suited for this 
job. 

For samples of these exercises on disk, 
plus the J ukebox/Laser Disk.Anim (2 disk 
set): Send a $10 check to the author, Ernie 
Potvin, 125 Aristotle St., Simi Valley, CA 
93065 . 

.... . AN EXCELLENT COLLECTION OF PROFESSIONAL QUALITY 
PATTERNS, TEXTURES AND PALETTES FOR VIDEO PRODUCTIONS. II 

Jim Plant Editor/Publisher June 1990 The Amlga Video Journal 

Add variety to your Amiga video titling and desktop presentations 
instantly with Pro Fills patterns, textures and palettes. Ready to use or 
combine patterns to make thousands of custom variations. 

(!f' IFF Standard (!f' HiaRes & Interlace 
Over 100 high resolution and interlace resolution IFF brushes for use 
with fill tools and tile functions in any IFF compatible program. 

(!f' Color Font Compatible 
Thirty custom 16-color palettes included, designed with ranges for 
instant drop shadows and highlights. All palettes are interchangable 
and compatible with color fonts. 

To order send $29.95 plus $1.50 handling to: 

rI 12103 S. Brookhurst Ste. E-125 I~ JEK GRAPHICS 
U Garden Grove, CA 92642-3065 

Phone (714) 530-7603 
. - - - - - - - - .-

(' '.. .: ,.;:", : 

~ May 1991 8 



KARAFONTS 
E X PAN D 

TO UNIVERSAL DIMENSIONS! 
NEW! 

STARFIELDS 2 DISK SET - Sug. Retail $ 59.95 
Animated Hi-Res 704x480 overscan Startleld backgrounds In~: 
Front, Oblique, and Side. EaQh comes In a 2 color version for fast loading 
and transferring to video AriQ a 16 color version to include 2 different 
KARA FONTS or one KARA FONT with 1 of the 4 ~ animated 
Objects (AsterOid, Comet, Earth, Satellite). Also includes a software utility 
to IOstali ALL of the KARA FONTS packages to a Hard Drive. 

AnimFontslM1 
ChromeSCRlpT is a Hi-Res, 8 
color formal, sophisticated roman 
style script in ca~s and lower case 
and comes in aeyboard and 
AnimEont. Each letter of the 
AnimFont appears to be 
handwritten across the screen. A 
variety of treatments can be 
achieved with the included color 
palettes such as Chrome, 
reflective Gold, copper, bronze 
and other golden effects. 
One Disk - Sug. Retail $ 49.95 

AnimFontslM2 
BULLION is a Hi-Res, 8 color, 
beveled dimensional, highlighted, 
uppercase gothic font and comes 
in a keyboard and AnlmFont. The 
AnimFont..J:Qta1u unto the screen 
90 degrees on the ''Y'' axis to the 
left while a glint of light goes 
across the face from left to right. 
When used as Instructed, the glint 
travels continously across the 
word(s). ~ are palettes of 
Gold, Metallic and Silver. 
ONE DISK - Sug. Retail $ 49.95 

EW! 

AnimFontslM3 ONE DISK - Sug. Retail $ 49.95 
CAPSULE is a contempora~. Hi-Res, 8 color, metallic looking, 
uppercase, rounded gothic ant, which "sparkles on" from the middle 
revealing characters to the top & bottom. Then, an "X" ~ highlights 
each letter towards the right. A separate "X"sparkle for custom effects is 
~. Comes in J2Q1h a keyboard and. AnimFont with ~ of 
Chrome, Gold, Metallic and Silver. 

HEADLINES 3 Disk Set - Sug. Retail $ 79.95 
10 HI-res, up to 8 color, uppercase fonts in two·sizes each (approx. 104 
d::~l/ont styles in CHROME, MARBLE, BRICK and GRANITE are 

'for added 3-dimensional effects. Other styles are CHISEL, 
WOOD, BEVEL, CHISELserif, CAST, and COLUMN. 

SUBHEADS 2 Disk Set· Sug. Retail $ 69.95 
The SAME popular Hi-Res10 fonts as in HEADLINES, but in two 
s.maU.w: mu each (approx. 72 and 55). Makes it possible to have ~ 
and SmaI.I ~ effect and use in low~r resolutions at a workable size. 

HEADlines2 2 Disk Set· Sug. Retail $ 69.95 
4 NEW. Hi-Res, 8 color fonts in 2-3 sizes each. ~- Transparent 
upper case gothic face.ChiseISCRlpT- Italic script in upper and lower 
case. EMBOSSED- Raised or sunken letters on a surface. ENGRAVED­
Dragable, uppercase two-plane shiny font. 

*AnimFonts and STARFIELDS are compatible with DPAINT III, DVIDEO III and other programs that use the Anim Brush and ANIM formats. 
Requires 1 MEG (keyboard), 1.5 MEG (AnlmFonts), 2 MEG (Starflelds), 2 Disk Drives or HD+1 Disk Drive. 

KARA COMPUTER GRAPHICS 
2554 Lincoln Boulevard, Suite 1010, Marina Del Rey, CA 90291 (213) 518-9177 
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Before we plunge into the new s~ff, 
I'd like to clear up a couple of inaccuracies 
thatcreptinto the April 1991 "Toaster Tricks" 
column. 

For the record, tapping the CTRLkey . 
twice followed by the Left-ALT key twice 
will jump you from the Video Toaster 
Switcher interface to the WorkBench (if 
your Amiga boots the Toaster from a: 
WorkBench icon; if not, you will only return 
to a "()pen" CLI window). I inaccurately 
stated that you should use the ,left Amiga 
key. 

For those of you who have tapped, 
banged, and slammed the left Amiga key 
into oblivion in an attempt to reach the 
WorkBench, you have my apology. 

Second, our tip for altering your startup­
sequence to "run switcher" was only a par­
tial sOlution to having an open Workbench 
following Toaster startup. The c()mmand 
"run switcher" does not seem to free up the 
CLI window from which it is invoked. Re­
place "run" with the late Rob Peck's in-
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valuable "runback" command (available in 
the Fred Fish or most any other Public Do­
main collection) and you will have more 
success. Using "rllI\l?~ck" ,replace 
"Switcher" or "Run Switcher" in your startup 
sequence with "Runback Switcher". 

Finally, you can use the Left-Amiga-N 
and Left-Amiga-Mkey combinations tojump 
to and from 'the WorkBench ONLY if you 
have an open application or window on your 
WorkBench. Running a: small utility such as 
VirusX, or just opening a Shell is sufficient. 
Once one of these windows is active, you 
can invoke Left-Amiga-N and Mto jump 
out of any of Lightwave's or ToasterPaint's 
screen, to and from the WorkBench. (Since 
the Alt Key has an assigned function in 
Toaster CG, this combination will not work.) 

Sheryl Jarvis of Shereff Systems in­
formed me that our tip for successfully using 
Pro Video Gold or Post on a Toaster system 
was incomplete. Many Amiga users will 
open a number of windows in the process of 
gaining access to their Toaster icon, Shell 
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icon, and Pro Video icon. Leaving these 
windows open ties up valuable chip memory 
- the very thing you are trying to conservel 

Close them as soon as you have finished 
using them, or you may still see the dreaded 
"Insufficient Memory" message. As anal­
temative, you may open these windows, 
then drag the necessary icons out onto the 
open Workbench area. Mterward, close the 
windows and continue working with· the· 
icons as you would normally. This is a safe 
maneuver, and you need not worry about 
"returning" these icons to their windows as 
the Amiga "remembers" where they came 
from. 

John Cooksey of Elite Video Produc­
tions recently sent A VID a review copy of . 
his new videotape focusing on the uses of the . 
Panasonic digital video mixers, MX-I0, MX-
12, and A VE-S. If you use one of these in 
your work, give this tape a look. John has 
some nifty ideas for creative effects utilizing 
these devices. Of special interest to Toaster 
owners: John shows how to use one of these 



devices to send 2 distinct video signals to the 
Video Toaster for AlB Roll editing! (This 
single S-~inute segment is worth the entire 
price of the tape.) John's solution is below 
the cost of most time-base correctors alone, 
and involves no "warranty~voiding". pro­
cedures. For more information about this 
tape call Elite Video at 203':661-1312. 
Mail Call 

Tom Valens, ofTamalpaisProductions 
in California, says that although he loves the 
Video Toaster, he laments the fact that "there 
are too many things that Pro Video can do 
that the Toaster can't (yet)." 

Tom writes: 
"I too found out about opening a Shell 

prior to opening and then exiting the Toaster 
in order to run Pro Video Post and output it 
to the Toaster genlock. And yes, it works on 
my machine in the sense thatI can get a video 
output out of the Pro Video program. 

But the problem is: it's a terrible video 
signal! I'm not just talking about the differ­
ence between theRGB monitor and theNTSC 
monitor - I've done a lot of work USing Pro 
Vi4eo (first Plus, then Gold, now Post), and 
I am very familiar with that difference. 

But I could get decent titles out of the 
Pro Video programs using the SuperGen 
genlock; which I would super onto my 3/4" 
video master. Out of the Toaster genlock the 
same titles look really lousy - even 80vl is 
very, blUrry. Now the Toaster CG letters 
themselves lookfine, and the Toaster output 
to NTSC is fine, but outputting other pro­
grams (including Deluxe Paint III) looks 
terrible. 

Any idea why, or suggestions as to 
possible fixes? " 

Although one of the Toaster's designers 
once confided to me that the Toaster as an 
overlay genlock was "not very good", I have 
not had the opportunity to investigate Tom's 
claim. Two other producers I spoke with 
about his letter have not noticed the differ­
ence in quality he refers to, and both work 
with 3/4" as well. However,justas the Amiga 
varies in its operations from one machine to 
the next, so can the Toaster. Not all are 
created equally. 

We would appreciate your input on this 
issue. Do you work entirely within the 
Toaster's software world, or do you also use 
an Amigacharacter generation package such 
as Pro Video Post or Broadcast Titler II for 
greater versatility and control over your 
graphics? Do you see a difference? Let us 
know if you've had similar experiences. 

In a similar vein, one Toaster user I 
recently met with pointed out a noticeable 
difference in the pedestal levels of the two 
, Toaster Frame buffers. Jie loaded two ran­
dom still frames, one to each buffer, and 
initiated a "zoom" DYE from Bank A. Just 
at the end of the transition, almost at the 
moment it finished, the sync source changed 
from the one buffer to the other, and with it 
the darker black levels of the image shifted 
to a somewhat lighter shade. 

Granted, this seems a minor shift, but it 
was highly visible to someone paying atten­
tion to the monitor. Customers of this pro­
ducer have noted the change, and some have 
objected, being familiar with his normally 
higher-end quality. These levels of video 
coming from the two frame buffers should 
remain constant; and it's disturbing that such 
things occur. Hopefully, NewTek has re­
ceived word from others about this, and will 
pursue its correction. 

Let's face it if the Toaster weren't as 
incredible as it is, we wouldn't be so critical 
when some aspect of its operations aren't 
quite right. I hope NewTek can maintain that 
point of view when working with so many 
professional and non-professional owners 
of the Video Toaster. 

Speaking of differences, what would 
you like to see added to the Video Toaster? 
Whatwouldyoulikeremoved, fixed, altered, 
reworked, or gutted? Have you contacted 
NewTek with your ideas? Their staff meets 
daily (so we are told) to discuss your ideas. 
Make certain you let them know what your 
ideas are. 

Here are some of my own favorite 
ideas. Write, call, or fax these ideas to 
NewTek if you like them, and don't forget to 
add your own .... 

• Work with Shereff Systems and get 
Pro Video ported over to the Video Toaster. 
Shereff clearly has the superior CG in terms 
of versatility, image manipulation, transi­
tion control, sequencing, and response. 
They've shown great integrity with their 
support over the years, as well as the im­
provements they have implemented each 
step of the way. I urge you to write NewTek 
and request a more sophisticated CG for the 
Video Toaster! 

• Rework Toaster Paint. The biggest 
item on my mind: can NewTek achieve a 
realtime display of what I am doing? Ma­
nipulation at the pixel level is relatively 
impossible, and working on the 1/4 screen 
interface makes full-page design extremely 
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difficult. I keep turning to DCTV for most of' 
my work. 

[Note: A plea to both Digital Creations 
and NewTek - Now that we've got 16 mil­
lion 'colors, can you program" a few i11 for 
anti-aliased font generation? I can create 
gorgeous backgrounds and panels and charts 
with both DCTV and Toaster Paint, but the 
text importation, of each is horrendous. In 
DCTV it's like loading a lo-res font onto a 

'hi-res screen. Each character is bold and 
blocky, badly betraying its bitmapped ori­
gin. In ToasterPaint, text brushes of a certain 
size get cut off, and the italic function is 
unreliable. Working with text is downright 
sloppy in both programs.] 

• Someone once described to me a 
conversation with a NewTek technician that 
suggested some fascinating possiblities. 
Apparently, it is possible to re-write the code 
that handles the Digital Video Effo~ts's to 
achieve a form of anti-aliasing that would be 
superior to that which the Toaster currently 
employs. Also, it was suggeSted that the 
Toaster's RAM daughterboard may be 
upgradable to allow for more memory to be 
used by the Toasterforjustsuch a possibility. 
These are not rumors, so don't pass them 
along. They are only suggestions to consider, 
and ideas to open your minds to future Toaster 
possibilities. 
Moving On 

NAB News Item #1 - NewTek was 
showing Version 2.0 software for the Toaster, 
sporting an extra two DYE Banks for effects. 
Features that were mentioned included CG 
and Paint interaction for greater versatility 
in mixing fonts and images, a fix to the 
"zipper" on transitions, plus a Switcher al­
teration that may allow dissolves as well as 
cuts beneath keyed graphics. Let's hope this 
includes DVE's. 

NAB News Item #2 - Digital Creations 
showed the Kitchen SYNC (no, I will not 
spell out the acronym), a dual TBC on a 
single card that supports SVHS as well as 
composite. It appears to be somewhat 
configurable, meaning you get some SVHS _ 
and some composite signals, but not a lot of 
both, depending on how you set it up. You do 
have basic proc amp controls, but apparently 
not dropout compensation, which I under­
stand is not difficult to include once you've 
got everything else in there. One odd state­
ment in their flyer spoke about a "genlock 
option." It appears the unit requires an add­
on module if you wish to time it into an 
existing video system, such as one with 
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Video Toaster® Character Generator 
Video Titling Alphabets, 

ALLIED STUDIOS PRESENTS 

, I,N'T' 'ENS,E!, W", -1-'", ,,:',!,;~', ,,'~ theSanFranciscoSeries-15disks," 5 Packages, 39 Typefaces, 228 Font~, 
, Most fonts include full UPPER & lower case 

letters, numbers, punctuation & symbols found on 

R d • I B 0 t"D the keycaps of your Amiga®keyboard. Videograph­" "a' "I ca ,,' ., 'ers will appreciate a few substitutions (like \ = ® 
@ = © A = • and real open & close quotes). 

BIG, BIG, BIG Fonts in 80 point size (39 fonts), 
63, 50, 40, 30 & 25 points in mix/match fonts for if scroll pages. 7 typefaces, 42 sizes/styles perpkg. B ' t I' Only $69.95 each pkg. at all better Amiga stores. , eao 0' $10 for sample disk & literature. Check or Money Order to: 

, ' ' , • Allied Studios, 482 Hayes St., S.F. CA 94102, 
, (415) 863-1781 - Dealers Inquiry Welcome: , 

.9L 0/ Productions 
O/ideo Cfip-.9Lrt 

%[ume 1 

This 3 disk set was designed for the Special Event Videographer who uses the 
Amiga for Titles/Graphics. These 4-12 color high-res pictures can be used with 
programs suc'has DPaintIII, ProVideo Gold/Post, Broadcast Titler I & II, or any other 
software program which imports Amiga Hi-res IFF Pictures. 
Add pazzaz to those titles! 

, , , 

""L"" , "',' ,,: ,," , 

, " 

'. :'., . 
. . - . 
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Price: $29.95 

A V Productions 
P.O. Box 424 

Oak Forest, Illinois 60452 
(708) 687-8200 

Visa/Mastercat::d A (!cepted 
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house sync. Otherwise, it generates its own 
and ignores any external sync. 

(It'd be nice to get some of these video 
haldw8re folks to license Faroudja Labs' 
NTSC color pr9cessing 
technology, which is stu­
pendous' for composite and 
component signals. My' 
gUess 1$ that the Amiga mar­
tetis too small for such high­
end folks. Too bad. Time to 
write yet ANOTHER let­
ter ... ) 
STOP THE PRESS! 

The Amiga 3000 is 
alive and well- and hosting 
the Video Toasterl TInS IS 
NO RUMOR. The fact is 
that the Amiga 3000 can run 
the Video Toaster with very 
little modification. Thereare 
only two obstacles to over­
come: 

First, the BCS (En­
hanced Chip Set) Denise Photo #1 
Chip for . the 3000 must be 
replaced with the older Denise Chip (the one 
used'in 500s and 2OOOs), since the Toaster 
d~ not get along with the BCS Denise. 

Secondly, the slot that 
the Video Toaster's six BNC 
connectors should protrude 
through is not wide enough 
on one end to accomdate 
one of the BNC connectors. 
The way the slots are posi­
tioned blocks one BNC on 
one end,' yet leaves extra 
space 00' the other end. 

The simplest and most 
elegant solution to this 
dilemna is shown in the ac­
companying photographs, 
courtesy of Tim Azzaria of 
B Street Video in California 
(415) 342-7424. Tim un­
screwed the backplate from 
the Toaster's BNC connec­
tors, then shifted the plate 
downward by one notch and 
re-attached the plate. The Photo #2 
free-standing BNC' was 
desoldered from the Toaster board, and re­
attached to the other end of the plate (where 
the open hole ended up after the shift). Fi­
nally, he soldered a 4-inch cable from that 
connector's original position to its new po­
sition. 

Photo 1 shows a comparison of the 
modified Toaster below a normal, stock 
Toaster. You can see that although the two 
Toasters are being held side by side in align-

ment with one another, the mounting plate 
and BNC's are shifted downward on the 
bottom unit 

Photo 2 shows the modified Video 

Toaster installed in an Amiga 3000 (with its 
cover removed). The Toaster fits snugly 
inside, without being forced. Tim recom­
mends placing a plastic overlay on the top of 
the Toaster, to reduce the possibility of 
shorting the pins on that side. 
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Tim claims his scope indicates 2-4db 
less 6O-cycle hum interference when com­
pared to a 2()()(j or 2500, probably due to the 
proximity ofthepower.supply in those com­

puters. Unknown for the mo-
ment is the possibility of inter­
ference to the Video Toasterin 
a 3000 when other add-on 
cards are installed beside it. 
This concern was voiced early 
on, and has not yet been tested 
to my knowledge. I know too 
few individuals with 3000sand 
~oasters to gather sufficient ; 
information.[EDITOR'S 
NOTE: This modification is 
not endorsed by Commo­
dore, NewTek or A VII) 
Publications.Itwilldefinjtely 
vold your warranty from 
both manufacturers! Any­
one attempting this modifi­
cittion does so at the risk of 
severely damaging the Video 
Toaster, the Amiga or both~] 

The fact remains that in­
stalling a Video Toaster inside an Amiga 
3000 is really No Big Deal. It can be done, 
and numerous people have done it What 
really surprises me is the fact the Commo­

doreandNewTekhaven'tbeen 
able to get together to ,'solve 
this apparently trivial engi­
neemg task. Considering that 
the Toaster has been around 

. sincei:>ecember 1990, and that 
the basic hardware configura­
tion was probably set for 
months prior to that. I can see 
a period of at least 6-8 months 
during which Commodoreand 
NewTek might have worked 
out possible solutions to this 
minor problem. Both of these 
companies have overcotpe far 
greater engjneering 'chal­
lenges. 
The Toaster And Art 
Department 
Protessiollal 

The Art Depanment Pro-
fessional is clearly thejrnage 

processing and .format conversion tool of 
choice for Toaster users who plan to: work 
with other cQmputer graphics formats, or 
require more sophisticated image process­
ing tools than those provided in TOaster 

Ccn~ 
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Paint. I couldn't get by without it. 
[EDITOR'S NOTE: see review of ADPro 
elsewhere in this issue of A VIOl 

Doing graphics for over-the-shoulder 
display? Need to shrink that full screen im­
age to 1/4 screen? Complete the artwork (or 
just the background) in Toaster Paint Save 
it as an RGB image. Load it into ADPro and 
scale it to 50% in both height and width. 
Save it as a 24~bit image. Go back to 
ToasterPaint and there itis, pelfectly sized 
and in the comer. . 

ADPro also has the ability to create 
gradated backgrounds much more quickly 
than the Toaster. You can specify a horizon­
tal, vertical, or diagonal gradation by-choos­
ing colors from a four-cornered selector 
panel. Each comer can be any of 16 million, 
and ADPro will create and save the 24-bit 
background with ease. 

ADPro also offers several terrific tools 
for processing images -such as blur, colorize, 
line art, negative, and more. No other image 
processor is as exact or as versatile. I fmd 
that my arsenal of picture-perfect graphics 
tools includes Toaster, DCTV, ADPro, Pro 
Video Post, and the venerable Deluxe Paint 
III. In addition, I recommend a disk utility: 

DiskMaster if you are new, and SID if you 
are a serious computer user. SID will soon be 
released into the commercial domain, and it 
looks to be most powerful directory tool the 
Amiga has ever seen. 
Final Thoughts 

You can renderJ,..ightwave's 24-bit im­
ages to your hard drive, provided you have 
the room for storage. Once the images are 
rendered, convert ihem to any Amiga format, 
a frame ata time,and compile them into an 
animation. Owners of DCTV can convert 
them into DCTV "display" format and enjoy 
quite realistic playback. 

To direct Lightwave to render to 
your hard drive: 
- Design the 'animation 
- Select the Record Button from 
LW3D's main screen 
- Select the Save Images Button 
-' Select the Drive/Partition, and 
enter a name for the frames 
- Select the Recording Button 
- Select Render Button 
- Select the Automatic Button 
The Toaster will render each image and 

write them one at a time to the hard drive. 

You'd be surprised how little memory an 
image takes up in 24-bits, particularly when 
your scenes are not complex. 

I am currently in the process of compil­
ing a compendium of Tips, Tricks, and re­
sources for the Video Toaster User, to be 
included in a book tentatively titled, THE 
VIDEO TOASTER BIBLE. My goal is to 
create an extensive and thorough resource 
guide to the Toaster's operations through 
useful tutorials and informal information. 
An up-to-date source listing for Toaster sup­
port products will be included in the book. 

I welcome your suggestions, ideas, 
questions, and tips forinclusion. The "Bible" 
is scheduled for a mid-September publica­
tion date. (Naturally , AVID readers will get 
a special discount) If you are not an AVID 
subscriber but would like to receive more 
information about the book, send your name 
and address to: 

Toaster Bible, 
415-112 N. Mary Ave. #207, 
Sunnyvale, CA 94086. 
AVID subscribers will receive addi­

tional information in the AVID LETTER (a 
subscriber-only supplement.) 

This tutorial video provides instructional 
help for NewTek's LightWave 3D. This two 
part tape features a behind the scenes 
look at the creation of a television com­
mercial including object creation and ani­
mation. A special 60 minute reference 
guide to surfaces explains texture map­

t-;;;;;;;;;;;;;;;;;;;;;~m;iMiii=~~i1 ping, wood and marble, transparencies, 
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fog and many more . A bonus disk of 3D 
objects and 5 new Toaster fonts comes 
with the tape. Just $39.95 + $4.00 S&H . 

••••••••••••••••••• 
3 Leaf Productions 

500 Lake Marina Drive · Suite 214 
~ New Orleans, LA · 70124 [~l -=- (504) 467-7171 ~ 
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T urbo Silver, Impulse Inc's superla­
tive software for ray traced animation on the 
Amiga, reached its maximum potential with 
the release of version 3.0. In a sense, it was 
all dressed up with no place to go. As far as 
I'm concerned, it set the pace for all of the 
other ray tracing programs, and those that 
pretended to the crown, to follow. But that 
was in the "old days", you know ... a couple 
of months ago.. Microcomputing does not 
stand still. Like time, it waits for no devel­
oper. Mike Halvorson and company (other­
wise known as Impulse), being in the busi­
ness long enough to see the digital writing on 
the wall, wanted to upgrade Silver to incor­
porate all of the ideas that they've had for 
years, but knew that Silver itself was not the 
platform from which to launch their radically 

new vision. So, in the secret caves and re- In this review, I am approaching the subject 
cessesof Mike Halvorson's mind, the real- from two main areas of investigation: 
ization grew that Silver had to be more then 1. In what ways' is Imagine like and 
upgfa,ded; it had to be superseded. That was unlike Turbo Silver? I 

not an easy decision, because Silver had 2. How well does Imagine do the stuffit 
made Impulse a very successful player in was designed to do? 
Amiga circles,and the returns realized from First, before even approaching the two 
it gave Mr. Halvorson a steady supply of questions above, it is necessary to point out 
pocket change. But, like all of the best de- that Imagine is a model of the art of packed 
velopers, Mr. Halvorson is first an artist, programming. It does so much, as we will 
which means "risk taker", and so for the past see, yet the single disk it resides on is only 
two years "Imagine" has taken the major about 3/4 full (taking up only 1321 of 1758 
portion ofImpulse's development juices. blocks, leaving lots of room for more tools 

Imagine is unique, so. it cannot. feally be and capabilities in future upgrades), . 
compared to other Amiga 3D software ren- . The size of the program is astounding, 
dering/animation engines. Imagine is a child considering that Imagine sets out to provide 
of Turbo Silver, so some comparisons hori- the following in one package: complete de­
zontally with that product might be useful. sign of 3D objecl$; surface attribute assign-

cont~ 
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Figure #1 

ments (refraction indexing, specularity, 
shininess, etc.); addressing 24 bit graphics 
(with Impulse's "Firecracker 24" board); 
real-time movement of 3D elements in the 
design process; full choreographed anima­
tion, with preview capabilities (ANIMs saved 
in either Impulse format and/or the standard 
ANIM format). 

Imagine does all of this by accessing 
five prioritized screens: Project, Forms, 
Detail, Cycle, and Stage. 
Project 

The Project screen is the beginning of 
this IMAGINary journey. See Figure 1 to 
take note of the extensive rendering requester 
associated with possible rendering modes. 
You can choose rendering methods from six 
options, input pixel sizes and aspect ratios, 
determine save/load paths, and delegate ei­
ther the Imagine or ANIM formats for your 
animation. Stills (pictures) can be written in 
12 or 24 bit format, or as color separated 
ROB files (8 bits per file). Beneath the 
rende~i.ng requester sits the full project ren­
dering screen. It is here that one begins by 
choosing either to OPEN a previous project ' 
or to begin a NEW one. At the fmish, it is 
also here that one can generate stills from 
any selection of frames, make a "movie" (in 
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either IlytAOINE or ANIM format), and 
address the FireCracker-24 (if you haveone). 
A word of advice: do not attempt to generate 
stills of all of your frames .. .it takes far too 
much time and memory, not to mention 
storage space. If you want stills of an entire 
movie for editing purposes, better to render 
it as a movie and take or manipulate the stills 
after you've dumped the m'ovie to a show 
program like PhotonPaint 2.0. It takes about 
1/100 of the time and space to operate in this 
fashion. 
Forms 

Obviously, your movie needs actors, 
and the Forms screen is a good place to 
design the elements that will eitherrepresent 
the total actor or an element in its design. For 
instance, you could design the parts of a 
complicated moving form here piece-by­
piece, and later choreograph their combined 
movements. This is all real-time stuff, or as 
close to it as you would want. By adding and 
manipulating ~D forms in one or all of the 
three viewscreens, your results are displayed 
in true perspective on a side screen (called, 
naturally, the Perspective Screen). In addi­
tion to that, the Perspective Screen boasts 
two sliders that allow you to twist and place 
the object in a variety of rotations, lettmg 
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you clearly'see the underside and top angles 
of your latest creations. Slick! Though you 
save the results of each sculpting session, 
these saves are only steps in the fmal object 
saves, as they have no attributes as yet and 
are only raw forms. Data points abound on 
each created object, and these can be pulled, 
stretched, deleted, and added to with ease. 
Everything is mouse interactive, and very 
little data entry is required to achieve very 
detailed results. This was Turbo Silver's 
weakness in some respects, because it had 
too many verbal commands, some of which 
were quite esoteric. imagine, on the other 
hand, keeps verbiage to a minimum, relying 
on'visually appreciable movements for its 
operation. 
Detail 

This is the part of Imagine that most 
strongly reflects its Turbo Silver origins. 
Many of the tools will be familiar to the 
experienced Silver artist, though they have 
been streamlined and revised. This is good, 
because experienced Silver users have spent 
light years of study learning how to best use 
these tools, and by incorporating them in 
Imagine, Impulse has unconsciously given 
respect to the time spent. (See Figure 2) The 
Attributes Requester is where various mate-
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stions? 

Here's plenty ·a disk of utilities, 
to boot The Amiga Desktop Video Workbook 
is a practical, complete, plain-English guide. 

An AmiGadget Workbook TM·published by !5j M S 
9896 S.w. Freeway, Houston, TX 77074 ICRO EAD 'CH 

• 713- 988-2818 .. ~ 
ISBN 1-879211-00-9 

Amiga is a lr8denuuk o[Commodore Bus;""", Machines; MicroSean:h is an independent publisher, not 00I1I1eCffd with CBM 



Figure #2 
rial and textural qualities are chosen for your 
objects, as well as their ability to reflect and 
absorb light. On the Detail Screen, either a 
form already designed in the Form screen is 
imported for more assigned atttibutes, or 
one can start sculpting anew. Flat forms can 
be extruded, pushed, pulled, wrapped with 
an IFF brush, spun on a lathe, twisted on a 
plane, and much more. One of the newest 
and most unique tools is the Boolean opem­
tor. This allows you to combine a faceted 
plane with an object, thereby automatically 
adding the necessary polygonal "faces" of 
the 3D image. It takes a little while to get 
used to because it's such a new possibility, 
but it's a great time saver. We can expect 
other Boolean operators in future upgrades 
of Imagine. There's also a "Magnetism" tool 
that can be used to generate smooth curves, 
a blessing for those of us tired of inorganic 
looking 3D forms. 
Cycle 

Character animation is the dream of 
every computer animator, and there are very 
few friendly products that allow you to even 
approach its possibility, especially in 3D. 
This is what can be accomplished in the 
Cycle editing screen; the creation of a series 
or library of "cycles" (connected animated 
dances) that can be "taught" to the actors in 
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your movie. This is actually the throbbing eyes. By determining which positions in a 
heart of Imagine, and it is also Halvorson's movement are to be the major focal points 
dream fulfillment par excellence. It is really (keyframes), all tho the intervening move­
for this ca~ity that Imagine was created, ,ments (in-betweens) can be automatically 
and this is what distances it more then any- calculated.· In a sense, the cycle screen al­
thingelsefromallofitscompetitorsaswell lows you to design choreographed 
as from Turbo Silver. There is a complete ANIMbrushes that can be pl8ced in motion 
tutorial in the manual dedicated to generat- in the movie you create. There is no other 
ing a walk cycle, and others as.well, includ- Amiga animation program that I am aware 
ing a walking robot. The actual objects that of (nor one on any other microcomputer) 
will be addressed and set in motion by the that allows you anything even close to this 
cycle must have been created first in either capability. This screen's functions are worth 
or both the form and detail screens. Hash the price of the software all by themselves. 
Enterprises "Animator: Apprentice" is the . Even if you are not interested in animating 
only other program I know of that makes an anlhropomorhic images, Cycle allows you 
attemptatcharacteranimation,anditisquite to create very complex movements for any 
a complicated matter. Interestingly, both obj5lCtor set of objects. 
Martin Hash and ~c~el Halvorso~ ~ve Stage 
to~4 m~ about thea ~hIl~ood fascll~ation . This is what it says, a global environ­
With Disneyesque an~atio~, an~ thea lust ment upon which you place your 3D actors. 
to be a part of the creative anlIDatiOD process The most difficult time' that I had here (the 
since chjldhood. . , , one that needs the most experimentation and 

~y can:fully followmg thlS tu~rial and practice) was in the "Action" script, a very 
,expenmentingon your own, you will be able detailed menu that determines frame count, 
to produce very organi~ally moving forms. movements, lighting effects, and other 
On~ ~~ choreogra~hy ,lS complete,as far as boundaries. This might do with a little more 
the IDltial segmenting. of the designs. are information in the manual, but then again, 
~oncern~, you can asSign any of the obJects perhaps I'm just asking for a way around the 
m your library to the each, segment, and necessary learning curve. Taken as a whole, 
watchasafiguretakesshapemfrontofyour the Stage screen is very intuitively put to-

18 



gether. You can select keyframe movements, 
and have the computer generate the in­
betweens, or you can tweak each frame as 
you go. All of the movements you make are 
responded to in real-time. Once completed, 
selecting "Make" under the animation menu 
creates a previewable wireframe of the ani­
mation, which can be played back in loop 
fashion or in stop-motion. The last step here 
is to save the completed and choreographed 
image data. 

Then, to complete your animation in 
blazing color with whatever parameters you 
set initially (though you can also modify 
those parameters once or many times), you 
return to the project screen and "Make "the 
movie. This saves the completed animation 
in either ANIM or Imagine format (it might 
be nice to save both if you have the storage 
space). From there, it's just a matter of 
waiting till the images and frames are ren­
dered, and then sitting back and enjoying the 
astounding results. So, to answer our initial 
two questions. As to the fJI'St point, Imagine 
has some of the familiar flavors of Turbo 
Silver, butitis ten times as easy to manipulate 
and master. I confess that I never mastered 
the animation capabilities of Silver in any of 
its genemtions (even after years of making 
the frustmting attempt), but have already 
created some hypnotizing animations with 
justa few sessions ofImagine. As far as I can 
tell, in answer to the second question, it lives 
up to all of its promotion and then some. 

My wish list for an "Imagined" future­
Except by experimentation, there is re­

ally no way to tell if you have your scene 
lighted correctly. I'm wondering if there 
isn't some way to preview the lighting, 
perhaps with a simple still of the intensities 
involved (though it is possible to do in a 
somewhat complicated fashion by generat­
ing a still before making a movie). It might 
be nice to have a default lighting setting that 
guarantees certain ambient conditions (in 
general, I have found that an ambient light 
setting of about 60 works well in most situ­
ations). These could always be varied once 
the parameters were understood. Since 
movement is underway to provide support 
for HAM ANIMbrushes in other software, 
would it be possible to genemte HAM 
ANIMbrushes directly (sans background) in 
an upgmded Imagine? The Imagine HAM 
ANIMations export very nicely to Photon 
Paint 2.0 for playback (as I suspect they will 
in Spectmcolor from OXXI-AEGIS), yet 
ANIM format movies won't play back in 

Imagine. Could this attribute be added? 
Imagine does not store "info" data with the 
work saved, so there are no icons to ma­
nipulate. This can always be done with a 
commercial icon maker (I use "Icon Magic" 
from Glacier Technologies), but I would 
prefer it if Imagine had a toggle that allowed 
me to choose whether to have icons or not I 
also enjoyed being able to set an object as a 
light sourre in Silver, though I suppose the 
same thing can be accomplished in Imagine 
by making an object transparent enough so 
that a Iightsource can be placed inside it. My 
fmal wish is that there was a "target" in­
corpomted for the camem to zero in on, akin 
to Turbo Silver, making it much easier and 
less time consuming to center a view. At 
least this option should be added in addition 
to the moves on the XYZ planes now pos­
sible. 
In Conclusion 

I must tell you that I am quite taken with 
_this software, (and I'm still learning to use its 
infinite options) and its prospective profes­
sional applications; but also realize that in 
these delicate economic times you may flinch 
a bit at the investment required for its pur­
chase. Here's what I would suggest you do. 
See if your dealer would be willing to demo 
it for you, or if a friend who owns it can show 
you its attributes. I am confident that once 
you see what it does, especially. if you have 
any experience as an Amiga artist and ani­
mator, you will sell the family jewels to 
possess it There is nothing else like it on the 
market, and it may set the pace for Amiga 3D 
software for years to come. Whatever you 
do, .. Enjoy! See you in ROMuian space. 

IMAGINE 
Suggested List Price: $350.00 
($150 to registered 
Turbo Silver owners) 

Contact: 
IMPULSE, INCORPORATED 
6870 Shingle Spring Parkway 
Suite 112 
Minneapolis, MN 55430 
(612) 566-0221 
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Baffled? 

TRY THESE HELPFUL BOOKS 
BYPETERUTZ 
• Select, connect, operate, troubleshoot 
and squeeze the most out of your video gear. 
• Plan, produce, and edit attractive shows. 
• All humorously written, well organized, 
plentifully illustrated, and completely indexed. 

CREATE EXCELLENT VIDE0-451 pages 
written specifically for the camcorder owner. 
How to select video equip.ment getting the best 
deal, production techniques, camera angle~, 
lighting, audio, editing, graphics, accessories, 
equipment hookups, maintenance, selling your 
videos. NEW OCT. '90. $22.95 

DO-IT·YOURSELF VIDEO, A BEGIN­
NER'S GUIDE-300 easy pages teach 
elementary production using home video 
equipment. Antennas, cable TV, equipment 
connections, camera, lighting, audio, graphics, 
editing, more. 50% DISCOUNT. $12.98. 

VIDEO USER'S HANDBOOK-430 pages of 
industrial strength video using professional 
techniques on a low budget. Perfect for small 
studios with 3/4U VCRs, multiple cameras, 
switchers and audio mixers. Over 35,000 copies 
sold. NEWLY REVISED JUNE '89. $24.95. 

TODAY'S VIDEO- The whole video enchilada 
with 600+ big pages and I, I 00 illustrations. 
Includes home and industrial equipment, setup, 
and shooting techniques. Combines above 
books plus film/tape transfer, ENG, picture 
enhancement, waveform and vectorscope use, 
special lighting and sound techniques, makeup, 
handling crew and talent, budgeting and 
estimating, copyright, plus anything else a video 
professional needs to know. Excellent textbook 
for students determined to seize and hold a job 
in video. Hardbound, UPDATED MAR. '89. 
$49.95. 

For prompt delivery of any of these Prentice Hall 
booJ<.s, please send a check (adding $2.00 per 
book for P&H in the USA) to Peter Utz, 12 
Valley Road, Stanhope, NJ 07874. 
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Understanding 
the 
Fundamentals 
©1991 by 
Bill Kronemyer 

The main ideas in this article pertain 
!'> graphic backgrounds, but may also stray 
1Oto related areas of· interest The tenns 
"graphics" and "giaphic backgrounds" refer 
here to visual creations which are used as 
backdrops for titling and other images. 

Backgrounds can be of many different 
types ... granite, marble, stucco, textured 
surfaces, absttact art, and graphic patterns. 
You are limited only by your imagination 
and your good taste! They can be subtle or 
bold,. absttact or concrete, glitzy or elegant, 
pa~temed or random. The color palette may 
bellJfluencedbythestyleofthebaclcgroimd, 
how the pixels are grouped, your client's 
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preferences, your genlock, your video for­
mat, and the strengths and weaknesses of the 
NTSC standard. 

Remember, backgrounds arenot needed 
nor desired for every titling application. 
Sometimes a title over a live, frozen, or 
solarized video image is more effective. 
Graphic backgrounds are most effective 
when you use large fonts and several lines of 
information. If<you;bave only a few small 
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words on the screen, you may·not need a full 
screen background. For one or tWo lineS of 
titles, !OU can add aUtt1e "p~"bytaking 
a section .of a background (grabbing it as, 
rectangular brush) and putting it bdrlnd the 
titling. - . 

Before we explore the graphics b8ck­
ground, let's consider the use of a plain 
background. A plain background can be 
black, white, or any color which works well 



in the standard "color-under" NTSC video 
that most Amiga owners work in~ 
Adv~tages to using a plain 
backgound 

1. It's simple, it's quick, and it's cheap. 
You only need a titling program. Use color 
position zero if your titling is not being used 
with video images. If titling is used with 
video images, use a color position other than 
zero. If you own Pro Video Gold/Post,you 
can create a quick plain background for use 
over live video by using the Shift F4 func­
tion for the specific steps, consult the manual 
(page #Ref-19 Pro Video Gold, page #Ref-
34 Pro Video Post). 

TIP:· To minimize multi-generation 
degradation with a plain background, the 
best choice is to use a white background (12, 
12,12), withblack(1,I,I)letters. Your next 
best choice is a black background (I, I, 1) 
with light gray (8, 8, 8) or white (11,11,11) 
letters. You will notice more "ringing" with 
the latter choice. This type of riDging is 
noticeable in the first video generation. You 
have all seen this, even on network TV or 
your video rentals. The white letters smear 
to the right, creating sortofa pseudo-shadow. 
There is less ringing with the best 'S-YHS 
(like NC 11 series), or the Sony 3/4 SP 
equipment. And, of course,the component 
and direct color formats exhibit even less of 
this. 

2. You can use most of the Pro-Video 
Gold/Post transitions over them. Using 
graphic backgrounds limits the transitions 
you can use effectively (mainly bangs and' 
wipes). There is a way to use most of the 
transitions with a graphics background, but 
this requires extra equipment. 
Disadvantages of a Plain 
Background 

1. There is nothing special or distin­
guishing about them. Even your Uncle 
Charlie with his home videocam character 
generator can use plain backgrounds of the 8 
primary and secondary video colors. 

2. Where backgrounds are plain and 
ordinary, they call attention to the quality of 
the characters on them. Since standard qual­
ity on the Amiga (70 Nanoseconds) is only 
''passable'' (as far as diagonal "jaggies") by 
most industrial video standards, you don't 
want to have your titling exposed to too 
much scrutiny. 
Why Use Graphic Backgrounds? 

1. The best ones look sensational -
very elegant, very much like network TV 

and high-end video. 
2. You can create a very powerful, 

positive impression of your video produc­
tion. If the other elements of your video 
production are at least above average, you 
can take advantage of this formula: Good 
video fundamentals + great graphics = a 
pleased audience. 

3. Some backgrounds can tie-in and 
reinforce a theme ~ this is often done with 
little symbols embossed on the page, or 
initials, sometimes slanted. This usage is 
sort of a legitimate subliminal message! 

4. Many graphics backgrounds hold up 
well to multi-generation editing. Some pixel 
arrays and color combinations seem to ex­
hibit little NTSC deterioration. In some 
cases, a little ringing and smearing may 
actually improve the graphic and look good 
to your viewers. 

5. Graphic backgrounds give you more 
page design options. For example, some 
backgrounds with asymetrica1 designs al­
low titles to be placed in off-center locations 
with pleasing results. 

6. You can offer your clients a choice of 
backgrounds as a way of letting them par­
ticipate in your video production. And by 
offering these greater production values you 
can, rightfully, charge more for your work. 

. If you are "sold" on the value of graphic 
backgrounds and want to grow in your 
knowledge of them, you can take the next 
step and begin training your eyes. Why? Let 
Die build my case by giving two analogies. 
In video, our absolute reference for quality is . 
"real life" (what our eyes see) and to a lesser 
degree, color slides; to an even lesser degree, 
motion pictures, HDTV ,high-end video and 
TV. In music, theabsoluteref~rence is "live 
music" in an ideal acoustical setting. In the 
world of high-end audio and their publica­
tions, they actually compare and evaluate 
equipment demos in comparison to live 
music. In graphics, I am going to suggest 
four reference groups for you: 

1. Television 
2. Medium to higher budget industriaV 

corporate videos . 
3. Print Media Graphics 
4. Feature Motion Pictures 
The idealists and purists should note 

that . unlike the' "absolute" references for 
video and sound, the graphics references are 
"relative". This makes our job easier! It's 
also comforting to know that we are exposed 
to the same ads, commercials, and video 
rentals as our clients and viewers are. They 
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see the same trashy graphics on cable TV as 
well as the latest animated network logos 
with 30 layers of D-l graphics! ' 

Those who wish to train their eyes in 
video graphics will want to study and ana­
lyze these reference groups. You see, for­
tunately for us, we don't need to be the actual 
originators or pioneers of new visual styles 
and trends. 

We need merely learn to convert these 
techniques within the graphic boundaries of 
the Amiga. 

I (along with other Amiga graphics art­
ists) find it very exciting to push the leading 
edge within the limitations of high res/16 
colors and try to emulate graphics found in 
the aforementioned reference areas. 
Here Are My Observations 

lA. Local and regional TV: You will 
see some good graphics, with some of the 
local stuff done on Amigas, and most re­
gional graphics on medium to higher level 
Dubners, Chyrons, etc. TIP: Make a note of 
what's good and record it on your VCR. 
Startassembling acollection - yourpersonal 
library of what professional graphic artists 
are turning out 

lB. As you watch national shows and 
commercials, particularly higher budget 
ones, pay attention to the graphics back­
grounds. TIP: Set your sights here! Opening 
graphics seen on the "Tonight Show" and 
"America's Most Wanted" can be emulat~ 
on the Amiga. 

lC. On local cable TV, you will often 
see graphics, but some of it is the vide9 
equivalent of a polyester jump suit - pOor 
taste! TIP: Watch it occasionally to develop 
your own sense of what looks good and what 
to avoid! 

2A. If you look at the lower-priced 
industrial videos ($2-10K), some have 
graphic backgrounds and some do not. TIP: 
The graphics aren't usually that good. If you 
are producing a video in this price range and 
have something nice to offer, you will distin­
guish yourself. 

2B. If you look at most of the medium­
to-higherpriced industrial videos ($ 12-30K) 
you will often see use of graphics. Some of 
these can be created and used with Amigas; 
others have graphics from the higher priced 
Dubner, Chyron, etc. systems. There are 
some exceptions. I recently saw a $50,000 
budget video (Betacam to 1 inch, 9 minute 
length) produced for. a fortune 500-type 
company that utilized no graphics. 

TIP: Make an effort to watch as many 
cat~ 
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of these as you can. Many of these can be 
created on the Amiga. I realize there are 
Amiga limitations like pixel size, grey scale, 
colors, and limited software tools which 
influence picture quality, but it is amazing 
how close the Amiga can get with the proper 
techniques. 

3. Print Media: Commercial graphic \11:.1::1111:11·.:.[ 
artists and printers work with inks which are @? 
much more life-like aI1d smaller pixel (dot- }::I('tir.::I' 
per-inch) thanNTSC video. There are many :\.'l[?~I(I:":lt).<: 
print media graphic artists who meet the 
demand for brochures, business logos, 
magazine ads and dozens of other areas. 
They often start many of the trends that end 
up on network television, although probably 
unawareofit (And I suppose they have their 
own reference groups that they can steal 
from.) TIP: Keep a constant look-out for 
these graphic trends, particularly ads from 
well-known companies in the major maga­
zines. Cut them out and save them. 

4. Feature Films: In the world of 
feature fIlms - there are few graphics, ex­
cept for the studio logo in the beginning. /Ptt(lJrM~ac~~I;!#niIs mJDi4~.Ri,l!~jrH; 
You will often see one fly onto a marble 
background (CBS/Fox, for example). When. 
you rent that same film on video cassette, . 
you'll also see the logo for the video distri- ::dJt$':'/iiiUllI. fOf~~f.i'!}f.~~f(.~ 
bution company and the FBI warning. TIP: ): 
The fact that you only see graphics in the 
opening logo is actually good news! Feature ¢Jlj~r",I¢~~ prfr:~,.F;itl$; ¥m 
fIlms are an important reference for video/ .(\ •. {<:::~?~ 
cinemagraphic excellence. Just as you try /(~e¢e.iyedijj@yqU~iliqi~SI:e~ll'(1jingsq~ije 
and emulate some of these camera and edit­
ing techniques - try emulating the usage of .tltu"el~ye:arS of:DP,aint 
the graphics. TIP: Forgo all graphics except 
opening logo and closing credits. By the 
way, the devil' s advocate might say, "If film 
is your reference, why don't you use open-

ing credits?" My answer: Lengthy opening :(~~ltJQ:g¢~)mJ~~¢~(t>~l¢I,q~I@~!$ .. ~r14~~~fjl 
credits are only appropriate for fIlms and 

network shows. Think about it and YOU'llli!!I!~~~~II~m~I~!lrl#I~I~~l~~i~' 
see why. Again, you only need to have a 
great logo/graphics in the beginning of your C9pmp!~:~?~~8Ul.~~I$;: for 
videos to pay homage to this exalted refer- )t'W1:i9~es;~(Fil.1S.W~te~:~:i:¢ij:asSm31r 
ence standard. 

In conclusion, let's begin to train our ~\~~#t@.J~lusei(1.t(J..J1)Pji; {:( 
eyes by studying our 4 reference groups and : ••• ~:~~:~~~ii~~i~~·)I1:~~t<;jr.~~IQ.tJ!>ro:l¢h 
create the best we possibly can, whether 
with 2 colors or 16.7 million! Good luck, 
enjoy your journey, and don't watch too 
much TV! 

[EDITOR'S NOTE: Mr. Kronenmyer .( .. qu~~s.lh~~inro:esCir~~iio.l~O(:sigJ~e(I:'l$..Ql),¢ :;ijn{J:¢ncRQti~::~m 
produces an excellent set of video back- "::'" ... : ............. . 
grounds for Amiga users. For more infor­
mation contact him at: (201) 445-1919] 
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.···@'n~:s~o~al bar· graPh. Inlaid Pile Ill~.eg.:~k·".:··· AA.~rlheedge$~'i.n~¢~~tJ.~!JlIl!ri~ 
good bar graph background grid. 
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SPECIAL MUL TI·DISK SET (Six Disk Set) Special only $25.00 
ALL VIDEO DISKS: SOMETmNG FOR NOTmNG #1 & #2, VIDEO ASSISTANT, 
FONT DISKS #1, #2, #3 - a total of six disks-. Please add $3.00 for shipping and handling. 

X2) Something For Nothing 
The Best Video and Graphics In the Public Domain PUBLIC DOMAIN LIKE YOU'VE 

NEVER SEEN .......... .. 
DISK ONE: AnlmT.,ols: Capture, StrpAnim, Display, Vidtools: BarsnTone, Lace" ............................. ' .................. . 
TimeCalc, VTOT, GraphlcTools: ScreenX, SuperView, Cube, Planet, Scenery, DFiller, :.':;:'.:-:::,::::;: ':::::'; .>:::: >::: ::< 

TilleGen, Peel, 23mVldTests: Monitor and VPG. . ::: /JI,"_:: :":: 

:=::~:::=:~::::::::~.,~-
The following programs are included on the disk: BarsnTone, Lacer, Slate!, : :VlJtiiiniitatliP1iksto(}J!: 
SMPTE, StIIIStore, Video-Librarian, VideoTitle, VPG, VTOT. :::<\4,,~tpQl$;:rrdro~ir<: 

S3) Video Fonts #1: There are 36 typefaces on this disk, several In varying sizes and ::: <::: :GriiphittiiOb:~Yidr;jis< 
::V9::f~=-9: ;~~~zro.::.=~~~== ~:=b':tyref:~f:~:!~Tc ~= : :Y~:!fo.~tS+ ~ ~~~Pi~k~/ 

: fMiiJ#~;~:~~t:r~~I:9f~4i~} 
S9) Video Fonts #2: Nineteen more fonts for use with video. : Jliclride5:'FREE tliiiilf :iifSif 

-:. »>:. :.-: .. »>:.-:.-: .. f .. -:. :.-:. 
S10) Video Fonts #3: Includes many beautiful colorfonts (415) 593-1207 
PREMIER SOFTWARE CATALOG DISK INCLUDED FREE WITH THE MULTI-DISK VIDEO CALL FOR AMIGA-HELP 
SET, ALL DISKS ARE ERROR FREE AND VERIFIED BEFORE SHIPMENT. DAILY UNTIL 10PM. 

PREMIER SOFTW ARE P.o. BOX 3782 REDWOOD CITY,CA 94064 



~Feature! 

Let's begin by learning how an 
audio tape recorder works. Sound goes in a 
microphone, gets amplified, and the signal is 
sent to a recording head, a tiny electromag­
net. For every sound vibration picked up by 
the microphone, there is a corresponding 
electrical vibration in the recording head 
causing it to magnetize. A 440 Hz tone 
(middle A on the piano) would result in 440 
magnetizations/demagnetizations of the re­
cording head. 

Audio tape is a thin ribbon of plastic 
covered with iron or a similar magnetizable 
powder. The recorder slides the tape over 
the head, the head magnetizes the tape, the 
tape moves a little more, the head magne-
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tizes an adjacent space on the tape, the tape 
moves a little further, and the process goes 
on. If the tape moved I" in a second and a 
440 Hz tone was being recorded, there would 
be. 440 magnetic vibrations recorded on that 
inch of tape. 

When the tape is played back, everything 
works in reverse. The tape, covered with 
magnetic vibrations, slides over the play­
back head, which is another (or thesame) 
electromagnet. This time, instead of the 
head magnetizing the tape, the tape magne­
tizes the head, and in the process generates a 

. weak electrical signal in the coil of wire 
comprising the playback head. This signal is 
amplified and the electrical vibrations are 
sent to a speaker. Voila, music. 
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Video tape recorders also have station­
ary magnetic heads that work much the same 
way. Audio heads in the VCR record the 
sound vibrations on narrow tracks at the 
edge of the video tape as it slides through the 
mechanism. Another head, at the opposite 
edge of the tape, records what are called 
tracking pulses, something like magnetic 
spocket holes to tell the machine how fast 
the tape is moving through. When record­
ings are made, every sync pulse triggers the 
recorder to lay down a tracking pulse mark­
ing the end of each picture. When the tape is 
played back, servo motors in the VCR assure 
that these pulses maintain a smooth and 
steady stream at exactly the right frequency. 



Now for the complicated part of the 
story. You cannot record video signals on an 
audio tape recorder. Why? Because the 
video frequencies are too high. Audiocas­
sette recorders, for instance, operate at 1-7/ 
8" per second and can generally record fre­
quencies up to 15 KHz. That means 15,000 
magnetic vibrations need to be packed into 
about 2" of tape. Professional tape recorders 
speed the tape up allowing more vibrations 
per second to be recorded, but still there are 
only so many vibrations you can crowd into 
a single inch of tape. Video signals, you may 
remember, go up to about 4.2 MHz. You 
cannot fit4 million magnetic vibrations onto 
an inch of tape, or even ten inches,or even a 
hundred inches. You'd need a tape recorder 
that ran over 200 inches per second to record 
the high video frequencies on the tape (ac­
tually the frrst video tape recorders invented 
worked this way). 

Instead of running the tape very fast, 
VCRs move the tape slowly but slide the 
video heads across the tape at a high speed. 
They do this by placing a pair of heads (or 4 
or more) on a spinning drum tilted diagonally 
so that each head ~es a diagonal swipe 
across the tape, the tape moves a little, and 
the next head takes the next swipe across the 
tape. Thus a videocassette recorder may lay 
60 magnetic paths diagonally across the tape 
in one second, while the tape moves only a 
couple of inches. In short, the video vibra­
tions are laid down diagonally by the spin­
ning video heads, while the audio and sync 
signals are recorded linearly along the edge 
of the tape. 

When the tape is played back, the pro­
cess is reversed. The spinning video heads 
follow the paths recorded earlier, sensing 
the video vibrations, while the audio and 
control track heads play back their vibrations. 
One more note about the control track: If the 
spinning video heads do not exactly follow 
the magnetic traces set down by their pre­
decessors, they end up "reading between the 
lines" where there isn't any signal. This is 
what you see on the screen when your VCR's 
"tracking" control gets misadjusted. That 
band of grainy picture and snow is the result 
of the VCR playing the space between the 
tracks. It is the control track's job to keep 
everything synchronized . 

. If the audio heads get dirty, the sound 
will become muddy or muffled. If the video 
heads get dirty, the picture becomes grainy 
or snowy (sound may remain okay). If the 
control head gets dirty, the tracking fouls up 

and the speed of your machine may waver as 
it hunts for the right diagonal magnetic tracks. 
Your picture may flagwave or collapse. 

VCRs don't record the video signal 
directly; in other words, each video vibration 
does not create a magnetic vibration. Instead, 
the VCR creates a very high frequency inside 
it, and uses the video vibrations to vary that 
frequency lower or higher. Think of it as a 
siren going up and down with each video 
vibration causing the siren to raise and lower 
its pitch. 

The higher the frequency that the VCR 
can record, the sharper the picture. Profes­
sional recorders spin their heads· and move 
the tape very quickly, allowing more vibra­
tions per second to be recorded on the tape. 
Home VCRs, especially atthe slower speeds, 
are limited in how many vibrations they can 
pack into an inch, so picture sharpness suf­
fers. So does audio fidelity. 

One exception to the above: Recent hi 
fi VCRs can record the audio coded as part 
of the picture. The fast moving video heads 
have no trouble fmding room to place all the 
vibrations for the sound. When the tape is 
played back, the sound is spearated from the 
video and sent to the speaker. One disad­
vantage of this system, however, is that if 
you edit your tape, inserting new video, you 
replace the audio at the same time. Con­
versely, you cannot remove the audio without 
damaging the picture. The manufacturers 
solved this problem by placing the hi fi audio 
in with the video, but also recording low 
fidelity audio on the linear audio tracks of 
the tape. These tracks can be separately 
erased and dubbed with new sound. Simi­
larly, the video can be replaced without 
touching the linear audio tracks. The result 
is the edited picture that you wanted,but 
with low fidelity sound. 

Home and industrial VCRs have trouble 
recording the high color frequencies. You 
may recall from a few months ago that color 
is embedded in a 3.58 MHz frequency pig­
gybacked onto the luminance of the picture. 
When home VCRs get a composite video 
signal, they divide the signal into separate 
luminance and thechrominance signals. The 
luminance signal is modulated to that high 
frequency I mentioned earlier, which varies 
up and down and is recorded directly by the 
video heads. The chrominance signal is 
converted downward (in a pr~ess called 
color under) to a lower frequency (629 KHz 
for VHS), and is then recorded on the tape by 
the spinning video heads. 
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When the tape is played back, the low 
color frequency is sensed and multiplied 
back up to 3.58 MHz, and mixed with the 
luminance and then passes to the composite 
video output. This process makes for rather 
sharp luminance pictures, but very fuzzy 
color. Remember, this is not a big problem; 
your eye doesn't notice fuzzy color with the 
same discrimination that it uses on luminance. 

Putting together what you've learned 
about color encoders, color- under VCRs, 
and RF, watch what happens to our picture 
from beginning to end: A TV camera makes 
the picture, mixing together sharp R, G, and 
B signals to make slightly fuzzy composite 
video signals. The composite video goes to 
the VCR which separates the luminance 
from the chrominance and then 
downconverts the color to a frequency it can 
handle. When the VCR plays back the 
signal, it upconverts the color (but can never 
regain the sharpness lost in the 
downconversion) rejoining it with the lu­
minance to create a composite video signal 
again. If your TV set is only a receiver, th~n 
it requires an RF signal. The VCR will mix 
the audio and video signals together with a 
modulator creating channe13 (or4). This RF 
signal goes to your TV whose tuner de­
modulates it. Once the RF signal is separated 
into audio and vido, the video signal is 
further separated into chrominance and lu­
minance, which tell the TV's electron guns 
when and how much to shoot. In this process 
we have encoded, decoded, reduced in fre­
quency, boosted in frequency, encoded, 
modulated, demodulated, and decoded the 
signal so many times that it is a surprise that 
there is any viewable picture left. If you 
have understood any of this, then you must 
truly appreciate the magic of television. 

Ab, but there is more. It is wise to find 
ways to avoid unnecessary encoding and 
decoding of the color, especially when ed­
iting or copying tapes. It is crazy to encode 
an RGB signal from a camera, then decode 
it in the VCR, then encode it when the tape 
is played back. It is doubly crazy when 
copying that tape to feed the encoded signal 
into the second VCR, decode it there, then 
encode it when that tape plays back. 

Many of these steps can be bypassed. 
Professional TV cameras and camcorders 
make direct RGB. signals. You would send, 
for instance, RGB from a color camera to 
your computer to record the sharpest image. 
Although there are VCRs that can record 
direct RGB, it is cheaper and simpler to 

conI» 
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record a very similar signal called Y, R-Y,· 
B-Y. Y stands for the pure luminance signal. 
R-Y stands for the red signal with the lumi­
nance subtracted from it B-Y stands for the 
blue signal with the luminance subtracted 
from it. Since R plus G plus B equals Y (the 
sum of the three colors equal all of the 
information in the monochrome picture), it 
is just a matter of algebra to convert RGB 
into the three signals Y, R-Y, B-Y. This all 
may seem unnecessarily complicated, but 
just think of these three signals as being your 
three color signals; but with one big im­
provement: The VCR can put a lot of its 
resources into recording the Y signal per­
fectly with very high resolution, while cut­
ting corners a bit on the two less important 
color signals. In the end; the VCR records 
these three signals separately, not combin­
ing them, not encoding them. If you have 
two such VCRs, the three signals travel from 
one to the next on separate wires, again 
avoiding the combination/decoding process. 
When the three signals reach their final 
destination, they are then converted into 
RBG or composite video without suffering 
the indignities of multiple conversions. 

Other VCR formats use similar methods 
of recording component colors. One way is 
called Y, I, Q, where Y stands for luminance, 
I stands for one color, and Q stands for 
another. Whatever the method used, it takes 
three colors to make all the colors, and each 
of the systems uses three signals to create all 
the colors even though one of those signals 
may be a monochrome luminance signal. 

Industrial VCRs use something called a 
"dub" cable when copying tapes. Although 
these VCRs have composite video in- and 
outputs, when sending signals back and forth 
between each other, it would be nice to avoid 
the encoding/decoding process. The dub 
inputs and outputs do this by sending the 
color and luminance signals over separate 
wires without processing them. In this way, 
a VHS' 629 KHz color signal feeds directly 
to the place on the recording VCR that 
records that part of the signal. 

A similar thing happens with SVHS and 
Hi 8. The S connector (or Y IC connector, as 
it is sometimes called) carries the luminance 
(Y) separate from the chrominance (C). The 
only difference here is that the chrominance 
is converted up from the 629 KHz frequency 
to the 3.58 MHz frequency before it passes 
through the wire, and in the recorder, it is 
converted back down again to 629 KHz. 
Although it seems as though some processing 
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is going on, this is a fairly simple step, 
causing very litle damage to the color signal. 

The lesson here is, when duplicating or 
editing tapes, use the dub cable between 
industrial VCRs or the S cable between 
Super VHS and/or Hi.8 VCRs. Use the 
separate RGB or Y, R-Y, B-Y, or Y, I, Q 
signals with professional VCRs to avoid 
unnecessary decoding and encoding. 
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In the June, 1990 (vol. 1, issue #3) 
issue of AVID I reviewed ASDG, Inc.'s 24-
bit (16.7-million-color) image processing 
program, The Art Department (TAD). Re­
cently, ASDG released Art Department Pro­
fessional (ADPro), which represents the next 
generation of such software. While 24-bit 
image processing is obviously of importance 
to desktop publishers, it has a broad range of 
applications in the video field as well, es­
pecially with the wider availability today of 
high-quality video-compatible 24- bit dis-
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play devices for the Amiga, such as 
NewTek's Video Toaster, Impulse's Fire­
cracker, and Digital Creations' DCTV. 
The New Stuff 

ADPro's most significant new feature 
is the ability to convert images TO as well as 
from any of the supported image formats. 
Included are quite a few additional Loaders 
and Savers (see below). Also, ADProfurthers 
TAD's modularity by allowing Operators as 
well as Loaders and Savers to be loaded at 
run~time, rather than being hard-wired into 
the software. Operators are ADPro's image­
processing functions such as Color to Gray 
and Remove Isolated Pixels. 
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Another powerful new feature is true 
image compositing, or the combination of 
two or more images by variable blending or 
superimposition using an optional "trans­
parent background" genlock-type effect. 
Also, ADPro now supports ARexx so that 
you hackers out there can run batch-pro­
cessingjobs. There's a new enhanced palette 
mode for converting images for use with 
displays with greater color resolution than 
the unenhanced Amiga, such as VGA. 

ADPro excels at a number of types of 
image processing, including format con­
version, both between the various Amiga 
formats (including Dynamic HAM and Dy-



namic Hi-Res) as well as between non-na­
tive fortnats such as GIF and TIFF. The 
program supports PAL video resolutions 
(used in Europe) as well asNTSC. It uses six 
different dithering algorithms for various 
operaiionS, and with many images this can 
simulate a remarkable range of colors in the 
Amiga's 16-color high resolution mode. 

The program does such a good job be­
cause all image ~essing is done using 24 
bits of cOlor infonnation. Even if an image 
uses less than 24 bit-planes, it's converted to 
24-bits upon loading (images containing no 
colorinfonnation are converted to·256-level 
gray-scale). This allows for greater color 
accuracy during, for instance, image size 
reduction. As a consequence, though, ADPro 
requires a great de8I of memory. Consider 
four megabytes of Fast memory a minimum 
requirement in Order to take full advantage 
of the program's capabilities. 

ADProresembles TAD with the single­
screen menulesspush'-button interface, which 
instead of blue is an easy-on-the-eyes shade 
of grayiThe layout is slightly different, but 
is so sttaightforward that even those without 
previous experience with TAD should feel 
immediately at home with it 

Loaders and Savers 
All mUltiple-choice buttons allow you 

to range forward or backward through the 
list of choices by clicking on one side or the 
other. The Loaders included with ADPro are 
IFF, DV21 (DigiView 21-bit), GIF, Deluxe 
Paint lIE, Impulse (Turbo Silver and Imag­
ine native 12-bit and 24-bit fonnats), PCX, 
and Sculpt (separate files for red, green, and 
blue data). Two special loaders are Backdrop, 
which lets you create solid and gradated­
color backgrounds, and S~reen, which lets 
you grab another program's screen (with 
menus downl) from the Amiga multitasking 
environment. 

Standard Savers include DPIIE, GIF, 
IFF, PCX, Impulse, and Sculpt The special 
Framebuffer Saver lets you send a 24-bit file 
directly to Mimetics' frame buffer if one is 
installed. And the PostScript Saver, which 

. alone merits over eight manual pages of 
description, gives you a great deal of control 
over how your image is set up for typesetting. 
For example, you can save an image in 
Encapsulated or Non-Encapsulated 
PostScript, as grayscale, color, or color-
separated data. . 'U' ",'. 

Available separately from ASOG is the 
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Professional Conversion Pack, a useful add­
on to ADPro for multi-fonnat computer 
graphics professionals. The Targa modules 
load and save the various fonnats available 
from TrueVision. The Rendition modules 
support that fonnat, used in the Amiga pro­
gram Caligari from Octree as well as pro­
grams on other platforms. And the TIFF 
loader and saver gives ADPro compatibility 
with the bitmap standard widely used on 
Apple and MS-DOS computers. The TIFF 
5.0 standard is fully supported. 

Below the Save/Load format selector 
buttons is the Color Controls section, which 
retains largely the same functionality of 
TAD's. The Balancing panel lets you adjust 
Brighbless, Contrast, Gamma, as well Red, 
Green, and Blue values. Below this is the 
button that lets you set one of the six different 
dithering modes (e.g. Floyd, Jarvis, or 
Random). Finally, clicking on the Palette 
button brings up the Palette Control requester, 
which lets you edit sort, save and load the 
palette. Using the Norma. mode selects new 
palette colors (when necessary) from the 
Amiga's standard 4096 colors, while En­
hanced mode chooses from a wider palette 
for images destined for higher-fidelity dis-
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plays such as VGA or Commodore's Hi-Res 
graphics card. 
The Operators 

Next comes the Image Operators sec­
tion. The Apply Map Operator lets you ap­
ply the current color balance settings to the 
raw image data, so that, for example, you can 
extend the range of color controls by re­
petitively applying color control changes. 
Color To Gray converts a 24-bit color image 
to an eight-bit grayscale image. Cropping 
lets you eliminate all parts of an image 
outside of a rectangular section. Dynamic 
Range is useful to videographers; using it 
you can, for example, restrict,an image to 
color components of 13 or less, thus reduc­
ing NTSC smear from intense colors. Or by 
expanding the dynamic range you can en­
hance the vividness of drab images. 

The Gray To Color ~rator perfonns 
the opposite of the Color To Gray, by con­
verting a grayscale image to 24-bits. This is 
useful, for example, when compositing a 
color foreground image over a black-and­
white background. The Horizontal and 
Vertical Flip Operators are handy for users 
of screen and heat-transfer printers, such as 
those used in custom T-shirt operations. 
Line Art reduces a grayscale image to its 
most prominent edges for dramatic results. 
Other useful Operators include Negative, 
Rectangle (draw outline and solid rectangles 
for borders or drop shadows), Remove Iso­
lated Pixels (for cleaning up scanned images) 
and Transport Controller for recording a 
sequence of images with a single-frame video 
recorder under ARexx control. 

Have you ever digitized an image, then 
tried to use it in a video and found that it 
appeared vertically stretched? ADPro's 
manual explains this phenomenon and gives 
you a solution, which is to reduce the iffiage' s 
height to about 86 percent. You can scale 
images larger or smaller, setting an absolute 
pixel size or a relative percentage, using 
keyboard or mouse sliders for the lauer. If 
your image me contains pixel aspect ratio 
infonnation, it's shown and adjusted during 
scaling operations. 

ADPro's ARexx interface lets you 
control just about all of its functions via a 
script me so that you can run a series of 
transfonnations without having to wait for 
each to be done before inputting data for the 
next - indeed, without even having to be 
anywhere near the computer. In addition, 
you can set up as many as fifty ARexx 
macros, or sequences of instructions, to be 
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executed interactively with ADPro at the 
press of a function key, either alone or with 
Shift, Alt, Control, or Amiga. The manual 
devotes 55 pages to documenting the ARexx 
interface. 

There's a good deal more to ADPro, 
including its versatile color separation ca­
pability and superlative file selector, but I 
would be remiss in not praising the expanded 
manual. At 216 pages in a 3-ring binder, 
complete with illustrations, table of contents 
and index, you should have no questions 
whatever about AOPro's operation or prin­
ciples after reading the clear, straightfor­
ward text. There are explanations of every­
thing, plus sixteen tips and tricks, including 
advice for successful compositing and cre­
ation of solarized images and drop shadows. 
The Latest Update 

As I was wrapping up this r~view, I 
received an advance copy of ADPro 1.0.3. If 
you're a registered owner of ADPro you'll 
get the upgrade software free. There are 
three new Loaders, one new Saver, and 
several new Operators. The new 
Framegrabber Loader lets you digitize di­
recdy into ADPro, with Progressive Pe­
ripherals &. Software's FrameGrabber. There 
are also loaders for Black Belt's HAM-E 
hardware's special fonnats, and for MacPaint 
images. 

The new Saver, FC24, gives extensive 
interactive control over Impulse, Inc.'s 
FireCracker 24 display board. This should 
be a welcome addition to software-starved 
owners of that particular peripheral. 

The new Operators are Blur, Median 
Filter, Tile, Set Pixel Aspect, and Colorize, 
which is so new it didn't even make it into 
the revised manual (it's described in a text 
me on the disk). Blur does what its name 
suggests, and Median Filter removes small 
irregularities known as "noise". Both em­
ploy a user-adjustable parameter called 
Threshold, which detennines how different 
from its neighbor a pixel must be for an 
adjustment to be made. The Set Pixel Aspect 
Operator lets you adjust this setting, and 
~ncludes presets for the four basic Amiga 
graphics modes. Tile lets you repeat any 
rectangular section of the image across the 
entire image for a wallpaper effect Unfor­
tunately, you can't select the section inter­
actively, but must specify pixel coordinates 
in a requester. 

ADPro's new Colorize Operator lets 
you add color to grayscale images in many 
different ways for a variety of interesting 
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and unusual effects. Also, you can now use 
Gamma to decrease as well as increase im­
age brightness without affecting the bright­
est and darkest colors.· There are also a 
couple of enhancements to the AREXXin­
terface. 

If you use Newtek's Video Toaster as 
well as other Amigasoftwaresucbas Deluxe 
Paint or Pro Video Gold/Post, you'll prob­
ably fmd daily use for ADPro. The same 

. goes if you're creating software for different 
PC platforms, including MS-DOS and 
Amiga. It's top-notch professionalsoftware 
that lives up to the name. 

How To 
Videos 
I'm clearing out my 
collection of "How To 
Videos" concerning 
DTV at 1/2 the ~rice!! 
Send for a free list of 
available tides. 

VALCON ASSOCIATES 
P.O. Box 2344 

Dublin, CA 
94568 
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Video 

Dear AVID Reader, 

We hope that you have enjoyed reading AVID, The Amiga-Video Journal. We began publisbingA VID in April of 1990 with 7000 
copies of our 24-page premiere issue. Since then we have grown to U),OOO copies of an issue that fluctuates between 32 and 40 pages 
in length. It continues to be our goal to bring you the latest news and information in a manner that will allow you to gain the greatest 
return on your Amiga video system. 

In September of 1990 we also began publishing the AVID LETTER~ -This mo~thIy letter is a supplement to AVID, and is only 
available to paid subscribers. The AVID LETTER is another way that we can deliver the most up-to-date information to our 

. subscriben. No other computer or video publication otTers this service! . 

This is just one of the many ways that make us ditTerent from the rest. If you are not already a subscriber, we hope that you will 
join us and becoine a regular A VID reader. 

Sincerely, ~~_ 

~:--r-
J' Plant . 

_ itOrlPublisher 

I use an Amiga D 500 D 1000 D 2000 D 2500 D 3000 
The genlock I use is, _________ _ 

. NAME _____________ _ 
COMPANY ____________ ___ 
STREET _______________________ _ 

I am currently using the Video Toaster ........ O YES D NO CITy __________________________ ____ 
I am planning to buy a Toaster soon ............ O YES D NO 

STATE ________ ZIP ____________ ___ I use Deluxe Paint m ................................... O YES D NO 
I use Sh~reff Systems Pro Video Oold/PostfJYES []NO 
Other CO Software? _________ _ 

NO PURCHASE,ORDERS PLEASE I use Imagine: DYES D NO Turbo Silver: D YES D NO 
Which Digitizer do you OWD, _______ _ 

Yes, I'd Like to subscribe and receive both the Journal AND the AVID LETTER. (CHECK ONE) o 12 issues of both the Journal and the Letter for $36 (Canadian subscribers $44) o 6 issues of both the Journal and the Letter for $20 (Canadian subscribers $24) 

Make check payable to: AVID PUBLICATIONS, 41S .. 111N. Mary Avenue #207, Sunnyvale, CA 94086 

31 May 1991 ~ 
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4 15 - 1 1 2 N . Mary # 20 7 
Sunnyvale, CA 
94086 

Video Graphic Services 

~~----------~------------~~/ 
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