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WHY WE I NSIST ON VIEWING OURSELVES 

Some may say our perception 
is a bit bold. But for Amiga 
users, it perfectly describes 

-"~_··.'~"'I·;J, where we fit in the image 
processing world. Directly in 

CONCEPT .. . 

the center .. . joining 
input, processing and 
output. 

Our 24-bit image processing software, 
Art Department Professional (ADPro), 
gives you the power to import from video 
digitizers and color scanners. Or input and 
save to a wide variety of file formats including 
PCXn

", IFF, GIFTM, TIFF* and TARGA®*. You can 

"TIFF and TARGA support are port of the professional conversion pack. Available separately. 
The follolVing names afe trademarked by the indicated companies: 

SOURCES ... 

An Depanmem Professional, The An Deportmenl - ASDG, Inc.; Amigo - Commodore·Amigo, Inc.; PCX - ISoft 
Corporation; G/F - CompuServe Information Systems; TARGA - Truevision, Inc.; and PostScript -Adobe Systems Corp. 

even output to video, film recorders or PostScript® 
printers. And you can expand input and output 
capabilities as your needs grow. 

ADPro also solves many complex imaging problems 
which have plagued the Amiga artist. 
Modify dynamic range to adjust color 
vividness. Create professional backgrounds. 
Remove unwanted pixels in one 
simple operation. Make I- ......... 
aspect corrections or \ (, ...... 
eliminate jagged ~ , ,) 

edges with ~ 
powerful scaling 

and anti-aliasing tools. ~ 

925 STEWART STREET MADISON, V 



~s THE CENTER OF THE UNIVERSE. 

INPUT ... 

53713 

And merge images from different 
sources (in true color). ADPro solves 
these problems and more with a 
simple point and click. 

It also supports the 
programming 
language, ARexx. 
So you can process 
hundreds of images 

automatically or 
set up your own 

shortcuts for 
often-used 
sequences. RESULT. 

USA 608 -273 -6585 

Choose ADPro for 
professional uses. 
Or for an entry-level 
alternative, consider 
The Art Department 

(TAD). Both 
place the 
exciting 
world of 
color processing 
within reach of every 
Amiga user. 

So, join us at the center of the universe. 
You'll love the view. 



KARA FONTS 

TOASTER 
FONTS 

TOASTER FONTS 1 NEW! TOASTER FONTS 2 NEW! 
Kara Computer Graphics presents two packages of new 
anti-aliased 16 million color Chromafonts for NewTek's VIDEO 
TOASTER CG*. These fonts will give TOASTER users the 
professional broadcast quality "look" with a wide variety of 
3 dimensional looking type styles and texture treatments. Each 
package of six disks contains four different styles in two sizes 
each (average 64 & 76 pts.). All fonts include a full character 
set of Caps, Lower Case, numerals and special characters 
(plus ®, ©, £, ¢). Also includes a Hard Drive Installation utility. 
TOASTER FONTS 1: Six Disk Set - Sug. Retail $ 99.95 
TOASTER FONTS 2: Six Disk Set - Sug. Retail $ 99.95 

'Video Toaster CG is a Registered Trademark of NewTek Inc. 
TOASTER FONTS 1 requires 6.5 megs of Hard Drive storage. TOASTER FONTS 2 

requires 6.1 megs of Hard Drive storage. 

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

KARAFONTS 
E X PAN D 

TO UNIVERSAL DIMENSIONS! 

STARFIELDS* 
~ Hi-Res 704x480 overscan Starfield 
backgrounds in~: Front, Oblique, and 
Side . ..E..ruj] comes in a 2 color version for 
fast loading and transferring to video ANa 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). Includes a utility to install 
ALL Kara Fonts Packages on Hard Drives. 
2 DISK SET - Sug. Retait $ 59.95 

SUB EADS 

HEAD~2 
HEADLINES 
10 Hi-res, up to 8 color, uppercase fonts 
in two sizes each (approx . 104 and 84). 
Font sty les in CHROME, MARBLE, BRICK 
and GRANITE are ~ for added 
3-dimensional effects. Other styles are 
CHISEL, WOOD, BEVEL, CHISELserif, 
CAST, and COLUMN. 

3 Disk Set - Sug . Retail $ 79.95 

SUBHEADS 
The SAME popular Hi-Res1 0 fonts as in 
HEADLINES, but in two.ii.!I!l!!&[ ill.e.> each 
(approx . 72 and 55). Makes it possible to 
have ~ and ~ ~ eHect and use in 
lower resolutions at a workable size. 
2 Disk Set - Sug. Retail $ 69.95 

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

AnimFonts®3* 
~ is a Hi-Res , 8 color,~, 
uppercase, contemporary rounded gothic 
font , 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 lllllh a 
~ and AnimFont with ~ of 
Chrome , Gold , Metallic and Silver. 
ONE DtSK - Sug. Retail $ 49.95 

AnimFonts®2* 
~ is a Hi-Res, 8 color, beveled 
dimensional, highlighted, uppercase 
gothic font and comes in a keyboard and 
AnimFont. The AnimFont~ 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 DtSK - Sug . Retaif $ 49.95 

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

• AnimFOnl~\fh a~~tl~~r~~ g~~B'Jrl~J ~n~a~~~ro~g~~:~~rl~~iC~~ ~~~m:~I~s a~~d A~T~Rt,~~~~~r~r~ .compatible 
Requires 1 MEG (keyboard), 1.5 MEG (AnimFonts) , 2 MEG (Starfields), 2 Disk Drives or HO+ 1 Disk Drive. 

KARA COMPUTER GRAPHICS 
2554 Lincoln Blvd., Suite 1010, Marina Del Re y, CA 90291 (213) 578-9177 
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1 you're an AVID subscriber or a 
regular AVID reader, and you've gotten 
this far into the magazine, you'll have 
already ta~en note of some of the major 
changes we've undergone. For those of 
you who are new to this publication, 
allow me to explain why I am so excited 
about this particular issue. 

A VIO began in April of 1990 with a 
single mission: to disseminate detailed 
Amiga-Video information to 
videographers who have been confronted 
with the choice of being either a video 
producer or an Ami&a expert, and have 
opted for the fonner. 7000 copies of the 
24-page premiere issue were printed and 
distributed to several lists of Amiga 
owners who had, thr~)Ugh their buying 
habits, shown an interest in video. 

In the 30 days after A VIO was 
published and distributed, hundreds of 
individuals responded to our charter of­
fer and became AVID subscribers. While 
most magazines would consider these 
numbers trivial, ICelt strongly that AVID 

~ July/Aug 1991 

© 1991 by Jim Plant 

had found a responsive and supportive 
audience. A little over a year later, I'm 
sure of it I 

The issue that you now hold in your 
hands mar~s several ~i1estones in 
A VID's young life: 
1. 15,000 copies of the July/August 

1991 issue were printed, more than 
doubling the circulation of the 
premier issue. 

2. The July/August 1991 issue is 56 
pages from cover-to-cover, again 
more than twice the number of pages 
from Issue #1. 

3. The July/August issue also features 
4-color, 80# glossy covers for the 
first time. 

In addition to these improvements, a 
recent distribution agreement was made 
to increase A VIO's availability both in 
Amiga dealerships as well as mainstream 
outlets. To this end, our front cover has 
been completely re-designed to increase 
A VIO's visibility at the newstand. 

Besides publishing the magazine, 
we are also planning the publication of 
several bOoks: The Video Toaster Bible 
(The Definitive Resource for Video 
Toaster Users), and A Guided Tour of 
Logo City (Creating Animated LOgos 
with your Amiga Workstation); both are 
scheduled for Fall 1991 publication. 
We've got the first AVID videotape in 
the works (see below) and,we are also in 
the process of compiling infonnationfor 
the Winter/Spring 1992 directpry of 
Amiga-Video Products which will be 
available in early Decem\>er 19?1. Natu-
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rally, A VID subscribers Wi1I receive first 
notification and significant discounts on 
these products. 

Another note of interest: we will be 
exhibiting at the Amiga World Expo in 
Orlando Florida at the end of July. This 
will be our first trade show. Following 
the Orlando show, we will make a stop 
at the First Annual Video Toaster Jam 
held on July 30th in the Galba Room at 
Caesar's Palace inLas Vegas. The Jam 
will be held concurrently with 
SIGGRAPH. Full reports will be forth­
coming in both the AVID LEITER (a 
subscriber -:only monthly newsletter) and 
(when I come up for air) in the Septem­
ber AVID. We have also signed up to 
exhibit at the World of Commodore, 
being held in Toronto in early December. 
UPDATE: Video Toasterl Amiga 
3000 

In the May 1991 issue we reported 
on a method of installing NewTek's Video 
Toaster in the Amiga 3000. In the fol­
lowing issue we reported a variation of 
the original technique that accomplished 
the same result. Since then, I've run across 
some 'additional infonnation that is of 
great importance to those who are con­
sidering this modification. 

To recap, easy Toaster installation 
in the A3000 is prevented by both hard­
ware and software obstacles. The hard­
ware impediments can be overcome by 
either modifying the Toaster circuit board 
or by removing a segment of the 3000 
outer casing. The software block can be 
remedied by simply substituting the en­
hanced Denise chip with the standard 
Denise found in the Amiga 2000 series. 

These modifications are relatively 
simple when executed by competent 
technicians; and in an earlier issue we 
asked why neither NewTek nor Com­
modore had put their heads together to 
solve this relatively minor engineering 
problem andmake the Toasterofficically 
available to Amiga 3000 owners. 

In a recent coversation with a 
NewTek official, I learned of several 
very good reasons why this had not yet 
come topass. First of all, NewTekclaims 
that the powersupply on the Amiga 3000 
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ANYONE USING LIGHTWAVE 3D KNOWS HOW SIMPLE IT IS TO CREATE 
COMPLEX CAMERA AND OBJECT MOTIONS BUT GETTING THEM TO VIDEOTAPE IS 
NOT SO SIMPLE. EXPENSIVE SINGLE FRAME RECORDERS AND LONG RENDERING 
TIME IS NOT THE ONLY ALTERNATIVE. 

• • • • • • 
USE LIGHTSCAPE"! LlGHTSCAPE IS A CONVERSION MODULE THAT WILL 

ALLOW YOU TO RENDER LIGHTWAVE 3D ANIMATION IN VIDEOSCAPE. 
LIGHTSCAPE ALLOWS YOU TO: 

o CONVERT MOTION FILES BETWEEN LIGHTWAVE & VIDEOSCAPE OR VICE VERSA. $39.95 ::~ o RENDER ANIMATION USING VIDEOSCAPE IN MINUTES, NOT HOURS. 
o PLAY ANIMATION BACK IN REAL TIME FOR SIMPLE VIDEOTAPING. 
o RENDER IN LOW, MEDIUM, HIGH OR HAM RESOLUTION WITH OVERSCAN. ~< ' :, 

o COMPLETELY MOUSE-DRIVEN INTERFACE. 
SEND CHECK OR MONEY ORDER FOR $39.95 PLUS $3.00 SHIPPING & HANDLING TO: 

• • • 

UNIVERSAL VIDEO AND SOFTWARE PRODUCTIONS , 
401-821-7771 • PO BOX 8434 • CRANSTON! RHODE ISLAND 02920 -

,~ " L' ,,~\..~ ',} < "'~',; 'r ~"~k: e-,!~w~?~::-~ ~:~~x~ ,1~;;~~:!IT' ,""~ ~J: ,ot~'" fl5 
lIGHTSCAPE IS A REGISTERED TRADEMARK OF UNIVERSAl VIDEO AND SOFTWARE PRODUCTIONS • 
VIDEO TOASTER AND LIGHTWAVE 3D ARE REGISTERED TRADEMARKS OF NEWTEK INCORPORATED / VIDEOSCAPE IS A REGISTERED TRADEMARK OF AEGIS/OXXIINCORPORATED • 

••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
is "flaky" and. while it mightsupportthe 
Video Toaster alone. NewTek engineers 
feared that future Toaster peripherals 
might over-burden the power pack. More 
importantly. now that NewTek has 
chosen the roomier Amiga 2000HD as 
the base unit for their stand-alone Video 
Toaster System. they might take advan­
tage of the extra board space to design 
Toaster peripherals that could conceiv­
ably be too large to fit in the. Amiga 
3000's smaller enclosure. 

This information throws a whole 
new light on the entire issue of installing 
the Toaster in the Amiga 3000. Techni­
cally. it can be done. But. would you 
really want to .go to all that trouble and 
then fmd out that some neat, new Toaster 
gadget won't work in younruichine?My 
recommendation is this: If you alieady 
own iII' Amiga 3000 and don't b.ave the 
~ptioD:of another computer; then I wo~d 
consider the modification. What I 
wouldn't do is try to perform the modifi­
cation myself. If I couldn't fmd a dealer 

that would guarantee the results, I just 
wouldn't do it. I certainly would not 
purposely go out and get an Amiga 3000 
specifically to ru~ the Toaster (unless I 
had money to play with!). 
Single-Frame controllers 

The power and popularity of the 
Video Toaster's Lightwave 3D has re­
kindled a tremendous interest in single­
frame controllers and recorders to capture 
the fantastic, 16+million-color images 
that are being generated with this so­
phisticated Toaster module. While frame 
accurate video recorders are still rela­
tively pricey ($5000 and up), I've heard 
persistent rumors of a spate of lower­
priced frame-accurate deckS in the very 
near future. Look for prices in the $2500-
$3000 range within the next 9 months. 

~le the recordersthemselves have 
not yet significantly dropped, the software 
and hardware to control them has already 
begun to fall. One of the most interesting 
examples. is the Personal SFC from 
Nucleus Electronics. Terry Smallwood, 
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the company founder, was a Motorola 
Engineer working in a division that fo­
cused on the communications and con­
trol of microprocessor-controlled pe­
ripherals. 

After intensive study of the protocol 
that controlled single-frame-accurate, 
professional video recorders, he asked 
what seemed to be a very simple question: 
why are these controllers so expensive? 
When he couldn't fmd a satisfactory an­
swer, he set out to prove to himself that 
such a device could be designed and 
produced at a cost significantly lower 
than the existing price structure seemed 
to indicate. The result: The Personal SFC, 
offered at a retail price under $500! 
Several A VID readers have already had 
experience with this controller and the 
intial reports have been very positive. 
We will be reviewing the functionality of 
this product in detail in the September 
issue, but if you'd like immediate grati­
fication, contact Nucleus Electronics at: 
(416) 859-5218. 

July/Aug 1991 ; 
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ANIMATION-IOI 
1 hourVIDEO 

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

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

+++++++++++ 
Part-1 was a winner at 

AMIGA WORLD EXPO 1991 In NY 
+++++++++++ 

$35. Check or money order, we pay postage. 
Same day shipment .. 

Myriad Visual Adventures 
1219 N. W. 79th Street 

Oklahoma City, OK 73114 

Create realistic 3-D animations 
of authentic natural scenery! 

New! With Scenery Animator you can 
easily create animations of real world or 
imaginary fractal landscapes. It's like 
operating a jet powered, remote controlled 
video camera, giving you unlimited freedom 
to animate breathtaking scenery from any 
camera location or direction. Order your 
copy today! 

• Complete control of camera path and lens 
• Quick preview window shows camera view 
• Map shows terrain and camera path 
• Creates ANIM files or single frames 
• Supports all resolutions + overscan 
• Supports 24-bit color frame buffers 
• Built-in DCTV conversion and display 
• Yosemite, Grand Canyon, Lake Tahoe, 
and High Sierra landscapes included 

• Requires Amiga with 68020/030, 
68881/882 and 2 megs. 

Natural Graphics 
4603 Slate Court 
Rocklin, CA 95677 
(916) 624-1436 

~ July/Aug 1991 

Alternative Lightwave 3D 
Animation 

Becau$e the cost of recording Light­
wave 3D animations a single-frame at a 
time can be. expensive and-time con" 
sUIDing, there have been a variety of 
techniques devised to convert these multi­
million color images to standard Amiga 
formats, which are then imported into a 
variety of Amiga animation programs. 
Many of these techniques require so many 
steps and become so involved, that clever 
people have taken to writing ARexx 
scripts that automate the process. One 
common ARexx script takes a Lightwave 
animation that has been rendered to the 
hard drive, and exports a frame at a time 
to ASDG's Art Department Professional 
to be converted to an appropriate standard 
Amiga resolution. The ARexx script 
then sends the processed image to a fIle 
where it can be loaded and animated in 
Deluxe Paint m or some other animation 
software. 

One product that really intrigues me 
is a program called Lightscape. This 
software automatically converts Light­
wave 3D animation files into Videoscape 
3D files (and visa versa). This would 
allow Lightwave animations to be ren­
dered in minutes instead of hours. The 
resulting animation could then be easily 
played back in real-time and recorded to 
videotape. This would give the animator 
the best of both worlds; the ability to use 
all the great tools in Lightwave 3D, and 
then quickly render and see the results in 
Videoscape. For more information about 
this product call: Universal Video and 
Software Productions at (40 1 ) 821-7771 ; 
or write to them at P.O. Box 8434, 
Cranston, Rhode Island, 02920. 
A Multimedia "ShowMaker" 

Just as we were going to press, I 
received a review copy of Gold Disk's 
long-awaited ShowMaker. One of the 
unique capabilities of this multimedia 
and presentation authoring system is its 
ability to control the Video Toaster. I 
haven't had the time to review it com­
pletely, but what I have seen, I've liked. 
I started off by watching a very impres­
sive six-minute demo tape that came 
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with the package. After a quick hard 
drive ~tallatioIi I was ready to roll. 
ShowMakeruses the "timeline" approach 
to presentations, reminding me a bit of 
Deluxe Video m (By the way, what ever 
happened to Deluxe Video m? This was 
a program that received-an awful lot of 
early attention, and now I don't hear 
much about it). Anyway ~ Show Maker's 
interface is very intuitive and quite easy 
to understand. I was able to create a 
simple sequence, coordinating a graphic, 
a title and a sound file, in about 3 minutes 
without even looking at the manual. We'll 
be taking a much closer look at 
Show Maker in the September issue. I 
have a hunch that this program will be­
come a significant player in the Amiga 
multimedia market. Gold Disk can be 
contacted at: 5155 Spectrum Way, Unit 
5, Mississauga, Ontario, CANADA lAW 
SAl (800) GOLD DISK. 
AVID Video Compilation 

. In the past I've mentioned that one of 
the fun benefits of this job is getting first 
crack at the review products that come 
across my desk. Equally as satisfying, is 
watching the videotapes of Amiga-ani­
mations that are sent my way by creative 
and talented A VID readers. I've learned 
an awful lot watching those animated 
segments and analyzing the tools and 
techniques that went into their creation. 

Earlier this month, one of my col­
leagues accused me of selfishness. He 
said, I shouldn't be hoarding all these 
grear logos and videographics, but that I 
should compile them and share them 
with my readers. Well, I got to thinking, 
"why not make a contest out of it?" So 
hears the deal: 

Send me your logos, industrial 
animations, and other Amiga-created 
graphics and I'll have them compiled 
into one approximately hour-long 
video tape. 
. Once the tape is put together, 111 
distribute it and we'll let the tape viewers 
judge and choose their favorite segments. 
The top three vote getters will win some 
really neat prizes. I'm not sure yet what 
they will be, but it will be something 
worth having, like a Toaster or a single-
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II ..• AN EXCELLENT COLLECTION OF PROFESSIONAL QUALITY 
PATTERNS TEXTURES AND PALETTES FOR VIDEO PRODUCTIONS.II 

, ' " Jim Plant Editor/Publisher June 1990 The Amiga Vldep Jpurnal 

frame controller ... spmething good. 
Anyone whose animation is put on the 
tape will receive a free cOpy of the tape. 
The rest of you will be able to buy the 
tape real cheap (under ~20). 

There are only a couple of guidelines: 
1. The segment must'have been cre­

ated primarily with the Amiga. 
2. It must be part of a commercial 

project. Something you made (or 
hope to make) money with. 

3. Include a brief description of your 
system and the software and method 
used to create the segment. 

4. The acceptable tape fonnats for 
submissions are: VHS, S-VHS, 3/ 
4", 3/4"SP, and Betacam. (Unless 
retUrn postage is included, tapes 
will not be returned). 

5. Finally, all entties must be received 
by September 15, 1991. Votes will 
be tabulated until November' 
15,1991. Prize winners will be 
chosen and listed in the December 
1991 issue of AVID. 

ALL WORK AND NO PLAY ... 

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. 

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

I!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: 

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

Phone (714) 530-7603 

Lest you think that rve been work­
ing my poor fmgers to the bone, let me 
divest you of that idea. I recently re­
ceived a review copy of the Madrigal 
Automobile Construction Set (MACS) . 
Even though the packaging was quite 
modest, I eagerly ripped off the cello­
phane wrapping, and immediately started 
hav.ing a blast. If you ever wondered 
what the front-end of a 57 T -Bird would 
look like attached to the rear-end of a 63 
Corvette, then you'll love this 4-disk 
collection of IFF brushes of classic au­
tomoJ>iles (complete cars and parts!). 
There's even a directory of military ve­
hicles. Injust afewminutes I managed to 
design an All-Terrain-Vehicle that rm 
sure the Pentagon will be quick to adopt. 
Ask your dealer to order this product or 
contact Madrigal Designs at (7fJ7) 539-
5675. 
OOPS! #1: 

In last month's column, I mentioned 
Video Escort, a program designed spe­
cifically to help special event 
videographers organize and keep track 
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of their business. Somehow, I managed 
to give a partially-incorrect address, 
making it difficult to write for the $5 
demo disk or more information. The cor­
rect address is: Mr. Hardware, 59 Storey 

. Avenue,CentralIslip,NY, 11722 (516) 
234-8110. 
OOPS! #2: 

In last month's column I also prom­
ised a full report on Deluxe Paint IV from 
Electronic Arts. Unfortunately, delays at 
EA have forced me to break that prom­
ise. A complete, in-depth report ofDPaint 
IV will appear in the September issue 
(really!). 
OOPS #3: 

In ''ToasterTricks'' afew issues back, 
Iames Hebert mentioned Perfect Video 
Production, a company producing ahigh­
quality chroma-key device for the Amiga. 
Unfortunately, we forgot to give you a 
way to contact them for more infonna­
tion. We've heard the device is now ship­
ping, so call (408) 737-0161 for details. 

Iim Plant-Editor 
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how Impulse can put so much effort into 
their software (as they obviously have), 
but then have so little respect for ,their 

Dear AVID, product (and their customers!) as to in-
Ijust got your May AVID LETTER clude two little pamphlets as "User's 

and I'll certainly take advantage of your Manuals." These manuals (what there is 
renewal offer. While I have your ear, rll of them) are not poorly written; just 
offer a few additional comments which grossly inadequate in content. If my own 
may be of some interest. experience is any guide, then it's safe to 

My primary application is. 3D say that a new user of Imagine ( ... even 
graphics/animation, with output to Video one with a moderate working knowledge 
tape. I have well over 500 hours of expe- of Silver) is still faced with a monumen­
rience with Imagine to date (~ .. that doesn't . tal effort to become relatively comfort­
make me an expert; just a slow learner, I able with this software. In my view, this 
guess!) soIwashappyto see the Imagine is due primarily to the fact that you. 
introductory article in 5/91. Unfortu- ABSOLUTELY MUST perform a phe,. 
nately it was also obvious that Mr. Mortier nomenal amount of experimentation in 
hasn't had a chance yet to become more order to find out what the program will 
fully familiar with Imagine. As g~ as do, simply because the manuals don't 
this first release is, my own expenence address many of the basics. And since 
convinces me that it has a number of experiments in 3D take so much time to 
bugs that need to be eliminated, and set-up and render (everi with my 33Mhz 
operating characteristics that need to be '030 and 50Mhz FPU) ... well, you get the 
improved, before it can be cOl1sidered a pict~e. 
professional product. (I've addressed my My apologies for rambling on about 
concerns to Impulse; and provided them my frustrations with Imagine. But after 
with a video tape showing a number of reading Mr. Mortier's article, I felt 
bugs, but without feedback from them so strongly that his comments need a little 
far). I think Imagine has tremendous better balance of what to expect from 
potential, but it needs a fair amount qf Imagine, after the "shine" wears off: this 
polishing to fully realize that potential. rosebush also has its share of thorns! 

One of the improvements it needs Incidentally, there's a very simple 
most is not in the software itself, but in solution for Mr. Mortier's wish fot' a 
the user documentation. It baffles me 
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"target" to make camera-aiming easier 
(in the Stage/Action Editors). Here's the 
steps: 
1. In the Stage Editor, add an "axis" to 

the scene. (The program will then 
automatically add this axis to the 
Action Editor as a new line-item, 
and give it the name "TRACK"). 
Move this axis to the place in the 
scene where you want the camera to 
point. 

2. In .the Action Editor, delete the 
.exIsting "Align" control channel 
(the blue line) in the CAMERA 
actor-box. 

3. Activate the ADD function, then 
click twice on the (now empty) 
"Align" controL, channel for the 
CAMERA actor. In the requestor 
that pops up, select "TRACK TO 
OBJECT"; and in the next requester, 
type in the name "TRACK". . 

The camera will now always pomt to 
the TRACK object (the axis you added), 
which makes it very quick and simple to 
re-orient the camera's aim in the Stage 
Editor, as needed. (The axis, of course, is 
not a visible object in the rendered scene, 
so it can be placed anywhere with impu­
nity). 

One last note: after moving the axis 
to a new location in the Stage Editor, the 
Perspective View is not automatically 
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redrawn to show the camera's new view. 
You must initiate some function (such as 
"Right Amiga, C") which forces the pro­
gram to re-calculate, and redraw, all 
quadrants. All of this may sound in­
volved, but it's actually very quick once 
you get the hang of it. 

PS to the last note! The axis you just 
added can also be set in motion, causing 
the camera's aim-point to shift during the 
animation! (This can be done by relating 
the axis to a Path; or by just repositioning 
the axis in a series of key-frames). Neat 
stuff! 

If you have enough Imagine users, 
perhaps you'd be interested in a "How­
To" artiCle (or series?), from a dedicated 
users viewpoint, on "Things That Mother 
Impulse Never Told You About Imag­
ine." I could pass along a lot of tips and 
tricks that I've learned the hard way. And 
with enough interest, and input from 
other users, it could develop into a 
"clearing house" of invaluable informa­
tion on how to get the most out of Imag;. 
ine. Here's a sample of some of the topics 
which I could address: 
• Tips on initially setting up the Stage 

Editor! Action Editor, to avoid 
frustrations later on. 
• A list of current bugs, along with 

work-around solutions. 
• The secret on how to get "Extrude by 

Path" to work. 
• Critical tips on applying IFF image 

wraps to objects. 
• The secret on how to get "Cycle 

Objects" to animate properly, once 
they've been lo~ded into the Stage 

Editor; 
• The secret on how to get the parts of 

a "Cycle Object" oriented 
correctly. 
• Critical things you need to know 

before transferring a Project from 
one disk to another ( ... if you expect 
it to work after that)! 

• The relationship of "Objects" to 
"Groups" to "Joins". 

• How to edit "Movie" scripts (don't 
try to use the Movie "Edit" 

function to do it)! 
• And hopefully, there's someone out 

there who can tell ME how to get 
"Altitude Mapping" to work prop­
erly! 

I certainly don't have all the answers 
on this subject, nor will my tips necessar­
ily prove to be the best approach for all 
situations. But hopefully this would help 
stimulate others to share their 'knowl­
edge so that we CAN generate the best 
possible information'-exchange on 
Imagine. 

Thanks for listening. 

Sincerely, 
Bob Thompson 

Leonardtown, Maryland 

Mr. Thompson, 
Your letter touched on a point (the 

lack of Imagine documentation) that has 
been the subject of many letters I've 
received. I chose to publish your letter 
because, in addition to the complaint, it 
also offered some solutions. and sugges­
tions. 

In response to your comments, let 
me mention that in the conversations I've 
had with Impulse's Mike Halvorson, he 
has been quick to acknowledge the 
skimpiness of Imagine's documentation. 
I suspect that he has heard this com­
plaint enough to be looking into ways to 
remedy the problem. By the way, I don't 
think the documentation problem should 
be looked upon as an indication of Tack 
of respect. It's probably more a combi­
nation of priorities andnot enough hours 
in the day. 

Fortunately,Imagine has become so 
popular that it has spawned a small 
cottage industry of supporting products 
(see AVID June 1991, An Imaginary 
World). There are a variety of books and 
tapes available that mightfill in the gaps. 
Of course, with 500 hours of Imagine 
experience under your belt, you could 
probably write your own book. 

As for your suggestions about pos­
sible subjectsfor articles about Imagine, 
I say "Bring 'em on". Your suggestions 
look very interesting and we would love 
to evaluate your submissions for publi-
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The Complete Software Package 
for Special Event Videographers 

Create, Customize·" Print 
Contracts, Schedules, Reports, Receipts, 
Packages, Crew Sheets, Editor Sheets, 

Directions to Job, Video Tape Labels 

Track 
Customer Data, Appointments, Payments, 
Sales Tax, Call Backs, Equipment, Jobs, 
Video Crews, Music & Graphics Libraries 

Enjoy 
Easy Operation, Freedom from Paperwork, 

Better Control, Free Tech Support, 
Bug·free Guarantee 

Only $399.95 Including Superbase Pro 3.02 
Superbase Pro owners pay Only $299.95 

Free Superbase 4 compatible Upgrade 
will be supplied to all registered owners 

Send for our Demo Disk· Only $5 
Demo cost is deductable from 
Video Escort purchase price 

Modem owners can download 
VE1·DEMO.LZH and VE1·PICS.LZH 
Both are available on major networks 

and better BBS's, or call 
A.M.U.G. BBS at 516-234-6046 

For additional information contact 
Mr. Hardware at 516-234-8110 

59 Storey Ave. Central Islip, N.Y. 11722 

Dealer Inquiries Welcome 

Don't Do Business Without An Escort 

cation in AVID. Here are afew guide­
lines to follow: 
1. Be specific; AVID readers, as you 

well know, appreciate detail. My 
philosophy on this comes from 
reading too many magazine articles 
that try to appeal to everyone and 
satisfy no one. 

2. Articles should be 1800-2200 words 
(sometimes more if you have a lot to 
cover) 

3.Send your article on an Amiga disk 
in ASCII format WITHOUT para­
graph markers after each line. 

4. Include a SASE if you want your 
materials returned. 

Thanks again for your comments. 
I'll look forward to reviewing your ar­
ticles on Imagine. 

Sincerely, 
Jim Plant 

Editor 

P.S. To say 'Thanks" for' the letter, we 
are adding an extra month to your 
subscription. 
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professional arena, it also 
continues to address a wide list 
of needs for live broadcast. One 
of these areas that the Amiga is 
making serious headway in is that 
of weather forecasting. graphic 
support. Weather forecasters have 
become one of the troika of pre sent­

." ••. ,J 

ers that make up the standard evening 
news deliverymooels (the other two 
being the presentation of the news 
itself, and the exposition of sports). 
Weatherpeople (the non-sexistterm 
that includes weathermen and 
weatherwomen) have to be knowl­
edgeable in terms of the information 
they present, and must also be adept in 
using (and sometimes creating) the 
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graphic screens that clarify their presen­
tatiOns. These presentations have to cover 
a lot of data in a small amount of time, so 
that videographics are vital as an accom­
panying tool. 

WVNY is the regional ABC affili­
ate. It broadcasts from Burlington, Ver­
mont, and serves a very wide area, in­
Cluding reaching up into Canada. Like 
most medium-sized stations, it lacks the 
funds to purchase dedicated graphics 
systems that may cost hundreds of thou­
sands of dollars, and is always looking 
for ways to economize while still deliv­
ering a quality product to its audience. It 
purchased the Amiga in 1990 for a mul­
titude of purposes, from support for its 
advertising productions to an upgrading 
of the screen graphics for the weather 
forecasting segments and more. Before 

. the Amiga arrived on the scene, the 
weather graphics were pro­

duced from hand-drawn 
data that was super­
imposed upon tradi­
tionalmaps~ The look 
.did not compliment 
the hard work of the 
forecasters, espe­
cially since all of 
the competition 
was already using 
more up-to-date 
technology. 

It was my 
intent to inter­

view Jim Teske 
(the weatherperson at 

WVNY) for AVID Maga-
zine, as soon as I found out that 

he was using the Amiga as a 
graphic generating tool. I wanted to 

wait awhile, however, in order to give 
him some time to learn to use the 
system. I didn't have to wait very long 

for him to become an accomplished 
Amiga user (as the accompanying 
graphics will show), and besides, I could 
see the results of his Amiga dance every 
evening on the news. I wanted to ask him 
questions that would help A VID readers 
understand some of the areas of concern 
that a professional broadcast person faces, 



and was hoping that.,U1e answers w.ould 
also· show how our Amiga was helping 
him toaddCess those areas. In the hopes 
that I rulveaccomplisbed my mission, 
here is the result· of that interview:' ' 

. AvliJ: ji;nTes~.·what prior eiperi­
ence htlve you hod with comPuters and! 
or computer graphics before your intro­
duction 10 the Amiga? 

JIM TESKE: Beingarileteorologist, 
I come in contact with computersev­
eryday, but most of . that contact since 
college has, been with database systems. 
This is the flfSt time I've had hands-on 
experience with computer graphics. 
While at Accu-Weather (the world's 
largest private forecasting fnm) I· w~ 
exposed to their "Liveline Graphics Sys­
tem". They needed to provide hundreds 
of graphics products to their clients ev­
eryday. I think this experience impressed 
uponme that computer graphics can make 
a weather forecast much more interest­
ing than just using current surface maps 
with standard high and low pressure 
symbols. 

AVID: What attracted you to. the 
Amiga versus other systems? 

. )lMTESKE: Because we are a small 
station, I think that.the cost was the irutial 
single most important factor. We had 

been pushing for a computer system for 
some time, but I can't take the credit for 
WVNY's purchase of the Amiga. Our 
creative director, Bob Tamburri,has an 
Amiga at home, and convinced the sta­
tion to look at one, and finally to pur­
chase the system~ 

AVID: How long did it t~ you to 
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get afeelfor the system? Were you able 
to figure it out by yourself, or did some­
one provide one-to-one instruction to get 
you started? 

JIM TESKE: I would say that most 
of my Amiga knowledge is self taught. 
The first week or so 1 split my time 
reading the DPaint m manual (my pri­
mary software program) and just ex­
perimentingwith the Amiga. The manual 
for DPaint pretty much covered all of the 
bases and the tutorial sections were very 
useful. It· took about six· weeks to get 
comfortable with the Amiga and to cre­
. ate the first actual graphics for broadcast. 

AVID: Whpt special problems did 
you have as far as needing specific re­
sults from the system? How did/does the 

.. Amiga handle those problems? 
JIM TESKE: I think the only special 

request (I wouldn't call'i~ a problem) was 
as to how the· graphics. woUld ~. pre­
sented. ·1'hi!iwas sOivea:by .~lan·:Per­
fOrtner~: E~an.is pe,rfec~ ·beC~1is,dt will 
take single frame grapliics~ animations, 
and cyclic graphics (use.dto represent Ute 
je~ti'eam) .. In thefu~e,l,would li~ to 
have more'effects iIi gQmg:fromframe to 
frame, butimtil I fuid a paint program as 
easy as DPaint m that·can ·accomplish 
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that. I will c(,lIltinue to work without 
fancy ",ipesanddissolves.. . 

AVID: Ex.qctly what is the hardware 
configuration.a/the system that you are . 
using? what. is the amount of memory, 
drives, model, and other peripheral con­
figuration?' 
. JIM TESKE: We have an Amiga 

2500 with an ilitemal hard drive. an ac­
celerator. 8 inegs of fast RAM, the 
Toaster. Digi-View peripherals. and the· . 
PP&S Framegrabber. ' ' 

AVID: What software do you use, 
and why do you like it? 

JIM TESKE: Primarily DPaint m. I 
have had iimited exposure to Toaster­
Paint and PhotonPaint.l>ut I illways end 
upback with,DPaint. Both of those other 
paintprograiDs do have mote capabilities 
as far as colors are concerri.ed. but to me . 
DPaint ism,ore versatile and user­
friendly. DPairit not only provides you 
with paint capabilities, but also with ani­
mation and better font control. 

AVID: Wouldyou talka bit about the 
necessity of working within short dead­
lines with the Amiga, and if and how the 
Amiga helps in the quick production of 
quality work?' 

nMTESKE: After using the Amiga 
in "working conditions" for io months 
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now, I would say that the preparation 
time is roughly the same as before the 
Amiga. If there is a time problem. it 
comes when we have to create special­
ized graphics. If I want to draw anything 
detailed. I need a day to prepare it. lam 
building a library of graphics that I can 
use anytime .. .like the formation ofthun­
derstorms. details of radiational cooling. 
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etc. 
AVID: Wluit shortcomings have you 

found by using the Amiga to produce 
graphics for your purposes? 

. JIM TESKE: The only problems I 
have had with the Amiga (and with 
DPaintill) is creating detailed scenes with 
many colors and flI'st-rate fonts. rd like 
to do this for things like the marine 
forecast. What I envision is a detailed 
lake scene with the important informa­
tion over it. This is something that the 
Video Toaster can accomplish, once I 
have more time to work with it. 

AVID: DoestheAmiga interface well 
with other aspects of the WVNY opera­
tion? 

nM TESKE: We use the Amiga not 
onlyforweatlier. but also for commercial 
production, over-the-shoulder slides in 
news,. and backgrounds in sports. It is 
also being used for public service an­
nouncements. It' will be utilized in a 
greater capacity in ihe future for· news. 
still-to-come pages. and more. 

AVID.: What would you like to do . 
willi the Amiga tht,# is either not pres­
ently possible or that represents aprocess 
that you have yet to learn? Also, what 
other capacities or 'Tzxes" wouldyou like 
to have available? 

,. 
I 
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Send us 
your BEST 
and WIN! 
Send us your logos, 
animations and other 
created graphics. The 
be inclu!ied in our soon to 
released Reader Video 
Compilation Tape! The top 3 

will win COOL STUFF I:: 

For Entry Details 
see Page #6 

Or Call: 

(408)252-050 

Avid tions 
415·112 N.Mary Ave. #207 
Sunnyvale, Calif. 94086 

JIM TESKE: I would like to be able 
to do more complex animations where 
entire weather maps evolve (fronts, 
clouds, and precipitation changing posi­
tion from one point in time to another). 
Also, rd like to put more animation into 
the forecast pages. I plan to upgrade my 
learning and use of the NewTek Video 
Toaster. 

AVID: What do you really enjoy 
about your Amiga interaction? 

nM TESKE: In general, the Amiga 
helps me to tell the weather story the way 
that I want to. Everyday, there is some­
thing different to talk about, either in 
Vermont or across the country. Some 
graphics are the same each night, but I 
can also experiment with their graphic 
images. If. there is severe weather 
somewhere, I can use Amiga-generated 
regional maps to show more detail. Tell­
ing people why something has happened 
is the most important part of my job. 

Before the Amiga arrived, there 
would be nights that I would explain 
things with hand gestures. We have a 
small staff, and I have become the main 
graphics artist. It's still an experimental 
process, but there's nothing like building 
the presentation from ground zero. A lot 
of stations subscribe to ready-made 
graphics, but having the freedom to create 
your own gives you more freedom and is 
more exciting. 

AVID: Would you recommend the 
Amiga to other professionals in your 
field? 

JIM TESKE: For small stations on 
small budgets, the Amiga may be the 
solution to your graphic needs. Not only 
does it enhance your weather but also 
production and news. While a little artis­
tic ability helps, the Amiga and DPaint 
are easy enough to use with.just a little 
practice. 

lim Teske came to WVNY in May of 
1988. His education includes two years 
at SUNY in Oswego, N.Y. followed by 
three years at Penn State. He graduated 
with a B.S. in Meteorology. He worked at 
Accu-Weather from May of 1986 to April 
of 1988, and during his last year Jhere 
was aforecasting intern. 
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How You Can Profit 
From Two Lucrative 

Video Markets 
My name is Mitch Lang. and \'Men I started my video production business 6 
years ago - working" part-time. wilh" low-end industrial VHS gear - I had a 
dream: to make a good living doing what I loved. working with video. 
And I discovered two things which have helped me earn over $134,000 dUT· 
Ing the past two years: 

I. YOU CAN MAKE a IJn OF MONEY 
PRODUCING INDUSTRIAL VIDEOS FOR 
SMALL & MEDIUM·SIZED COMPANIES 

By focusing on this market, I've brought in $91,125 worth of business over 
tha past 3~ years. And the Industrial Video Package shows you how. 

2. THE WEDDING VIDEO MARKET 
CAN BE INCREDIBLY PROFITABLE 

I'va developed production and marketlng strategies aimed spatUieally at 
couples wllfing to pay a premium for a professional they can trust. Today, I 
average $1 ,000 for a 1·camera wedding shoot. And I have more business than 
I can handle. 

WHAT ABOUT YOU? 
If you're ready to produce profils - not just special effects - with your video 
eqUipment, these instructional guides will show you how, Each one is packed 
with spa.III,. practlcat. nlSl·handinformation ... not lust theory. 

INDUSTRIAL VIDED PRQoUCilOIl­
A BUSINESS AND MARKETING gUIDE 

This detaUed report has all the information you need to break into this 
challenging & lucrative field. It uses 9 "case examples" of actual indus­
trial yideo projects to show you: 
• "Guerrilla Marketing" strategies for finding prospects. 
• How to use direct mail to reach your pro~pects (with aclual direct mail 

marketing pieces that wOrk). 
• How to develop realistic budgets (with examples). 
• How to create effective Yellow Pages ads. 
• And much more! 
c) INpUSTRtAL VIDEQ SAMPLE rApE 

This video contains 9 full-length examples of industrial projects produced 
by my company, from low-budget desktop videos to tapes created on 
high-end systems. Includes detailed production notes and complete 
scripts.1l2hrs. 

Package price: $59 

This in-depth, 2 hour video shows how to create quality, professional vid­
eos.ltshowsyou: 
• Dozens of production & editing techniques. 
• Equipment demonstrations, including the Video Toaster. 
• How to avoid disasters through pre-production planning. 
• How to create reception videos your clients will love, 
• The 4 keys to successful one-camera shoots. 
• How to avoid common audio problems. 
• And much more! 

"I've seen lots of instructional videos, and this Is one of the finest. 
three videO{Jraphers on my staff, and I'm goIng to make them all 
it.~ MuseU, 

If you're leery about ordering things by mali, I understand. So am I. Maybe 
this will help: . 

f offer an ironclad 15 day money-back guarantee on all item~, 
To order or request a free information pack, call: (503) 251·4355 or write: 

COLUMBIA VIDEO SERVICES 
435 S.E. 85th Ava. 
Portland. OR 97216 

Prices include First Class postage. 
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In the course of working with the 
Video Toaster, I discovered an unex­
pected fact oflife, which mayor may not 
be termed a bug, that you should be 
aware of if you work a great deal with 
freeze frames: The faster your accele~a­
tor card, the longer it can take you to save 
a frame to disk. 

This function of the Video Toaster 
software was· designed to work around 
the Amigais n.ative clock speed. An ac­
celerator card . adds to the 1.U1l0untof 
system monitPting that the Toaster 
software needs to perform, c~using the 
process of saving a frame to slow down. 

Here's a short table of comparison 
times from systems I had available: . 
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-Amiga 2000 with 5 MB RAM (no 
accelerator) - 22 secs . 

-Amiga2000with9MBRAM (28mhz 
accelerator) - 45 secs 

-Amiga 2000 with 9MB RAM (33mhz 
accelerator) - 65 secs 

To someone viewing the process, an 
unaccelerated system alternates between 
screen-flashes and disk;drive access some 
4-5 times ·before finishing. An acceler­
ated system merely flashes for the'Illa­
jority of the time, then writes the file to 
disk during the last few seconds. 

It should be noted that all other func­
tions witltin the Toaster benefit from the 
presence of acceleration. 

In the case of the situation that caused 
~ .us to discover this, we needed to save 
over 200frames to disk. Unexpectedly, 
when we went to a faster card, it took 
more time! We needed to capture a lot of 
. images, then play them back smQOtlJIy; 
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we thought we needed a fast system. 
The solution was to equiptbispar­

ticular Amiga with 4 megabytes of 
standard RAM (16-bit), and an accel­
erator card with 4 megabytes of faster 
RAM (32-bit). This allowed the user to 
start the system in either an accelerated 
mode (for playback) or unaccelerated 
mode (for capture), depending on the 
work he needed to do, and still enjoy the 
best performance. 

As is always the case, the hardware 
configuration you need depends on the 
work you need to undertake with it. There 
is the possibility that NewTek can address 
this situation, unless it affects too few 
·users. My own experience is that this is 
not a major interru:ption of my work, yet 
I hav~ to admit that I do not save large 
numbers of frames, so it is no problem. 

Here are some miscellaneous tips 
you may attempt if you want to speed up 
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ShowMakelM is the first package that turns your 
Amiga into a complete desldop video solution, providing . 
sequenf;ing of video, animation, and Toaster effects together with 
manes ~ wipes, titling, and multi-channel soundtracks. ~n short, 
ShowMaker lets you quickly and easily assemble full video . 
productions on your Amiga. 

VIDEO 
PRODUCTION 
MADE EASY 
Integrate video, animations, 
music, effects, and more with 
the ease of the mouse. Show­
Maker's unique Time-Line Prp­
duction Interface gives you sim­
ple graphic controls to "layout" 
the order and duration of your 
elements. 
ShowMaker lets 
you assemble 
your whole 
production, from 
animations and 
video to Toaster 
effects and sound effects. 

VIDEO 
CONTROL 
Show Maker gives you control 

series of Toaster effects directly 
into your production, making 
for spectacular video. And 
ShowMaker makes it easy! 

AUTOMATIC 
PRE-LOADING 
ShowMaker automatically loads 
your graphic and 
files 

cues up video before 
it's needed, without interrupting 
the playback. This means you 
can create long running produc- . 
tions, limited by disk space, not 
RAM. 

EXCITING 
TRANSITIONS 
ShowMaker features dozens of 
built-in transitions, including 
wipes, fades, and dissolves. You 
can create exciting professional­
style transitions with just a click 

of the mouse. 

DYNAMIC 
SOUNDTRACKS 
Add dynamic stereo sound-
tracks just as easily. Simply 
position segments on any of 

the music or sound effects 
tracks with the mouse. Show­
Maker supports MIDI output, 
MIDI files, SMUS files, and 
IFF samples. And ShowMaker's 
unique auto-sync feature** en­

IT'S A WRAP! 
Hit the play button and Show-
Maker plays back your produc­
tion in real time, IIJltomatically 
synchronizing the video, anima­
tion, sound­
track,and 
titling. A true 
multimedia pre­
sentation. Then 
record your 
production to 
videotape for a first 
generation Master Tape! 

REACH YOUR 
AUDIENCE 
Business, education, presenta-
tion or entertainment. Whatever 

your message, video 
brings it to life. 

over genlocks, videodisc play­
ers, and VCRs. Just tell Show­
Maker when to cut in your 
video, and it will automatically 
search to the correct position 
and cut or fade in the genlocked 
signal at exactly the right time. * 
Video sequencing has never 

BUILT-IN 
TITLING 

sures that your p 
always remains 
synchronized to 
the music! 

EDITING 
POWER 

There is no easier 
way to combine 

,!!~~_-::-::!graPhiCs, anima-
~ tion, video, sound, and titling 

been this easy! 

TOASTER 
POWER 
If you have a Video 
Toaster, you need 
ShowMaker. Only 
with Show Maker 
can you sequence a 

GOLD DISK 
P.o. Box 789. Slreelsville 

Mississauga. Ontario. Canada 
LSM 2C2 (416)602-4000 

*Addilionul hurdwul'e l'ClIuircd. "Pulent pending. 

S~ro~~kDi~tntn~l~~t:~:c~ ~n::onn'!~s 
ure lr.ldemllrk~ of their relipectiv~ owners. 

ShowMaker's built-in video ti-
tier gives you dynamic scrolling 
titles. And with ShowMaker 
you can run titles over video 
and animation, even adding spe­
cial effects like drop shadow 

and outline! Show­
Maker also in­
cludes a collection 
of high quality 
video .fonts and 
exciting back­
grounds. 

SEETHE POWER! 
Drop by your local dealer 
and ask to see our new 
ShowMaker demonstration 
tape "Multimedia Muscle", 
produced entirely with 
ShowMaker! 

With ShowMaker you can pre-
view and refine your production 
at any time during its develop­
ment. Then quickly and easily 
adjust, cut, copy, and paste 
tracks until your show is per­
fect. ShowMaker will even gen­
erate storyboards and cue sheets 
to help you visualize and fine 
tune your production. 

into exciting and effective pro-
ductions. ShowMaker turns 
your Amiga into a video pro­
duction system. Join the video 
revolution by seeing your dealer 
or calling us at 1-416-602-4000. 

By the way, this entire ad was 
created with Professional Page 
2.0 Desktop Publishing soft­
ware, another high quality Gold 
Disk product. 

The Complete 
Desktop Video Solution 



TV CJ¥pHiCS AID TV QIAPHICS,aCLIPART 
that you perform in Lightwave 3D can be 
erite~d as a nwperical value to mOVe, 
rOt~,or size anyobject This means tbat 
yo", should use keyboard input wherever 
. possible for a successful playback. 

,~ 

" If 
I­I .. I, 

A two disk set of video graphics clipart'for desktop I a,,1 
video. All screen graphics created in IFF interlac-

Of what use is Journal? How about 
creating a self-running demo? Joumal 
allows non-progtammers the ability to 
CC"te a presentation without requiring 
that. ~ey learn ARexx .. How about re­
cording the exact actions you take before 
IUIlIlipg into a bug, and sending the file to 
NewTek to play back for themselves to 
see what happened? A friend could send 
you a· file showing how he designed a 
certain image, object, or effect The pos­
sibilities unfold the more you think about 
it 

Journal was written in 1987. If you 
would like a copy, you can fmd it in the 
Fred Fish public domain disk collection 
on disk ##95. If you're interested in further 
development of Journal, you can reach 
the author, David Cervone, via the De­
partment of Mathematics, Brown Uni­
versity, Providence, RI, 02912. (Note 
that there is a siJnilar program in public 
domain called ReCord-Replay. While 
Record-Replay (Fish #105) seems to 

edoverscan for professional video production. =ii I 
Backgrounds can be used for animation, video :n .. 
titling, and graphic design. 
Screens include textures like wood, marble, brick, 
fiber, graduated tones, decorative patterns and 
many more! . 

SLIDE CITY 
6474 Highway 11 

DeLeon Springs, FL 32130 (904)915-1103 

your system !:fame. saving. These come· 
from NewTek and GVP: 
... If you have Commodore's 2091 hard 

drive controller card, go into the 
Hard Drive toolbox and access the 
partition/advanced section; Within 
the software there is an option la­
belled "Supports ReSelect. " Set this 
to "No." 

... If you have a GVP hard drive con­
troller or C()mbo Card, within their 
hard drive software is an option for 
the number of buffers used by the 
card. It is normally set to 32. Raise 
this value fa' 256 and you may see 
increased performance. 

In the Public Domain, there is a 
program called Journal, written years 
ago, that allows you to "record" a se­
quence of mouse movements, clicks, and 
keyboard pres~es, and then "play them 
back." Joumal works with· the Video 
Toaster! I successfully record~ a num­
ber of sequences that inCluded opening 
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the hard disk icon, opening the Toaster record events just fine, it has difficulty 
drawer, starting the Toaster, loading a playing them back. For the moment, if 
frame, activating transitions, and e~ting you have the interest, check out Joumal) . 
back to Workbench. They actually The fmal discovery I made with the 
worked I Video Toaster centers on the CG. You 

Further study of Journal taught me Play.})e aware that when you save a 
that the program did have some liIDita- Project from the Preferences screen, two 
tions. For example, while it can accept files may be written to your hard disk. 
and record mouse clicks, it cannot not For example, the Default file that ships 
keep track of "click-and-drag" mov~- with the Toaster is a saved Project, and 
ments - for example, grabbing and the two files are: 
dragging the T bar to effect a transition. ... OOO.BK.Default - This contains 
Journal does not record the drag portion the Book (of 100 pages) for the CG. 

. of any maneuver within the Toaster, ... OOO.PJ.Oefauit -This contains the 
There are ways'around this inlDost ChromaFX and Switcher settings. 

Toaster slices. Wherever a click-and- "BK" refers tq "book," and "PJ" to 
drag movement has a keyboard equiva- "project" If the CG is not active when 
lent, the keyboard presses will be re- . you ~ave a Project, there will be no "BK" 
corded properly. Click-and-drag boxes file. 
that supportkeyboardequivalents include A Project may not have a book assa­
the Frame/Page Number Indicator,the ciated with it, as evidenced by the 
Luminance Key Clip Level Indicator, GetSDiall Project that also ships with the 
,and the Project Number Indicator. . Video Toaster. GetSmallcontains noCG 

AIso,anyclick-and-dragmpvement pages, no ChromaFX, and one special 
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effect transition: Smooth Fade. This 
Project is ideal for work sessions involv­
ing Paintor Lightwave, where you have 
no need for Switcher effects, and it saves 
valuable memory. 

The GetSmall project file looks like 
this on disk (note there is no Book file): 

* 001.PJ.GetSmall. 
In order to save the pages of the CO 

that you-have been working on, you need 
to save a Project. This action will save 
both the Project and Book files to hard 
disk. These files share the same thfee~ 
digit ID prefix, which is important to 
recognize. In order for you to load the 
book from a previously saved Project, 
you must go to the Toaster Preferences 
screen, and enter thenumber of the Project 
that contains the Book you want. 

Earlier, I had thought that the CO 
needed to be active in order to load 
Books from Preferences. This is not en­
tirely true. Here's a nifty shortcut to load­
ing both a particular Book file and the 
CO at the same time. When I pointed this 
out to the CO's programmer, he was 
pleasantly surprised at this undocumented 
"feature." . -

Under the Project Menu on the 
Toaster Preferences screen, three icons 
are displayed: Load Project, Save Project, 
and Load Book. If you have notloaded 
the Co into memory (the CO button on 
the Switcher is "ghosted"), the Load Book 
icon will not be visible whether the Project 
you select in the numerical window 
contains a Book or not. However, if you 
know that you have a Book saved within 
a certain Project, do the following: 

- 00 'to Toaster Preferences - Click 
on the three-digit window in the Project 
Menu, and drag the mouse up or down to 
locate the Project that contains the Book 
you want. Find the file in the window, 
butdon't load it. -Click on OK and return 
to Switcher -Click on the CO button. The 
CO will load, and aut~atically load the 
Book from ,the Project that you indicated 
at the Preferences screen. 

That's all there is to it. Saves you the 
process ofpre-Ioading CO unnecessarily . 

Knowing about OetSmall is handy 
for saving space on your hard disk too. 

Computer Video Editin 

-Insert and Assembly Editing Record graphics and titles over video 
-Title and AnimoJion Recording with genlock control. Synchronize audio 
-SMPTE Time Code Positioning decks and compact disk players to video. 
-AIB-roU and GPI Switching Edit with any infrared controlled VHS 
-VideoandAudioDeckControl SVRS 8 U' ' , mm, uJ-8mm or Beta video deck 
-Laser and Compact Disk Control or camcorder. Tape counter information is 
-Toaster and Future Video Control brought into the Amiga from Sony 

The MediaPhili~ System gives you "remote" jacks, or from MediaPhile edit 
the power to perform automatic edits from control kits that are easy to install in just 
players to a recorder, to record computer . about any video deck. Complete editing 
animations and titles, and to playback systems from $470. 
multimedia presentations from within Interactive MicroSy8l£ms, Inc. 
popular Commodore-Amiga programs 9 Red Roof Lane, Salem NH 03079 
automatically. All under computer control. Tel: (603) 898-3545 

Instead of saving full Projects made up 
of Toaster Effects, ChromaFX, and a CO 
Book, you can save a OetSmall-type of 
Project with the CO Book. A Project that 
contains four banks of Toaster Digital 

. Effects is roughly 40K in size. The 
OetSmall Project is less than lK in size. 

My system loads the OetSmall 
Project by default. I work on CO pages 
until I consider the Book complete, then 
save the entire Project. The Toaster saves 
a lK Project file, with a CO Book file 
that varies in size (depending on the 
number of pages I worked on). I can save 
a larger n~ber of Projects to my hard 
drive using OetSmall as the template. 
More news for 2.0 

Titling. over Framestore/paint' im­
ages will definitely be PQsSible through 
the CO. Framestore Pages will have the 
option of being solid background, gradu:, 
ated background, and 24-bitimage back­
ground. You'll be able to move text around 
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to find the best placement as well. 
Modeler will feature a number of 

new actions, such as Skin, Magnet, and 
others to enhance your modelling ses­
sions. You will also be able to select 
polygons from fuefourth window, where 
a pseudo-3D depiction oithe object can 
be portrayed. 

Lightwave 3D rendering informa­
tion: each higher level of rendering in­
creases the resolution by a factor of 2, 
and the rendering time by a factor of 4. 
Newer modes of rendering include Super 
LoRes,forquicksurface texture previews 
or very rough pencil sketches, and Print 
Resolution (previously called Super High 
Res here) for going to print or film re­
corders. Print Res displays. only a very 
subtle difference on an NTSC monitor, 
and only if you're within about 1 foo(of 
the screen! But it will be terrific for those 
specialized. forms of output for which it 
is int~nded. 

Speaking of 3D, there's news on the 
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Amiga Gr~phics texture mapping front. 

R f ' C' ' Texture City , 
e erence ard ' This is a collection of 24-bit images 

When you bny an Amiga, You get a manual' in three', formats,: TFF24 (736,*480), 
that tells you how to use Workbench and operate 
the machine as a «Impute,. Butm,ost profession~l. Dcrv(7'36x482). andHAM (368x480). 
users make their Aii!.iga investment pay back by ,Additional' formats are in the planning 
using it as a graphics engine. So wily doesn't the '~ 
manual have any 8f8phics info~ation, like RGB stages., including t ARGA. TIFF. and 
numbers for various colors, the amount of PCX. Over 300 images are planned for 
memory diffeleJltgraphies mOdl!$o~upy, IFF 
files, animation' fr&~e rates, alid hOll\< to enter " ,"" : . release. : with map~ ,'ijready avaiJ~ble. 
sp,'clal characterilUke 0PU"1." and¢?Why doesn't ' .. Textures ~clude bruSh~dmeta1s.Veh'et. 
ifexplain HAM mode? ' , bl ood' til ' ! d' d mar e. w • tex eS,space, san ,an 

. The Amiga Gr8phics Reference Card covers 
those topics, andlllany others. In It you'll find: a' more. Contact Texture City at 3215 
diagram of the x-r -z coonJinateframe and OverlimdAve.,'#6167. Los Angeles.CA, 
rotation directions used 'in DPaint, Samples of 90034. or call Larry Rosen at (213)8, 36-
AlDiga system fonts, additive and subtractive 
color mixing, RGB and HSV color, models, 9224. Retail cost is $299.95 for 30 24-bit 
DPaint keyboard commands, 24-blt color 
hardware descriptions, a pixel shape table, 
overscan, sizes used ,by major software packages, 
and pixel rulers for measuring objects pn the 
screen. It covers all the new Super Denise 
graphics modes, and the A2024 monitor. 
Available at fine Amiga stores, bookstores, and 
newsstands. $2.95 

' ...... " ................. " ......... " ........... , 
VIOlA" 

, .................................. " •••••••• u ••• n.' 

J.lor direct orders please add 75 cenbI per copy postage 
and handling. Vldls, P.O. Box 1180, Maillhattan Beach, 
CA90266 (213)379-7139 @1991byVidia. 

Madrigal 
Automotive 
Construction Set 

Ir-"';"'----. MACS is an interactive 
clip art design system 
for USe with paint 
Programs, giving the 
user a powerful way to 
easily modify existing 
automobile designs or 
create new ones. 
Package Specifications 
4 disks. 400 ,images. 
45 vehicies. sedans. 
trucks. coupes. hatch 
backs, vans" wagons. 
sports and antique 
collector cars. Cross 
s~tion, froQtand side 
views. AUto 'spec . 
histo files. 

Demo Disk 510 may be ~---~-
a lied to MACS rchaS MACS 

M dr· t 49· 9S a l¥al Designs CA Res add 
Box 229_ Santa Rosa, 6% sales tax 
CA95405 70 5395675 
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images. " 
Scree,nMaker 

This is a collection of 100 24-bit 
images in two formats: IFF24 (736x480) 
and HAM. Rather than a collection of 
natural t~xtures, this is a wonderful set of 
pre-mad~backgroundsfortit1ing. graphs. 
charts, and more. Images include Foils. 

, Scrolls, Banners, Exotics, and others. 
The original images for ScreenMaker 
came to the Amiga from other high-end 
platforms as designed by The Digital 
Graphics Library. Inc .• 1382 ThirdAv­
enue. Suite 333, New York, NY. 10021. 
or call (212) 978-8508. Additional li­
braries are in the works. and may be 
ordered on floppy disks, or SyQuest car­
tridges. Retail price is $399.00. 
ImageCELS 

How about 1.150 images and'tex­
tures, inGIF,PCX, TARGA, TIFF, CEL. 
PICT2 24-bit. om 8-bit. and 256·color 
IFF. It may sound like overkill. but the 
nicest thing about this collection'is,that 
images are seamless; designed so that 
when used in 3D they do not show edges 
where patterns repeat. Roofing. tiles, 
brick, people, and more are available on 
CD-ROM from Imagetects, 7200 
Bollinger Road. #802, San Jose,CA, 
95129. or by calling (408) 252-5487. 
Retail pri~is $395.00 

For creating or scanning textures of 
your own, there's a terrific book by pho­
tographer :Phil Brodatz called. appropri­
ately enough. Textures (Dover Press). 

, Although published in 1966, it is ,a mar­
velous collection of 112 black-and-white 
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plates ofpattenis and textures, both man­
made and natura}; Tides include lizard 
skin, ceiling tile, 'sand, burlap. rattan, 
lace, clouds, bark. wire. ' ' 
New KARA FONTS. 

A few months back lteported that I 
had heard that Kara Blolun of KARA 
FONTS fame was working on some new 
Toaster Fonts. The rumor turns out to be 
true, because I recently received a press 
release along with a couple of color slides 
showing the new fonts. We won't print 
the photos here because black and white 
just won't do them justice: but take my 
word for it. These fonts are beautiful! 
Two separate packages are being of­
fered: Toaster Fonts I contains four fonts 
with distinctive shiny and metallic sur­
face. The fonts are called CHROME, 
GOLD. GOLDextruded and IN­
FLATED. Toaster Fonts 2 consists of 
four textured fonts. in four different type 
styles~ The textures are MARBLE. 
GRANITE, WOOD and BRASS 
(brushed). Each package lists for $99.95 
and should be available in late July. For 
more info call KARA COMPUTER 
GRAPlllCS at (213) 578-9177. 

NOTE: /n last monlh's Toaster Tricks 
column / listed Louis Markoya's Map 
Master for Lightwave 3D at $55. This is 
the correct pricing for the Imagine ver­
sion of the program, buttlie Lightwave 
3D version of Map Master is $85. For 
additional information on this product, 
contact Computer/magery at 49 Walnut 
Avenue, Shelton, cr, 06484. / apologize 

10r any misunderstanding or inconve­
nience this error may have caused. 



DnlrotbJdng 
.~~ 

The answer to your Image Mapping dreams . 

• Map Master is a 3-disk set 
that. teaches you all "about 
Image mapping through ita 
exOtic collection of profession­
ally sCanned, organic Images. 
GJ1IY "scale Images like" 
"Leafvein" and "Cells", were 
specifically chosen to work 
with the mapping functions 
and better facilitate the 
leaming proceBB. 

• 18 screens of object arrays 
display the efl'ectofevery map­
ping technique on each image 
ofl'ered - you may even enter 
your own imageainto the Map 
Master arrays. 

a The Map Master set also 
includes all the objects and 
files necessary fl!r you to 
recreate its screens. 

The LwhtWaue Version I. formatted to 
taIaI advantase or &he naw technique. 
ollllred In 2.0. LishtW ...... arNowtek I= 

The 111111/liM Version require. alleaBl2 
mepormemory (moreror Amlp 3000'.) 
and &helBIeBl version orJmagine 1.1. 

• All the ImageS are capable of 
aiatoundingefl'ectB, aureto sur­
prise and delight you. Waittlll 
)'OUseeyourfirBt"SoapBubble" 
ocean, or "Pinecone" moon! L-__________________________________ ~~ " ~~W~RI= 

Louis Marko,.. offers his Map Master Set discounted: for LightWave at $86, and for Imfl//l- at $66, postpaid. 
Send check or money order to a Louis Markoya/Computer Imagery a 49 Walnut Ave. a Shelton, CT 06484 

DYING" FOR A FASTER COMPUTER? 

. -

". COi!Uii ii8TIii Ai8&ilATES 7 ... DA.snrnr " 
SA. ",.00, CALII'O".,A ."" (.JI] .... ,." 
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Go Ahead .. ;Make Y9ur pay with' 
CSA's "40/4" MAGNU.MTII n 

The 68040 Single Board Solution 
For the Amiga 2000 til I 

If time is money and you need an 
Amiga S,uper" Computer to render 
graphics, SEARCH NO FURTH:ER. 

The "40/4 MAGNUMTIlIl will turn 
your Amiga 2000 into a serious 
20 MIPS Desktop Video Workstation I 

Designed for use with the NewTek 
Video Toaster til I If you are dying 
for more speed then Go Ahead ... 
Make your pay with the" CSA 1140/4 
MAGNUM TJlII accelerator I 

CALL CSA TODAY FOR MORE DETAILS 
(619) 566-3911 
Trademarks are the property of their owners. 
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Studio cameras, because they are 
totally electronic" can easily follow a 
drumbeat. Feed them a genlock or ex­
terp,a1 sync signa,(and they will follow it. 
Character generators andccmpuiers with 
genlock cards are also able to follow an 
extemal sync input. This makes itpossible 
to easily synchronize a studio fllled with 
cameras, character generators, and elec-

~ July/Aug 1991 

, ; 'I 
I· ,: 

tronic Paint'Of animation SystemS;!~y 
can all synchronize their signals toge* 
precisely, making th~m, mixabl~ &!rid 
switchable. 
Timing troubles of the vca ' 

VCRs, on the other hand, are ~ 
critters. Their mechanical motors v.y in 
speed. If moved, their spinning video 
heads suffer gyroscopicaber,rations.1be 
tape stretches with temperature and a8C'. 
All of this adds up to jitters and time base 
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Ime· ase 
orrectors 
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errors. Although VCRs withextemal sync 
inputs can approximate the' cadence of 
the rest of the system, they ~an't do this 
precisely enough to, make the images 
professionally sWitchable or mixable. 

The solution is to send the VCR's 
sigI'lal to a, timebllse corrector (TBC). 
The'TBC swallows 'the video signal and 
meters it out at a precise rate in accor­
dance with the hoose sync generator. 

When a VCR plays back an image, 
time ,1>ase errors cause some of the scan 
line$tooccur a little early, some to occur 
a little late, some ,get stretched a little 
long, ~d some end up short. S~metimes 
the \Vholepicture image gets played back 
in a tad'less thaIi 1/30th ofa second, 
causing the image to shrink. TV sets are 
pretty forgiving of these time base errors. 
If a scan line comes a little early or late, 
the TV doesn't care; it just paints it on the 



screen when it comes. Circles may get 
pie-crusty edges and the top of the image 
may flagwave every once in a while, but 
we hardly notice it Such a ~ignal is fine 
for viewing individually, but it is not 
"broadcast quality." The FCC demands 
that video signals adhere to strict timing 
accuracy if beamed over the public air­
ways.· 

Copying an uncorrected video tape 
exacerbates the problem. The errors· of 
the original tape are added to the errors of 
the recotding VCR. If you edit or copy 
down three generations, then you get 
three layers of errors. If the errors get too 
great, even our trusty TV set won't 
stomach them. 

The plot thickens when we try to mix 
video tape signals with other signals. 
Using a genlock, for instance, you can 
send a VCR's output to· a computer and 
have the computer genlock to the VCR's 
signal. The final result will be a combi­
nation of the two images, but it will retain 
all the time base errors of the videotape. 
Put another way, the computer will fol­
low the·lead of the VCR's lousy drum­
mer. 
Possible THe hookups 

EntertheTBC. By sending the VCR's 
signal through the TBC, the time base 
errors are corrected. The clean signal is 
then senito the computer's genlock input 
so the two can mix neatly together. 

Another possibility is that the VCR 
signal, after being time base corrected, 
can be mixed with other camera signals. 
For it to·work, the VCR's signal must be 
not only smooth but synchronized with 
the other signals. Here's how it's done: 

. The house sync generator feeds sync to 
the cameras, synchrobizing them. It also 
feeds sync to the TBC that passes alOng 
a form of it (called subcarrier in, or 
advanced vertical) to an industrial VCR. 
The VCR now tries to follow the sync of 
the rest of the system, but cann()t do so 
exactly. It sends its video back to the 
TBC that storeS it and shifts it in time a 
little. Using the "system" sync sent into it 
as a guide, the TBC matches the VCR's 
video ptecisely with the incoming sync. 
With the two perfectly in tandem; the 

TBCpumps the signal out in perfect 
cadence with the cameras and other studio 
gear. 

The TBC can·even act as the house 
sync generator. It can generate clean 
sync that feeds the cameras. Meanwhile, 
it generates the signal that almost syn­
chronizes the VCR. The VCR sends its 
video signal to the TBC which cleans it 
up to perfection, and then pumps it out to 
perhaps a switcher, ready for mixing 
with the other cameras. 

Soffie TBCs, called frame grabbers, 
can fix tremendously large time base 
errors. It is even possible to feed home 
VCRs into such TBCs which can clean 
up and synchronize the video output with 
the rest of the system. 
What happens inside the THe 

The video signal comes into the TBC 
with an inconsistent drumbeat. It goes 
out with a smooth, synchronized drum­
beat. How does this magic time machine 
work? 

. The incoming video signal gets digi­
tized by the analog-to-digital (A-D) con­
verter, which slices it into pieces, each 
piece being assigned a number. White 
slivers of picture get high numbers, while 
dark pieces get low numbers. These 
numbers are then turned into a code of 
ones and zeroes (the true meaning of 
"digital "), because electronic equipment 
can easily handle "ons" (ones) and "offs" 
(zeroes). 

The digital infonnation is stored for 
a moment,like a dam stores the surges of 
flash floods. A clock inside the TBC, 
actingon its own, orfollowing the rhythm 
of another drummer (genlocking to house 
sync),ereates a precise drumbeatto which 
it meters out the digits. These digits come 
out of the gate at exactly the right pace, 
regardless of what pace they entered the 
TBC. 

Next, a digital-ta-analog (D-A) con­
verter converts the numbers back into 
voltages. Another circuit "smooths out" 
the wave a little, giving it the same shape 
as the original video vibration. Think of 
it as the digitizing process in reverse. 
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Real 
World 
Applications 

Sometimes understanding the sci­
ence behind something explains why we 
do things a certain way, or how we 
troubleshoot problems. Do any of these 
. actions make more sense to you now? 
1. When to use a TBe 

TBCs cost $1000 and up, So you 
don't want to invest in one if you don't 
need to. You don't need a TBC if: 
a) You're just synchronizing cameras 

and computers together. 
b) You're editing or copying a video 

tape from one VCR to another for 
home use or low budget industrial 
use. (Yes, a TBC will help, but its 
contribution will be minuscule 
compared to other, more important 
things like good script, lighting, or 
audio). 

c) You can genlock your cameras, 
computers, character generators, 
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etc. to a VCR's video. just to get 
through one,di.screte edlt. (Note: if 
you let the VCR drive. tlle whole 
system through genlock. what hap­
pens if the tape plays a gliich or the 
VCR stops or' wavers? The whole 
system stumbles. Doing a whole 
show locked to a VCR's sync is 
precarious. but doing just a short 
scene is feasible). 

You need a TBC if: 
a} You're mixing cameras. computers. 

etc. with a video scene from a VCR, 
but the VCR isn't scheduled to be 
playing throughout your whole 
show. (You expect to stop the VCR 
while the show keeps going). 

b} You're mixing signals as above and 
you demand rock solid pictures and 
sync. 

c} You plan to broadcast your work. 
d} You're editi,ng down 3 or more 

generations (hopefully with formats 
better than VHS and 8 mm). 

e) You're doing high budget, high 
quality productions. 

±) You need to perform AlB rolls --­
two video taPed pictures are mixed 
(dissolved. wiped. etc.) together and , 
recorded (edited) onto a third VCR. 

In general. most prosumers (Le. 
wedding videographers, small industrial 
producers) don't need TBCs.lfyou shoot 
in VHS or 8 mm, you're probably not in 
the TBC league. If you're working with 
$10.000+ worth of gear. doing a show on . 
a $3000+ budget. you may consider 
renting a TBC for a particular session. If 
you're working with the pros, then a TBC 
is expected. 
2. Kinds of TBCs 

A $10,000 TBC does more than a 
$2000 TBC. Whr? Here are some differ­
ences: 
a) Expensive TBCs sample the in­

coming video more times per sec­
ond. slicing it up more fiIiely and 
accurately. making a sharper pic­
ture. Check a TBC's specs. If the 
resolution is 240 lines, it's minimal. 
An excellent resolution is 400+. 

b) Expensive TBCs use more "bits" to 
store the brightness levels of your 
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picturel,Avoid "7 bit'~ quantiza:ti~, 
and shoot for "8 bit" for smooth 
gray scales. . 

c} Expensive TBCs have larger win­
dows. or correctionranges. Cheaper 
TBCs can fix tiny jitters, or half­
corrected signals' coming from 
VCRs locked to "external sync". 
These VCRs may be. off by 6. 16,or 
maybe 32 scanning lines. Thus the 
TBC's ,correction window only 
needs to be 6,16. or 32 lines large. 
If you're using a "free running" or 
home VCR. or playing a wayward 
tape. you need a Tij,G that can swaIr 
low big errors and fix them. If the 
TBC canfix an error of 525 lines (or 
full TV frame), it's called a frmne 
grabber. ,It can fix alInost any err9r' 
coming into it. 

d} BiggerTBCs have bells and whistles 
such as digital special'effects.freeze 
frame. fast or slow motion picture. 
etc. 

e) Professional TBCs work with coJl!l­
ponent, video signals as weUas 
composite. They also have better 
signal-to-noise (SIN) specifications. 
resulting in less grainy pictures., 

3. Cheap Tricks' 
If you want to dissolve (or wipe. 

mosaic. poster, push-on, etc.) from one 
videotaped image to another, you'll need 
2 VCRs to play the tapes. one to record 
the result, an edit controller to coord4J.ate 
the playing of the 3 machines --- and, a 
TBC for each tape player to keep their 
syncs together. 

Some manufacturers make 2 TBes 
in one box, plus they throw in special 
effects and other transition controls. The 
Alta Pyxis ($6250) will do poster. dis­
solve, fade, pull-on, push-off, and wipe 
between two industrial VCRs having 
external sync inputs. Alta's Pyxis-E 
($8450) has a frame grabber capable of 
doing the above, plus freeze frames be­
tween any two VCRs ,home or industrial. 

Shomi. Corp. makes the $2995 
Cheetah with two TBCs. but limitsJts 
internal effects to dissolves and still 
frames. Showline Video. a newcomer. 
also makes a dual TBC with dissolve, 
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wipe;.strobe, and still for $2695. Its single 
channel model costs $1895. and a "bare 
bones" TBC model with' freeze frame 
only is $1295. 

,If top quality isn't necessary and you 
can accept the slight jitters of non-time­
base-corrected signals, you have an al­
ternative. Several companies make video 
mixers. devices that will --- breaking all 
the rules --- lock together two video 
players and do transitional effects be­
tween the pictures. They do not timebase 
correct the images. but using circuits like 
a timebase corrector. they mix the 
uncorrected signals together. It's like a 
genlock for VCRs. You can still find 
Panasonic WJ-MXlO mixers for about 
$2000. They would "grab" a still frame 
fromVCRl andmixYCR2'ssignal with 
it, resulting in a neat pseudo mix of the 
two signals. Some recent camcorders 
use thi~ technique to make internal dis­
solves from the last recorded scene to the 
"live" scene. 

Panasonic replaced the WJ-MXlO 
with two newer models, the WJ-MXI2 
($3000) and WJ-A YE5 ($1800). Both 
perform real dissolves between VCRs 
(without time base correcting the picture), 
plus many effects. Both also sport S 
connectors for sharper colors. The WJ­
MX12 is the industrial model with better 
specs and programmable memories. 

Some manufacturers are starting to 
build TBCs into their VCRs (broadcast 
VCRs have had this feature for years). 
To name a few: 

Sony CCD-V5000 Hi8 camcorder 
Hitachi VL~S100 S-VHS recorder. 



© 1991 by John Foust 

EDrrOR.'S NOTE: Over the past 
year we've seen an increasing interest in 
importing DXF files from AutoDesk's 
AutoCAD into the Amiga and using its 
superior graphic and· animation capa­
bilities to enhance these renderings. More 
recently we've heard of Video Toaster 
users whO have taken this to another 
level. TheSyndesisCorporationproduces 
a range of software utilities thai assist in 
making tM necessary translations for 
thistypeo!activity.lnthisissueofAV1D, 
we've invited the founder of Syndesis, 
John Foust, to share his considerable 
expertise and unique perspective on this 
process. 

An Amiga system brings to­
gether incredibly powerful yet affordable 
hardware and software. When new 
technology can do more for less 'money, 
new markets emerge. Video-resolution 
frame buffers and fIrst-class 3D anima­
tion programs create a market for visu­
alizing the world around us. 

Syndesis Corporation makes 
InterChange, a system for translating data 
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between many different 3D modeling 
programs. It is a modular system, mean­
ing you can expand it by adding new 
programs that continue to work with 
other modules you own. 

Lately our AutoCAD DXF transla­
tor has jumped in popularity. Amiga ani­
mators are discovering the market for 
animations of architectural and engi­
neering drawings. 
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(Before I continue, I'd like to com­
pliment A VID on its wisdo~ in allow~g . 
vendors to write about theIr products m 
the pages of the magazine. I see computer 
journalism from both sides. As a reader, 
I'm often disappointed by the lack of 
teclmical accuracy and depth in ma~a­
zines. As a former computer magazme 
editor I know how hard it is to find 
som~ne who is both highly skilled and 
capable of good writing. I~'s like an ~­
discovered rule of nature: if someone IS 

good at what they do, chances are, they 
are so busy and well-paid that they don't 
have the time or incentive to write about 
it. If someone needs to write in order to 
eat, they'll write a~ut anything without 
offending anyone, which makes adver­
tisers happy but doesn't always impart 
much information to the reader. 

When reading an article written by a 
vendor, the reader needs to exert more 
intellectual energy to winnow the truth 
from the chaff, but there is a greater 
chance for a pay-off in terms of truly 
valuable information. Back to the story 
of DXF ... ) 

To be perfectly frank, if you think 
animating an architect's drawings is easy 
money, you're wrong. The rewards can 
be great, but it's no free lunch. At fIrst 
glance, the problem looks trivial to solve. 
It's easy to see how the pieces fit together: 
You need 3D objects in a file format 
compatible with your Amiga animation 
program. The client has a drawing made 
in AutoCAD. The client can save the 
drawing in AutoCAD DXF format. You 
can buy a translator to go from DXF to 
the format you want. Sounds easy, right? 

Wrong. Just like using a paper and 
pencil, an AutoCAD u~er is free·to.draw 
a house any way they lIke: as a senes of 
connected lines, as a series of filled re­
gions, as dozens of squares, or as dashed 
lines. In the ridiculOUS but not uncommon 
case, a customer might bring you a 2D 
drawing of three side-views of a building. 

As the magical, high-paid 3D ani­
mator, you're expected to transmute a 
pile of 2D lines into a 3D fly-thro~gh. 
Your heart sinks. Perhaps the clIent 
doesn't really understand what 3D is all 
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about. Or, they neglected to expl~ that 
the drawing is composed of only slUlple 
lines, not anything resembling the poly­
gons you need for your Amiga program. 
What's the problem, they ask - after all, 
you said you could accept a DXF file, 
and they gave you one. 

Obviously, no ~anslation utility can 
integrate the three side-views into a 
perfect 3D object. Also, no ~ans~atorcan 
correctly join arbitrary lmes mto the 
polygons you need. You need a hum~ 
translator. To satisfy this client and wm 
the next job, you're going to spe?d ~e 
night in your modeling program, linking 
together those lines into polygons and 
triangles.' . 

If your customer .is still working 
with an older version ofAutoCAD, Q~a 
compatible CAD program tha.t can spit 
out a DXF file, they might give you a 
slightly more sophisticated versionaf 
the building. Maybe they worked in an 
overhead view of the building, but they've 
never seen a true 3D. view. The walls 
might be represented with lines that have 
a given elevation and ~c~ess. ~ .other 
words, a 2D horizontal hne is poSitiOned 
somewhere above ground level and ex­
truded to a given thickness, making 
something resembling a wall. 

In an ideal world, a customer brings 
. you a DXF me that represents a building 
purely as a series of polygonal faces; 
Unfortunately, the DXf format doesn't 
have many ways to represent faces. It 
does have plenty of other ways to re~­
resent things that look like faces, and this 
is your biggest problem. 
DXF background' 

First, some background on DXFfiles. 
It's enunciated "dee ecks. eff." It's not 
"dee eff ecks." If I hear this mis-pro­
nounced one more time~ I'm going .. to 
scream. (Dyslexics of the world, untie!) 

Filenames on the PC are limited to 
eight characters and a dot, followed br a 
three-character extension. A native 
AutoCAD drawing is stored in a file with 
a ".DWG" extension. DWG files. are 
relatively compact, because numbers are 
stored in the computer's natural binary 
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representation. AutoCAD can load them 
quickly. 

Unfortunately, Autodesk does not 
publicize the DWG file format. Instead, 
Autodesk created the DXF format as a 
way to exchange drawings with other 
CAD systems. Most translators deal with 
DXF files, not DWG files. Howeve~, 
asking someone for a DXF file is a bit 
like asking for a hamburger at a French 
restaurant - they might serve you, but 
they're surprised you asked. On the PC, 
some tools have' recently gained the 
ability to read DWG files. In fact, you 
can buy standalone PC utilities to translate 
from DWG to DXF. Such a program 
could be quite a boon to someone who 
doesn't want to shell out $3,000 for 
AutoCAD. 

If,you want your video business to 
profit from converting/enhancing DXF 
files, you should become comfortable' 
poking around inside a DXF file. If you 
loaded a DXFfileinto a text editor, you'll 
see endless streams of numbers, separated 
by a few English words here and there. 

DXF files are stored as ASCII text, 
meaning you can load the file into any 
text editor. However, ASCII is not the 
most compact way to store data. This is 
a diplomatic way of saying that DXF 
files are probably the largest, most bloated 
data files you'll ever encounter. It is 
perfectly possible that a client's DWG 
drawing could become a two megabyte 
DXFfile. For tbatmatter, most AutoCAD 
users are not very concerned about the 
size of their DWG drawing files, anyway. 
They buy the biggest, most powerful 
PCs available to side-step such concerns. 

A DXF file stores the number 
"3.141592" as eight separate bytes plus 
the' PC's two line-ending bytes. (This 
explains the reverse-~ or "M ch~acters 
at the end of each line m your Amiga text 
editor. A good editor has a way to select 
a block of text and strip these extra 
characters from the file. This will not 
harm the DXF file, from the perspective 
of an Amiga translation program.) Each 
number is preceded by at least five bytes 
that explain what the number represents. 
DXF carries a lot of overhead. 
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Inside AutoCAD, you save a DXF 
file with the "DXFOUT" command. It 
asks for a file name and the precision of 
the floating point.numbers, as the num­
ber of decimal places of accuracy. 

A DXF rIle is broken into four sec­
tions, ~h preceded by the keyword 
"SECTION" and ending with the key­
word "ENDSEC". The first tWo sections 
are "HEADER" and "TABLES". The 
next section is "BLOCKS", which con­
tains definitions of standard sub-ol?jects 
that are used in the "EN11TIES" section 
that follows. The "ENTITIES" section 
contains the actual objects in the draw­
ing, represented by separate entities such 
as "LINE", "ARC", "POLYLINE", 
"3DFACE", etc. Each entity is followed 
by more number streams that describe it, 
such as the exact location of each of the, 
four points outlining a "3DFACE". A 
"POLYLINE" is a series of line seg­
ments. 

The AutoCAD Conversion Module 
that works with my company's 
InterChange program can convert only a 
certain type of DXF file, known as 
"ENTITIES only." If you give "e" or 
"entities" as the answer to ,the "decimal 
places of aCcuracy", AutoCAD lets you 
select the drawing entities to save. . 

An "ENTITIES only" DXF file has 
nothing in the "BLOCKS" section. In­
stead, all "INSERT"ed copies of 
"BLOCK" objects are burst out as sepa­
rate entities that show up in the "ENTI­
TIES" section. If any "BLOCKS" defi­
nitions are present, our translator cur­
rently ignores them. Someday, we may 
expand it to parse the "BLOCKS," too. 
An "ENTITIES only" DXF file is larger 
than a "BLOCKs and ENTITIES" DXF 
file, but the' "ENTITIES only" file has 
the added advantage of giving you a 
better idea of how many polygons are 
actually in the drawing. 
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For example, the "BLOCKS" sec­
tion of a "BLOCKS and ENTITIES" file 
might contain a single def'mition of a 
very complicated window., The, "ENTI­
TIES" section of this file might ~ntain 
1,000 "INSERT"ed copies of this wiD.- . 
dow, keeping the DXFfile relatively 
small but ballooning the rmal size of the 
Amiga 3D object after translation. Of 
course, saving this bui1~ as "ENTI:­
TIES only" will give you and yoUr cus­
tomer a better feel for the true size of 
objects in the drawing. 
File transfer 

To ask a fundamental question, how 
does a client bring you a DXF file? 
Chances are, they can't supply, it on an 
Amigafloppy. Most PCs now have a 3 1/ 
2 inch floppy drive. With an Amiga util­
ity such as Dos-2-Oo8 or Crossoos, you 
can read and write' 3 '1/2 720K mM PC 
floppies in an ordinary Amiga drive. Be 
careful, PC drives can also write 1.44 
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megabytehigh-':!ensity floppies but the 
Amiga c,an't readihem.Other possil>iU­
ties iIiclude,sending th~ file ()ver a: m()­
dem or across 'a netWork. '- ' " 

To reduce 'the bulk of the DXF file', 
ask the client to archive the file using a 
ptogram.such ·as pKZip. 'Most PC oWn­
ers have this utility. Itcaneasilycoinpress 
a DXF file to a tenth of its size. letting it 
fit on a 720K floppy. There's an Amiga 
version of PKZip that can'decompress 
the file to its original size on your hard 
disk. Other comparable utilities are LHarc 
and ARC. 
Natural limits 

When that five-megabyte DXF flle 
is translated to an Amiga object. it's very 
possible that you won't have the memory 
or the horsepower to render it effec­
tively. Every Amiga 3D program h!iS its 
limits. Some programs must hold the 
entire scene in RAM memory. plus extra 
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memorY for the imag~ ,and .the program's 
datafQ.- CalC.Ulad,ng the iInage~ On aiIiI)e­
:meg'.ADu.g~: LightWave ~s ~ liriiit·of 
a1>0111: 32,900 .polygons. "Imihll.se's 
, ''Iinagine:'progrm.i~esavirniiUmemory 
'scheme that·,eliniiDa~. the nee4 to-keep 
all obJects inll}em()ry. but you'll ~till be 
limited' by rendering speed. No mittter 
,which program you use. adding an excess 
of.tiny. gratuitous polygons only leads to 
wasted RAM and wasted time. 

You probably don't have the time to 
render more than a few seconds of mo­
tion. If you wantlo make five seconds of 
animation at 30 frames per second. and 
each frame takes four hours to ray-trace, 
t11.en you'll only generate six frames a 
day. It will take 25 days to render this 
animation. Ray-tracing is out of the 
question. 

Even with less time-consuming 
shading techniques. total object size di-
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rectly affects rendering speed. Reducing 
a frame's rendering time to less than ten 
minutes means you could produce this 
animation in about 25 hours. (Or. you 
can ~e the Todd Rundgren approach to 
animation: just buy ten Amigas and'ten 

, Toasters. and start, them all 'rendering 
sections' of your animation ,in parallel. 
and THEN render for 25 days straight). 
MORE PROBLEMS ' 

, There are other DXF stumbling 
blacks. AutoCAD suffers from a high 
piracy rate. Your client might not have 
the manual for the program. (If you are 
princip.ed. refuse the job. Their piracy 
proves they're ready to cheat people such 
as Autodesk who aren't there to defend 
themselves. and you might be next). Or, 
your client might not be familiar with 
AutoCAD, arid you've got to be prepared 
to explain exactly what you need. Many 
architectural offices employ draftsmen 



who do nothing but work in AutoCAD 
all day. Chances are, they're not the person 
who's asking for your services. 

AutoCAD has been through several 
revisions in the past five years, from 
version 2.5 to 2.6 to Release 9, 10, and 
the most current version, called Release 
11. Each version can represent 3D enti­
ties in different ways. In real life, 
AutoCAD drawings are an amalgam of 
standard library doors and windows 
drawn five years ago, plus new entities 
drawn yesterday. 

Because of this, making a DXF 
translator is an endless job. I know a 
programmer at a CAD company who 
works on a DXF translator. More than 
two years later, he's still fme-tuning it 
What needs to be tuned? For example, do 
you want POLYUNE variable line width· 
segments to be translated as lines or as 
four-sided polygons? Someone can draw 
an extruded, thick wall with a POL YUNE 
that has segments. shaped like wedges. 
Do they expect you to translate it as a line 
down the center, as two rectangles spaced 
apart, or as a four-sided tube? Do you 
want pen numbers translated as certain 
colors, or should layers get different 
colors, too? How should the drawing be 
split into a hierarchical object when 
translated to Imagine format - with lay­
ers as objects, pen colors as objects, or 
with "BWCKS" as objects? 

The simplest DXF translators will 
reject everything except for 3DFACE· 
commands, for example. Anything drawn 
with POL YLINEs or UNES will be ig­
nored. More sophisticated translators turn 
simple UNEs into polygons. They give 
you ways to control how the multitude of 
DXF entities will be translated. For ex­
ample, you want to approximate ARCs 
and circles as a series of line segments, at 
a smoothness appropriate to the object. 
The Syndesis DXF translator lets you set 
a minimum number of sides per circle, 
and a maximum length per side segment. 
Together, these provide maximum flex­
ibility when approximating circles and 
arcs. 
Syndesis products 

Syndesis does have a competitor in 

the DXF translation business (ACAD 
Translator). Because of the many dif­
ferent ways you can tranSlate a given set 
of DXF entities, the two translators are 
very different. Among other features, 
our translator allows you· to custo~ 
the mapping of AutoCAD pen-plottiiig 
numbers to polygon surface attributes 
such as color and texture: We create true 
three- and four-sided polygons, not just 
triangles. In polygon-based programs 
such as LightWave, an excess. of tri­
angles is a serious limitation. We can 
also save both 2D· and 3D DXF files, 
meaning you can export your Amiga 
objects to other CAD systems, too. Many 
other CAD and 3D programs can load 
DXF files, including programs on the 
Mac, mainframes and workstations. DXF 
format is a popular way to move 3D 
objects to other machines. 

I'll bow towards fairness by quoting 
Brent Malnack from his May 1991 col­
umn in A V Video magazine, where he 
discusses CAD rendering on the Amiga: 
"I would own both the ACAD Translator 
and InterChange with the· AutoCAD 
Conversion Module. Until one of the 
programs adds some capabilities, you'll 
want them both." Malnack also recom­
mends buying an Amiga CAD program 
such as DynaCADD that can manipulate 
DXFfiles. 

AutoCAD DXF is not the only high­
end translator available for InterChange. 
We also sell modules for Wavefront ".obj" 
format and Digital Arts "AOB" format. 
Both modules read and write those for­
mats, and include support for translating 
the surface and material library files for 
those systems. We also have modules for 
Sculpt 3D and 4D, VideoScape 1.0 and 
2.0, LightWave, Turbo Silver, Imagine, 
PAGErender, Forms In Flight, Atari ST 
CAD-3D and the public domain ray­
tracers DKB and QRT. (Our Turbo Sil­
ver module will work with Imagine, 
loading and saving objects. However, 
we are currently enhancing the module 
to take advantage of Imagine's extra 
features). 

Some InterChange modules are tools, 
not translators. Our Turbo Silver Module 
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Pack includes three tools: The 
PointReduceToolremoves excess points 
from objects. ·1be Scale Tool is. a very 
precise way to set the size of an object. 
The GridSnap Tool aligns the points of 
an object to a grid~ removing unneces­
sarytinypolygoos.1bePackalsoincludes 
the Statistics Module, which creates an 
easy-to-rea4 ASCllfile that describes 
everythinga~utyour object, such as 
point locations and face colors in RGB, 
decimal and English color names. 

Our InterFont product makes it easy 
to create 3D text objects. It includes all of 
InterChange, plus an outline-based font 
editor. With a simple titling program, 
you select a font, enter text, set its at­
tributes such as texture, size, extrusion, 
and smoothness. Press a button and out 
comes a 3D· text object, in any 
InterChange-supported format. 
[EDITOR'S NOTE: Some companies by­
pass the conversion step and offer jonts 
already in Inter Font jormat, and ready 
to be manipulated in 3D programs. Se­
·Jected jonts from the Masterpiece Font 
Collection .(Data Grafix) are one ex­
ample]. 

It should be clear that Syndesis in­
tends to make worthwhile tools for pro­
fessional Amiga animators. We support 
our products. Our bug fixes are free and 
our upgrades are always affordable. Feel 
free to call if you have questions or if 
you'd like literature describing our prod­
ucts. 

SyndesisCorporationN9353 Benson 
Road BrooklYn, WI 53521 (608) 455-
1422 (608) 455-1317 FAX 
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; Tutoriill! 

EDITOR"S NOTE: When Mr. 
Duberman's popular "Beginning Turbo 
Silver" column con~luded, he turned his 
attention to Impulse's latest release, 
Imagine. Within months he had pub­
lished an excellent book on the subject 
called, 'ThelmagineCompanion". We've 
invited him to sharehls considerable 
experiencewithlmagine. in this new AVID 
series called, appropriately enough, 
"Beginning Imagine: Part 1" 
, If you have questions about 'The 
Imagine ComPanion;', this column or 
Imagine in general, you may contact 
David Duberman c/o: AVID Publica­
tions, 415-112 N. Mary Avenue #207, 
Sunnyvale, CA 94086 . 

&I. July/Aug 1991 ' 

© 1991 by David Duberman 

One of the reasons many people 
fmd 3D computer graphics so compelling 
is that it's the perfect marriage of high­
tech and esthetics. If you pay attention to 
the world around you, you know that 
high-tech is an important part of our 
lives, and if you appreciate beauty and 
ugliness then you've got esthetic sensi­
bilities. No doubt more than afew Amigas 
have been sold because they place high­
end computer graphics capabilities in the 
hands of those with relatively little 
money, i.e. most of us. 

, Of course, without software the 
computer can do nothing. If you'd like to 
create' 3D computer graphics on your 
Amiga, you'd be hard put to find a better 
program than Imagine, from Impulse Inc. 
Currently it!s the most powerful, all-
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around 3D modeling, ray-tracing and 
, animation package for Amiga comput­
ers. 

While Imagine is one of the user­
friendliest 3D programs to date for· any 
computer, there's still a certain amount 
of information you need to know before 

, you can become a proficient user. In this 
article I'll attempt to help you over the 
initial learning curve by explaining the 
basic concepts necessary for starting to 
gain a thorough understanding of Imag­
ine. I'11 start with a brief look at object 
structure, then go on to discuss the 
Imagine user interface in detail. As a 
matter of convention, I'll capitalize 
Imagine command names. 
Objects in Imagine 

To render a picture in Imagine you 



must use one or more objects; there's no 
getting around it. Imagine's Detail editor 
offers a number of built-in shapes in-, 
eluding sphere, plane, cone and cylinder; 
and there are a number of ready-made 
objects available from outside sources 
that you can just load and render. 
Eventually you'll want to create and 
manipulate objects to help put your Own 
unique stamp on your 3D creations. That's 
when it becomes important to understand 
how objects are constructed in Imagine. 
There are a couple of special-case objects 
such as non-faceted sphere and ground 
that are basically non-editable, and which 
we'll avoid discussing here. 

In Imagine, an object is made up of 
several different types of elements; there 
are vertices, edges, faces, and of course 
each object has its own axis. An object's 
structure is deteimined by a set of points 
in space called vertices. A point's loca­
tion is dermed by three numbers; the X, 
Y, and Z-axis position. 

In most objects the vertices are con­
nected in threes by triangular polygons 
called faces. You can also connect ver­
tices with lines called edges. This can be 
somewhat confusing because the side of 
a polygon is also called an edge. How­
ever, three points connected in a triangular 
shape by edges does not constitute a 
polygon. Since edges aren't visible when 
rendered in Imagine, they're generally 
not useful in solid objects, but used only 
for extruge paths and to create outlines 
for extrusion or lathing. Incidentally, 
points are invisible as well when rendered 
in scanline or trace modes; you can only 
see an object's faces. 

The structure of points defining an 
object's shape is sometimes called a 
polygon mesh, which is a good analogy 
if you think of them as asortoffisherman's 
net draped tightly around the object. The 
poirits are arranged in groups of three; 
each group dermes a triangular polygon 
which is one of the object's facets. These 
polygons can be moved, resized,rotated, 
and even reshaped, but they always re­
main· flat. 

Note that most objects in reality are 
not made of perfectly flat triangular faces; 

instead there are many curved and ir­
regularly- shaped surfaces. That's why 
an object in a 3D program such as Imag­
ine can only be at best a close approxi­
mation of its real-life counterpart. To 
depict a complex object very accurately 
you must use many vertices and polygons, 
which causes increased memory con­
sumption and rendering time. Thanks to 
the new Fracture command in Imagine 
1.1, you can subdivide faces or groups of 
faces only where extra complexity in an 
object is necessary. Since most Amigas 
don't have unlimited memory, your 3D 
objects will always represent a compro­
mise between quality and available 
memory; only you can determine the 
point at which an object is "close enough" . 
. The Project Editor 

The Imagine user interface consists 
of five editors; Project, Detail, Forms, 
Cycle, Stage, and Action. The program 
starts you out in the Project editor, which 
is where you set file names and destina­
tions as well as project parameters. To 
render images with Imagine, you must 
first Open or create a New project. In the 
latter case, Imagine creates a drawer with 
the name you specify plus ".imp" at the 
end. For example, if you create a project 
named "Myproject", Imagine creates a 
drawer called "Myproject.imp". By the 
way, the program doesn't create icons for 
any of its files, so if you want to move 
files around or delete them, you must use 
the ShelVCLI or a DOS utility programs 
such as Diskrnaster. 

When Imagine creates a new project 
drawer, it also creates a file and another 
drawer inside the project drawer. The 
file, called Staging, contains all infor­
mation created in the Stage and Action 
editors. Use of the drawer, called Objects, 
is optional. It's a good idea to use a 
project's Objects drawer to save objects 
to be used only in that project. However, 
if you create objects also intended for use 
in other projects, you may wish to create 
a "public" Objects drawer in your Imagine 
drawer (or on a separate disk for floppy 
drive users). That way you can avoid 
wasting time rummaging around through 
all your different projects' Objects 
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drawers trying to find a particular object. 
On the other hand, a public Objects 
drawer, unless carefully maintained and! 
or subdivided thematically into sub­
drawers can become unmanageably large 
in time. 

There's a second step necessary be­
fore rendering pictures in Imagine, which 
is to open or create a subproject. A 
project can have any number of 
subprojects, each of which uses the same 
Stage setup. This is a great idea on 
impulse's part, because it lets you render 
the same setup in different graphics for­
mats. For example, in a large project you 
might use two subprojects; one for small 
test renderings while setting up, and an­
other for the larger f'mal rendering. This 
way you can retain the images rendered 
in the first subproject for teference. 

When you start a new subproject, 
Imagine creates a drawer inside the 
project drawer using the name you specify 
in the file requester. appended with" .pix". 
For example, if you give your subproject 
the name "HAM-qs" (qs stands for 
quarter-screen, one of the subproject 
parameter presets), the subproject's 
drawer name is "HAM-qs.pix". 

After you name the subproject and 
its subdirectory is created, the program 
presents you with a requester bearing the 
formidable title "Parameters for Ren­
dering Subproject". Here you specify 
the rendering method, pitture and pixel 
sizes, path for stills, file format, Amiga 
view mode, path for movie (animation), 
and animation file format. We'll cover 
each of these in tum. 
Rendering Methods . 

Your choices for rendering method 
are B/W (black-and-white) Wire and 
Shade, Color Wire and Shade, Scanline, 
and Trace. B/W Wire is analogous to the 
Perspective view in the Stage (or Detail 
or Forms or Cycle) editor when you've 
selected the Solid command froin the 
Display menu. You see a wireframe 
view with hidden line removal--you can't 
see surfaces hidden behind other surfaces. 
This is useful for very fast animation 
tests at resolutions higher than that used 
by the Stage editor's Make command, or 
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Whether Amiga videographies and animation 
are your profession or simply yOIll' passion, you 
can depend on MegageM's advanced technology 
for unique tools tbatextend your creative reach. 
MegageM has been dedicated solely to Amiga 
products since 1987. The Amiga is. an 
embodiment of a vision for the future of video 
compuling. My own background is in science 
and math, but you don't bave to be a specialist to 
use my products. My vision is to transform 
advanced concepts into tools anyone can use. 
All MegageM products exploit the Amiga's 
elegant design in unique ways and let its built-in 
simplicity cushion your landing in the world of 
fractals, cellular automata, and 3-d object 
creation. Need more information? Call me. 
- Daniel Wolf 

ScapeMaker - Rapidly trailsform Amiga 
graphics into landscape mes for 3-d rendering 
with Vista(tm). Works in all resolutions 
including overscan, PAL, even HAM Extend 
the horizon of your VISta work to video titles, 
digitized images, and more. NEWI $29.95 

FractaJPr04.0 - The gorgeous 2S6-color HAM 
fractal still and animation system. Four fractal 
types (Mandelbrot, Julia, & their 'cubes'), 12 
automatic animation sequencing modes 
including pans (8 directions), zooms, tweens, 
and cascades. Spectacular iesults for video. 
IJicludes OVeJScan support $99.95 

MegageM 1903 Adria Santa Maria,CA 93454 
805-349"1104 California orders add 6.5% tax 

Shipping: ScapeMaker $1.50 FractalPro $4.00 

to which they belong. And Shade cor- vertical dimension,' which means that 
rectly renders multicolor objects as well pixels are now about twice as wide as 
as ambient light color. they are high. Therefore, the pixel aspect 

Imagine's default rendering method ratio must be adjusted to account for this 
is Scanline, which accurately depicts al- fact; we must teU the progralllto, use 
most all aspects of a scene including wide pixels, either bybalving the Y 
object smoothing, brush and texture component or height, or by doubling the 
mapping, and transparency. Scanline X component or width. SinceImagine 
mode even does environment reflection doeSn'tuse decimaI fractions as compo­
mapping, in which reflective objects Dents of the X and Y Aspects, we can't 
contain reflections of the sky and ground. use the former tactic, which would result 
However, you must use the Trace ren- inaYfactorof3.S.Therefore,whenyou 
dering method to have objects cast shad- select a 320 x 400 mode the program 
owsandreflectotherobjectsaroundthem. simply doubles the X Aspect to 12, re­
This is the most time-consuming mode, taining the Y Aspect of 7. 
though; a complex scene with many re- If you wish to use a resolution of 640 
flections and shadows can take hours or by 200, which is not one of the presets, to 
days to render; Scanline is many times , preserve the correct aspect ratio in your 
faster than Trace in most cases, so in image you must halve the X Aspect to 3, 
general you should only use Trace for a keeping the Y Aspect at 7. 
final rendering. The outline of a sphere, when ren-
Size and Aspect Ratio dered, in most cases should be perfectly 

The next section of the Subproject ,circular. If the pix~l aspect ratio is too 
Parameters requester lets you set the size high, the sphere appears vertically oval, 
of the image as well as its pixel aspect orsqueezedfromthesides. You'veprob­
ratio, which determines whether or not ably seeri this phenomenon when theatri­
objects appear "squeezed" in the rendered cal movies are broadcast on TV. During 
image. The Presets gadget on the right the initial or closing credits the picture is 
side gives you access toa user-modifiable usually horizontally compressed using a 

.... ------------..... list of useful size settings such as HAM, special lens so that the titles aren't cut off 
for keeping permanent records of such 
tests. 

B/W Shade is similar to the Shaded 
Perspective view, which of course is 
visible in the Stage editor only when the 
Perspective window is expanded to fiU 
the,screen. There's one significant dif­
ference, however; lighting in the shaded 
Perspective view always consists of a 
single point source at the camera's posi- . 
. tion, while the B/W Shade mode reflects 
the true lighting conditions as set in the 
Stage and Action editors, including am­
·bient light. This mode is useful for quick 
tests of lighting setups, understanding 
that since each polygon can have only 
one color, shading effects are crude at 
best. 

Color Wire and Shade are very close 
to B/W Wire and Shade,' brought one 
step closer to realism via the use of color. 
In Color Wire the polygon outlines are 
the same (or similar) color as the object 
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Lo-Res, Hi-Res, plus quarterscreen set- on the sides. On the other hand, if the 
tings for quick renderings at a reduced aspect ratio is too low, the sphere appears 
size. All presets jnclude the proper X and horizontally oval, or squeezedfrom above 
Y Aspect settings. Try selecting a few of and below. The only way to gain a 
the different presets and note the corre- thorough understanding of the aspect 
sponding X and Y Aspect settings. ratio is by experimenting with,it, and I 

In Imagine, the pixel aspect ratio is strongly encourage you to do so. Since 
the relative pixel width divided by its you're only concemed withobject shapes, 
height, whereas inmost other applicationS I recommend using the B/W Wire ren­
it's Y over X. So for perfectly square dering method for the fastest possible 
pixels, you'd use 1/1, or 1. On the Amiga, results. 
the low resolution (320 x 200) and high That concludes the flfStpart of our 
resolution (640 x 400) graphics modes . in-depth introduction to Imagine. In the 
use pixels the closest in shape to square, next part we'll examine the remaining 
so Imagine's presets use me pixel aspect sections of the Rendering Parameters 
ratio of 6n. In most other programs this requester and start to look at the Detail 
would be expressed as the decimal frac- editor. 
tion which is the inverse of that number, 
or about 1.17. 

Consider, on the other hand, the 
"Laced HAM" mode which uses a screen 
resolution of 320 by 400. In this case 
there are twice as many pixels in the 
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AvoriJl' 
the AnACK of the . · c 

VIDEO APPLIANCES 
©1991 by Jay Gross 

Just as every kitchen ..:!""'n"', 

have a toaster, every Amiga doesn't 
have a Video Toaster -or blender, or can 
opener, or whatever else. So, building on 
the breakfast metaphor, here's a cook's 
tour of the tasty treats that are possible, 
affordable, and doable in a video 
"kitchen" that isn't blessed with a Toaster 
- for whatever reasons. The fare's delec­
table, just the same, even though the 
"appliances" are different; it's only the 
showy sauteing and scalloping that goes, 
lacking. Indeed, unless you need sorneof 
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the Toaster's fancy video effects, 
you might not·need a Toaster at all. 
Besides, another reason your video 

kitchen might not have a toaster is that 
you already had a microwave oven. There 
were plentiful Amiga video boards on 

the market before the Toaster fmally 
moved from airware to kitchenware, 
and you might have invested in those 

"appliances" during the long wait. 
Forreasons known only to NewTek, 

desktop video is awash in kitchen meta­
phors. All the better for the punsters 
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among us. Okay, enough awful puns, 
temporarily. Fact is, NewTek's Video 
Toaster's only connection with breakfast 
food is that NewTek gets to buy a lot of 
fancy breakfasts with the money they get 
from you for one. Suppose, on the other 
hand, that you already had an internal 
genlock device in your Amiga 20001 
2500. A nice one. SuperGen 2000S, for 
example, or maybe Magni 4004. These 
babies cost more than Toasters, and in 
breakfast parlance, they cook up some 
nice video, too - although they don't do 
the sizzlin' digital effects that Toaster 
offers. Hyoujustneed titles on the screen, 
these and other genlock devices will 
deliver that, and nicely, and with your 
choice of titling programs, a large library 
of nice fonts, and an e8$e of operation 
that the Toaster doesn't boast. 

Or suppose, again, that you've in­
vested in one of the external genlock 
devices. Neriki, SuperGen, VidTech, 
Omicron, or others. Do you pawn it all 
and your Hondacar to buy a Toaster? 
While quite nice and very powerful, the 
Toaster isn't the only appliance in the 
"kitchen." You can do a lot of nice work 
with those other doodads, too - can 
openers, dishwashers, muffin makers -
many of which you may already have at. 
your shall-we-say ... disposal. 

Titling is quite at home on a nonnal 
genlock device, without the help of a 
Toaster. In fact, titling without a Toaster 
can be much quicker and simpler than 
with one. All you need is a simple gen­
lock device and some software. The video· 
and computer businesses disagree 
somewhat on what the term "genlock" 
means, but in computers (and kitchens?), 
it means a contraption which mixes 
Amiga graphics with incoming video 
from a camera, video tape machine, or 
whatever. The Amiga's screen is "su­
perimposed" over the video, and the 
combined picture goes out to your re­
corder and is generally pre-viewable on 
your' monitor. Genlock devices are an 
excellent way to get some work done 
while watching baseball games. You plug 
the broadcast or cable video signal into 
the genlock, and superimpose the Amiga . 
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screen. The color of the Amiga's back':' 
ground is usually set t9 "0," and you see 
the game everywhere there's a back­
. ground color. Note that not all programs 
(and not even all genlock devices) are 
friendly to this idea. Also note that "color 
0" refers to a programmer's tenn for the 
way a color choice is addressed; it has 
nothing to do with the hue of the color. 

Over on the video side of desktop 
video, the term "genlock" means some­
thing slightly different, but closely re-

"The existence 
of the Video 
Toaster has put 
pressure on the 
internal 
genlock Jpakers 
to get out of the 
way" 

lated. There it means "agreeing' on a 
sync," or sending one out (devoid of any 
picture infonnation, just the sync). In 
either case, of course, the tenn ,jsync" 
has nothing to do with kitchens, but the 
pun possibilities are just too tempting. 

With genloeking going on, instead 
of baseball behind the graphics of your 
computer screen, you.get Cousin Sam 
and his new wife Becky at their Wedding. 
Neat if the com~ter's graphics are letters 
that read "Sam and Becky, 3 p.m. April 
31st." Huge. Centered in the screen, along 
with the logo of your video production 
service blazing forth from over in the 
comer. Or maybe you do get baseball, 
after all. "The Little League Blue Devils." 
The point is that you "genlock" the 
Amiga's graphics display - which is the 
titles and logos and such- over the in­
coming video, so that you can record to 
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a secQDd keneration which contains both 
elements. 

Extemalgenlocks fortheAmigastart 
under $200 for purely amateur quality, 
and jump to $750 or so for Digital Cre­
ations' external SuperGen (The 2000S is 
$18(0). A Neriki starts in the $1000 
range and goes up to $2500 if you opt for 
absolutely all the bells and whistles. 
VidTech's ScanLock is now out in a new 
model that works in separated video ("S" 
video, or "S-VHS," as well as Hi8 and 
other formats) throughout. The Toas~r, 
on the other hand, is only NTSC. . 

Hyou've been into video longer than 
NewTekhas been into kitchen appliances 
(which is only a few months), you've 
probably already invested in one of these 
titling programs, and invested the time it 
takes to become proficient with it, too. 
Amiga titling programs come in a wide 
range of prices and capabilities, from the 
terminally simple to the fabulously com­
plex. They can animate, too, and even 
produce many of the Toaster's special 
effects by generating animations that you 
can record in real time. 

Some simple Amiga titling programs 
include Hash Enterprises' 
Animation:Titler, which fits into an en­
tire range of software for doing related 
work.in video. Animation:Titler's titles 
can be zinged into and out of the screen 
by setting them up to do so during the 
creation process. The program will handle 
enonnous font directories (though of 
course using more than a few at once is 
considered bad fonn), and it doesn't re­
quire specialized fonts. Just feed 
Animation:Titler standard Amiga fonts 
infairly large sizes and it's happy. Another 
simple titler is TV*Text and TV*Text 
Professional, whose titlescanbeanimated 
with TV*Show, all three from Zuma 
Group software. Zuma's titling products 
. also use standard Amiga fonts. 

. A more elaborate approach is 
Broadcast Titler, and the more video­
esque approach - closely following tra­
ditional video-industry standard equip­
ment - is Pro Video Post, from Shereff 
~ystems. Broadcast Titler and Pro Video 
Post are among the "special" fonts pro-



grams.Theseprogramsw~tspecialfonts 
in special formats that the J\miga doesn't 
come with out of the box. What you give 
up in ,inconvenience, however, you gain 
in lookS in the end product. Pro Video's 
titl~are even anti-aliased, if you have 
enOligh memory to do the job (three 
meg~bytes is suffiCi~). 

These ~'t the only titler softwares 
on the shelves, but theY're representative. 
To get them to work over live video, 
however, you need a genlock device. 
However, you don't have tohave a titling 
program to do titling. Good 01' Amiga 
paint programs which have animation 
capabilities (such as DeluxePaint ill) 
will do the job nicely. Depending on 
what you're doing, it might even be easier 
to use a paint program than a titling 
program that's specific to the task. 

Aside from not occupying the space 
thataToasterrequires inside your Amiga, 
external genlock devices have the ad­
vantage of being portable from machine 
to machine. So, if you have more than 
one Amiga, you can ownjust one quality 
genlock device, and attachitto whichever 
ofyourAmigas you need withoutopening 
up theoomputers. Another good reason 
to go external with your genlock device 
is that you wQn'toccupy valuable slots',in 
your COmputer that you might need for 
sometbjrigeI8e. Extetnal genlocks are 
alsonotterriblypicky aboutwhichAmiga 
they work with, and you can use them on 
Amiga 500's and 3000's, neither of which 
will acco~odate Toasters (NewTek 
says Toaster can be made to fjt iIi a 3000, 
but won't work reliably). 

The existence of the Toaster puts 
pressure on the internal genlock makers 
to get out of the way. Leading the way in 
getting out of the way is Digital Creations, 
which has announced a version of their 
2000S genlock that mounts externally, 
as well as a box that will permit you to 
move an internal 2000S out of the ma­
chine. MicroWay blazed this trail a few 
months back by making the DEB, a board 
that permits mounting their f1ickerFixer 
board elsewhere in the 2000/2500 com­
puters besides the precious video slot. 

Even without "The Toaster Ques-

tion" to woTry about, another reason to configured Amiga HAM image and 
own an external, rather than internal, translates it in external hardware to an 
genlock device is the AmigaChromaKey image of higher color resolution. The 
device, a brand-new peripheral by uses are about the same as for DCTV, but 
MicroSearch. This magic box allows you Ham-E doesn't digitize. It lists for half 
to do "The Weatherman Trick. " That is, the price of DCI'V, too. 
superimpose alive, moving video picture Toaster, DCTV, and Ham-E all dis­
over theAmiga graphic screen. This is play an NTSC picture 'to any suitable 
the reverse of the normal genlock effect, monitor (or television set), and although 
which is graphics "keyed" over video, the quality of the image they produce is 
not video over graphics. The video term excellent, the limits of the NTSC standard 
"key" means replacing 0I)e picture com- itself start showing if you do things 
ponent with another. NewTek's Video ,brashly. Like juxtaposing complemen­
Toaster has bullt-in keying, but it's based tary colors (cyan and magenta, for ex­
OR brightness, not color. "ChromaKey" 8II,lple). To sidestep the limitations, you 
Dieans that the picture replacement is must move away from the world of video­
baSed on the color component of the tapeable signals (meaning NTSC) and 
video signal. Usually, a hideoUS, blue- into the prettier, purer world of 24-bit 
green background is used (ChromaKey RGB color. This is where the 
comes with a sheet of plastic of the right FireCrackers blaze. FireCracker 24 is a 
color),andwhentheelecttonicshasdone true, 24-bit frame buffer. That means 
its thing, the incomingvideo is substituted you can display a ray traced image done 
in the picture every place the hideous in 24-bitmode on your Amigamonitorin 
blue shows up. its RGB analog mode. FireCracker goes 

You don't need timebase correctors in a non-video slot inside the Amiga, and 
or sync generators to do video titling sends its signal out the back. At this 
without a 'toaster, but unless you use one writing, Impulse has just dramatically 
of the frame buffers or display im- reduced the price of the FireCracker 
provementdevices, you'll get the Amiga's boards, and made many improvements 
vanilla graphics scr~ns, rather than the to the Lite24 paint program that it comes 
much higher palettes that vi~eo buffs with. There are several configurations 
drool over~ These boards include DCTV, bearing different amounts of memory to 
by "Digital Creations, Ham-E by Black supportvariousresolutions,socheckwith 
Belt Systems, 'imd FireCracker 24 by your dealer for the new pricing. The 
Impulse. DCI'V is a slow scan digitizer, highest-end one is now around $1000. 
display enhancer, and large-palette (16 Just as there are many titling pro­
Inillion cOlOrs) paint program all in one. grams, there are also many other display 
This connects to yoUr RGB and parallel enhancers, including those from 
Ports (it doesn't covet the Toaster's pre- Mimetics, M.A.S.T., and other~. With 
ferred real estate, the video slot). The most of them, you can have your Toast, 
output of the DCI'V is an excellent NTSC too, if you want. 
video signal, so it's suitable for still- Genlocks, ChromaKey, Titling, and 
frame, still-store, and single-frame ani- animation .. .it's a breakfast banquet, even 
mation app~ications. Too bad Digital without any toast. Sample the fare ... and 
Creations wasn't' onto the breakfast pass the marmalade, please. Oh, and just 
metaphor when they did the DCI'V. It'd when you thought all the kitchen puns 
be easy to name its pictures something were used up, Mike Berro, the brilliant 
like "Hotcakes," and thedeviee itself the author of a lot of neat Amiga video 
"Video Griddle." It sets you back around programs for Microlllusions, has one 
$500 at list price. Butter and syrup op- more. He calls his new video utilities 
tional. . collection "Video Tools on Tap." 

Ham-E is another external display 
enhancer for the Amiga. It takes an oddly 
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'Y say YOU' want to be the Cecille B. 
Demille of desktop video? Be the· pro­
ducerof amultimediam8Sterpiece? Well, 
the flrst thing you better do is get your-
self a good director... . 

Perhaps the Director 2 from the Right 
Answers Group will flll the bill. It's a 
significant upgrade of the original D~­
tor scripting lafiguage:. Wait a minuteJ 
"Scripting language?" you ask. What ex­
actly is that? Well, I suspect it is a term 
coined to avoid frightening non-pro­
grammers. Because when you get right 
down to it, that is exactly what the Direc-
tor 2 is. . 

Does that mean you have to be a 
programmer to take advantage of some 
of its unique videogi'apbic ~dm~time­
dia capabilities? No, but you Will have to 
learn some simple programming eon­
cepts. There's no way around thaL On the 
positive side, the skills you develop will 
carry over to other languages or pro­
grams with language-like environments. 

~ July/Aug 1991 

. ©1991 by Michael D. Brown 

If you have ever wanted to learn a com­
puter programming language, the Di­
rector is not only a fun and easy way to 
start, but· the results can make a major 

. impact on your video productions. 
As for you programmers (there are 

. programmers among you, right ... right?), 
I'd descri~ ~e' Director 21~age as a 
small C with a BASIC accent .. You'll 
find GOTOis and global variables, butno 
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line numbers, so you can keep things as 
structured as you like. You C program­
mers will feel right at home handling 
fIles using OPEN, READ, SEEK, etc. 
The bulk of the language is, however, 
made up of the Director's own unique 
and powerful commands. 

Because The Director 2 is a pro­
gr~g language, it can tackle a very 
broad range of tasks. Its command of the 



Amiga's graphics and sound means you 
could use The Director 2 to create some 
awesome games (it even controls sprites). 
Multi-media applications are another 
possibility. And you could create stand­
alone utility programs which WOUld, for 
example,' allow the user to load DPaint 
fOmlal ANIM files, convert them to 
AN!MBrush'(i.'e. OP 5 XOR) format. 
and/save the converted files to disk (in 
fact, the i'script" for just such a utility is 
included with The Director 2). 

But the potential uSes of The DirectOr 
I 

2 which are of most interest to AVID 
readers areits applications for video work. 
In this article we'll explore how The 
Director 2 fits into your chest of video 
tools; 

First off, it won't replace graphics 
generation programs like DPaint or 
DisneY Animation Studio (although you 
could write a decent paint program using 
The Director 2's graphic commands, such 
as DRAW, FILL, CIRCLE, and so on). 
Similarly, The Director 2 will probably 
not take the place of your favorite char­
acter 'generator program. However, it 
can do many of the things your CG 
program can. Commands can load sev­
eral 'fonts mto memory and then switch 
between them, display your text right 
from theptogram or load it from a text 
file, change the text's color, style (bold, 
italic, underline); co~plete with auto­
matic word wrap, even drop shadows in 
the color of your choice. 

The Director's closest relatives in 
the DTV arena are what are commonly 
referred to as authoring systems: Amiga­
Vision; Deluxe Video III; CanDo; 
ShowMaker; TV*Show2. On the surface, 
all these programs look V(~ry different 
from The Director 2 (and from each 
other); but their purpose is the same: to 
allow you to precisely coordinate se­
quences of video and audio events. 

The most powerful of these are, like 
The 'Director 2~ actually programming 
languages, -no matter how mightily they 
may try to disguise themselves as some­
thing else. 

And try they ~o. In TV*Show 2. for 
instanCe. when you come to the point in 

your "script" .(i~e. program) where you 
want a transition. you call up a screen 
which simulates the control panel of a 
Special Effects Generator. Kind of neat, 
I guess, and perhaps useful if you have a 
lot of experience worl$g with SEQ's, 
like the one simulated. In: The Director, 
you don't have to call up a special screen 
or try to figuteout what the symbols on 
the buttons mean. You just type in the 
kind of transition you want: FADE. 
PAJ;>ETO, DISSOLVE, WIPE. etcetera. 
And then addparameters to specify width, 
height. direction, speed and soon. Sample 
programs o~ the Tutori81 Disk exemplify 
other kinds of transitions, and, of course, 
the real' fun begins when you start to 
create your own. 

In shon, ,The Director 2 differs most 
from its competition in its interface and 
its flexibility. AmigaVision, for instance, 
caUs itS editor the 'IFiow Window" and 
'has icons to, represent GCTO and IF 
THEN. To directprograrn flow ,you click 
on little pictures of plumbing sections. In ' 
The Director ,you run a text editor and 
type in commands. 

In the Other authoringsysteins,you're 
limited pretty much to what the devel­
oper thoQght you'd want to'do. In The 
Director,you'li be ,able to make your 
Amiga do jUst abOut ahythirig it's ca-
pable of doing. ,," 

You could call AmigaVision (and 
the others) "The Directot for the rest of 
us." At least those of us who: A. Want to 
program but while pretending we really 
aren't, or B. can't read English. 

Now that we know how The Direc­
tor 2 compares to other programs, let's 
look at exactly what it's like to do real 
world video-type tasks using the pro­
gram. Let's say you need a utility to make 
a crawler move horizontally across the 
bottom of the screen. And you want to be­
able to move graphics as well as text. 
Might' be difficult, if not impossible, 
usitigotber authoring systems. But The 
Director 2 gives you direct access to the 
Aoliga's bli~ter. The BUT command 
takes a rectangular chunk of one screen 
(or "buffer") and draws it on another 
screen. Put that command inside a loop 
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which increments or decrements the x or 
horizontalstreencoordinateofthe "draw­
to" screen, and you have your crawler 
utility. 

In fact, that was one of the fust 
programs I wrote using the fust version 
of the Director, and it became one of the 
more popular tools on a: disk set I distrib­
ute as part of my VidZeen I DPaip.t 
TUtorial. The Director2 now comes with 
a similar crawler program on its TUtorial 
Disk (made simpler using The Director 
2's new features): a usable, text/graphics 
screen crawler in a program of less than 
fifty lines of "script." 

Another utility I wrote for our MBZ 
disk set allows you to manipulate palettes 
in real time from the keyboard. Creating 
slideshows, fading your pictures to and 
from red, white, whatever, is easy using 
CHROMA, GETMAP, CYCLE andthe 
other palette manipulation commands in 
The Director 2. 

Exac~ly how would you begin to 
write your own programs? By loading 
the text editor included with The Direc­
tor 2. Dedit, as it's called, is quite capable 
(infaci, I'm using it to write this review), 
with all the features you'd expect. How­
ever, it is possible to reconfigure the 
environment to use a different editor if 
you would prefer it. 

Then you'd dig into the projects in­
cluded <;>n the tutorial disk and docu­
mented in ~efust section of the manual. 
These" examples give you the basic 
knowledge to start' writing your own 
programs quickly. What's a simple pro­
gram look like? To load a picture, you'd 
type a line something like, 

LOAD "dfO:mypic.iff' 
A second lhie, PAUSE 30 tells your 

Amiga to wait a while, displaying the 
picture on the screen. 

LOAD 2,"dID:anotherpic.iff' 
DISPLAJ 2 PAUSE 30 
These lines would load a second 

picture, display it, then exit the program. 
Getting started in The Director 2 is 

easy, but mastery is something else. As 
computer users know, real power sel­
dom comes cheap, and if you want to use 
The Director 2 to get at the wonderful 

July/Aug 1991 ~ 



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 equipment getting the best 
deal, production techniques, camera angles, 
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~ 

V-IDEO 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 1,100 iIIustrations. 
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 '0 seize and hold Ii job 
in video. Hardbound, UPDATED MAR. '89. 
$49.95. 

For prompt delivery of any of these Prentice Hall 
books, please send a chec;k (adding $2.00 per 
book for P&H in the USA) to Peter Utz, 12 
Valley Road, Stanhope, NJ 07874. 

video capabilities in your Amiga, expeet ~,first new one." 
to spend many hours learning andprac- However,a letter to Right Answers 
ticing; You'll.need a lot of help,.but, elicitedapromptreplywithasOlutioIlto 
fortunately, the manual is up to the task. the problem: put "IFKEY:key" .in a 
The tutorial is good, 'but the ref~ence ''WHILE key II -1" loop uptil you waste 
section is what really shines. Complete, all the unwanted keystrokeS., . 
well organiZed, a first rate job. You'll Another thing to.be :aware of is a 
learn a lot about not only The Director, change in policy regarding your right to 

. butperhapsaboutyaurAmigaandVideo sel1,theprogrlllllS you cre,ate with,The 
as well. ' ' Director. The manual for version 1 asked 

The Director 2 support$ all the ex- only that you give credit to Right An­
peeted screen resolutions from lo-res swers in your documentation. With ver­
through, HAM, includitig halfbrite and sion 2, Right Answers reserves the right 
overscan. Both standard and SMUS to ask for a license fee. However, I em­
sound files can be loaded and played phasizethatthisonlyappliestoprograms 
with control over volume, pitch,· fade you offer for sale, and, after talking about 
rate and so on, this withRightAnswers, I'm assured that 

The Director 2's ANIM commands theirpolicyonthisisveryfairandshould 
(and the documentation of them) are not be a concern to developers. 
impressive. I can't begin to cover all the My final caveat isn't really a nega­
ANIM capabilities, but you can .chain tive; I'll just to reiterate what I've said 
anims, play one while another is loading; above. If you have programmaphobia 
synchronize sound with anims, even and wouldn't touc~ a GOTO with a ien 
make color map changes and tUril color foot icon, and you only plan to use an 
cycling off and on between frames. You authoring system occasionally, you might 
can loop anims, play. them once, play be better off with one of the others. But 
them in reverse or stop them: inmid-play, . be prepared to face the fact that none of 
reset theJ:n and start them again. them is likely. to match the power of The 

l'vealreadytpuchedonmanyof1be Director 2, at least not for those of us 
Director 2's commands, but a few more willing to get our, hands dirty learning 
high points should be mentioned. It and doing some actual programming. 
handles input from keyboard, joystick (MicbaeID.BrownisownerofMBZ 
and mouse. Mouse support espe~ially PrOducts and can be contacted at 6023 
has been improved in version 2. Now Kilgore Av, Muncie IN 47304~) . 
you can do things like define irregular 
shaped areas on the screen which yOur 
user can dick on. The REXX command 
lets you commJ11licate with ARexx and! ' 
or other ARexx cOmpatible programs. 

On The Director 2's downside, one 
bone I'd always had to pick with version 
1 still seemed to be present in the sequel, 
i.e. there. was no way to flush the key 
buffer. In other words, if the user presses 
keys (or even holds them down) while 
.The Director is busy doing something 
(loading a picture, for example), tPen, 
when a command comes aloIlg.thatlooks 
for a key press (such as the GETKEY 
command), it uses those extraneous, and 
of teninappropriate, key inputs. rvefound 
noway to say toThe Director, "Flush any 
old key inputs waiting in line and get me 
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~Tutorial! 
Using 
De tit· 

191: 
Deluxe 

©1991 by ·MattDrabi 

Last summer I had the opportu­
nity to produce some graphics for a series 
of videotapes on the Soviet Union. Spe­
cifically, the client wanted several maps 
that showed the whole Soviet Union in 
one color, another map with the 15 in­
dividual republics highlighted in differ­
ent ~lors, various cities identified, sev­
eral aniinations involving the six repub­
lics that the client was actually going to 
visit, as well as some simple charts and 
closing credits. As this was my frrslex­
perience doing anything .this elaborate 
for videotape, I learned quite a lot in the 
process. 

The flfSt step was to secure some 
maps of the Soviet Union that could be 
digitized. The client had a number of 
maps available which ultimately proved 
unusable, having too much detail which 
produced an overly cluttered computer 

image once they were digitized and ren­
dered. What worked the best was a map 
brought back from the Soviet Union it­
self, in Russian, that showed the repub­
lics in different colors and wasn't too 
busy or detailed. As an unexpected bo­
nus, this avoided any potential copyright 
infringement, as the map was not copy­
righted. 

The next step was to digitize the 
Russian map using a video camera and 
my Amiga. The camera that I used de­
serves an explanation. Mter extensive 
experimentation with Digi-View, I dis­
covered that using a color composite 
video camera, even with a color splitter, 
produced an inferior image, with vertical 
streaks and other unwanted artifacts. And 
while using a black and white video 
camera and Digi-View's color wheel 
produced excellent results, I didn't have 
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easy access to such a camera. I did have 
easy access to a JVC BY-HOU three­
tube color camera, which has a test video 
outputswitchable between composite and 
separate red, green andblue video signals. 
By simply flipping a switch on the side of 
the camera, I could easily take out just 
the red, green or blue video information 
from the camera, ·eliminating the need 
for a color splitter or a black and white 
camera. The results were excellent, with 
good resolution, accurate color and no 
unwanted artifacts. The BY-HOU is no 
longer being made, but is still available 
as a demo o~ used camera. Or you may 
want to consider buying a new three-chip 
camera that has ROB output. 

Knowing that I only had 3 megs of 
RAM in my computer, I decided to work 
in medium, overscanned (352 x 480) 
resolution and 16 colors. Fortunately I 
saved the map as an ROB file with Digi­
View 4.0, which allowed me the chance 
to render the image of the Soviet Union 
in 64 colors for use with Deluxe Paintm. 
Because the fmal result had to be just a 
map of the Soviet Union, with none of 
the surrounding countries or bodies of 
water that were part of the original map 
that I had digitized, it was important to be 
able to clearly see where one country 
began and another ended. I found using a 
64 color image in DPaint much easier to 
rework than just 16 colors because the 
extra colors made for a sharper image 
that showed the edge of a lake or border 
with a neighboring country or republic 
more clearly. Once the entire Soviet 
Union had been isolated from the rest of 
the map (by coloring everything· but the 
Soviet Union blue), I simply reduced the 
image to 16 colors. I also discovered the 
importance of making sure that Color 0 
was turned off when rendering an image 
with Digi-View. If Color 0 was left on it 
became a part of the graphic, which can 
make picking up part of the image as a 
brush very difficult. 

Once the Soviet Union was a large 
brush on my screen, with the fifteen 
republics neatly outlined with black bor­
ders, I extruded the entire brush to add a 
black shadow for contrast and depth. 
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Because the images were to be recorded 
onto videotape. I used colors that I knew 
would work well with video. For the 
background and lakes I chose a nice dark 
blue. with the republics highlighted in 
yellow. green. red. brown or light gray. I 
used red· with the smaller republics to 
avoid any potential smearing problems. 
Unfortunately my choice of yellow for 
the Russian Republic. which accounts 
for the bulk of the Soviet Union and 
consequently was a large area on-screen. 
was something of a mistake. Later. when 
adding the titles of the various cities to be 
named. using white for the ~tles. the yel­
low shade of the Russian Republic and 
white title letters had too little contrast 
and was difficult to read as composite 
video (it looked wonderful on my ROB 
monitor. however). Consequently I 
swapped the colors around in the palette 
so that green and yellow exchanged places 
and the white letters had a dark-colored 
background behind them most of the 
time. 

With the Soviet Union and its fifteen 
individual republics resting on a blue 
background. I now had a graphic that 
could easily be modified into whatever 
was needed. For example. the client 
wanted one graphic to be a solid-colored 
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land mass of the Soviet Union with none 
of the republicg highlighted. I simply 
made all of the republics the same color 
using DPaint's fill tool and hid the bor­
ders with the same color. For an anima­
tion involving the keying on-sc~ of 
various city names. I added one name at 
a time to the map and saved each sequen­
tial frame with DPaint. then used 
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TV·SHOW to display the different· 
frames one after, the other. Most of the 
required graphics were this simple. 
However. the request for making six of 
therepublicsflyoutfro~ the map and fill 
ihe center ot the screen one at a time 
proved to be a real challenge. 

Because the client intended to de­
scribe the six republics at some length, 
they wanted each of the republics to fly 
out from the map andfill the screen while 
being introduced by the videotape's 
narrator. The first step was to cut out 
each republic from the rest of the map 
using DPaint's magnify tool and painting 
around the desired republic with Color 0, 
then pick up the brush and save it to disk. 
I then reloaded the main map and set the 
number of frames to be animated to 45. I 
then stamped the republic brush over its 
original position on the map, opened the 
animation move requester and set the 
coordinates so that the brush would fly 
out from the map and fill the center of the 
screen. This took a lot of trial and error 
using the wireframe preview mode to get 
just the right movement and fmal posi­
tioning of the brush on-screen. Once I 
fmally found the correct settings and 
rendered the animation, I discovered a 
very serious problem. 



What looked f"lne as a small area on 
the map looked extremely coarse and 
undetailed when enlarged to ·f"lll. the 
middle of the screen. The resulting ani­
mation was not acceptable by my stan­
dards. It certainly wouldn't meet the 
client's standards either. Knowing that I 
had to animate six republics and had a 
tight deadline to meet, I began to feel 
genuine anxiety over my ability to 
complete the project in time. 

The solution was fairly simple but 
required some time and effort. I went to 
the 45th frame of the animation, where 
the republic ceased moving and rested in 
the center of the screen, picked up the 
enlarged republic as a brush, and drew a 
new republic by hand in its place. The 
redrawn republic then had enough detail 
to conform with the rest of the graphic 
and was also the same size as the original 
DPaint-generated republic at ·the 45th 
frame. I then ran the animation back­
wards, frame by frame, and shrank the 
reworked brush using the minus key on 
my Amiga's keyboard frame by frame as 
well. The original motion path of the 
DPaint animation indicated where to 
properly place the successively smaller 
brushes. In the process of running the 
animation ~ackwards and stamping the 

brushes on screen, I covered up the origi­
nal, coarse-looking brushes. I did this for 
perhaps the f"mal thirty frames of the 
animation, and left the first fifteen or so 
frames untouched because the image was 
still too small for the eye to see the true 
shape of the brush. 

I did try to simply render the anitrul­
tion backwards using the revyorked mal 
brush so that I wouldn't have to do all of 
the touching-up work by hand, but I 
never could get the coordinates exactly 
right so that the shrinking brush rested in 
its proper place for the first frame. Redo­
ing the animation frame by frame proved 
the best solution. After reworking the 
f"lrst animation by hand, I quickly learned 
the technique and was able to correct the 
other five animations in short order. 

After using 45 frames to create the 
flying out effect, I held the screen still for 
another fIfteen frames (half a second for 
videotape) before adding the name of the 
republic. The entire imimation ran 230 
frames or almost eight seconds to allow 
plenty of time for editing purposes. 

If I had to do the same process all 
over again, I would have spent more time 
trying to find an even simpler map to 
digitize that had less information on it. A 
big chunk of the time involved with this 
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CNN 

FOR AS LITTLE 
AS $1.00! 

We can place your TV 
commercial on cable systems 
across the country. And our 
service is FREE! Send for our 
free brochure. 

OMNI STUDIOS 
MEDIA BUYING SERVICE 

44 Abbett Avenue 
Morristown, NJ 07960 

201-539-8804 
201-539-8805 (FAX) 

project was converting the digitized map 
from a fairly detailed image with its 
well-labeled cities. towns and rivers and 
surrounding countries and oceans into a 
simple, easy-to-read-for-video graphic. 
Also, I would have used only dark colors 
for the various republics to avoid any 
contrast problems with any titles. The 
quality of the genlock used with the 
video editing system probably had a lot 
to do with the overall look of the graphics. 
A more expensive genlock would have 
allowed for the more successful use of 
yellow. And I would have' saved some 
time if I had rendered the initial map in 
64 colors before discovering how diffi­
cult it was using 16 colors. But overall 
the job went well. with both myself and 
the client well pleased with the fmal 
results. I look forward to doing more 
work like this. 
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©1991 by Marshal M. Rosenthal 

I n the ongoing COMPUTER 
WARS, it's usually the Macintosh that 
gets the center of attention - as in desktop 
publishing. Video, however, is another 
story, and an Amiga owner can take a 
pretty big bite out of the Mac just about 
anytime he/she wants. This is because 
the Amiga was MADE for video; it's 
timed correctly to handle, process, and 
display an NTSC signal. It doesn't hurt a 
bit that software/hardware is less costly 
than in the Mac world either, and of 
course we have ~e Video Toaster. 

"Yeh, so what," retorts the Macker. 
"Show me something you can do with 
that stuff." "Okay," you respond, "how 
many broadcast quality shows are being 
producing with YOUR computer?" 
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Dead silence. That's where we meet Mark 
So you whip out your video cassette Montellese, one of the three executive 

of THE AMIGA VIDEO MAGAZINE producers for AMIGA VIDEO MAGA­
and shut him up good. ZINE (A VM), as well as the show's 

Now what's the scoop behind that director. "The important thing to under­
VHS tape - retail $15.00 on the wall of ' stand," begins Montellese, "is that the 
Amiga retailers, or found at various Amiga is a fantastic machine thaueally 
booths during trade shows? For that an- allows you to stretch and create. A VM 
swer we head to the upper west side of isn't our first effort. We started doing a 
New York-City, and the office of CVF cable show on the Amiga in November 
Productions. of 1989. It was a weekly halfhourdevoted 

Entering the suite is a bit like going to products and techniques, and it drove, 
into a doctor's office - you mow what to us crazy, I mean, trying to handle two 
expect, but aren't sure just what you'll hours a month!" 
find. In this case, it's devoted to CVFs While Montellese expounds on, the 
main business, which is the making of two other executive producers, Kirk 
conunercials and AN tapes. But the good Duncan and Charles Lopez, ramble in. 
stuffs in the back room down the hall. Duncan plops down into the only swivel 

chair unoccupied, while Lopez stands 
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with the resigned look of one who's be­
come used to failing at this form of 
musical chairs. Both clearly sympathize 
with Montellese's painful recollections 
of days of video past. 

"We decided to go to aonce-a-month 
one hour 'news magazine' format in Feb­
ruary of 1990," chimes in Lopez. "And 
you can imagine our thrill when the Video 
Toaster became reality, and we could 
integrate it with our existing editing 
equipment. " 

Montellese agrees, and notes that 
another improvement in the show wasta 
make it available by satellite. By using a 
beaming service to transmit the show 
over SATCOM to cable and satellite 
viewers, A VM can now be seen by l00's 
of thousands of people, with a potential 
viewing audience of5.5 million that spans 
North America and Canada [satellite 
channel 11, Tuesday SPM EST]. 

Kirk Duncan is uncharacteristically 
quiet, for an actor anyway. He stumbled 
into the show as a result of having done 
an unrelated acting job for CVF. When 

A VM was in the planning stages, a host them into DPaint 3. I'm just now going 
was needed - and Duncan was called in. into Spectracolor, which allows me to 
"My level of computer 'literacy' wasn't usemorecolorsduetotheHAMformat 
exactly up there," he laughs. "I became I'm also excited about using DCTV's 
an Amiga enthusiast real fast though." animation feature in the future to do 

lust as Duncan was "drafted" into 24blt color animations." Lopez extolls 
the computer world, Lopez too found the quickness of DcrV, which he says 
himself taking on responsibility for speeds up the digitizing phase to where 
graphics for the show. As he puts it - he can now fmish everything needed for 
"Creating with an Amiga is easy, the the show within two days. 
programs are so intuitive that they pretty Preparations for each show begin 
much enable you to get up and going with a meeting of the three to discuss 
quickly. TVTEXT PRO makes the ma- content. Then the materials are as­
nipulation of fonts easy (considering the sembled, some being sh<,>t for the pro­
hundreds to choose from), as does De- gram, others being provided as tape or 
luxe Paint 3. Since I do most of the disk materials by software designers and 
graphic work at home (on an Smeg 2000 companies. Product demos are handled 
withoutaToaster),thenew24bitdigitizer in-house, although all three agree that 
DCI'V has turned into a really simple those provided by the designers are pre­
and efficient way for,me to capture and ferred, since they (designers) are so fa­
manipulate text and graphics. I break miliar with the products that they're able 
down palettes from 24bitformat,so as to, to reach in and grab the strongest features 
make them more compact and convenient for presentation immediately. Afmal 
to work with, adapt brushes and do meeting is now held to review all that has 
overlays - Art Department Professional 'been done,before the editing process is 
is the tool of choice:here -'and then port' beglin. 
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Creativity aside, it's the technical 
end that can potentially be the most dis­
ruptive. A VM uses three-tube' profes­
sional video cameras [Hitachi/Sony], 
with all the work shot and edited on 3/4" 
tape. Editing is done with a Sony 5850, 
with single frame transfers accomplished 
through an IDEN TBC. "It only allows 
one input/output," notes Montellese, ''but 
that's sufficientrightnow, although we're 
looking into theShowline series ofTBC 
units -as they offer multiple input/out­
puts, plus other features at very afford­
able prices." 

As mentioned above, a Video Toaster 
is at the heart of the system. A VM's post 
production uses three 2000's online with 
two, eight, and ten megs of RAM - the 
Toaster being used primarily as a multi­
purpose post-production tool. 

Montellese recalls how three 
Toasters died in rapid succession. "For­
tunately New Tek kept replacing them, 
but fun it wasn't 1ben we started getting 
strange results - gar~age images, blank 
screens, what have you -which we traced 
to our Series 2 GVPhard disk controller. 
Seems the Toaster didn't like the con-
troller card." 

Lopez ·continues.' "So we took our 
old GVP controller out of another 2ooo, 
switched it for the Series 2, and the 
Toaster seemed happy. NewTek said 
that they believed that the memory on 
board the controller was causing the 
problem~ buinobOdyknows for sure. All 
we know is that the Toaster was fmeonce 
we made tbe switch. " 

OtherToasterhorror stories abound, 
including repeated startups to try and get 
the Toaster to "sync-in" with the TBC. 
All three agree that, at least in their 
situation, the Toaster is a delicate device 
that requires a lot of patience and toler­
ance. 

, PrOvidingthatallstartsupwell,there 
are other productio,n problems peculiar 
to' a ToaSter system. "Some thiJigs oc­
casionally happen which drive you mad, " 
notes Montell¢se.",Like'when It freezed 
image breaks up when you, recall it from 
a framestore. Others are more technical 
reality that you have to deal with, like 
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taking a f~ze frame, then shrinking the 
screen to use as a news box - only now 
you fmd its lost a lot of image clarity." 
Duncan calls to our attention that ihe 
latest software has' removed that "news 
box insert" feature from the switcher. "I 
can understand that additional buffers 
would have driven up the price of the 
Toaster,'~ laments Duncan, "but why have 
features that get disabled just when you 
need them most?" [EDITOR's NOTE: 
At press time NewTek had not officially 
released version 2.0 of the Toaster soft­
ware.] 

Other problems are more pedestrian, 
but no less frustrating. :~I guess it's the 
price you pay for being on the 'cutting 
edge' of technology," says Lopez. "Do­
ing 24-bit takes a bit longer, but the 
results are always well worth it. " 
Montellese agrees, but notes that their 
end-of-month deadline's 30-40 hours of 
editing always has them working right 
up against the wall, and that they're just 
about always a bit late. 

"That's partly because we try to be 
fresh and timely," says Duncan. "If 
something· new shows uP. that's. worth 
being seen, we somehow manage to get 
it in regardless of what it'll do to the 
scheduie." Lopez chips in with a com­
ment about how "great 3D stuff is," but 
how involved and time cOnsuming it is to 
produce on a deadline. Other littleaggra­
vations include Commodore's less-than .. 
ongoing support of the magazine(tbough 
they did let them use the Amiga name in 
the title). 

Problems aside, Montellese wraps it 
up positively. "The big point is that the 
Amiga is designed to do television, and 
we're doing it within a realistic budget. 
Yet thanks to the Toaster and other soft/ 
hardware, we are able to create a broadcast 
-quality, professional program that can 
stand head to head proudly with any 
show on the Iif." 

For more information about the 
Amiga Video Magazine, contact: 

CYF Production 
200 West 72nd Street, suite #53 
New York, NY 10024 
(212) 724-0288 



~Tutorial! 
Using The Amiga lor IIPSAII 

Design and Creation 
©1991 by R. Shamms Mortier 

GenerallY, there are five types 
of video projects that the Amiga animator/ 
artist can hope to address: 
1. Commercial TV spots (usually 3-10 

second spots: flying logos,etc.) 
2. Animated features (very difficult & 

time consuming to do: 5 minutes to 
two hours in length) 

3. Industrial segments (business 
graphics: animated flow cllarts, etc.: 
from several seconds to a minute or 
so each) 

4. Instructional video (animated work 
that illustrates classroom work: from 
several seconds to an entire video iiI 
length) 

5. PSA's (usually from 30 sec to 1 
minute in length). 

"PSA" means "Public Service An­
nouncement", and PSA's are an area 
which Amiga artists and animators can 
address quite creatively and successfully. 
PSA's come in many flavors: newspaper 
copy, radio, and video. Naturally, it is the 

video PSA that is of primary interest to 
AVID readers. 

The PSA is unique because it offers 
the artist/animator almost unlimited cre­
ative potential, exceeded, perhaps, only 
by an original animated production. This 
is ripe territory for the Amiga, and it is an 
area that can take advantage of the wealth 
of video-oriented software and periph­
erals in the production process. As far as 
remuneration, PSA work can pay hand­
somel y (especially when incorporated in 
a grant funded production), or it might 
pay very little (in which case you might 
want to do it to expand your video port­
folio). 

The Amiga artist's approach to a 
specific PSA project may vary infmitely, 
but generally will be determined by that 
person's experience with a wide range of 
software and hardware. It is very seldom 
that a job of this kind can be completed 
by one software package alone, as the 
following example will illustrate. 
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The Assignment 
The Fleming Museum at the Univer­

sity of Vermont in Burlington, Vermont 
needed to inform the public about its 
exhibit of Plains Indian artifacts and art. 
The actual pieces of work in the exhibit 
were collected over the last hundred and 
more years from many sources, and were 
stored in the Museum's facilities. As 
with most PSA work, the process starts 
with many hours of brainstorming. 
Usually, the PSA client knows little about 
what is possible, and the Amiga artist is 
unfamiliar with the clients wishes (which 
may not be articulated particularly well). 
Initial work on a PSA, then, should take 
into account about five hours (or more) 
of exchange of information in order to 
prepare a visual storyboard for layout 
and timing purposes. 

In the initial verbal information ex­
changes, the Amiga artist should take 
copious notes, and should ask questions 
such as: 
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1. Has the client taken into consider­
ation which local or regional TV 
stations offer free PSA broadcast 
(that's important because each sta­
tion may have different time slot 
lengths to which a PSA has to fit)? 

2. Are all of the visual materials for the 
PSA at hand for necessary digitiza-

.. tion and/or artistic rendering (also 
ask about copyrighted material that 
has to be cleared before it can be 
incorPorated)? 

3~ What is to be the makeup of the 
·textual material? 

4. Will there be a voice-over (and. who 
will do it) or will the piece rely' on a 
music track? 

5. (And most important) Is the dead­
. line for the finished project reason­
able? 

Storyboarding a PSA 
A storyboard is a hardcopy layout of 

an animation that tells exactly when a 
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specific event will happen. Usually it 
contains layers of infonnation, some­
",hat segmented as follows: 
1. A visUal sketch of keyframe infor­

mation (important places in the ani­
mation that act as visual centers for 
the piece). 

2. The exact timing settings that this 
visual is taking place (eg., a visual 

. may take 3 seconds to unfold). 
3. A verbal description of the' visual. 
4. Notated verbal voice-over narrative 

to be added in the editing process 
and/or musical or sound effect 
tracks. 

The illustrations that I have included 
with this article represent what might 
have been sketched in at the keyframe 
positions, and you can readily see the 
animation progress from figures one 
through eight. 
The Assignment's Parameters 

For this assignment, afterthoroughly 
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brainstorming the procedure with the 
client, we decided upon the following 
animation. It would open up with a frame 
of pictures digitized from the Museum's 
collection of hundred-year-old Native 
American portraits. I began with twice as 
many examples as I thought I would 
need (a wise procedure to follow, as you 
never know what a piece will look like on 
the screen), and the number was nar­
rowed to the needed amount. I wanted to 
bring this frame of portraits on-screen in 
an animated fashion, and will tell you 
how that was accomplished a little later. 
Then the center of the frame was to slide­
show about twenty of the artifacts that 
were to be on display. These were to be 
digitized from a full color book that the 
museum itself had published some years 
earlier, so there would be no copyright 
infringements. Finally, I wanted to "fly" 
the text information up to the front of the 
screen inside the frame. As for sound, the 



museum wanted to use a digitized sample 
from a Plains Indian flute piece. 
How It Was Dorie 

The actual portraits were about 8" x 
10". They had to be cropped to a standard 
size for the video. DigiView Gold (New­
Tek) was used to capture them, and the 
palette waS frozen because I wanted to 
work in 16 color Hi-Res. They were then 
all reduced to a common size using 
ASOG's Art pepartment (an indispens­
able tooIl). They were flipped as needed 
for dramatic interest, and manipulated 
into place with Deluxe Paint ill (Elec­
tronic Arts). This gave me the "Frame" 
within which all other actions would take 
place, the center of which was set to color 
o for genlocking purposes. 

Next, I set out to make the frame 
itself "enter as an animation. Doing this 
required some special software, 
ANIMagic (Oxxi! Aegis) to be exact. Any 
Amiga animator not familiar with this 
gem should" become soA.S.A.P~· With 

ANIMagic, some very unique transitional 
animations are possible, effects that no 
other program even touches. The effect 
that I chose "was to have the portrait 
frame descend slowly from the top of the 
screen. Just to make sure that I had enough 
roomforstoring the completed animation, 
I used non-overscanned Hi~Res. The 
resulting ''border'' was okay, because no 
movement would be going on outside of 
the central portion of the frame. The 
animated frame melts onto the screen 
from the top, and the images move from 
a compressed viewto fully recognizable 
portraits. 

Next, I had to make the twenty-pIlls 
full-color artifacts appear inside of the 
Hi-Res frame. Obviously, I couldn't do 
this on one computer because my limited 
16 color palette would p.ot allow for the 
expanded colors necessary. After the 
images were digitjzed in Hi-Res and 
reduced to their appropriate size. I im­
ported them in to Qxxi/Aegis "Lights. 
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Camera, Action" (LCA). This software 
allows you to tag disks of IFF pictures 
with various scripted transition effects. 
Forplayback,allofthepicturesareloaded 
into RAM for realtime playback. I loaded 
the full portrait frame on one Amiga, and 
the scripted LCAIFFs on another. I then 
genlocked the two, and recorded the seg­
ment with Elan's "Performer", which I'll 
mention in more detail in a moment, 

The last two portions, were easy to 
produce. They were the text screens, and 
their palettes were workable in the same 
colors as the portrait frame. For this 
purpose, DPaint ill served well; I flew 
the text up to the screen from the back­
ground, using the "Move" requester. Just 
to add to the visual interest, I made sure 
each of the two text boxes rotated in an 
opposite direction as it moved. OnCe 
centered in the middle area, each piece 
remained there for five seconds. 
Elan's Performer as Lifesaver 

If you've been counting, that gave 
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me . four separate segments to edit to- to the audio dub on my 3/4" recorder (I 
getlier. Now editing (post production) is had previously recorded several versions 
an expensive process, and not a little of the video to the same·tape). Watching 
time consuming. There's· no getting the monitor very carefully as the video 
around the edit room for most prod~c- played back, I was. able' to recOrd the 
dons, but since this was ail all Amiga audio as I wanted it. The drum track 
animation,wi,th no "live" video to worry starts first, and thenthe flute tracks chime 
about, there 'was another simpler solu- in at certain segues. I recorded four 
tion. Elan Design's "Performer" software slightly different versions of the piece 
is the perfect answer to many Amiga for the museum. 
animators needs for final edit control. CONCLUSION 
Performer allows you to load animations There you have it. A PSA that both 
and single frame IFFs to separate keys on client and artist are proud of. My biggest 
your Amiga keyboard, from which you ·thrill in the whole process came when I 
Can "play" them back in any order desired was watching the Carson show on NBC 
while the tape is running. In this way, one night, and the commercial break 
animations can be created on the spot came along. There, in full Amiga won­
from single frames, and limited anima- der,beingseenbywhoknowshowmany 
tions can be combined and recombined . folks in my region, was the broadcast 
to produce extremely long and interest:. PSA. I smiled large and wide. Having 
ingfeatures.Ifyourinterestis in creating done other PSAs for broadcast in addi­
a full feature length Amiga animation, tion to this one, I'd like to share their 
by the way, I can't imagine you doing so amazing production secrets with you in 
withollt the Performer software. I have future issues of AVID. In addition to 
assigned as many as 12 separate (and .that, if you'd like to possess two Amiga 
different resolution) animations to Per- disks that have the actual animations 
former at one time, and then taped them referenced in this article, and you are an 
in rapid fire variation successfully. Get- AVID subscriber, remit $10.00 to the 
ting a finished result from the four seg- following address (non-A VID subscrib­
ments of this pie~ was comparatively ers will have to send $15.00, .. and shame 
very simple. on you for not subscribingl): 
Sound: The Final Frontier R. Shamms Mortier 15 Rockydale 

Adding the soundtrack was another Bristol, VT 05443 Well, that's all for 
challenge. I've already mentioned that now. Enjoy I And, .. oh yes ... see you in 
the client wanted to use a recorded seg- ROMulan space. 
ment from a Plains Indian flute piece. I 
used Oxxi/Aegis "AudioMaster" soft-
waJ;'e to capture a nice segment from the 
audio tape. Then, after saving the musi­
cal data, I reached for my copy of Sonix. 
I have a wealth of Amigamusic software, 
but because Sorux has easy controls for 
fading and playing tracks, it was perfect 
for this assignment. I composed a simple 
drum part, loaded it into Sonix, pressed 
the "repeat" function, and set it playing 
on my Amiga 2000. I then loaded the 
digitized flute sample into two tracks, 
and set them playing on my Amiga 1000, 
with the volume turned temllQrarily off. 
I fed both audio signals from each com­
puter into an audio mixer (Radio Shack 
Realistic #32-1105), and fed the output 
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Is Digital Photography 
eady lor the Vid 

:~::::~::: aster? 

Mark, a good friend of mine, is 
a professional photographer. Like many 
in his field, he is highly motivated to 
improve his work on a steady basis. 
Toward that end he regularly attends 
seminars and classes on portraiture, 
lighting technique, and more. Recently 
he was introduced to video proofing. The 
term refers to transferring negative im­
ages onto videotape rather than making 
prints; with the end result that customers 
order their final prints from a videotape 

rather than the traditional proofbook. 
The advantages to the photographer 

are numerous. He saves time in that he 
need not wait for development of indi­
vidual proofs; he can begin work with 
only the negatives. Customers may view 
video proofbooks in their home, even 
send them to relatives elsewhere. A 
musical soundtrack may add to the emo­
tional appeal of the images and increase 
sales. The video proof itself may be sold 
for additional profit. The professional 

47 

wedding photographer saves on his costs 
by not having to print some 240 5x5 
prints, with the usual half not being or­
dered for the final album. 

Consider a proofbook with 240 5x5 
deluxe proof color prints, consisting of 
10 rolls ofeolor film, processing, proof 
book and pages, at approximately 
$400.00 (excluding the amount of time 
spent pre-proofing prints and assembling 
the book). Of these prints, roughly one­
half will become trashcan fodder, while 
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the otherbalf are,ordered for inclusion In We then tried out the Video Toaster we woul~ seriously need to consider a 
the final albunL At $1;00 per print. that'~ togetanideaofhowthevideoproofbook 32-megabyte RAM system in order to 
$12O.00beingthrownawayeveryweek- would'look. It was awkWard ,at first. have enough overhead:"to do it right." 
end. With subcontractors'wOrking addi- juggling Framestores and CO graphics' Compared to the Toaster we haddemoed 
tional. weddings on,the same weekend, back and forth manually, but ~ basic on a 6803O-based Amiga system with 
that figure may doobleor triple. Multiply idea worked and looked grelit.1f AReXx nine megabytes of, RAM, th~ NeXT 
it by, say, only 26 weekends, and you scripting were brought into play for the couldn't compete at nearly thrice the cost. 
begin to realize a substantial sum of playback to videotape, Mark could au- We ran into a similar situation with 
money. tomate the ,'laying-to-tape process. framebuffer cards for PC's. Most boards 

A video-based proofing system However,ARexxappearedprettyformi- support framecapture, or compressed 
seemed achievable with today's tech- dable to non.:.programmerS. Mark was capt\u'eofimages, still storage and paint. 
nOlogy. Already'various elements of tile uDcertainof~nknowD. territory, and he'd They linqriestionably offered some of 
fmal equation were in place. The diffi- bee~ told of promising videocards for the best image processing capabilities 
culty lay in Mark's simple yet very spe- other computer-based systems. We de;. , ,availableforNTSCiJ:iJ.agery,mainlydue 
cific needs. Mark needed to be' able tocidedt~ look into these other systems ~ to theSe cards having years of develop­
transfer 240 negative film images to vid- see what they had to offer befOre con- ',!pent as a fouildation. Arid there in wide 
eotape, sequenced in the proper order, tinujng with tIie Toaster. 'variety of bQards to choose from. How­
with graphics ~t ~dicated, both the Our search fben led u.s to look at the" ever~ qllality sequencing and transitions 
numberoftheimage(forr~ordering)and " Video Toaster, the NeXT Computef,.the ·.were unavailable With what we were 
his studio name (for copyright purPoses, Macilltosh, the pc, and the new Kodak, $hoWn. , 
and to discourage home copying). The Prism and Premier Imaging Systeins. ' On.theMacintosh, we were promised 
first element of the video proofing sys- ,The NeXT'S entry into video is the that soon there would be a graphics board 
temis acJevice that converts photographic NeXTDimensiOnboard,a32-bitcapture capable of frame capture, switching, 
negatives to,NTSC video positive$. We device., With powerful processing, 24- charactefgeneration,andmore.However, 
test-drove the Fotovix.ll-X, which Mark bit paint, and its ability to capture a theco~t of the Macintosh platform and 
had ~n studying for months. " ' Certain number of Sequential frames, it, the requirements of the board were too 

Fotovix's IT-X looks and operates ' looked like a Solid beCHowever, it is a high.Not to mention that the video board 
much like amicroscope. Negative images single-input~,single-output device. tn tIie wasn't out yet. 
are placed in a carrier mounted where the Amiga comm~ty, it would be ~own "The K9dak Prism held high hopes 
glass slide would go on a microscope. strictly as a framebuffer card, allowmg for Mark. Kodak bills it as an electronic 
The mount is backlitfrom beneath, and a for single frame' capture, display" and ' previewing system, "the Studio of 1'0-
cameralens(withvideoimager)isaiIiled paint. There was no software for it to morrow."ThePrismconsistsofadevice 
at the negative. Cropping by zooming. in handle sequenced images with graphics . that looks like ,a teleprompter hanging in 
and out from the'image is possible, as andtransitions.Onemultirilediasoftware front of. the photographer's camera, a 
well as rudimentary color correction. package we did see allowed for graphics ' colot monitor, still video recorder, and 
Outputfrorn the FotoV'ix, which may be overlays, but oddly it could not re-save optional accessories. At the mOQ1ent the 
negative or positive, is standard NTSC the image with the overlay intact. Also, it photographer clicks the shutter to capture 
video, like that of your home VCRi offered only 20 transitions, which were . a traditional negative, a digital image is 

The ll-X has interchangeable lenses, primarily wipes, and its dissolve actually recorded by Prism as well. The idea is to 
allowingforavarietyofnegativesizesto proceeded through 10 stages of bright- allow the photographer to preview the 
beutilized.ForMark'swork,itperformed ness as it faded into the next image. video images immediately following a 
very well and produced high quality The NeXT's fast Motorola 68040 photo session, as well as adjust lighting 
NTSC images. My reservations about processor was bogged down by the bur- and composition during the session. 
the unit concern its housing and structure. den of heavy UNIX overhead while it Unfortunately,Prismshowednoca­
I'm used to industrial video equipment tried to manipulate video images. No- pabilities for processing, graphics, or 
with a solid build and sturdy feel; the where in the literature or demonstration sequencing. It is strictly a record-and­
FotoVix has neither. With its high center we received was there mention of cop- display device, and was obviously not 
of gravity, tiny footprint, and thin plastic rocessing, one of the major features of the right m~chine for the job we in­
and'metal construction, I felt that the the Amiga, which relieves' the main tended. 
manufacturer cut comers. Mark is con- processor from the burden of governing Kodak's Premier Image' Enhance­
templating a foot-wide base of his own every task on the machine (and slowing ment System quickly becanie another 
design,to attach to the unit for stability. it down). One multi-media software ,de- no-go situation. Premier is unquestion­
Too bad Tamron didn't think offt already. veloperfortheNeXTconfidedtomethat ably a stunning achievement for Kodak: . 
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THE TREASURE CHEST 
SPECIAL THANKS TO THESE COMPANIES WHO HAVE 

GENEROUSLY DONATED PRODUcrS FORAN AVID 
SUBSCRIBER RENEWAL PROMOTION 

The winner of the AVID Treasure Chest is ... Ann Brooks of 
Brooks Video Service in Baton Rouge, Louisiana. Ann has won a 
boatload of Amiga-Video software including Deluxe Paintm from 
Electronic Arts; Pro Fills from JEK Graphics; The Art Department 
Professional (including the Professional Conversion Pack) from 
ASOG, Inc.; a set of First Prize Toasted Fonts and the 600 Amiga 
font package from Allied Studios; the complete alternate font set (4 
packages) for Pro Video Gold/Post from Shereff Systems; the 
Imagine Companion Book from Motion Blur Publishing; the new 
Madrigal Automobile Construction Set (MACS) from Madrigal 
Design; Pixel 3D from Axiom Software; the LiglUwave 3D video 
tape from A VP; and probably a few more items that have been 
pro~sed but haven't come in yet. All told, nearly $1000 worth of 
Amiga-Video software. Congratulations Ann!! 
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The sheer immensity of ,its image pro- 22 seconds On a stock Amiga. Mark used Mark may enter the image number, tran­
cessing capabilities is mind-boggling, this time to align, crop, andfocus his next sition effect, graphic page, and delay, 
yet Premier runs on a SunMicroSystems image on the FotovDr. AllowiQ,g 30 sec- allowing him to see the overall presen­
SP ARCstation, has no direct output to onds per image, 240 images wouldrequire tation in chart form before running it. 
NTSC (unless there are NTSC boards 120 minutes, or,2 hours, to capture and If you would like further information 
that can run on the Sun and work with the save into the Toaster. (As a proof book of about Mark's use of the Video Toaster in 
software), and is intended for single- prints, this same set of images would his photography work or the ARexx 
image processing at a time. It would be have required Mark 3-4 hours to as- scripts for yourself, someone else, or as 
best utilized at a business where com- semble.) a sales aid, write me care of AVID 
positing and high-qUality print graphics The last step was to purchase 'the Magazine. The publisher and I will have 
are needed. It is a wonderful tool limited ARexx command language for pro- Mark (or his programmer) contact you in 
toapriceyaudienceatthistime(primarily gramming automated playback se- return. 
service bureaus, photographic, image quences for the Toaster to render. Mark . Some further thoughts .•• 
banks, and private organizations). ' wanted a minimum of two scripts to . The single most surprising element 

An electronic imaging system frOIil ' in studying video imaging systems on 
Sony ilso appeared' momentarily in- other computers was the fact that none 
triguing; as it had a playback device for' "None of these could reproduce the quality, ease of use, 
sequencing electiooj,c images. However, could and flexibility of the Video Toaster. In 
the live demonstrations of image-capture mac hi n e s cases where images couldbemanipulated 

. we watched yielded poor resull$; A set of f the with great accuracy, NTSC output was 
prepared demonstratlon images being , 0 u t per 0 r m lacking. Certainly, the Kodak system 
played back exhibited some remarkably V-d T. t could outperform the Toaster's image 
clear images. When we, inquired, "we " I eo.! oas er run· processing capabilities; but the final 
learned that those particular im~ges had·, n, ing ontheAmiga." output is intended for print use, not video. 
been shot with a'High Defmitioncamera, And images approaching 36 megabytes 
not a video camera of the type moSt ' in size are a tad bulky for expedient 
:individual$ would have oruse,and not' mairlpulation. 
the type they were using' to capture ~~ :work with. The first script would load an A few peripherals for other systems 
ages live for demonstration. Oh well. image, generate and display the copy- compare their product to the Toaster ... 

Duringthecourseofourquest,Mar~ right graphic,lo'ad the next image, dis- most compare their one function to one 
and I continually compared the gear we solve to it, and generate the next graphic, of the Toaster's functions. For example, 
were seeing to gear we had previously and so on for the full set of images. This their paintbox to ToasterPaint. This is 
seen, with numerous references to the would create the master videotape used like comparing a Yugo to an NSX. The 
Video Toaster such as "more", ''better'', for customer proofing. The second script Yugo is a basic car, allowing you to get 
"easier", and "less expensive". None of would only load and transition between from here to there. The NSX also allows 
these machines could outperform the the set of images, one at a time, without you to get from here to there, but look at 
Video Toaster running on the Amiga. graphics. This would create a master how much more there is to enjoy on the 

, We hadnotdismissed the Toaster during video tape without the annoying graph- trip, and how much more you cando with 
our search, but M:ark had wanted to.see ics, and be yet another product Mark can the NSX. Granted, there are better paint 
what was offered by other platforms. In sell to wedding couples with no more packages than the Toaster's, but until 
fact, I did too; since the majQrity of my work than starting_the second script! these peripherals offer digital effects, 
, workhas~otinvolvedthe1i1jlfeltignorant As a test, Mark and I used the images character generation, switching, and 3D 
of their capabilities 'and wan~, to expe- 'frommy wedding last year. Set to selected animation, I have a hard time attaching 
riencethese for myself; It's always good piano music, the overall emotional effect much weight to anyone comparison. 
to know what the othe~ guys have, after of the video is powerful and enthralling. The key here is flexibility. It's un­
all! It brought tears to my wife's eyes, and in likely NewTek conceived this use for the 

' Therefore, we returned to the Video a compelling way was more powerful Toaster. But neither did they design a 
Toaster to give it a $erious runthrough. than our wedding video itself. We were closed system. More and more one of the 
Capturing images was as simple as con.. sold. important buzzwords used to describe 
necting the Fotovix'svideo output to the The development and fine tuning of computer systems today is compatibility. 
Toasier's'input,runnirigtheToaster,and. the ARexx scripts continues at the time Keep this in mind when researching new 
pressing 'f on the keyboard. Writing that of this writing. Currently, a local Amiga equipment, and your new acquisitions 
image to the hard disk required roughly programmer is designing a table where will payoff. 

~ July/Aug 1991 
50 



10 be an 
AVID 
suscriber 

for enlistment information see next page ! 



3 Good Reasons To Become An 
AVID Subscriber 

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

2. We're FREQUENT 
Like most magazines, AVID is published monthly (except for a combined July/August issue). Unlike most magazines, AVID 
subscribers also receive the AVID LETTER. The A VID LETTER is a mid-month Amiga-Video "fix" that is sent only to paid 
AVID subscribers. This 4-page newsletter contains the hottest Amiga-Video tips, the "not-ready-for-prime-time" Amiga­
Video news, and information on special promotions and programs for subscribers only. The A VID LETTER also contains the 
A VID Subscriber Classifieds, where subscribers can buy and sell their Amiga and Video hardware and software. 

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

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

NAME _______________________________ __ 
COMPANY ________________________ __ I use an Amiga 0 500 0 1000 0 2000 0 2500 0 3000 

The genlock I use is __________________________ _ 
STREET __________________________ ___ I am currently using the Video Toaster. ....... . D YES 0 NO 
CITY _________________________________ _ I am planning to buy a Toaster soon······ ······ .D YES 0 NO 
STA TE __________ ZIP ______________ __ I use Deluxe Paint 111... ····· ········· ····· ··· · ....... ·· .. 0 YES 0 NO 
COUNTRY ________________________ __ I use Shereff Systems Pro Video OoldIPost : 0 YES 0 NO 

Other CO Software? ___________________ __ _ 

I use Imagine: 0 YES 0 NO Turbo Silver: 0 YES 0 NO 
Which Digitizer do you own ________ _ 

NO PURCHASE ORDERS PLEASE 

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

(Overseas Subscribers add $36 US.) 
Make check payable to: 
AVID PUBLICATIONS, 415-112 N. Mary Avenue #207, Sunnyvale, CA 94086 
To Subscribe by Phone Use Your Credit Card. Call (408) 252-0508 



KARAFONTS 
E X PAN D 

TO UNIVERSAL DIMENSIONS! 

STARFIELDS* 
~ Hi-Res 704, 480 overscan Starfield 
backgrounds in~: Front, Oblique, and 
Side . .E.al;h comes in a 2 color version for 
fast loading and transferring to video AtiQ 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). Includes a utility to install 
ALL Kara Fonts Packages on Hard Drives. 
2 DISK SET - Sug. Retail $ 59.95 

HEADLINES 
10 Hi-res , up to 8 color, uppercase fon ts 
in two sizes each (approx . 104 and 84). 
Font styles in CHROME, MARBLE, BRICK 
and GRANITE are ~ for added 
3-dimensional effects. Other styles are 
CHISEL, WOOD, BEVEL, CHISELserif, 
CAST, and COLUMN. 
3 Disk Set - Sug. Retail $ 79.95 

SUBHEADS 

~~~~~~~~~~~:~~ 7~~=~ ~~Ch 
(approx . 72 and 55). Makes it possible to 
have ~ and Small ~ effect and use in 
lower resolutions at a workable size. 
2 Disk Set - Sug. Retail $ 69.95 

HEADlines2 
4 N.EW. Hi-Res, 8 color fonts in 2-3 sizes 
each. G.I..ASS.- Transparent upper case 
gothic face.ChiseISCRIPT- italic script in 
upper and lower case . EMBOSSED- Raised 
or sunken letters on a surface . ENGRAVEp­
Dragable, uppercase two-plane shiny font. 
2 Disk Set - Sug. Retail $ 69.95 

AnimFonts®3* 
~ is a Hi-Res, 8 color, mma!lli;, 
uppercase, contemporary rounded Qothic 
font , which "sparkles on" from the middle 
revealing characters to the top & bottom. 
Then , an "X" ~ highlights each letter 
towards the right. A separate "XI! sparkle for 
custom effects is~. Comes in lll2Jh a 
~ and 8nim.Eoot with ~ of 
Chrome, Gold , Metallic and Silver. 
ONE DISK - Sug. Retail $ 49.95 

AnimFonts®2* 
ll.U.l..WQN is a Hi-Res , 8 color, beveled 
dimensional , highlighted, uppercase 
gothic font and comes in a keyboard and 
8nim.E00t. The AnimFont.!l!ll!Wi unto the 
screen 90 degrees on the "Y" axis to the 
lelt 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 

AnimFonts®1* 
ChromeSCRIPT is a Hi-Res, 8 color 
formal , sophisticated roman style script 
in caps and lower case and comes in a 
keyboard and AoimEoot. Each letter of 
the AnimFont appears to be handwrillen 
across the screen. A variety of treatments 
can be achieved with the included color 
palelles such as Chrome, reflective Gold , 
copper, bronze and other golden effects. 
One Disk - Sug. Retail $ 49.95 

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

KARA FONTS 

TOASTER 
FONTS 

TOASTER FONTS 1 NEW! TOASTER FONTS 2 NEW! 
Kara Computer Graphics presents two packages of new 
anti-aliased 16 million color Chromafonts for NewTek's VIDEO 
TOASTER eGo. These fonts will give TOASTER users the 
professional broadcast quality "look" with a wide variety of 
3 dimensional looking type styles and texture treatments. Each 
package of six disks contains four different styles in two sizes 
each (average 64 & 76 pts.). All fonts include a full character 
set of Caps, Lower Case , numerals and special characters 
(plus ®, ©, £, ¢). Also includes a Hard Drive Installation utility. 

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

'Video Toaster CG is a Reg istered Trademark 01 NewTek Inc . 
TOASTER FONTS 1 requ ires 6.5 megs of Hard Drive storage. TOASTER FONTS 2 

requires 6.1 megs of Hard Drive storage . 

KARA COMPUTER GRAPHICS 
2554 Lincoln Blvd., Suite 1010, Marina Del Rey, CA 90291 (213) 578-91 77 



With every VIDEO TOASTER® you get the 
& most powerful graphics products 

ever created for the Amiga ... 
l.LILtIWava3D 

Modallng, Randarlng, 
8111 Annatlon Create true 

network quality 3D graphics 
in 1536 x 960 resolution with 16.8 
million colors. ArnigaWorld says it 
"absolutely blows away everything." 

2. OVarlay G8IIIock and 
lIInllBlCa Kay Overlay Arniga 
graphics on any live video source. 
Use the luminance key to overlay 
live video like the weathennap 
effect. 

3. ToastarPalnt 24-bn HI-res 
Pam! System This feature-packed 
tool is the only PC-based paint system 
with 24-bit YlQ-encoded broadcast 
quality video. 

4. Two 24-bn Fr1III8 Buffars 
The ONLY video output for the Arniga 
that is legally broadcastable at the 
network level. 

5G ( t. . 
100 ,, 6f N 

I ' 

5. Toaster Character 
Generator 24-bn 
35 _DS8COnd rasoluUon 
Twice the resolution of software­
only Arniga CG's and over 4000 times 
the color. 

B. Toaster Real-Dna 24-bn 
Fr_ Grabber Freeze video 

instantly from your color video 
camera, camcorder, laserdisc, 
or cable TV. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 

and something truly phenomenal ... 
your own TV studio. 

7. Toastar Dlgnai Vldao Enacts 
For the first time you can process live 
video on your desktop just like the 
networks do. The Toaster lets you 
warp, spin, zoom, trail, and squeeze 
any of four live video sources in real­
time and in 24-bit color. 

8. fDII'-11IIId ProdUction 
SWItchar Perlonn unique fade and 
pattern transitions between any of 
seven sources. Many of which are 
impossible even on high-end gear. 

9. Cll'IIII8FX Color Processor 
Get complete control of the bright­
ness, contrast and color of your 
video. Give your video an old film 
sepia tone or high-contrast look. 

• • • • • • • • • • • • • • • • • • • • • • • • 

Call now for the Video Toaster Demo Tape 
a See for yourself I 

See the incredible results possible 
with the Video Toaster. Starring . 
NewTek's own Kiki Stockharnrner, 
and featuring animation by 3D artist 
and lightWave programmer Allen 
Hastings. like the Toaster itself, this 
videotape will knock your socks off. 
$4.95 includes shipping and han­
dling. Visa, MC, ArnEx or COD orders 
accepted. Call (800) 843-8934 or 
(913) 354-1146. 

o JI 95 includes shipping 
.,.. and handling 

1-800-843-8934 

81595 The Video Toaster 
card and software 
are available at an 

Arniga dealer near you. 

N ::wT::K 
INCORPORATED 

Video Toaster, 
lightWave 3D, 
lightWave Modeler I 
ToasterPaint, 
ToasterCG. and 
ChromaFX are all 
registered trade­
marks of NewTek, 
Inc. Amig8 is a regis­
tered trademark of 
Commodore-Amiga, 
Inc. Any videotape 
input to the Toaster 
must be time base 
corrected. Toaster 
compatible lime base 
correctors start at 
$995 retail. The 
Video Toaster 
requires an Amiga 
2000 computer with 
hard drive and at 
least five megs 
ofRAM. 
e NewTek, Inc. 1991 


