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Make A Statement with: 
KARA FO TS , • 
Hi-Res ColorFonts 

r ColorFont Compatible Programs. 

$ 79.95 
Four Hi·Res. 8 color fonls . Cps, Lower 
case, Num+, 3 sizes - Approx. 76,100&125. 
(CHROMEserit. GOLDexlrude, GRANITE­
chisel, & MARBLEbevel). Four Disk Set. 

HEADLINES $ 79.95 
10 Hi-res, dimensional, up 10 8 color, 
uppercase fonls in two sizes each (approx . 
104 & 84) . CHROME, MARBLE, BRICK, 
GRANITE, CHISEL, WOOD, BEVEL, 
CHISELserif, CAST, COLUMN. 3 Disk Set. 

SUBHEADS $ 69.95 

~~~~t~~~~g~:~~ 7~=n~ ~~Ch 
(approx. 72 and 55). TWo Disk Set. 

HEADlines 2 $ 69.95 
Four MEW, Hi·Res, dimensional 8 color fonls 
in 2-3 sizes each. (GLASS, ChiseISCRIPT, 
EMBOSSED, ENGRAVED). Two Disk Set. 

,~ 

STARFIELDS'Backg,ounds S 59.95 
~ Hi-Res 704x480 overscan Stanields 
in ~: Fronl, Oblique, and Side. Also 
includes 4 AnimObjecls. Two Disk Set. 

$ 59.95 
One Keyboard 8 color lonl plus anima led 
characlers. CHROMEchjselSCRIPT is lirSI 
revealed with static, then the character is 
"burned' on 10 Ihe right. TWo Disk Set. 

ANfM ~ . 
, FONTS : 
' ~8TSi E N--.> 
_ Fet· .. ~ : 

$ 49.95 
One Keyboard 8 color font plus animated 
characlers. ~ sparkles onto Ihe 
screen wf'X" sparkle highlights.One Dtsk. 

AnimFonts~' $ 49.95 
One Keyboard 8 color font plus animated 
characters . 6.I..l.I..U.QtJ rotales onto the 
screen wilh a Glinl 01 light. One Disk. 

~ _ .: ..... cz:.. _ .",..".'" 
, ...- VCAlIIXJ' VI~ : 

I f_:_a:..._I-r 
...-VtAlII '-' VI(,(/' 

, -,,,,,. a:. I' 
...-Vt/' '-' U' • 
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$ 49.95 
One Keyboard 8 color font plus animated 
characlers. ChromeSCRtPT wriles onto 
the screen like handwriting. One Dtsk. 

'AnimFonts is a Aegistered Trademar1< 01 Kara Computer Graphics. AnimFonts and STARFIElDS are compat1ble 
with DPAINT III. IV, OVIOEO III end other programs thai use the ANtM and An;m B(ush formal. 

Requires 1 MEG (keyboard), 1.5 MEG (AnlmFonls), 2 MEG (Slarflelds), 2 Disk Drives or HD+l Disk Drive. 

ToasterFonts 
for NewTek's Video ToasterCG*. 

TOASTER FONTS 1 TOASTER FONTS 2 

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 & 78 pts.). All fonts include a full character 
set of Caps, Lower Case, numerals and special characters 
(plus ®, © , " £, (t). Also includes 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 Toa sler and ToaslerCG are Regi slered Trademark s of NewTek Inc . 
TOASTER FONTS 1 requires 8.5 megs of Hard Drive slorage and TOASTER FONTS 2 

requires 6.1 megs at Hard Drive 910rage. 

KARA COMPUTER GRAPHICS 2554 Lincoln Boulevard, Suite 1010, Marina Del Rey, CA 90291 (310) 578-9177 
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A few weeks ago I stumbled across 
an interesting story in the local newspa­
per that has tremendous implications for 
AVID readers and desktop video profes­
sionals in general. Apparently, a large 
New York-based cable company will soon 
begin delivering to i IS subscribers a much 
expanded offering of cable TV channels. 
Rather than the 30 to 60 channels that are 
the norm for most cable providers, these 
subscribers will have as many as 150 
channels of programming from which to 
choose from (150 channels, Wow!). The 
article went on to state that the technol­
ogy that makes this possible is fairly 
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Adspec Programming 
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straightforward and that this type of ex­
panded cable TV service should become 
common across the United States over 
the next two to three years. The author 
concluded the article by projecting that 
one of cable industries biggest concerns 
would be where to find the programming 
to fill all 150 channels. 
Most of us have had ideas for TV pro­
grams, but with a limited number of 
available channels, unless our idea had 
~rreat economic potential, it would be 
most unlikely that it would ever get air 
time. It is a sad fact of broadcasting life 
that most metropolitan cable providers 

Advertiser Index 

are forced to deny access to programs of 
limited commercial potential. With 150 
channels, however, the doors would swing 
wide open for a veritable video 
smorgasboard of diverse programming 
(that's almost a scary thought). 
Suddenly, my long-time dream to watch 
SVTV has a chance to become a reality. 
(For those who are interested, SVTV 
(Silicon Valley TeleVision) is my idea 
for a cable channel that focuses on high 
technology. I've long believed that there 
should be a Bay Area channel that runs 
nothing but technology-oriented pro­
gramming 24 hours a day. With the 
powerfulcombinationofthe Arniga's low­
cost video production capabilities and 
150 available cable channels, SVTV will 
have much greater chance of getting out 
of my dream waves and onto the air 
waves). 
It will be very interesting to watch how 
this development proceeds. If this kind of 
expanded cable service does indeed be­
come widely available, the demand for 
the elusive combination of high-quality 
yet low-budget programming will mush-

Page No. ADVERTISER Page No. 

63 HT Electronics 33 
21 JEK Graphics 14 
63 Kara Computer Graphics C2 
63 L.A. Software Computer Systems 63 
11 3 Leaf Productions 34 
63 The Media Center 63 
42 Media Services Management 47 
62 Microft Software, Ltd. 45 
47 Mr. Hardware 41 
16 Myke Muller 62 
C3 NewTek, Inc. C4 
43 Nucleus Electronics 25 
05 Para. Research 10 
62 Radiance Software 31 
03 Rapid Eye Technology 34 
35 RCS Management 35 

62,63 Toaster Crustaceans 04 
15 TRSL 07 
17 T.S.Computers 45 
63 Unili Graphics 29 
16 Video-Amigo Software 10 

Hammond Photographic Services 62 VideoGenics 63 
Help Disk, Inc. 23 Videographix 19 
Hotronic, Inc. 20 Viewfinders 39 

~ Jan 1992 2 



room. Who better to meet this demand 
than the AVID readers who are using 
their Amigas in precisely this type of 
production environment? So, keep 
sharpening those video production skills. 
The time may soon arrive when they will 
be in even greater demand. 

Low Cost Amiga-Video 
Several readers have brought to my 

attention my increasing tendency to fo­
cuson the high-end of Amiga video to the 
detriment of those who choose to con­
tinue producing excellent videographics 
with an Amiga 500, a genlock and Deluxe 
Paint. I must admit that my own interests 
do tend to lean more towards the leading 
edge of Amiga-Video technology. Per­
sonally, I am most fascinated by the 
Amiga's encroachment on the traditional 
broadcast market. It is Impulse's Fire­
cracker 24, and GVP's Impact Vision 24 
and, mostof all, NewTek 's Video Toaster 
that are propelling the Amiga into the 
high-visibility broadcast environment. 
I love to hear stories about how Amiga 
videographers use these devices to pro­
duce high-quality videographics at a 
fraction of the traditional cost. For ex­
ample, I recently had the great opportu­
nity to listen to Joe Conti, of Apogee 
Magic, discuss how he had recently used 
the Video Toaster to produce network 
quality graphics. Joe explained how a 
Hollywood producer had been trying to 
get a 3-D graphic segment created at a 
reasonable cost. The project was bid on 
by several graphic/special effects houses 
and the cheapest bid was $40,000. Be­
cause this was far too expensive for his 
budget, the producer kept trying to come 
up witha more reasonable price. Finally, 
someone told him about Joe and his 
Amiga{I'oaster system. Joe was given 
the job and the producer was more than 
pleased with the results. He was also 
more than pleased with Joe's bid: $10,000. 
Joe also told how he and LightWave 3D 
programmer, Allen Hastings, were asked 
to create a rush 3D graphic for the re­
cently released Star Trek VI movie. The 
director was so impressed with the quality 
of their graphic that he insisted on mov­
ing it from monitor to monitor so that it 
would be in the background of as many 
shots as possible. Later, the director 

confronted the movie's art director and 
asked him why the rest of the graphics 
(none of which were created with the 
Toaster and had taken months toproduce), 
did not look as good as the Conti & 
Hastings graphic which had only taken 
two days? 
As fascinating as Conti's accounts are, I 
realize that there are many AVID readers 
who can only dream ofianding a $10,000 
graphic job. I also realize that while 
Hollywood may be raving about the 
relatively low cost of a NewTek Video 
Toaster System, the entry price may still 
be too steep for the part-time Amiga 
videographer who's worrying about 
buying shoes for the kids. Sure, to the 
guy who's used to paying fora Wavefront 
or a Harry, the cost of an accelerated 
Toaster system and a single-frame-ac­
curate VTR may be peanuts. But, we're 
still talking aboutaminimum often grand 
and, inflation nothwithstanding, that is 
still a lot of money. 
That leads us back to the roots of Amiga 
videographics. I am still regularly amazed 
at the quality of work done with the 
simplest of Amiga configurations. An 
individual with the aforementioned 
Amiga 500, genlock and Deluxe Paint 
still has a tremendous amount of 
videographic capability on the desktop. 
With Comodore's recent price decrease 
for the Amiga 500, it is now possible to 
put together an entry level for under 
$1500. I recently priced such a system at 
my local Amiga dealer and this is what I 
came up with: 

Hardware 
Amiga 500 (1 MB) RAM 
External Floppy Drive 
RGB/Composite color monitor 
Genlock 
Total Price-$I,155 

Software 

Deluxe Paint IV 
Kara Fonts (2 sets) 
Pro Fills 
Public Domain utilities 
Total Price-$275 

So, for a grand total of $1430, I would 
have what I consider a minimum con-
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Plug into 
Prolits 
Fast 
With 

Video Toaster 
"Quick Start" 

Tutorials 
Two comprehensive videos 
get you productive fast! 

Shorten that Toaster 
Learning Curve! 

Tutorial #1 $49.95 
120 Mins +$3 s&H 

Mix two inputs without TBCs, 
Preferences & Projects, The 
Switcher and Digital Effects, 
Chroma/FX, Custom/FX, 
Luminance Keyer Basics. 

Tutorial #2 $49.95 
120 Mins +$3 s&H 

Toaster Character Generator, 
Toaster Paint, Customizing 
Frame Stores, Using CG 
Pages with Digital Video 
Effects, Advanced 
Luminance Keying, Art Card 

Order Both 
$89.95 

No Shipping Charge 

1-II·j Call Anytime 1/1 VJS4' / 

I 800-442-9660 
()ark ti().-se J>n:)(lucU()ns 

292F Wassergass Rd 
Hellertown, PA 18055 USA 

215-838-2905 
Company Purchase Orders OK 
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Professional 
Video Taped 

Tutorials 
from the 

UPPER 
CRUST 

Los Ange/es 
Video Toaster User's Group 

~V ALUABLE TlPS: Lee Str.mahan, 
Head of Upper Crust, Chris Moras, 
and other Toaster pro's take you 
beyond the Toaster User Manual 
and other tutorial tapes. 

~TOASTER COMPATmILTY: 
Newest hardware and software are 
previewed and demonstrated. 

~TOPVISUALQUALITY: Direct 
hi-band digital mix of RG B, Toaster 
output screens, VCR, and live 
cameras are used in productions. 

1apes Currently Available: 
Sampler 1- Sampler of vols. 1,3 $19.95 
Sampler 2 - Sampler of vols. 2,4 $19.95 

Vol. 1 - Texture City Demo, 3D Logo 
Demo Tutorial, Toaster Fonts, 
and Toaster News. S.'W.95 

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

Vol. 3 - ModelerlLightwave 3DIDCTV 
Conversion Tutorial, Toaster 
Fonts, Toaster News. $34.95 

Vol. 4 - Toaster Basics, Pixel 3-D demo, 
1f,uP! LW3D Light Refraction tutorial 

Demo reels, Toaster News, and 
much more. S.'W.95 

All tapes approx. 2 00, VlIS Only. 
Add $4. 95for shipping & handling. 
CA residents add 8.25% sales tax. 

To order, please selld check, or M.O. 10: 

Toaster Crustaceans 
1730 A rClllle Street 

Simi Valley, CA 93065 

(805) 522-4864 

'"_.-. _. _. _. _.-. _. _. -.,~ 
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figuration for creating acceptable quality 
videographics. Add in another couple 
thousand dollars worth of video equip­
ment and I could go into the video busi­
ness. Would I have everything I need? 
No, but I would have enough so that I 
could start making some money to pay 
for the additional hardware and software 
goodies that would make my life easier. 
S tufflike a hard drive, even more memory, 
CG software, a sound sampler; add-ons 
that could easily double my investment. 
But, fd pay for them with the proceeds 
from my special event production busi­
ness. Or, produce and market a special 
interest video and really clean up. I know 
this is all easier said than done. But the 
point is, the initial cost of the appropriate 
computer hardware and software is no 
longer the economic obstacle it was just a 
few short years ago. 
That is why A VlD will continue to sup­
port the shoe-string videographer by 
running "how-to" articles on graphic 
techniques for Deluxe Paint, Imagine, 
DCfV,andotherpopularlow-costAmiga 
graphic programs. 

PRO FILLS 2 (the sequel) 
Well over a year ago I wrote about my 
discovery of a wonderful and inexpen­
sive video background generator called 
Pro Fills from JEK GRAPHICS. I can 
still remember how impressed I was with 
the value and functionality of this pro­
gram. I wanted to let as many people as 
possible know about Pro Fills so I decided 
to run a free full-page ad for the product 
(see July/August 1990). I'd like to think 
that AVID was instrumental in making 
Pro Fills the success that it is today. But, 
the truth is, Pro Fills would have made it 
with or without our support. 
Recently, JEK GRAPHICS completed 
an update to Pro Fills that makes it even 
easier to use. In addition to several new 
patterns, palettes and textures, Pro Fills 2 
now includes an intuitive graphical in­
terface called the Screen Generator. With 
the Screen Generator it is no longer nec­
essary to use another graphic program to 
load and display the Pro Fills textures, 
palettes and patterns. And, the Screen 
Generator is FAST too! It takes about 2 
seconds to render any patterned back­
ground. Pro Fills 2 also includes a special 
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set of palettes specifically designed for 
the needs of the Amiga videographer. 
The best part about Pro Fills 2 is the price. 
New users can purchase it for less than 50 
bucks and registered owners can upgrade 
foronly20dollars(plus$2forS&H). For 
more information about Pro Fills 2 visit 
your local Amiga dealer or for more in­
formation (upgrades) contact JEK 
GRAPHICS at 12103 S. Brookhurst St. 
E-l25, Garden Grove, CA 92642-3065 
Telephone: (714) 530-7603. 

Another Pleasant Surprise 
I have mentioned before how much I 
enjoy getting review copies of the latest 
Amiga-video hardware and software. I 
also get a lot of videotapes of reader's 
productions. Sometimes I get so many 
that it's a couple of weeks before I get 
around to actually watching them. Such 
was the case with a tape I recently received 
from Amiga Friends, a graphic-oriented 
Amiga user group from Southern Cali­
fornia. When I finally got around to 
viewing the tape, I enjoyed it so much 
that I regretted not having watched it 
sooner. This 40 minute long production 
profiles the work of some of the members 
of the extremely talented Amiga Friends 
user group. This tape contains dozens of 
"really cool" graphics created with ev­
erything from Dpaint to DCTV to the 
Toaster, but what really sets it apart are 
the interviews with artists who talk about 
their work and their reasons for using the 
Amiga. In my opinion, the rights to this 
tape should be picked up by Commodore 
and used for marketing purposes (of 
course, we all know how likely that is to 
happen) . This tape could sell a lot of 
Amigas. The tape was originaHy created 
for club distribution only, but recently 
Amiga Friends decided to make it avail­
able to anyone who wanted a copy. 
They're selling the tape for only $14.95 
(plus $3 for S&H). For your copy send a 
check to: Amiga Friends, 3367 Wisteria 
Circle, Costa Mesa, CA 92626. 

NewTek News 
I recently had the opportunity to drop in 
on the folks at NewTek. The occasion 
was their annual Christmas party and, 
while Topeka, Kansas may not be the 
first place you think of as the party 
capital of USA, for one night in Decem-



ber it held its own. I was somewhat 
disappointed that Toaster System 2.0 was 
not quite finished, but I could see that 
they were very, very close to completion. 
I spent several hours talking with former 
A VID columnist (and good friend) James 
Hebert who is responsible for the com­
pletely re-worked Video Toaster manual. 
He was able to provide me with some 
insight on how things work at NewTek 
and, coupled with my own personal ob­
servations, I've concluded that we will be 
seeing some great things from this com­
pany in the not-so-distant future. 
I was very impressed with the dynamic, 
productive and just plain fun work envi­
ronment that Tim Jenison and Paul 
Montgomery have created at NewTek. It 
was easy to see that the NewTek em­
ployees really enjoyed working there. 
One telling example illustrates this: I 
arrived late Friday afternoon and after 
getting a great tour of the company (thanks 
Donetta) I joined a group of about thirty 
employees and NewTek guests who were 
preparing to go out to dinner. As you 
might imagine, coordinating this group 
was a challenge. So, by the time we 
finally sat down to eat it was close to 9:00 
PM. The dinner was quite a spectacle and 
I even learned a new game (bunny-bun ny­
bunny-bunny-bunny). 
Anyway, by the time we finished up, it 
was close to 11:00 PM. By this time I was 
wiped out and was looking forward to 
getting back to the hotel. We drove back 
to the NewTek where I thought people 
would get in their own cars and drive 
home. But, no. Some of these people 
wanted to go back inside and work. Here 
it was II o'clock on a Friday night and 
the NewTekkians were thinking about 
work! I heard later that many of them 
were there until the wee hours of the 
morning smashing the last bugs, making 
the other late-minute corrections and 
getting 2.0 ready to ship. When I wan­
dered in abou t 11 0' clock the next morning 
(Saturday), many of the midnight oil 
burners were already back (or maybe 
they never left). I was impressed. 
Maybe that's why it's almost not sur­
prising that the Video Toaster was hon­
ored in DiscoverMagazine (January 1992 
issue) as one of the top 50 science stories 

of 1991. Part of the full-page article 
states: The Toaster ... was unquestionably 
the computer phenomenon of the year in 
1991. Without the benefit of big-name 
backers. venture capital. or even adver­
tising. it (the Toaster) has been hailed as 
personal computing's third revolutionary 
product (the first two being Visicalc. the 
first spreadsheet. in 1979. and the 
Macintosh in 1984). Congratulations 
NewTek! 

Call to Organize! 
I recently received a letter from AVID 
subscriber Michael Meshew who writes: 
"Dear lim ... we have recently formed a 
Video Toaster user groupcalledT.O.OL. 
(Toaster Owners and Operators of Lou­
isville) in Louisville. Kentucky ... because 
the Toaster has so many areas to learn. it 
takes a group to be able to demonstrate 
all of its features. We also serve to 
answer many of the questions a new 
Toaster user may have ... we are in the 
process of setting up a BBS for further 
Toaster support. 
Why not establish a list of other Video 
Toater user groups so that we can get in 
contact with each other and discuss ideas. 
problems. strategies and information ... we 
are very much dedicated to the Toaster 
and any help you can provide will be 
much appreciated." 
Michael Meshew 
T.O.O.L. 
4556 South Third Street 
Louisville. KY 40214 
(502) 363-2986 
I think this is a great idea. But, I'd also 
like to start a list of not only Toaster­
specific user groups, but general Amiga­
Video groups, as well. If your user group 
has a Video or Graphics SIG (Special 
InterestGroup) ora Toaster-specific SIG, 
send your group name and address and 
we'll pu blish the list periodically in AVID. 
Make sure to include the group name, 
mailing address, telephone number and 
contact person, and note if it is a general 
Amiga-Video or Toaster-Specific user 
group. 
Well, there's lots of reading to do, so 
get cracking! 

Jim Plant 
Editor/publisher 
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Tuming your two dimensional wortd into 30 

I 
doesn·t require speciat gla$$&~ All you need 
is PIXEL 3D 2.0 and a liltte imagination. 

For those ot you who have alway> lusted 
tor the power to shope your wo~d. it's here In 
the torm ot PIXel 3D 2.0 . PIXEL 3D 2.0 Is lhe 
most powerful object ullNty tool ever con­
Ceived tor the AMIGA computer. 

I 
PIXel 3D 2.0 eliminated 90% ot the time il 

takes to create geometric solids trom two 
dimensional pie lures. PIXEL 3D 2.0 is the 
"must hove" tool that prOllides b~glng 10 
many at Ihe mosl popular rendering pro­
grams in u.e loday Ihereby realizing peak 
efficiency. 

I 
So, it you want to turn your two dimenSional 
wo~ Into 3D with protes.ional autllOrity. get 
PIXEL. 3D 2.0 loday. You'll never be the .ame 
again. 

I PlX~D~'~ AXIOM SOFTWARE 
1221 East Center Street 
Rochester, Minnesota 55904 
Phone: (507)289·8677 
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I 
I 
I 
I 
I 



~fearure! 

I'm going to describe a method of 
single-frame recording which I think you 
may find to be a legitimate alternative to 
the expensive hardware costs of single­
frame video recording. I've used this 
method to create an 8.5 minute animated 
film which has been doing pretty well at 
various national film/video festivals. If 
you are interested in a way to get your 
animations out to a broadcast quality 
medium for a hardware cost of around 
$SOO or less, read on. 

Since I am an independent artist, I 
lack the funds to build a full blown sys­
tem for single-frame video animation. 
Presently, the cheapest video deck that 
can do true single-frame accurate record­
ing is a deck that sells for about $6000 
(with TimeCode options). The cheapest 
software controller for this deck would 
be the Personal SFC for $425. Together, 
this is way beyond the range of many 
individual artists. 

A primitive work-around is to com­
pile anims on your Amiga, play them 
back through an encoder onto a video 
recorder in lots of chunks, either taking 
your best shot at pausing the deck on and 
off to make seamless 'edits' (not very 
likely), or to rent time on a video editing 
system somewhere, in order to edit all 
these 'chunks' together. In this case, you 
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are at the mercy of the quality of your 
encoder/genlock as well as the quality of 
the VCR you are recording on. This is 
fine for playing around or testing motion, 
but for any large scale or serious projects, 
it's rather futile. 

So .. .. my solution? GO TO FILM!!!! 
Yes, film. 16mm color negative will give 
you better color saturation, better contrast 
ratio, better gamma levels, better resolu­
tion, etc., than ANY video recorder or 
encoder can provide. The only competi­
tion would be if you could use the very 
high-end stuff, like 1" or D2. and even 
that would only be in terms of resolution, 
NOT color saturation or contrast. As you 
may know, most quality television com­
mercial productions are shot in film for 
that reason. (35mm AND 16mm). And 
what's more, there's nothing quite as 
exciting as when you get your film back 
from processing and project it on a 12 
FOOT WIDE SCREEN! 

I am NOT talking about using a' film 
recorder'. Those too, are very expensive 
devices. I'm talking about setting up a 
16mm movie camera with a nice lens in 
front of your RGB monitor in a darkened 
room. 

Nextquestion: Isn't film ridiculously 
expensive? Answer: NO. Three minutes 
of film stock is by far more expensive 

6 

.Low:' 
Sing!. 
Ani:m 

than three minutes of video tape, BUT 
16mm film equipment is CHEAP com­
pared to video equipment. You can buy a 
used 16mm Bolex camera for as low as 
250 dollars (Though I have known people 
to buy Bolex cameras for as little as $25 
at yard sales or flea markets). These cam­
eras have been around since the 1940s 
and were the predecessor to the 8mm 
home-movie camera, so you might even 
ask your grandparents if there's one in the 
attic. If you buy a new Bolex from a 
commercial dealer, you'll pay more like 
$1500. (Though some retailers still carry 
older non-reflex versions for as low as 
$250). But that's still cheap compared to 
video equipment. Besides, you can run 
around and shoot live-action movies with 
the thing. too! A Bolex can hold a 100 
foot roll offilm internally (which is about 
three minutes worth). A 100 foot roll of 
Kodak color negative film costs about 25 
dollars. Add anothe 30 dollars to process 
AND get a positive print. 

Obviously, once you have your ani­
mation on film, you can get it transferred 
to video at various levels of quality. Do it 
at your local video store for 20 bucks or 
so, or pay a film/video lab to profession­
ally transfer it to the video format of your 
choice with a flying-spot laser system 
such as a Rank-Cintel. Doing it this way 
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will make it look like you mastered on 1" 
or D2! Another advantage to note is that 
color negative film has a huge lati tude for 
exposure and color-correction when the 
lab prints it for you. Also, film has a 
longer shelf-life than video tape. Imag­
ine the awful feeling one gets in the gut 
when you look at the video tape that the 
computer spent days rendering to, and 
there's a big 'drop-out' right in the middle 
of it. This will NEVER happen to film. 

This method relies on only twothings 
for 'top' quality. The first is the relative 
qualityofyourRGB display. Thiswould, 
of course, include display boards such as 
DCTV, HAM-E, Firecracker 24, and 
theToaster. The other thing would be to 
have a good, sharp lens on your camera. 
Most Bolcx cameras have a nice set of 
lenses. (If you look for a used package, 
make sure it has a lens or lenses. If not, 
you could wind up payingjustas much or 
more than you paid for the camera to buy 
an individual lens). A 25mm lens is the 
'standard' focal length lens for 16mm. A 
50mm is good for shooting your monitor 
because it will help' flatten' out the cur­
vature of the screen. A void glare and 
reflections by shrouding the cameral 
monitor set-up with black-out cloth, or 
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just render during the night and go to 
sleep happy. Since the camera and film 
just sits still if you interrupt the process 
for any reason, you'll be ready to pick 
right up again at any time. With video, 
you have to always rely on time-code 

+12u ( 'pin 9) 

01 & 02 - diode 1N914 
R1 - resistor 18K ohn 
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accuracy, and the deck has to pause and 
search, and do pre-rolls. 

Here's what I set up: I have written 
an ARexx script that runs as a back­
ground task while Imagine is busy ren­
dering frames. After waiting an interval, 
estimating the length it takes to render 
each frame, the ARexx script checks to 
see if the pic file exists yet, and if so, uses 
a display program to bring the pic up on 
screen. It then sends a message to the 
serial port, which sends one of the pins 
high, thus triggering a relay I wired up 
using Radio Shack parts, which in turn 
triggers the motor drive attached to the 
Bolex to shoot 1 or 2 frames (or more, 
depending) . The ARexx script then sys­
tematically deletes the pic file in order to 
avoid filling up my measly 50MB drive. 
A variable is included in the script if I 
don't want files deleted. When the script 
is first executed, it prompts you for seven 
different variables. I chose to have the 
script perform this with individual "say" 
and "pull" commands for each one. This 
way I never forget what the purpose of 
each is. You could choose to use the 
"parse arg" command to include all seven 
variables on the opening command line. 

Notice that the ARexx script looks 
for 'pic.OO02' when it is preparing to 

'\ to canera 
f tri'l'ler 

12u re III I' 

transistor 

ground 
(pin 7) 



shoot a frame of' pic.OOO1' and so on. 
This is because Imagine actually begins 
writing the pic files to disk while it is 
rendering it. If the ARexx script checked 
if 'pic.OOO1' exis;sand immediately tried 
to display it, it would fail because the file 
is only partly complete. This way, if 
checking for the existence of'pic.0002' 
gives a positive response, we know that 
'pic.0001' has been completed. 

At first , you should render one or 
more frames in Imagine in order to esti­
mate the average lime it will take for each 
frame to generate. The script prompts 
you for this information in order to set its 
'wait' period. Since Imagine may take a 
little longer rendering one frame than it 
does others, there is also a built-in ' lime 
expander' that waits extra ten-second in­
tervals before checking again if the file 
exists. There is a prompt given that al­
lows the user to determine how many 
times the script will check for the file 
before it will abort. Notice that you are 
also prompted for 'start ' and 'end' frames. 
This way you could render frames 1 
through 53 one night, and then pick up 
again at 54 the next. 

One minorproblem with tile script is 
that it does not shoot the last frame it 
checks for. So, if you have a 400 frame 
animation to shoot, just 'tell' both the 
script and Imagine that there are 401 
frames and it will work fine. Notice that 
the script executes a program called 
"show" in the C directory. In my case, 
this is SuperView 3.0 renamed as 'show ' 
for convenience. One nice thing I found 
was that I can leave my screen-blanker 
running during the rendering process and 
when SuperView is activated it overrides 
the blanker to display the image, then the 
screen goes blank again. Also note that 
the path to the directory where I keep my 
Imagine files are permanently embedded 
in the script. Once you see how the script 
works, you should modify it to your own 
needs. 

The Bolex has a 1:1 drive shaft on it 
for the use of animation motors. The 
film-advance mechanism is tied directly 
to this shaft. Ifit is turned slowl y, the next 
frame will be moved into place and then 
exposed for however long it takes to ge t 
the Shaft the rest of the way around. You 

ARexx Script 
, . arexx render&dlsplay . , 

, . NOTE: this script assumes that '.how' (superview3.0 or equivalent . , 
, . renamed as 'show') exisls in C: . .1 
I· Path to Imagine directories may also have to be modifjed. .1 

address command 
soy "This will disploy and photograph each file after it ha., been rendered." 
woit 2 
say"" 
say "Enter the name oCthe project directory. (.imp will be appended.)" 
pull IMP 
say"" 
say "Enter the name oCthe pix directory. (.pix will be appended.)" 
pull PIX 
say"n 
say "What rrame number to start with?" 
pull START 
say "" 
say "Whot rrame number to end with?" 
pull END 
say"n 
say "Enler estimated render time of each Cram e in seconds." 
pull INTERVAL 
say"" 
say "Delete each Crame aRer displayed? (type YES or NO.)" 
pull DELETE 
say"" 
say "How many times to Iry nnding queue liIe berore failing?" 
pull CHECK 
58Y'''' 
NUMBER = END . START 
I = START 
do until I = NUMBER 
NEXT=l + 1 
ir I < 10 then PRE = 000 
ir I >= 10 then PRE = 00 
if I >= 100 then PRE = 0 
if NEXT < 10 then PRE2 = 000 
iC NEXT >= 10 then PRE2 = 00 
ir NEXT >= 100 then PRE2 = 0 
say 'Next rrame up: pic.'PREIlI 
wait INTERVAL 
TRIES = 1 
CONFIRM=NO 
do until CONF1RM = YFS 
iCexists('work:imaglne/projectsflMP' .impf PIX' .pix/pic.'PRE2I1NEX(1) = 1 then do 

CONFIRM = YES 
I· you could Insert imodctv command here and show it Instead ·1 
'run >nil: show ·s10 work:im ogine/projeclsfi MP' .im pi' PI X' .plx/pic.' PREIII 
'walt 2' 
'copy rexx:trlgger to prt:' I· small text file triggers camera °1 
if DELETE = YES then do 

'wait 12' 

end 

end 
else do 

'delete work:imogine/projecls/' IMP' .impf PIX' .pix/pic:PREIlI 

ADD =1 + 1 
I =ADD 

AGAIN = TRIES + 1 
TRIES = AGAIN 
say 'Queue me has not rendered yet. (pic.' PREIINEXT')' 
wait 10 I· this may be changed for longer intervals ·1 
if AGAIN = CHECK then do 
say 'Frame has not been found aller'CHECK' tries.' 
say 'Quilting program due to error.' 
exit 

end 
end 

end 
end 
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Video-Amigo Software 
139 Garden Heights Ave. 

Columbus, OH 43228 
614-878-8530 

Pro Vidoo is • trademark of Shereff Systems. Inc. 

SPECTACULARlNU\GES 

Digitized natural and cultural scenes: 

Machu Pichu, Andes, and Lima of Peru; 

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

Castles, C athedrals, monuments of 
France, England, Germany, 

Temples, Palaces, mountains of Japan; 

Kremlin, Saint Basil's, of Moscow; 

Vatican, Roman and Greek Ruins; 

I Scenes, C.athedrals, Temples, Culture of: 

Switzerland, Denmark, Norway, Swedan, 
Turkey, Spain, Portugal , Indonesia, Bali , 

, Singapore, New Zealand, USSR , 
Australia, Czechoslovakia, Hunga ry, 
Tahiti, Yugoslavia, Hong Kong, 
Many others. 

Specify country and format desired. 
I Two disks HAM or DC1V formal $24.00 

Send check or mony order to: 
Para. Reseach Co. 
2023 Voorhees Ave. 
Redondo Beach CA 90278 
Calif. residents add 8.25% sales tax 

can buy these motors made especially for 
Bolex, which usually have a shutter speed 
of 1/5 or 1/10 sec., or make one. I made 
one using a DC voltage-controlled gear­
head motor cannibalized from one of 
those funny miniature satellite dishes. 
There are also surplus catalogs where 
they can be had for 20 bucks or so. 

The optimum shutter speed for 
shooting an exposure of your monitor 
would be a full second. This allows the 
scan to complete a total of 60 times. It 
would also allow you to use a low ASA 
film stock which would result in a very 
fine-grain, high-res image. In the case of 
my home-built motor, I simply adjust the 
motor's speed control to expose each 
frame accordingly. I have used ranges 
from 1/5 sec to 1 full second exposure and 
enjoyed very good results. 

The next step was the most prob­
lematic for a non-programmer such as 
myself: How do I send a signal out of a 
port to triggerthe camera? I can do almost 
anything I've ever needed done with 
commercial programs such as AmigaDOS 
and ARexx, but none of these allowed 
me to specifically address the serial port 
for this purpose. IfI had known a language 
such as C, I could have written a very 
simple program that the ARexx script 
would then execute. This seemed like an 
awfully big task for me since I wanted 
such a simple thing to happen. So, once 
again, I took a • shortcut'. I figured if the 
CLI command "copy' filename' to PRT:" 
would send a file to the printer port 
specified in Preferences, (whether a 
printer was actually attached ornot) then 
I could find a pin that would be activated 
during the 'printing process' . (By the 
way, the file I use to send toPRT: iscalled 
"trigger" and it is simply a text file that 
has the word "trigger" written about 15 
times). 

First, to simplify matters, I used the 
Preferences editor to assign the printer to 
the serial port. Sure enough, with a multi­
tester in hand, I found that pin 4 (RTS -
Request To Send) went high (about 10 
volts) when the CLI command was used. 
This signal stayed consistent for the dura­
tion of the process of "printing", and then 
dropped back to a negative 10 volts when 
finished. This is a control Voltage, how-
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ever, and cannot trigger even a very small 
relay. This control voltage is used instead 
in conjunction with a transistor in a cir­
cuit I built. The control voltage triggers 
the transistor which acts as a switch. This 
in turn allows a current to flow to the 
relay. I used a diode in line with the 
control voltage in order to prevent the 
negative state of pin 4 to activate the 
circuit. A second diode is used to cross 
the leads of the relay to avoid any false 
triggering when the relay is opened. I also 
used pins 9 and 7 (+12v and GND, re­
spectively) for powering the relay. 

I do not pretend to be an electronics 
expert, and I did rely on advice from 
others to make sure this circuit design 
worked. If you are uninitiated in electron­
ics and feel hesitant about this step of the 
process, I highly recommend you take a 
trip to your local Radio Shack and pick up 
some handbooks that they carry. One 
series is titled "The Engineer's Mini­
notebooks", by Forrest M. Mims III. 
These books are easy to read and illustrate 
many interesting electronics projects, in­
cluding a timer that I employed which 
follows the first relay circuit. This timer, 
using a 555 IC, is triggered by the first 
relay and holds a second relay closed for 
a duration which the user can preset. This 
allows the camera to shoot one, two, or 
even more frames after being triggered 
once by the Amiga. 

I have this system working. I just 
completed some rendering with a friend 
using his DCTV. It looked real nice 
running at 24 frames per second on a big 
screen. (Though shooting off an RGB 
monitor is considerably sharper). In addi­
tion to having the film transferred to 
video, you can buy or borrow a projector 
to show your animation on a large screen. 
Amiga animation projected in theatrical 
dimensions are sure to be a big hit! It may 
take a while to piece together everything 
you need to make this system work, but it 
will certainly cost less than the invesunent 
in single-frame video equipment. I hope 
this hel ps some of you budding animators 
who've got the desire but not the dollars 
to do traditional single-frame animation 
recording. 
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tions at 310-432-6964. HOTEL DEAD­
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~Colull1n! 

If 1992 is anything like 1991, 
Amiga users will be able LO rejoice all the 
more. This last year has had more then its 
share of new and upgraded releases, es­
pecially in the area of Amiga 
videographics. Several brand new prod­
ucts were released, and all of the best 
Amigawarcs were blessed by improved 
upgrades and revisions. It is customary 
for me to list my best twelve software 
picks of the previous year in this volume 
of AVID. though I fully realize that my 
choices mayor may not reflect your list 
entirely. If you want to argue or debate 
your picks, drop me a line at: 

Eyeful Tower Communications 
15 Rockydale 
Bristol, Vermont 05443 
My choices are based upon my use in 

professional videographic pursuits, the 
needs that the products address, and the 
ground they prepare for new products to 

come. Here is my list (I have not priori­
tized it, meaning that these twelve prod­
ucts are not competing with one another 
for placement on the list, but are in alpha­
betical order): 

~ Jan 1992 

1. Art Department 
Professional 2.0 

As stated in my review last issue, this 
is really hot stuff. It is so far removed 
from its parent releases as to make them 
seem like animals of a different species. 
Being able to import/export and translate 
most of the useful file formats around in 
a flash remains the most well known of its 
functions. The addition of JPEG formats 
is a great boon LO all Amiga video users, 
since it allows us to severely compress 
our graphic imagery for storage. Even at 
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a 100% setting (mean­
ing no loss of data when 

the file is decompressed), 
images can take about 1/3 LO 

1/6 of the file space! If your storage 
medium is getting filled up too 
quick, you can readily see how useful 
the JPEG fonnat can be. The Prefer­
ences Printer option allows printing 

in 16 million colors and/or 256 grays 
on your Preferences printer, meaning 

that graphic output is greatly enhanced. 
The Postscript option works flawlessly. 

And then there are the "Operators". These 
are image manipulation modules that al­
low you maximum control over all of the 
possibilities, from adding proportional 
text to a picture to creating compositions 
made from several picture files. The way 
that this software addresses WorkBench 
2.0 is so superlative, it forced me to 

upgrade to WB 2.0 months before I in­
tendedLO. ThisisadefiniteMUSTHA VE 
for any dedicated Amiga creative person 
involved with the generation and ma­
nipulation of images for Video and/or 
publication! 



2. Broadcast Titler 2.0 
Amiga animators and video 

obsessives have their favorite titling pro­
grams, and this happens to be mine. In its 
1.0 release, this software was full of nasty 
little critters that made video life miser­
able. All of that has changed with 2.0. For 
one, itis now mouse interactive, though it 
still offers the same 16 colors per scan 
line of resolution. That means many more 
colors per screen, so that hi-res screens 
are not limited to only 16 colors. All of its 
fonts are nicely anti-aliased, and when it 
works with WB 2.0 software, they can be 
of true broadcast qUality. Any Amiga IFF 
bit-mapped font can be transformed into 
an anti-aliased font for use with this 
software .. .including ColorFonts. The 
page transition capabilities have been 
expanded, as have the line transitions. I 
vote for this software as the best the 
Amiga can do when a character generator 
and character effects generator are called 
for. 

3. The New CaIigari 
This software was previously called 

the Caligari "Home Version", and it was 
differentiated from the professional end 
of the software by a lack of animation 
tools and addressable formats. No more. 
This is the version of Caligari that 
Amigans have been waiting for, with all 
of the bulging tools attached! There is 
nothing like the Caligari interface. The 
only thing that can compare is that of the 
Toaster's LightWave screen, and even 
that does not allow you to build objects so 
interactively. This software now has a 
very intuitive animation editor, as well as 
the ability to load and save in the 
videoscape format, so it can be married to 

your Toaster work. It addresses other 
Amiga formats as well, including HAM­
E and DCTV. If you buy this software, 
good luck on trying to ever sleep again! 

4. DPaint IV 
Electronic Arts released its awaited 

flagship software in its fourth incarnation 
during 1991, and it is a gem. No Amiga 
library would be complete without DPaint, 
and this version is another step up the 
ladder. Besides adding a 256 color HAM 
mode, it boasts many new fill options. 
The "Morphing" function allows you to 

create unexpected transitions between 
brushes, which can then be saved out as 
ANIMbrushes and used in later creations. 
The palette requesters have gone through 
major retooling and design, and offer 
many new options. In addition to its new 
and revised painting options, this soft­
ware remains as a vital animation control 
device for animations created with other 
software. 

5. DCTV Paint 1.1 
This is without adoubt the bestAmiga 

extended format painting package. You 
have to have the DCTV unit attached to 
appreciate it, but the paint functions are 
truly extraordinary. Though NTSC is not 
my best choice as a painting env ironment, 
with a little care as to choosing your 
colors, the results can be almost 24-bit 
comparable. The paint package is very 
intuitive to use. True 24-bit work can be 
imported and recolorized, as well as can 
any IFF brush. The DCTV unit is won­
derful for seeing and manipulating pho­
tos taken with the Canon Xapshot still­
video camera, and the paint package of­
fers an almost infinite way of playing 
with the images. The addition of a "Spi­
ral" generator is only one of the exciting 
changes that the upgraded software has 
gone through. Like all of the Amiga de­
velopers that have exhibited longevity, 
Digital Creations listens actively to user 
feedback and then implements new tools. 
This software is only the first in a seriesof 
new rendering and animation software 
that will set the pace for Amiga graphics 
in the years ahead. 

6. DRAW-4D Professional 
A year ago, only a handful of Amiga 

insiders knew about a small Ohio com­
pany called ADSPEC PROGRAM­
MING. Today, Adspec's DRA W-4D Pro 
is quickly becoming one of the most 
widely distributed and useful 3-D ani­
mation products around. Why? Because 
it features 3-D design options that are 
easy to understand and quick to imple­
ment, because it offers tools that no other 
package supports (with many more on 
the way), because you can apply texture 
maps to 3-D surfaces in a clear and easy 
to understand manner, because developer 
Greg Gorby offers the level of service to 
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his customers that is a rare commodity in 
the industry, because the software sup­
ports the DCTV unit from Digital Cre­
ations directly, and for a bucket of other 
reasons that the experienced Draw-4D 
Pro user understands by using this soft­
ware. Though notataraytracingprogram 
(no shadows or reflection capabilities are 
supported), shadows, bump mapping, 
environment mapping, and other features 
are soon to be added in the next release 
due in late Spring or Summer of '92 . 

7. Image Professional / 
ImageMaster 

From the minds at BlackBelt Sys­
tems comes this super image manipula­
tion software. When you use it with their 
HAM-E device, it comes in the "Image 
Professional" (IP) flavor, and when you 
use it in its generic or other forms (like the 
one made specifically for the Impulse 
FireCracker board), it's known as 
"ImageMaster" (1M). This software has 
so many options for altering your images, 
that it would probably take you a year to 
experiment with them all, and by that 
time, they will have added more in future 
upgrades. This software operates on true 
24-bit pictures, so that it can be used in 
conjunction with any ofthe 24-bitdisplay 
devices. The more generic versions will 
work with standard IFF resolutions as 
well. One use for this software is to de­
velop animation frames as single pic­
tures, and then to recombine them in 
another program (like DPaint for non-24-
bit images or DCTV paint for the 24-bit 
ones). If you are involved in manipulat­
ing Amiga graphics for any reason, pur­
chase this the first chance you get. 

8. Imagine 2.0 
I was one of the first Turbo-Silver 

owners, and have watched with admira­
tion as Impulse has continued to upgrade 
and revise its imaging software through­
out the years. I have watched al; the 3-D 
and animation tools have evolved into 
more high-end modules Wilh extended 
capabilities, and as the animation capaci­
ties of the software became more refined. 
This is some of the best design and ani­
mation software around on any computer, 
and has gone under tremendous change 
in every module from its 1.0 release. 
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Coupled with the Impulse' FireCracker-
24 display board, this software can be the 
core of your Amiga animation system. 
The rewriting of the Imagine manual just 
adds icing to an already delectable cake. 

9. Pixel-3D 2.0 
The primary function of this soft­

ware is to translate various 3-D file for­
mats from one to the other, including 
Sculpt, VideoScape, lightWave, and 
other formats. It would be fine ifthis was 
all it did, but like all really useful 
Amigaware, it crosses its own bound­
aries. Its interface is as superlative as the 
Toasters, and almost as interactive. You 
can also take an Amiga 2D drawing and 
transform it into 3D on the spot, adding 
extruded depth and increments of spin 
around an axis. For anyone doing video 
logo work, this software is a must. The 
interface has been redesigned for that 
WB 2.0 look and feel, and its speed has 
been tremendously upgraded. 

10. Pixound 2.5 
If your bag is creating music videos 

with the Amiga, then you should run 
down to the comer Amiga store and pur-

chase this product! There is nothing else 
like it, so it has no competition. What it 
does is to "read" an Amiga graphic (HAM 
included, and soon ... 24-bit as well), and 
then it translated the chroma-luma into 
sound! Got that? By carefully designing 
graphic screens which act like painted 
piano rolls, you can automatically "play" 
your designs, watching the cursor jump 
from one color area to the next. The 
software is also MIDI compatible, and 
generates MIDI files that can be saved for 
later playback in other Amiga software. 
The keyboard can also be triggered to 
change scale patterns, modes, octaves, 
and other parameters while the music is 
playing. Palettes can be changed, and 
color cycling induced for audio and video 
effect. All of this, ubviously, can also be 
videotaped on the spot for some very 
abstract and wonderful video work. Con­
tact Qni-Aegis for pricing. 

11. Real-3D Pro 1.4 
Addressing both HAM and 24-bit 

graphics in some unusual ways is this 
newcomer from the Netherlands. It's a 
reat ray tracer , meaning shadow and re-

flectance generation, and it also has the 
capacity to texture map 24-bit files. But 
that's just the beginning. With its Boolean 
functions, you can also drill holes in ob­
jects, and combine them in ways that 
other software cannot do. You can also 
turn pixelated logos into 3-D objects that 
use each pixel as part of an extruded 
surface, giving you unexpected logo looks. 
Amiga video designers who arc also in­
volved with CAM (Computer Assisted 
Manufacturing) would also be advised to 
consider this software, as it has unique 
capabilities to track each element in the 
design as a separate and costed part of the 
whole. The "exploded views" generated 
by this software make it very useful to 
folks who are involved in mechanical 
pursuits and industrial video work. 

12. Spectra Color 
Not many folks are aware of the way 

that this new incarnation of PhotonPaint 
uses expanded tools to address Amiga 
animations. Even with its competition 
from DPaint and other Amiga heavies, I 
still get great use out of this software in 
my library of toots. Its most useful func-

Patterns and Textures for Video and Desktop Presentations 

Velrsion 2.0 with Screen Generator 
The Screen Generator allows you to create full backgrounds Instantly with an intuitive 
graphical user interface. It's like having 123 overscan screens on a single disk in any color. 
IFF screens created with Screen Generator can be loaded as pictures in any IFF program. 

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

• MORE PA TTERNS • IMPROVED TEXTURES 
• NEW EXPANDED MANUAL 

Includes printed examples of all Pro Fills patterns and textures 
Advanced DeluxePaint techniques for drop shadows and beveled edges 

Step by step illustrated tutorials for achieving professional results 

Also includes 60 palettes that can be instantly loaded and used in 8 color or 16 color modes. 
All palettes are color font compatible with preset ranges for easy drop shadows and highlights. 

Only $49.95 At fine Amiga Dealers everywhere. 
or send $49.95 plus $2.00 s/h. C.O.D. orders $5.00 available in USA only. 

Upgrades available for registered owners. Send $20.00 plus $2.00 s/h. 

I~I 
GRAPHICS 

JEK Graphics 
12103 S. Brookhurst SI. E·125 
Garden Grove, CA 92642·3065 
(714) 530·7603 

Compatible with all Amigas. 512k RAM Required AmigaDos 2.0 compatible. Pro Fills and Screen Generator software copyright 1991. JEK Graphics. All rights reserved. 



tion is in the area of taking ANIMbrushes 
and wrapping them on animated objects, 
the primitives for which exist in the pro­
gram. It also has tools for manipulating 
ANIMbrushes in ways no other program 
(including DPaint) can handle. This soft­
ware might not be your first choice for 
electronic painting, though even here it 
offers unique tools, but it definitely be­
longs in your library if you are doing 
animation on the Amiga. For around 
$100.00, you can't go wrong with this 
Oxxi-Aegisproduct. HAM-E users should 
get the version that directly supports that 
product. 

And ... 
I haven 'tmentioned Toaster stuff2.0 

because that stands alone. The TOASTER 
has sold so many Amigas, that it makes us 
forget for an instant what a poor job 
Commodore has done on the marketing 
end. Even if NewTek doesn't advertise 
the fact that its turnkey systems are really 
Amigas, so what! The fact is the fact, and 
that is that we have got the best of the best 
in our hands. So there you have it, .. my 
twelve plus the TOASTER picks for the 

Amiga year 1991. Again, if you want to 
refute my picks, drop me a line, and I'll 
see you get some space in an upcoming 
AVID to publicize your choices. 

ASDG 
Even though my article last month 

lauded ASDG and ADPro 2.0, I haven't 
had a chance yet to tell you how helpful 
Mr. Perry Kivolowitz was in making that 
article an in-depth AVID experience. We 
spent about ten or twelve hours in putting 
ADPro through its paces on an Impulse 
FireCracker. Again, I want to copiously 
thank Perry and all of his staff for their 
warm hearted reception, their informative 
responses, and a huge Italian Sausage 
sandwich for lunch! Thanks, folks. Be 
talkin' to ya. 

Help Me Rhonda! 
Whenever I've asked for your help, 

it has been forthcoming, underlining my 
respect for the way that Amiga people 
help each other. Well, here's another 
problem. Jorge O. Valesquez, who is 
responsible for various tasks at a cable 
TV station in California (pO Box 1239, 
GrassValley,CA95945/916-273-6111) 

wrote me concerning an Amiga need. He 
likes the Amiga, especially the way that it 
interfaces with Broadcast Titler 2.0 for a 
televised public bulletin board. The prob­
lem is he wants to operate it from a 
remote location, inputting information 
while the system is on air. No one will be 
on the other end, so it has to be an auto­
matic updating procedure. I've tried to 
research folks in my area who might have 
hardware/software sol utions for him, but 
so far have had little luck. He says that 
someone gave him a price of $6000 plus 
to set up modems and dumb terminals, 
but needs to do the job for less. Any 
suggestions? If so, contact him and me. I 
will make sure your advice gets pub­
lished so others can read about it. 

Toaster Fonts 
I've run across a great new package 

of 3D fonts made specifically for the 
TOASTER that you should take note of. 
They're called "Broadcast Fonts 3D" from 
Unili Graphics (143 Lorraine Ave., 
Pittsburg, CA 94565 / 510-439-1580), 
and they sell for about $100.00. Each 
character supports phong shading for very 

4Y,~& Insider 111M 
~ 1.5 Meg in the A1000 

[ncrease 
Your 

(jrapliic.s 
5f6i£it~ 

eg ip 2 Thi~ 
2 Megabytes of Chip Ram ~~ 

I From the maker of the first internal Ram 
board for the Amiga 1000. the original 
Insider .... by DKB Software. Allows 
A I 000 owners to add up to 1.5 Meg of 
Fast Ram intemally. User expandable in 
512K increments using 256K x 4 Drams. 
Includes battery backed dock 
calendar. Comes with software for the clock and 
testing ram. Simple installation. no soldering 
required. The Insider Il .... is compatible with the 
KwikStart .... Rom board. Also compatible with most 
processor accelerators. Retail Price $ 199.95 w/0K 

for the Amiga A2000 and the ASOO 
If you use your Amiga ~ for DeslcJop Video, 3D 
Rendering & AnimaJion, Multimedia or Des/ctop 
Publishing - Then you need the MegAChip 2000 ..... 
Doubles the amount of memory accessable tQ the custom 
chips. Uses the 2 Megabyte Agnus that's in the Amiga ~ 
A3000. Greatly enhances Graphics capabilities. Fully 
compatible with Workbench1.2. 1.3.2.0. and the ECS 
Demse chip. Fully compatible with the Video Toaster 
and other genlocks and framebuffers. 
Fully compatible with GVP's and Commodore's 68030 Retail Price S 299.95 
accelerators. Why upgrade to IMeg ofCltip R(J1fI whe,. 

t---K=w-i~k:-S~t-a-,.,-t---I~I-TM--r------------1 ou ca,. have 2Me 0 Chi Ram like the A3000? wlMemory w/o 2Meg Agnus 

Vl.3 and V2.0 ~o~:q, SecureKeyThi ~ ~0 
Allows Allows A500 ~q,,,,,,, ()J~ CIS .;0.0 

AIOOO ~':!~~~ ~5~~o.~~ Access ontro ystem ~c 
owners to install Kickstart 'p F- or The A2000 & A3000 ~ install V 1.3 V2.0 and V 1.3 
and V2.0 Roms and 
Kickstart.... switch between Do you need to keep your system safe from unauthorized use? Want to make sure that 
Roms and them with the no one can delete files from your harddrive or steal your work? Then you need the 
switch keyboard. Can Secure Key ..... a hardware security device that installs in any A2000 or A3000. The 
between them. Upgrade to the latest also install a third Rom. Lets you SecureKey .... allows you to have one access code for your Amiga ~. The SecureKey .... 
operating system and still be stay comJ>atible with your will not allow access to your Amiga ~ without the right security code. period. You can't 
compatible with software that requires software. No external wires or boot off of a floppy or bypass it in any manner. This means that if your system has files 
Kickstart .... V 1.3. switches required. such as animations. dorumenLS. presentations. C-code. or any type of confidential 

Retail Price S 99.95 w/o Roms Retail Price $ 99.95 w/o Roms infonnation. you can be assured that the files on your harddrive are 

Dealer Inquiries 
Welcome 

r-:":':":':"-:"-L..-....-:..... r:=n=Ir=B=--::S=o..&....;f=-t----re--, safe. Keep your Amiga ~ safe from those that may otherwise 
All Products come with a S024O~ W. 'Do-~~ Tr. unknowingly destroy your infonnation. Requires Kickstart "" V 1.3 or 
Full One Year Warranty. Wixom, MI 48393 above. The SerureKey .... is fully compatible with Kickstart .... V2.0. 

Sale. (313) 960-8750 Contact your local dealer or Retail Price S 124.95 
Pill< 313 960-8752 call for more information. 
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VIDEO CLiPSE™ 
Ml~a 111 graphic enhancements for the Video Professional 

Introducing JJf)) Fonts! 
lor Imagine TM & Toaster™ 

• 4 Popular font styles 
• Complete character sets 
• Independent face and side surfaces 
• Spanish characters and symbols 

$89.95 
Original 2D Video Clipse 

Toaster"" & OPaint™IV Ready! 
• 20 BIG super-clean bitmapped fonts 
• 3 clip-art fonts (key assigned graphics) 
:. Static & Animated IFF backgrounds 

$99.95 
• Spanish VlJsion Available Additional $29.95 

NOW AVAILABLE 
Video Clipse for 

BROADCAST TITLERTM ($49.95) 
(Fonts only, 20 lonts - 3 sizes each) 

407/626-3447 
Graphically Speaking, Inc. 

MasterpIece 
Anti-Aliased 

Fonts 
110 Different Fonts 
Multiple Sizes of each 

586 Total Fonts 

AROCK Computer 
Software 

P.O. Box 731 
Springfield, MO 65801 

417 -866-8803 

Masterpiece Professional 
Font Collection owners 

and Deluxe Paint owners 
call for special offer. 

smooth broadcast results, and the nine 
fonts cover the gamut of recognizable 
typefaces that are a standard in the indus­
try, from casual to helvetica-like styles. 
All come in a compressed fonnat that 
install automatically to the hard drive 
partition of your choice. A heavy three 
ring binder accompanies the disks, and a 
full tutorial for use with the TOASTER is 
included. This should be just the ticket 
for TOASTER 2.0 users. Having worked 
with these fonts for a while, I can attest to 
their craftsmanship and usability. A 
separate "Imagine" set will soon be avail­
able. 

FAT!!! 
New from the CanDo people 

(lNOVAtronics, 8499 Greenville Ave., 
#209B, Dallas, TX 75231 /214-340-4991 
) for $59.95 is "OPUS" ,a mega-optioned 
disk utility. I've been using it to do vari­
ous tasks in my studio, and it hasn't 
disappointed me yet. In facl, it has so 
many properties, it will probably replace 
other utilities that you use that may be on 
several disks. Like its superlative multi­
media parent, CanDo, OPUS addresses 
all of the environments in which the 
Amiga lives. Being totally ARexx con­
trollable, there are probably edges of it 
that nobody has discovered yet. It can be 
"iconified", that is, made into a WB icon 
that can be called up when needed. It can 
do the usual, copy and move or delete 
files from source to target, butalso can be 
used to view pictures and animations, as 
well as to allow you to hear sound files 
with the click of a mouse. It can also run 
executables. It also has printing capabil­
ity.1f you have a mountain of disks like I 
do, then check it out. The price is right. 

An Amiga artist 
If you are a wedding videographer 

and are in need of someone to produce 
hardcopy (invitations, etc.), then I know 
someone whose work you should inves­
tigate. Dennis Martelli (32-08 75th street, 
Queens, NY 1 13 70) sent me a large bundle 
of samples of his work about a month 
ago. He uses an Amiga to generate it, and 
prints it out in either full color or black 
and white as the situation demands. Too 
often, wedding videographers lack either 
the will or the knowledge to supply a full 
service answer to their clients. Amiga 
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Artists like Mr. Martelli remind us that 
we can add elements to our video busi­
nesses that make contacts more lucrative 
and creative for all concerned. 

One last Hint ... 
I couldn't resist telling you about 

something that I discovered while using 
DCTV Paint from Digital Creations. If 
you are adding ColorFont text on a full 
color background screen, try this. Re­
duce the text by 1/2 and then bring it back 
to full size by doubling it. You will see a 
thin one-pixel outline around the text, 
making it pop out from the background a 
lot clearer. Whyitdoes this, Idon'tknow, 
but there's nothing in the manual that 
mentions it. All I know is that it works, 
and the text is a lot more readable. By the 
way, I seldom use my ColorFont text at 
full size because it's too big. DCTV Paint, 
however, really docs a nice job when you 
reduce it, and the colors lose none of their 
clarity or effects. 

Well that's about as much as I can 
cram into one article this month. I wish all 
of you a most prosperous New Y car, and 
hope that it is filled with creative Amiga 
endeavors. Enjoy!..and see you in 
ROM ulan space. 

Art Dept. Pro 2.0 
ASDG925 Stewart Sl/ 
Madison, WI 53713 
608-273-6585 

Broadcast Tiller 2 
InnoVision Technology 
1933 Davis St. 
San Leandro, CA 94577 
415-638-8432 

Caligari 
Octree Software, Inc. 
311 Wesl 43rd St., Suite 904 
New York, NY 10036 
212-262-3116 

DPaint IV 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
800-245-4525 
415-571-7171 



DCTV 
Digital Creations 
2865 Sunrise Blvd., Suite 103 
Rancho Cordova, CA 95742 
916-344-4825 

Draw 4D Pro 
Adspec Programming. 
1405 N. Ellsworth Ave. 
Salem, OR 44460 
216-337-3325 

Image ProfessionaJ/lmageMaster 
Black Belt Systems 
398 Johnson Rd. 
RR-I, Box 4272 
Glasgow, MT 59230 
800-TK-AMIGA 

Imagine 2.0 
Impulse, Inc. 
6870 Shingle Creek Pkwy., #112 
Minneapolis, MN 55430 
612-566-0221 

Pixel 3D 2.0 
Axiom Software 
1221 East Center Sl. 
Rochester, MN 55904 
507-289-8677 

Pixound 2.5 
On i-Aegis 
1339 E. 28th Sl. 
Long Beach, CA 90806 
213-427-1227 

Real 3D Pro 1.4 
Distributed by: 
Programs Plus & Video 
544 Queen Sl. 
Chatham, Ontario 
CANADA N7M2J6 
519-436-0988 

Spec traColor 
Oxxi/Aegis 
1339 E. 28th Sl. 
Long Beach, CA 90806 
213-427 -1227 

Video Toaster/NewTek, Inc. 
215 E. 8th Sl. 
Topeka, KS 66603 
800-843-8934 

THE GRAPEVINE GROUP, INC. 
~I~ COMPARE OUR PRICES JY!11~ 

AMIGA UPGRADE ClilPS 

Fatter Agnus (8372A) .............. ..... See below 
8362 Denise Hall Bright .......... ....... ..... . 24.95 
8373 New Super Denise , ... ................. '44.95 
8364 Paula chip ......... ......... .... .. .. ...... ... 24.95 
5719 Gary dlip ............... ...................... 12.95 
8520A CIA chip ...... .............................. 12.95 
1.3 ROM Kickstart .. .............................. 29.95 
2.0 ROM Complele Upgrade Kil .......... 79.95 
"Icnt,:uivc rice 

AdRAM 540 wrth 1 Meg ................... ... 131.95 
Each Meg add .................................. .. 35.00 

AdRAM 2080 OK ................................ . 114.50 
Each 1 Meg 01 RAM add ................... 35.00 

AdSCSI2000 ...................................... 125.50 
AdSCSI2080 OK .. .............................. . 175.95 

Each Meg 01 RAM add ................ .. .... . 38.95 
AdSpeed ...... ...... .... .. ........................ ... 199.95 
Flicker Free Video ...... ...... .... ............... 267.50 

Rejuvenator (A 1000). tncl. 2MB RAM 8373 
Super Denise, 2 MB Agnus. 1.3 ROM 
and diagnostic soltware .... .. ............. 599.95 

1x4l80 SC Zip lor A3000 ................ ....... 24.95 
lxI/lOONS ............... ............................... 4.69 
256x4/100alIICD, GVP, etc ................... 5.25 
1 x8l80 SIMM .. .......... ............................. 38.95 
4x8l80 SIMM ................ ....................... 157.95 
HP Laser Memory Board 

2 Megs/4 Megs .................... 137.951197.95 
A.\lIfjA POWER Sll'l'UIi.S 

ASOO 45 watt (heavy duty) .................... 67.50 
ASOO 200 WATT Big Foot ............. see below 

DL\G:'IIOSncs 
Amiga Diagnostician: BookleV 

SoltwarelSchematic ......................... 14.95 
The Rnal Test: Diagnostic diskette with 

instructions by Global Upgrades, Inc. .... 9.95 
Dr. Ami (software) .. .............. ................ 29.35 

EXCLUSIVE 
Super Denise 8373 Upgrade *ENHANCED. CHIP SET* 

Now ulilnze producttvhy and scan mode, etc. Super hl·res mode (1280 x 200 pixels). 
An absolute must whh 2.0 Inc. Super Denise instruc1ionaldiol<en . .... ..... '$44,95 

A500 Keyboard· New (List Price $109.95) ................................ .. .$67.50 

8502A CIA Chtp: The most problemalic chip in the Amlga computer. Controls 
centronicS, AS232, joy stICk and mouse ports, drive LED, drive moter, black 
and green screens, boot and extamal drive ......................... ~ ........ $12.115 

Amiga 500 Printed Circuit Mother Board 
Now available at a phenomena' price. Buy them populated or unpoputated. Don't 
miss out on this one! Tested and Populated with all chips ............ 51119.115 . 

Amiga 2000 Printed Circuit Mother Board 
Tested and Populated wnh 1 meg Agnusll.3 ROM 
and Super Denise 8373 . ...... ............................................ .. .......... '$529.95 

Both PC Motherboards come wrth a 90 day warranty. 

A500/A2000 Board Exchange Program 
Stop paying expensive repair costs. Send us your broken motherboard for an 
exchange price that cant be beal. Also ask about our exchange upgade packages. 
'A500 PCB exchange (populated & tested) .............. .. .. ......... ........ $124.115 
'A2000 PCB exchange (populated & tested) .............................. ... $2811.50 
Both unijs include "Final Test" diagnostic diskene 
All boards are subject to inspection. NO dealers 

FaHer Agnus (8372A) 1 MB with FREE Rockwell chip puller 
(a necessity), "The Final Test" special diagnostic diskette and complete instructions .... $62.95 

Multistart II (by DKB) Now switch between 3 ROMs lor A50012000 (a must with 2.0) 
Keyboard Controlled ...... ............... , .. , .................................... , .............. ............ ............... $63.95 
Kickboard (by Utilities, Inc.) similar to above but toggle switch activated . ...... ................ $33.50 

STU (System Test Utility), a terrific diagnostic trouble·shooting 
package. An absolute must (all Amigas) by Custom Services, Inc . .. .................... .......... $29.95 

200 WaH "Big FOOl" A500 Universal Switching Power Supply with Ian ...................... $83.95 
Commodore '1802 Color Monitor·CompositelSound (all cable, booklets,etc.) ................ $109.95 
Emergency Amlga Startup Kit-Sold to government PXs and now available to all. 'Krt 

has major chips,(2·8520, 8362. Agnus, 57(9) parts, schematic, instructiOns and "Final 
Test" diagnostic soltware programs, etc. (everything needed to get it started). With 
8373 Super Denise add $39.95 ...................................................................................... $99.50 

Insider II RAM expander unit by DKB, lor AI 000 1.5 MB installedl0K .............. $239.951$176.50 
MegAChlp 2000' ''' -Upgrade your ASOO/A2000 to 2MB 01 dlip RAM. (Fantastic seller) 

Indudes A3000 2MB Agnus chip, Rockwell dlip puller & "Rnal Test' diagnostic dskeHe. 
Buy the MegAChip Irom us and we'll give you the new 8373 Super Denise lor $39.95 
(send in your 1 meg Agnus substantial rebate) .............. .... ................................. ......... $299.99 

KwikStart 11/1.3 and 2.0 KickStart ROM switch lor AIOOO ...... ...... .......... .......................... $67.50 
The Final Tesl: Diagnostic Amiga diskette tests out keyboard, display, graphics, new 

workbench sound, timing, real time clock & RAM. By Global Upgrades, Inc .................... $9.95 

SEND FOR OUR FREE 36 PAGE CATAI.OG 

-=- r.:m.,'. 3 CI·l'· S·tout Stre'"t • Sllfc~rn , NY '10901 :~K:~:*:;:::;:::~ ~ .... .,,-- _ . 1"-

Custo mer Service (914) 357·2424 Fax (914) 357-6243 

Order line only 1-800-292-7445 
Ho liday Hours: 9-6 M-F 10·2 Sat. (ESn We ship worldwide 



~Fearure! 

Techniques for 
LightWave 3D Users 

© 1992 by David Hopkins 

A Texture Tutorial (Texture 
included!. .. kind of). 

A couple months ago, I wrote a bit 
about using Textures to add realism to 
your LightWave scenes. Many people 
have written to me asking for some hints 
on actually USINO textures, so we're 
going to do that in this tutorial. Let's 
jump right in, shall we? 

We're going to start off by convert­
ing a Framestore into a LightWave-us­
able ROB picture. From the Toaster's 
main control screen, click on the 
ToasterPaint slice to load it into memory. 
It is recognized by the little paintbrush on 
its button. This will bring you into the 
ToasterPaint area of the Toaster. 

You'll see the ToasterPaint controls 
at the bottom of the screen. Hold down 
the right mouse button and the top of the 
control panel will change into a menu 
bar. Move under Picture and release the 
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mouse button on Load Frame (not Load 
ROB!). Select the file named 
"FS.OO1.VTlogo" and click the "Load 
Frame" button to load the image. The 
screen willl slowly fill with a portion of 
the infamous Toaster logo. This will take 
a moment to happen, but you can watch 
the picture load by simply moving the 
pointer to the edges of the screen. Note, 
however, that this does seem to slow 
down the loading! When the busy pointer 
has vanished, click the right mouse but­
ton to bring the controls back up. 

If you wish, click on the "Render" 
button (marked with a small clapboard) 
to view the full image on your Program 
monitor. Use the menus again to select 
"Save ROB." This time, navigate the 
requestor into your Toaster/3D/lmages 
drawer. You may find this complicated, 
so take your time. When you are in that 
directory, click the Save ROB button to 
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save the new version as "VTLogo" in 
your Images directory. Once the save is 
completed, choose Quit from the same 
menu to exit ToasterPaint. That's it! 
That is all you have to do to convert a 
Framestore, such as one you might grab 
with the FreezeFrame, into a texture map 
for LightWave! 

Now, on to the fun part! Enter 
LightWave and go to the "Images" area 
and click on "Load Image." Specify the 
VTLogo image that you have just con­
verted and load it. Again, this may take a 
moment. Be patient! When it is finished 
loading, you will see the picture's infor­
mation displayed in the center of the 
screen. In this case, the Resolution is 
736x480 (Full Overscan), the Depth is 24 
(Full Color), and Memory Usage is 1035K 
(just over one meg!) As you can tell, 
using maps can take a lot of memory. 
You can create your own maps in a pro-



gram such as DeluxePaint. The fewer 
colors you use, the smaller the file size. I 
have made black-and-white maps for 
bump mapping that only took about 4 K! 

It's time to get an object to wrap our 
texture on. Go to the Objects area of 
Lightwave and load the Canvas object 
from your Tutorials directory. This is a 
nice, flat surface to begin the first phase 
of our mapping lesson. If you haven't 
seen this object before, go ahead and 
click Render for a look at the raw object. 
As you can see, it is simply a big square. 
We're going to add a little life to this 
boring surface! 

Go to the Surfaces area of Lightwave, 
and you should have the description for 
the "Canvas" surface displayed. Since 
the first thing we want to do is simply 
draw the picture on the surface, click on 
the Surface Color button and then the 
Texture button. Wedon't need to set the 
color of this surface, because it will be 
covered with the "color" of the picture. 

You'll now be shown the Texture 
Map area of LightWave. Notice that the 
first Texture Type here is called Planar 
Image Map. This setting is used for 

placing the image on a flat surface. It will 
also wrap on non-flat surfaces, but works 
best on flat 

The Texture Image says "(none)" at 
the moment. Click the arrows directly to 
the right of this field until it reads 
"VTLogo." If you don't specify the im­
age to use, LightWave can become very 
confused. Next, click on the button 
marked Z Axis. Imagine this mode like a 
slide projector. You want to point the 
projector in the direction of the surface, 
which in this case is the Z Axis. We'll 
leave all the other settings the way they 
are for the moment. Click on the Use 
Texture button to exit this screen. 

Go ahead and Render the scene now. 
Depending on the accelerator (or lack of 
one) in your machine, this may take a 
decent amount of time. It will render in 
low resolution but, if you wish, you could 
render it in hi-res or even antialias. Note, 
however, that each step up in the render 
mode multiplies the render time by 4. 
You'll also get a better picture, so it's up 
to you ... 

Anyway, it's done about now, right? 
OK. .. See how we got a number of copies 

of the image, instead of just one? That 
means that we don't have the image prop­
erly scaled on the surface. You'll also 
notice that there are black bars between 
each image. This is what I was talking 
about a couple of months ago when I 
mentione The Zipper. It happens with 
every Framestore you convert, but the 2.0 
version of the Toaster software gets rid of 
that. 

Alright, rather than guessing at the 
accurate texture size, let's do it the easy 
way. Enter Modeler (you'll find the 
button in the Scene area, in case you can 't 
recall.) Go to the Disk options and Load 
the Canvas object from your Tutorials 
directory, just as you did in LightWave. 
When it is loaded, you will see the object 
appear in the center of each of the three 
views. Obviously, this object is not just 
a flat surface, but a flattened box. 

Place your crosshairs on the left­
most edge of the object in the Back view 
window. Check the coordinate window 
in the lower left comer of the screen and 
you will see that the line is at -1 meter on 
the X axis. By placing the crosshairs on 
the other side of the object, we find that it 
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is at + 1 meter on the X axis. This tells us 
that our surface is 2 meters on the X axis. 
Now we need to measure the Y axis. Do 
this exactly the same way as you did the 
X, this time checking the top and bottom 
to release the memory it is taking up. It is 
a good idea to getint the habitof unloading 
Modeler WHENEVER possible, but keep 
in mind that anything "in progress" in 
Modeler will be lost unless you saved it! 

Return to the Texture Map options 
by clicking "Surfaces", then "Surface 
Color", and finally "Texture." That was 
fun, huh? Click the button marked "Tex­
ture Size" to enter your new information. 
Remember, you want to set the X Axis to 
2 and the Y axis to 1.5. This is all entered 
in meters, even though itdoesn't tell you 
that anywhere. You can leave the Z set at 
1, since it has no relevance while you are 
projecting on the Z axis. In case you 
didn't know, you don't have to delete 
things that are currently in most boxes. 
Notice where the flashing cursor appears 
and type in your new information, then 

hitRETURN. This leaves a space between 
the new infor mation and the old. 
LightWave doesn't pay attention to the 
things after the space! At any rate, when 
you are done setting .the size, click OK to 
accept the numbers. Now click "Use 
Texture" and render the scene again. 

This time, we only have one copy of 
the image, and it is nicely centered on our 
object (if not, go back and retry the 
preceding steps agai) . . Let's try chang­
ing some other settings in the Texture 
Map windows and see what happens. Go 
back to the Texture Map options just as in 
the last paragraph, and change the Texture 
Axis to Y. Again, click Use Texture and 
Render the scene. 

What happened? What's with all 
those vertical streaks down the surface of 
our object? This happened because we 
cast the image along the Y axis, so the 
picture is coming from above the object. 
You are actually seeing the SIDE of the 
image! This could be useful for anum ber 
of things, but generally it is undesireable. 

Let's go fix that and try something else. 
Go back to the Texture Map settings and 
change the Axis back to Z. Now, click 
Texture Center and set the X to.5. Ren­
der the picture again. 

Notice how the image "scooted over" 
to the right this time. The amount of shift 
is relative to the Texturesize, so itcan get 
REALL Y strdnge trying to achieve the 
desired effect. but that's how you do it. 
Try setting the other numbers in Texture 
Center to different amounts to see what 
you can accomplish. When you are done 
experimenting with that, reset the num­
bers to 0, 0, and 0, and we'll continue. 

The World Coordinates button gives 
yet another twist to the mapping abilities. 
With this item off, if you move your 
object, the image will stay in the same 
placement, as if the picture were glued to 
it. With World Coordinates on, amoving 
object would appear as if it were a win­
dow moving across a giant field of dupli­
cate images. Try rendering both ways, 
moving the object rather than the camera, 
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to see how this works. The Velocity settings allow you to 
You can achieve a subtle blending have the image moving upon a surface 

effect by using the Falloff options. This during an animation. Since there is no 
allows you to specify the distance before real easy way to illustrate this, short of 
the image is completely replaced by the recording an entire animation, I'll leave 
given surface color. Since we are using a you to experiment with that one. Note, 
very small surface, try setting these high however, that the smaller the amount 
to see what they do. Set the X falloff to moved per frame, the smoother the re-
80. This is all in percentages of visibility, suiting animation will appear! 
as stated above the fields, so we are The above infonnation applies to 
telling LightWave that this image fades . Planar Image Maps in more than just the 
80% every I unit from the center of the Surface Color area! Go back into the 
object, in this case along the X axis. Did Surface Color Texture area and click on 
you follow that? Render the image now "Free Texture." This tells Lightwave that 
and see what I mean. The image fades to you aren't texture mapping the surface. 
gray at the left and right edges, right? Try Now, click "Diffuse." Notice that it too 
selting the Y falloff to 80, as well, and has a Texture button. Enter this and set up 
render again. Notice the hazy effect this the projection just as you did before. 
gives to the scene. Imagine having a Choose the VTLogo, the Z axis, and set 
"dream sequence" of imagery appear on the Texture Size to X=2 and Y = 1.5. Use 
a surface throughout the course of an Texture, then render the scene. It's in 
animation! Of course, you could change black-and-white now, right? Actually it 
the gray at the edges to any color that you isn't. LightWave is using the darkness 
set when you enter the Surface Color levels from the picture to decide how this 
slider window. surfacehandleslight. The darker the area 

in the picture, the less"bright" itis. Makes 
sense if you think about it.. .. 

Go back into the Diffuse Texture and 
choose Free Texture. Again, this tells 
LightWave that we aren't using a texture 
for this setting. Now, set up the Texture 
using the button which appears after 
clicking Specular. Use exactly the same 
settings as the last experiment. Render 
this one when you are finished. It's just 
asolidcolor,right? Wrong! If you rotate 
the object so that the light is very hot on 
it, you'll notice that the darker areas of 
the picture are not as shiny as the lighter 
parts. This is another one of those features 
that you just have to experiment with to 
truly understand. Try rotating the object 
to a Heading of 45, then set the Diffusion 
to around 25. This should give you a 
decent idea of what gets accomplished, 
provided you haven't moved the tight or 
camera around. 

After you've done that, set the Dif­
fusion back to 100, Free the Specular 
Texture, and rotate the Canvas back to all 
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zeros to continue to the next example. 
This time, we'll set the image as a Reflec­
tion Map. Click Reflection Map and then 
Texture. Set this up the same way we 
have all the others, with the Axis being Z, 
the Image being VTLogo, and the Tex­
ture Size being X=2, Y=1.5. This is 
where things get a little diffen:nt...You 
see, what you have specified are the areas 
which will reflect another image. The 
darker the image area, the less reflective 
it will be. Now you have toset the image 
that will be reflected on this surface. If 
you have plenty of memory, you could 
load in another image to use as the Re­
flected Image, but we'll use the vrLogo 
and you'll at least get the idea. Specify 
the VTLogo in the field labeled "Re­
flected Image." The higher the diffusion 
setting you are using, the more "washed 
out" the reflection will appear. Rotate the 
object between renders, and notice the 
difference in what piece of the image is 
reflected. I ha ven' t used this option much, 
but it seems like it could be very interest­
ing. 

The next option is one that I really 
enjoy ... using an image to specify Trans­
parency! As usual, clear the previous 
Texture settings and make sure to reset 
the diffusion to 100. Set up the informa­
tion for Transparency Texture just as 
with the other modes. When you render 
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it this time, you ' ll notice that it is in black­
and-white. But really, it isn't! The black 
areas are full y transparent, while the whi te 
areas are the color you set in the Surface 
Color area! If you have enough memory 
left, try loading up an object li ke the Ball, 
which is also in your Tutorial directory, 
and place it behind the Canvas. Render 
the scene again and you' ll see the red ball 
showing through the transparent areas! 
Try changing the Surface Color [or the 
Canvas to something different, such as 
blue. Render the image again. If you 
don't have a great amount of memory, 
just make a gradiated background behind 
the scene, and render again. You'll see 
how various parts arc "cleare r" than oth­
ers. 

Alright, now comes the BIG one! 
Reset all of your information and set the 
Texture Map you'll find within the Bump 
Map area! Use the same settings so that 
you can really see what 's being accom­
plished. This is one that DEFINITELY 
benefiL<; from the nlialias m dc, so if 
you have the time, render it that way. 
Notice that when this setting is rendered, 
it appears as if the surface is etched with 
the image. Like a ll of the others, this is 
specified by the darkness of the various 
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components of the image. The darker the 
color, the deeper engraved the surface 
becomes! No t tha t moving your camera 
view in close to the surface a t an odd 
angle tends to enhance the "bumpy" 
appearence. 

So, now we've explored everything 
there is to do with Texture Mapping, 
right? Wrong again! You've only JUST 
begun! You se , you can use different 
combinations of each of these possibili­
ties TOGETHER! Try using the same 
image, a t the same size, on both Bump 
Map, AND Surface Color. If you move 
the camera VERY close to itatan unusual 
angle, you can give the impression of 
embossed leather. Combining various 
Ie ture maps and te ting them in differe nt 
orientations, you' ll probably see things 
that will give you aii sorts of ideas! Try 
making your own maps in a program such 
as DeluxePain t (ev rybody has 
DeluxeP int, right???). The possibili­
ties, JUST with the 1.0 version of 
LightWave, could take YEARS to ex­
plore! 

When yo u get tired of playing with 
your new fla t image map experience, try 
some of the other maps! You see, Planar 
is primarily to wrap on nat surfaces. By 



clicking the arrows to the right of the 
Texture Map field in each instance, we 
can specify whether the image is to be 
wrapped as if it were on a cylinder or 
sphere. I'll explore these to a larger 
extent in a later installment, but just ex­
periment with them for now! Keep in 
mind, however, that image mapping in­
creases rendering time substantially. The 
results make it worthwhile, though! 

The illustration which accompanies 
this article was created using a texture 
called "Liquid Marble" from a set I re­
centlyreceived from Robert Young (p.O. 
Box 167, Whittier, CA 90608). These 
textures were written up once before in 
this magazine, but most of the mailing 
information was wrong. At any rate, he 
offers a large number of textures for use 
with LightWave that look wonderful! The 
best things about these textures are the 
price and the ability to buy as many, or as 
FEW, of the textures as you like! That's 
right, each 24-bit image which sells for 
$5.00(plus postage + handling!), can be 
bought individually! 

This texture, as well as a nice catalog 
of Robert's other textures, can be ob­
tained via a few public domain sources, 
but if you aren't able to get it that way, 
you can order it from me. By special 
arrangement with Robert, I can send you 
the texture for $5.00 (my cost of buying 
quality Fuji disks, duplication, and ship­
ping)! Please send a check for $7.50 if 
you wish to also receive the catalog (2 
disks + the Liquid Marble texture) as 
well. For further information on Robert's 
textures, contact him at the address pro­
vided at the end of this column. 

This month I also received some 
interesting items from a company called 
Slide City. They produce both a set of 3-
D objects, and a set of textures. While 
they were created for programs such as 
Sculpt 3D and Imagine, they work fine 
with LightWave. The TV Objects set 
contains, as you might expect, 3D objects 
for use in your animations. I have a 
couple of problems with these objects, 
however. While they are interesting, I 
can't quite figure out what they should be 
used for. Certain items, such as the gears, 
I could see in television use, but what are 
all the rest of them? My first reaction was 

that these were experiments performed 
using one of the other modelers' warping 
tools. While they do have a certain "HBO­
ness" to them, I can't see them being very 
useful. Sorry, but that's my opinion. 

The other product I received from 
Slide City was called TV Graphics. To 
the best of my knowledge, this one has 
been around a long time. It is composed 
of images created using DeluxePaint, or a 
similar program. There are some VERY 
nice images in this set, even for use as 
backgrounds! The majority of them have 
a "broadcast" appearance, and lend 
themselves nicely to surface mapping. 

Well. that's about it for this month! 
Have fun experimenting with the new 
things you learned here. At least, I hope 
you've learned something here. See. the 
problem is this: I don't know what level 
YOU are at! Send me a card or letter 
telling me about yourself. What do you 
want to know more about in regards to 
LightWave or the Modeler? In my tuto­
rials, where do you become confused? I 
can't improve these tutorials unless YOU 
tell me what is wrong with them! 

As usual, if you have any questions, 
comments, suggestions, or if you want to 
order the "Liquid Marble" texture men­
tioned above, please write to me at: 

David Hopkins 
Mach Universe Productions 
2421 E. Ball Road, #Bloo 
Anaheim, CA 92086 
Or, on the GEnie Network at: 
D.Hopkins9 

Be sure to include your phone num­
ber and complete address so that I can 
reply.Oh,Ialmostforgot...NewTekasked 
me to pass along a piece of information 
relating to use of the Toaster 1.0 software 
with Workbench 2.0. According to them, 
the software WILL work, as long as it 
isn't installed on a 2.0 disk. Don't ask me 
why, but I guess if you have it on a 
parti tion of your harddri ve formatted wi th 
1.3, it will work. Strange. Of course, the 
2.0 Toaster release fixes that problem, 
too. 

So, off! go. See you next month with 
the first 2.0 tu torial, and ma y your surface 
be well-mapped! 
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~Column! 
From the 

© 1992 by Lee & Kathy Stranahan 

Well, we're back from our 
month and a half visit to Oz-otherwise 
known as Topeka, Kansas. Lee wrote 
most of the new tutorials that will appear 
in Toaster System 2.0' s man ual. The new 
manual looks great, by the way -
NewTek's art department genius Mark 
Porter and former AVID columnist James 
Hebert (who's now headofTech Support 
for NewTek) have done an outstanding 
job. 

The announced ship date for 2.0 was 
pushed back a little bit, and not for the 
first time in the history bf software. Why 
the delay? One word-FEATURES. 

Alcatraz kicks into high gear when a 
deadline is drdwing near, and the boys 
upstairs started programming almost as 
fast as NewTek's corporate jet. Want a 
few examples? 

Positionable effects: You can now 
create your own pushes, pulls and wipes. 
You can also use the Positionables to 
create over-the-shoulder effects. 

Other new effects include new sports 
wipes, such as a quarterback throwing a 
pass and a weightlifter. There's also a 
great looking page peel. 

Great Fonts for the CG: There are a 
dozen or so new fonts, and most of them 
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come in four or five different sizes. The 
new fonts have a great, clean 'broadcast' 
look. One other big change-you can 
now go backwards through the font list. 
This means no more "Oops, I missed it­
gotta go back through the list." 

Ray tracing: This is, of course, the 
big one for LightWave 3D users. 
LightWave now has ray traced reflections 
and refractions. 

New Objects: There are some awe­
some new objects included with System 
2.0, including a super realistic Porsche 
and a great new 3D font created by 
LightWave expert Larry Mitchell. Larry 
has created a font based on Zapf Chan­
cery, and it's beveled on both sides-this 
cursive typeface obviously took a lot of 
work. 

The folks in 'Traz have been work­
ing hard, but all work and no play makes 
'Traz a dull place. The much awaited 
NewTek X-Mas Extravaganza II was held 
December 14, 1991, at NewTek's video 
studio. Among the decorations was the 
set of a nuclear power plant after a ra­
dialion leak-courtesy ofNUtopia' s Ron 
Thornton. Ron did the spaceship se­
quences on the Toaster 2.0 demo tape 
(which should be playing at a dealer near 
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you) and he also has worked on films like 
Spaceballs and the Addams Family. 

The evening's entertainment was 
initiated by innovative synthesized mu­
sic, from Tangerine Dream. Todd 
Rundgren was also on hand to debut 
NUtopia'sincrediblenewdemoreel, Your 
Friend The Brain, which drew much 
laughter and applause. AmigaWorld's 
Doug Barney, and of course AVID' sown 
Jim Plant were on hand as well. For the 
guests' amusement, NewTek moved 
several video games from their offices, 
and in a side room, there were Toaster 
stations and a Silicon Graphics Indigo. 

As guests departed, they were given 
keychains and t-shirts with the logo used 
on Thornton's set-the words Video 
Toaster encasing a skeleton head. (By 
the way, the design was originally in­
tended to be a 'heavy metal' ToasterT­
shirt for Garth on Wayne's World, the 
Movie). 

Northern California Toaster 
Group 

A Bay Area Toaster user's group was 
recently held at HT Electronics in 
Sunnyvale, California, and was hosted 
by Bob Anderson, Southern California 
Toaster expert. (Bob is currently hosting 



LA's Upper Crust meetings. Upper Crust 
was the first Video Toaster users group 
formed). The highlight of the meeting 
was guest speaker Allen Hastings, author 
of LightWave 3D. Allen debuted the 
Toaster's new ray tracing capabilities, to 
an amazed audience. The meeting was a 
great success. Bob says he'd like to help 
get a group organized, so, for more infor­
mation on Bay Area Toaster users group 
meetings, contact Upper Crust at 818-
505-1464. 

Image World-Miami 
The Miami Image World show had a 

rather small turnout, but those who at­
tended got a sneak peak at Toaster 2.0. 
Florida folks were blown away by how 
many features had been added, and there 
were Toasters at a number of other loca­
tions on the show floor. 

DPS was showing new software for 
the Personal TBC II, which lets you move 
to the proc amp contra 1 section by click in g 
on a button on the Toaster Switcher. 
They were also showing the prototype of 
an under-$1 000 waveform monitor/vector 
scope card for the Amiga{foaster system. 
It looked pretty impressive and the price 
is right. 

Florida natives, RGB Computers & 
Video, exhibited at the show. Company 
president Bob Gilbert always seems to 
know where the best restaurants are, and 
his booth was serving little cups of strong 
Cuban coffee. They were also serving up 
some great edit controllers. 

RGB has designed another edit 
controller that is compatible with the 
Video Toaster-the AmiLink/CI. If you 
own a Panasonic 1960, listen up. The CI 
was created to work with a variety of 
inexpensive, off-the-shelf consumer/in­
dustrial VCRs and camcorders. There 
are no separate control boxes; all edit 
control is performed with keyboard and 
mouse. 

The CI's features include insert or 
assemble editing, auto assembly from a 
list, park and perform or open-ended ed­
iting, edit point trimming, edit list man­
agement with conversion to other list 
formats, 999-event edit decision list 
management, multiple list saves to disk, 
and Inter-format VCR control, to name a 
few. It also boasts the capability to AIB-

Roll and time-code edit, and to preload 
CG pages for automatic assembly. It 
requires 1 meg of RAM and is compatible 
with any Panasonic 5-pin (Control-M) or 
Sony (Control-L) VCR or camcorder. 
RGB can be contacted at 407-844-3348, 
or at 4152 Blue Heron Blvd. West, Suite 
118, Riviera Beach, FL, 33404. 

Other Stuff 
Attention Toaster graphic artists­

Bread Box is hosting a still frame contest. 
Just create a great looking frame using 
the Toaster's graphic tools, and enter it 
(on disk) in our contest. The winner will 
recieve the BCD 2000-A animation 
controller, (courtesy of the fine folks at 
BCD) plus their name and still frame 
prominently displayed in an issue ofBread 
Box. Frames will be judged on originality, 
artistic merit, and technical skill. The 
contest ends soon, so send your frame to 
BREAD BOX CONTEST at our address 
below, and stay tuned to this column for 
more details. 

By now, most people know that hit­
ting Ctrl Ctrl Alt Alt from the Switcher 
will bring you back to the Workbench 
screen. Here's another hidden keyboard 
shortcut from the Switcher-holding 
down the Ctrl, Alt, and FlO keys you're 
out of there, so make sure to save your 
work. 

We'd love to answer any Toaster 
questions you have, so send 'em in to us, 
care of AVID. 

One final personal note--we're ex­
pecting a baby in August. (It seems to be 
contagious around AVID). It's our first 
and we're very excited about it. Contrary 
to whatever you may hear, though, we 
won't be naming the baby Toaster 
Stranahan. 

Probably not, anyway. Stay tuned ... 

Lee and Kathy Stranahan edit and 
publish Bread BOX-lhe Video Toaster 
Desktop Video Newsmagazine . Lee also 
gives seminars on the Video Toaster, and 
will be producing instructional video­
tapes on Toaster System 2.0 in the near 
future. Kathy wants a baby with a normal 
name. If you' d like to see afree copy of 
Bread Box, call 818-505-1464, or write 
10 859 No Hollywood Way, #225, 
Burbank, CA, 91505. 

25 

NUCLEUS ELECTIlONICS 
prest:DU 

in 

MAKING THE PERFECT 
24-BIT ANIMATION 

with 

Ligbrwa ve JD, ImllgiDe, Caligari, 
Sa:D.ery Animllcor. tee 

ud 

THE DISPLAY DEVICES 
Vitko Toa.stI:I", Firr£racizr 24, DCTV, 

CaJorhursc, EfAM.E, tee 

P/lnlUODic AG-7750, A~5, 
SonyBVU-95O, PVW-2100, 

JVCBR-Sll1 'W/SA-F911, dl:. 

(eIIch 'With intuDJ SMPTE time code) 

featuring 

- accurat~ sinpe frame re~ording 
- easy anJmatlon sequencmg 
- save/load created animation lists 
- time lapse and stop motion recording 
- miniature b&w animated preview 
- on screen VTR remote control 
- joystick shuttle operation 
- convenient tape 'striping' function 
- internal image format conversion 

'Few produces rome Jong u.. t oIkr /I real 
solUtiOD Co II D~ do it far ht!m:r cM.n the 
compecitiOD, ud lOr /I fnct.iOD 01 the case. 
The P~$OI1J SFC is ODe 01 those lew. ' 

-Amiga World 
'On II sale olODe co tm, chis product rates 
II nine lor iDDovlltiOD, /lnd u d~1!LJ lOr 
IllfordllhiJicy. , 

-AVID 

Now an-riDg /It /I daler nt!llr youl 

AJmJ.iOD $425.00 

For additional information, contact: 

All 

NUCLEUS ELECTRONICS. INC. 
P.o. 6 .. JII2S 
NDIJ ..... 0."';" c..tJ. 
LOGJM 
Plwl, {fJl)lsI-SJJI Jb {fU)lsU2fM 



MAKE YOUR MAR.K 
developed four differ­
ent graphics, but have 
always placed the ani­
mated logo in the same 
position. This gives me 

A "video sig­
nature" is that part of a 
video that shows your com­
pany name and logo, and 
which there may be a specific background. 
Usually, a video signature is a well 
designed single frame, but 
there is no reason that it 
cannot be animated in its 
own right. For Amiga 
video producers and Arniga 
studio designers, a video signa­
ture should be produced itself with 
the Amiga. After all, how better to adver­
tise the system that you work with then to 
use it to create your own unique video 
signature? 

The name of my company is "Eyeful 
Tower Communications", and for over 
eight years I have used a sphere sitting on 
a triangle or pyramid as my logo. When 
my Arniga work began over five years 
ago, I began to see that there were ways 
to add interest to this static logo by ani­
mating it. I have tried to accomplish this 
with several Arniga programs, with vary­
ing amoun Is of success, but believe I now 
have a solution that works best for me. It 
is the process of design that led to my 
current example that I would like to share 
with you in this article. 

I have been wailing for a long time 
for the Amiga to be able to address the 
right hardware and software that would 
give me the professional look I need, 
while allowing me to create graphiCS and 
animations more intuitively. It has just 
been within this last year that I have feIt 
satisfied Ihat my wishes have come to 
pass. The software I have personally been 
waiting [or is called Draw-4D Profes­
sional from Adspec Programming. The 
hardware is the DCTY unit from Digital 
Creations. Draw-4D Pro addresses the 
DCTY unit directly, in that it saves 
ANIM5animations that are written in the 
DCfY format. Since the Arniga "sees" 
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frames as s tandaid hi­
res 8 or 16 color screens, they can 
be played back on any standard Amiga 
player program (like DPaint or Elan Per­
fonner). The DCTV fonnat also stores to 
disk without over burdening my storage 
devices, as it is stored as an IFF anima­
tion. I can also touch up single DCTV 
frames with DCTV paint, making the 
animations obey my exact desires. DCTV 
paint also allows me to develop 24-bit 
backgrounds that Draw-4D Pro can load 
in backof my animations, the whole com­
bination then beingsavedoutas anANIM5 
viewable result. With this hardware/ soft­
ware combo, I have discovered an eco­
nomical way to produce professional 
video work. 

My Project 
The accompanying picture shows 

how a single frame from the finished 
animation looks when superimposed over 
a DCTY background. I actually created 
several backgrounds for use with this 
animation. All center on the theme of my 
Yermont location, which is rural in na­
ture. The one you see here is a shot taken 
of the woods in Autumn with a Canon 
Xapshot camera, digi tized wi th the DCTV 
unit, and then addressed with text. An­
other one I am using substitutes the white 
Siding of my house as an image. I have 
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variability and consistency at the same 
lime, and keeps me and my clients from 
getting bored. All of the images were 

sharpened up a bit with ASDG's 
Art Department Profes­

sional, and touched up a 
bit with DCfY Paint 1.1. 

The Animation 
Those of you famil­

iar with my writing will 
no doubt be aware of my 

high praises for Draw-4D Pro­
fessional. In terms of doing a 
project like this, it proves itself 
again by being intuitive in the de­
sign of 3-D objects and by ad­
dressing the DCfY format. You 
may design your own video signa­
ture with other Amiga software, but 
for ease of use and quick prOfes­

sional results, I like the Draw-4D Prof 
DCfY combination. In my animation of 
these fairly simple 3-D primitives, a 
tetrahedroid pyramid and a sphere, I took 
advantage of the animators main 
helper, .. the element of surprise. I wanted 
to give the viewer the shock of seeing a 3-
D world set against the 2-D plane of the 
background picture. To emphasize this, I 
set my 3-D objects to have maximum 
reflective properties and maximum hard­
ness, so that the lights that I placed would 
cause high specular reflections on their 
surfaces. At first, my plan was to texture 
map them both, but because my back­
ground was already busy enough, I de­
cided to render them as strong primary 
colors instead. Each was set spinning on 
the same Z axis, but in different direc­
tions, adding to the visual interest and 
combating the boredom experienced in 
watching a looping animation. Aflerpre­
viewing this action for a few moments, I 
decided that the motion was still rather 
expected and ho-hum. I then decided to 
play with Draw-4D's "deform" mode. 
"Defonns" are a way that Draw-4D Pro 
deals with changing the shape and/or size 
of an object over time, and many deforms 
can be targeted to a single 3-D object 



during its movement. The visual results 
arc always interesting, and often intrigu­
ing. I designed the spinning sphere so that 
about half way through its movement it 
slowly evolved into a obloid, and then 
back to a sphere. As for the pyramid, I 
also used a deform on it, changing its 
dimcnsions as it spun. When I was satis­
fied with the movements, I saved "the 
whole 3-D animated composition to disk. 
This is very important because Draw-4D 
Pro objects can be set against any back­
ground that's loaded. and a whole family 
of animations can be rendered using the 
same 3-D images. Object screens can 
also be resized and repos itioned for new 
animations, giving you maximum use 
from a single 3-D object file.] then did a 
HAM test animation with one of my 
backgrounds included, and sat back to 
critique the results. 

This brings up a point. Arn iga ani­
mators are used to taking their work from 
start to finish without allowing any inter­
ference from an obj tiv eye. Thi hap­
pens because we arc so used to working 
away in our little sanctuaries, which are 
outfitted with every devi e poss ible that 
allows us to create art from the initial idea 
to a broadcast quality reality . That's all 
well and good, but sometimes we lose 
sight of what we have created. There are 

two main ways to address this. The first is 
to call in another pair of eyes, and to 
watch that person's reaction to the work. 
The second is to take a long break, .. maybe 
a couple of days ... during which time we 
make a pact with ourselves not to view 
the end product. Returning from this sab­
batical can give us just the type of pseudo­
objectivity that 's needed. If you work in 
a studio with others, you need not wait 
too long for objective (and sometimes 
painful) comments, especially if there is 
a Art Director in the neighborhood. As 
my studio has few inter ted visitors, I 
followed my usual pattern of behavior: I 
demonstrated the results to my wife and 
children and waited for either frowns or 
raised eyebrows. 

Trying to be attentive to visual cues, 
I perceived eyebrows that raised about 
half-mast. They were interested, but not 
for too long. "Hmmm", I thought, "how 
can I add a little more magic to this 
animation?". Dwelling on this thought as 
I prepared for sleep caused me to dream 
of pull-down menus and electronic art­
work. In the morning, while preparing to 
struggle free from the chains of drowsi­
ness, I had a sudden idea ... "why not break 
the animated loop?". The best way to do 
this with Draw-4D Pro is to have an 
animation fade in and/or out ofthe back-
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ground. By simply setting a "fade" toggle 
in the software and inputting the percent­
ages of fade time, I was able to watch as 
the animation appeared and disappeared 
into the colorful background. I called 
back my live-in critics and watched as 
eyebrow curves became more radical. 
Now I knew I had something! 

More about the background 
I've already told you about both the 

background photos and the lettering, but 
not about the little patch of color upon 
which my animation rests. I placed this 
patch in the same place no matter which 
background picture was used. It serves 
two main purposes. It contrasts the ani­
mation from the rest of the 2-D scene, and 
it also adds its own visual interest. It was 
created in DCTV Paint in the following 
manner. New to version 1.1 of DCTV 
Paint is the ability to create spiral fills. 
You can set the colors, direction of spiral, 
and number of "twists" that the spiral fill 
makes, and can generate them in any 
shape .. .including rectangular and circu­
lar. I used a rectangular filled area, and 
used the spiral fill in a unique manner. 
Instead of making ita real spiral, I clicked 
on the center of the rectangle for all of the 
parameters. As you can see from the 
accompanying picture, this creates a rayed 
effect from the center of the rectangle. 
You can only really appreciate this in 
color, as it has the appearance of a laser 
disk held up to the light, shining with all 
of the spectral glory you can imagine. It is 
this part of the background that supports 
my animated spinning deforming logo. 

If you have a DCTV unit and EA's 
DPaint software, I can send you one of 
these finished animations on a disk that 
you can view. AVID subscribers should 
remit $10.00, and non-AVID readers 
should send $20.00 (Eyeful Tower Com­
munications / 15 Rockydale / Bristol, 
Vermont 05443). 

If you are motivated to create your 
own animated Video Signature from this 
article and any Amiga software/hardware 
(or if you've already done so), contact 
me. 1'd love to see your creation and to 
report on it to other interested AVID 
readers. Till then .. . ENJOY. 

Jan 1992 



~Column! 

© 1992 by David Duberman 

Welcome to 3D Perspectives, typesetting the user manual for Turbo 
an ongoing AVID column covering Silver 3.0. Since then I've gone on to 

Amiga 3-D graphics and related topics as write a book called The Imagine Com­
they relate to video production. This pan ion about Mike's newest product, and 
column will bring you up-to-date news to help bring a new Amiga ray tracer, 
and reviews about all aspects of Amiga3- RayDance, to market. I've been writing 
D graphics. If you'd like to see your for AVID since its inception, mostly on 
product covered here, or have any ques- 3-D topics and graphics software reviews, 
tions or comments please write to me at: and am happy to be the host for what will 

David Duberman 
915A Stambaugh Street 
Redwood City, CA 94063 

A bit of personal history is probably 
in order here. Like many, I've been 
fascinated by Amiga 3D graphics since 
the first Juggler demo. Soon thereafter I 
started playing with Sculpt 3D and the 
original Silver and became thoroughly 
hooked. For its time, Silver was a great 
product, but sorely in need of a coherent 
reference manual. In 1988 I called Mike 
Halvorson, Silver's designer and presi­
dent of Impulse, Inc. and offered to write 
a manual for the program, to which he 
promptly agreed. I ended up writing and 
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be, with your participation, a fascinating 
roundtable discussion on Amiga 3-D 
graphics. 
RayDance 

Which brings me to the first topic of 
this month ' s column. I work in an Amiga 
retail store. Shortly after the Video Toaster 
came out, a customer came in with a 24-
bit picture on disk and asked to see it 
displayed on the Toaster's frame buffer. 
It was an interesting rendered landscape 
with rolling hills, a river with rcflected 
sun, and a realistic fractal tree in the 
foreground. It turned out that the cus­
tomer, named Charlie Comstock, had 
written the rendering software himself. 
He asked me if I'd like to help him de­
velop the program and manual so that he 
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could sell it and I agreed. A few weeks 
ago this dream achieved fruition in the 
form of a 3-D programming language for 
the Amiga called RayDance. 

I must state here that while I did 
contribute to a small degree to the pro­
gram design and manual and will receive 
a tiny portion of the profits, Charlie did 
the lion' s share of work on both and 
des rves99.99%ofthecredit. RayDance 
has no graphic frollt end for object design 
or layout, but it does a terrific job of 
rend ring, and if you're willing to deal 
with editing text scripts and thinking 
mathematically, you can create anima­
tions that would be difficult or impos­
sible with other 3-D programs. It'soneof 
the fastes t ray tracing programs yet for 
the Amiga-the default mode is with 
shadows on, and th is is almost as fast as 
most other programs with shadows off. 

The program boasts an impressive 
array offeatures. NOLonly can you easily 
create infinite varieties of fractal trees 
and landscapes, but you can make and 
animate 3-D Mandelbrot fractals. You 
can also importobjects in the VidcoScape/ 
Modeler 3D format, and lathe or extrude 
outlines, which can also be imported. A 
special feature is the Replica statement 
which I t you make multiple copies of 
complex objects without the normal cost 
in memory-we're talking potentially 
mi llions of virtual polygons in a few 
megabytes of memory, but the price you 
pay is in renderi ng time. The program 
has a powerful morph statement to allow 
animating objects' shapes and attributes, 
including bump maps. 

Objects can be applied with colors 
and surfac s; the la Lter can be a solid 
color. a biLmap. ora user-defined built-in 
color gradien t, while a surface can be 
unsmoothed, a sophisticated multi-vari­
able Phong model. or a bump map de­
fined by an imported bitmap. The pro­
gram uses IFF bitmaps in any standard 
Amiga mode including 24-bit and gener­
ates 24-bit IFF images. One unique ca­
pability lets you apply bitmaps to objects 
as they're lathed or extruded so thata true 
"wrapping" effect is achieved where the 
image actually follows the object's con­
tours rather than being projected 
"through" it. 



If you've ever programmed a com­
puter in BASIC or C, you'll be right at 
home with RayDance's programming 
language. There are variables, expres­
sions, built-in functions such as Sine and 
Log, loop constructs such as IF-TIffiN­
ELSE, and procedures. Use the text edi­
tor of your choice for script creation. 
RayDance's push-button user interface 
lets you specify the script file, rendered 
image file name and size, paths for tex­
tures and objects, and other factors such 
as shadows and haze. Click on the Ren­
der button to create a HAM or wire frame 
preview image as well as the final image 
file in 24 bits. An accelerated Amiga is 
highly recommended. 

Ray Dance includes an extensive 194-
page81/2x ll-inchspiral-boundmanual 
with large print, plenty of illustrations, a 
table of contents and index, and over 50 
pages of well-commented example 
scripts. The low purchase price (about 
$75 street) includes BBS support from 
the author. Particularly, if you need to 
use the Amiga for a scientific or engi-

neering simulation in 3-D, you'd do well 
to consider this program. It's currently in 
national distribution so ask your local 
Amiga retailer to order it from his dis­
tributor, or contact Radiance Software at 
the address and phone number at the end 
of this article. 

3-D Broadcast Fonts for 
LightWave 

Broadcast Fonts from Unili Graph­
ics are now available in LightWave 3-D 
format. There are nine well-crafted 3-D 
fonts each containing all capital and lower­
case letters, numerals, and a healthy se­
lection of punctuation characters. The 
three sets are Helsinki, Microbes and 
Future Shock; Paladium, Clarity, and Park 
Place; and Brushstroke, Casual, and 
Copper. You can get each set separate! y 
or all together in the Master Pack. 

Sans serif fonts are Microbes, 
Helsinki, and Future Shock, which are 
thin, italic thin, and thick respectively, 
plus Casual, a cartoony text. The serif 
fonts are Paladium, Clarity, and Copper. 
Brushstroke is a cartoony script, while 

Park Place is an elegant one. 
To save disk space the fonts come in 

the compressed .LZH format. Included is 
a program to decompress the files, which 
results in three directories for each font's 
capital and lower-case letters as well as 
punctuation. The latter includes numbers 
plus commonly used symbols such as 
copyright, reserved, the pound or num ber 
sign, asterisk, and more. 

Although the fonts originally ap­
peared in Imagine format, the LightWave 
versions are not mere conversions. Where 
possible, characters are created with multi­
sided polygons rather than triangles for 
reduced rendering time and more effi­
cient use of memory. While Phong 
smoothing is applied to the sides, the 
fronts and backs are un smoothed for the 
squared-off look you expect. Moreover, 
as discussed in the user manual, special 
effort went into constructing the fonts so 
that no smoothing inconsistencies would 
occur. The discussion in the manual 
gives you information for using these 
techniques in your own objects. 

9 Broadcast Quality 3D Object Font Sets! 
Volume 1: Microbes, He/sinki , Future Shock 
Volume 2: Paladium, Clarity, g:>,,,,, ~ 
Volume 3: t:~ Copper, CIIOl.I ........ " ....... .... .. .. ... ...... "" .... .... .... . Only $49.95 each! 

LAST 
CHANCE!! 

This is the last 
month to 

purchase all 3 
volumes 

CO!llllalahjljly: Lightwave 3D Object Format or Imagine TDDD Object Fonnat. Each charac ter has been carefully 
handcrafted to properly support Phong Shading for the highest quality appearance from any angle. Each font includes 
CAPS, small case, numbers and the symbols !#S%&·O·' '?(fYji)£/. (Lightwave 3D versions are true polygon-based and 

for only $99.95!! 
CALL NOW!! 

':.' have named polygon ranges for easy attribute setting of front/back and sides.) 

f!J1wM1i~~ To Order' call 

or write to us at 

(510) 439-1580 
143 Lorraine A venue 
Pittsburg, CA 94565 "'Jo m o now 'j c.'tatL o f th, dI,t~' ~ 
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Broadcast Fonts 3D for Lightwave from Unili Graphics 
Extruding Text with Pixel 3D 

As you can see from the illustration, 
the fonLS look great when rendered. For 
comparison, I tried rendering some text 
objects that I created with Pixel 3D 2.0, 
creating the original image in Deluxe 
Paint by typing on a high-res screen with 
a large fonl. I discovered a problem with 
words containing both curved and straight 
diagonal sections. If in Pixel 3D you set 
smoothing to a high enough value to 
avoid stair-steps on the diagonals, the 
curves tend to look blocky, and if you set 
it low enough to create smooth curves, 
the diagonals tend to zig-zag. One solu­
tion is to use little smoothing, then remove 
the extra vertices on the diagonals with 
Modeler. 

Virtual Lionel 
If you like trains and 3-D computer 

graphics, be sure to add the LightWave 
3D Tmin Set from Electronic Images to 
your shopping list. Also available from 
the company is a Science Fiction space­
ship set, and due out soon is a set of fine 
automobile models. If you send E.I. a 
videotape con taining an animation y u' ve 
made with their objects, they'll give you 
half off your next purchase-a great 
policy, in my opinion.The train models 

~ Jan 1992 

arc patterned after cars buil t by American 
Flyer, Amtrak, CenLr.l1 Pacific, and Illi­
nois Central. Engines and cabooses are 
included for all four. There are also open 
and closed boxcars, passenger cars, oil 
and wine tankers, cars for cattle and ore, 
and of course a seesaw car. In addition 
there are a number of parlS for building a 
complete model railroad, including a 
straight track section, various crossing 
lights and signs, and a mailbox and 
phonebooth. If you want scenery, sta­
tions and curved track sections you're on 
your own, though. 

All objects come set up with the 
proper surfaces and attributes for their 
various parts, though you're at liberty to 
change them, of course. While adeq uately 
realistic, the models are not as detailed as 
the real-world variety, because to do so 
would tax the resources of a system at­
temptingtorend r a completeset. On the 
other hand, two engines and the seesaw 
come in parLS for hierarchical motion. 
The American Flyer steam engine has 
separate main drive wheels and rods, and 
the Central Pacific Diesel Engine has 
separate main drive wheels, wheel con­
necting rods, and connecting rod drivers. 
Add a puff of smoke, a hearty "Whoo-
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whoo", and you're in railroad heaven! 
Who needs Railroad Tycoon games when 
you can build your dream train layout in 
your digital basement? 

The manual is great, with brief in­
structions on the use of the objecLS, large 
wireframe illustrations of all parLS with 
an index, and a bibliography. Especially 
useful is the Object Surface Attribute 
chart developed by E.I. which they've 
included and encourage users to copy and 
distribute to other LightWave users. Each 
8 1/2 x II-inch page includes a space for 
an object name and eleven different sur­
face types. For each surface you can 
specify a color/texture, percentages for 
diffuse, specular, and refelection map, 
values for glossiness, edge opacity, and 
the resl. Until Allen Hastings builds a 
printout capability into LightWave, 
manual entry into this valuable chart is 
the best way to get an overall view of your 
objects' various surface types. 

Public Domain 
I suspect there are more than a few of 

us who use LightWave 3D to create ani­
mations and DCTV to display them. The 
way this is normally done is to render all 
the LightWave 24-bit images to separate 
disk files , then use IffToDctv to convert 
them to DCTV format, then a program 
such as Deluxe Paint or Makeanim to 
compile the DCTV frames (which look 
like hi-res to the Amiga) into an anima­
tion. This process is not only labor­
intensive but can consume vaslquantities 
of disk space, especially for the 24-bit 
images output by LightWave. It's the 
ideal problem for computerized automa­
tion, for which an enterprising chap named 
Daniel J. McCoy came up with an inge­
nious solution called DCTV Automated 
Animation Maker, or DAAM for short, 
which he's released as shareware. Itused 
to be called Automated DCTV Anima­
tion Maker but the name was changed 
because Coleco holds the copyright for 
the name Adam. 

Though not a commercial product, 
DAAM is a great example of Amiga 
software in several ways. It was created 
using Innovatronics' CanDo, and thus is 
an example of how that program can be 
used to create a useful elegant-looking 
program without requiring extensive 



programming knowledge. Also, DAAM 
coordinates the activities of three other 
programs-IfIToDctv, MakeAnim, and 
optionally an image-viewing program­
while processing the output of a fourth, 
the rendering program. Thus it takes full 
advantage of the Amiga's multitasking 
operating system to save you lots of time 
and effort. 

DAAM's program settings include 
presets for images output by LightWave, 
Imagine, VistaPro, and Animation Jour­
neyman, but you can set the program to 
recognize output from other programs 
that use a similar numbering system for 
consecutive animation image frames. 
There is also a complete range of preset 
sizes for output DefV images. Options 
let you delete or move original and DefV 
frames after processing, and set paths for 
the various files used by the program. 
When you click on the Do It button, the 
program waits for output from the ren­
derer, then processesilie images as you've 
designated as each is rendered and saved 
to disk. 

If you're short on disk space you 
should opt to have original frames deleted, 
in which case you'll only require enough 
storage for one or two original frames 
plus all of the DCTV frames. Animation 
compilation isn't performed until all 
frames are rendered and converted. 
However, conversion to DCTV frames is 
ongoing, and both rendering and con­
version can use the CPU and disk drive 
simultaneously, causing slowdown even 
on the fastest of systems. If you've got 
plenty of disk storage, you may wish to 
render all frames to disk first, then run 
DAAM afterward. One great ability is 
the option to reprocess converted DCTV 
frames, for example to reduce the number 
of bitplanes or change the size. 

Forthose of you who have difficulty 
obtaining public domain software, I've 
created a disk containing DAAM 1.0 and 
the support files Makeanim and an image 
viewing program (if you have DCTV 
then you have If IToDctv) , plus an inter­
face program for Makeanim called 
Createanim and some public domain 3D 
objects, which I'm making available to 
readers of this column for $5. Send a 
check or money order to the address above. 

Please note: you must be familiar with 
AmigaDOS and have mastered the Shell 
or an alternative utility such as DiskMaster 
in order to install these programs. 

ImageMaster Update 
Here's a follow-up item to close out 

this month's column. The programming 
elves at Black Belt Systems have been 
keeping busy. I've just received the latest 
update ofImagemaster, their awesomely 
versatile image processing program, 
which fixes a number of bugs and adds a 
number of new features. Among the 
most notable of the latter is the unique 
dual fill feature. You can specify two 
gradient ranges for a side-by-side or 
above-below two-way blending. For ex­
ample, if you choose red to blue as your 
first range and green to orange as your 
second with a horizontal dual fill, filling 
a rectangle, you'll get red blending into 
blue across the top half and green blend­
ing into orange across the bottom, while· 
the left side blends from red to green 
vertically and the right side from blue to 
orange. Dual fill options are horizontal 
or vertical, with or without warping. 

Another new fill option is the Poly 
Range fill, which places a smooth user­
defined gradient around the perimeter of 
any shape. Other programs let you do this 
with a few colors, but only Imagemaster 
lets you use any number of colors up to 
256. Of course, using that many colors in 
a large shape might put the computer to 
sleep for a while ... 

Another major new feature is the 
User Transform function available from 
the FIX Panel. Selecting this bu tton brings 
up a whole new requester which shows 
you a brighmess curve for the picture area 
you define, and lets you adjust it using a 
large line graph you can draw in. There 
are several graph presets for standard 
image processing functions and you can 
load and save graphs. Many unusual and 
useful effects can be obtained by experi­
menting with different graphs. Black 
Belt is to be congratulated for adding 
even greater usefulness to a program al­
ready loaded with functionality. 

Black Belt Systems 
398 Johnson Road 
RR-I Box 4272 
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Glasgow, MT 59230 
Imagemaster 
Daniel McCoy 
13324 Aetna St. 
Van Nuys, CA 91401 
DAAM - Shareware 

Radiance Software 
2715 Klein Rd. 
San Jose, CA 95148 
(408) 270-7420 
RayDance $99 

Unili Graphics 
143 Lorraine Ave. 
Pittsburg, CA 94565 
(510) 439-1580 
Broadcast Fonts 

Electronic Images 
1280 Elizabeth 
Mt. Morris, MI 48458 
(313) 686-3362 
LightWave 3D Train Set $49.95 

RayDance 
New, script-driven, ray tracing 
software for the Amiga! 
• True texture and bump wrapping for 
amazingly real surfaces • Built in fractal 
objects: trees, hills, and 3d Mandelbrot I 
mountains· Haze and soft shadows· : 
Virtual objects make possible scenes with : 
millions of polygons! • Tweening and shape 
morphing • IFF24 output • PowerfUl, 
high-level, script language for precision 
scene construction and motion paths' 

1 meg min. memo Additional memory and 
math coprocessor strongly recommended. 

MC68040 compatible! 

Introductory price, only $99.95! 
Demo version also available. 

Send $5.00 (postpaid in USA) to 

Radiance Software 
2.115 Klein Rd., San Jose, CA 95148 
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Sure, I said 
it. I also immedi­
ately regretted saying 
it. 

For one thing, 
the UPS guy thought 
I was lying; and I 
never lie, although 
I've been caught in a 
stretcher or two. 

Second of all, 
the joke fell as flat as 
my feet when I hit 
draft age. 

But the UPS guy 
started it. I was at 
Burlingame's Com­
puter Spectrum. a 
San Francisco Bay Area Amiga 
dealership, when he showed up with a 
handcart bearing ten or twelve large 
packages. 

"Look's like I brought you a lot of 
goodies today," he said. "Everything but 
the kitchen sink." 

"Well." I said, and I paused .. . "I 
think that's probably in there, too." 

The UPS guy looked at me and 
chuckled a polite, obligatory chuckle as 
Robert signed for the packages and I tore 
into one of them. I found the box I was 
looking for, shook off the styrofoam pea­
nuts, and held the box up for UPS inspec­
tion. 

"Look" I said cleverly. "The Kitchen 
Sync." 

Let it not be said that UPS doesn't 
have a sense of humor. LET IT BE 
SHOUTED! This UPS guy looked at me 
with a disdainfully superior smirk, and 
then he said: 

"Yeah, but] meant 'sink' sink, not 
'sync' sink." 

I became lightheaded and time 
slowed. Reality seemed just beyond the 
reach of an outstretched arm, and I got the 
visual impression of watches melting over 
the handtruck. The face of the UPS guy 
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distorted as if I were viewing him through 
a fisheye lens. 

At first I confused this excursion into 
surreality with an existential identity cri­
sis; then I thought it might be an acid 
flashback from the '60's. Later I found 
out it was just gas. 

I regained my composure and said, 
in my most dignified, cool manner: "Par­
don, then. My mistake." I picked up the 
single box and walked to the back of the 
shop. 

The box contained three boxes. One 
contained the Kitchen Sync main board, 
which looks like it's made of blue anod­
ized aluminum (but better not be). The 
second box contained a small remote­
control unit which is about I" x 3" by 6" . 
The third box contained the connector 
box. This connector box, which is slightly 
larger than the remote control unit, has 
six BNC connectors on it- Channel A IN 
and OUT, Channel B IN and OUT, 
Genlock IN, ADV Sync OUT. This box 
also bears four Y IC connectors - Channel 
A IN and OUT, and Channel B, IN and 
OUT. Don't be fooled, though. The two 
Y/C connectors labeled OUT do not 
function without an optional Y IC output 
module which is not yet shipping. This 
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module, which will 
cost in the neighbor­
hood of $100-$200, 
will fit directly onto 
the main Kitchen Sync 
board, so no more 
hardware will be hung 
off the two boxes al­
ready outside the 
computer. 

The main board 
slipped into the first 
AT slot on the shop's 
Amiga 2000, and the 
connector and remote 
control boxes bore 
cables which plugged 
into the main board. 

Very simple, five-minute installation. 
Despite its punny name designed to 

raise visions of Blenders and Toasters, 
Digital Creation's dual time base correc­
tor is designed to work in any computer 
that contains an AT-type expansion slol. 
All controls are built-in and accessible 
via the remote control. Menus are dis­
played on a two-line LED display and 
accessed by five buttons below the dis­
play. There is no software to install on a 
hard disk, so there is no need to multi-task 
with whatever other video peripherals 
your Amiga might be running. Nor will 
there be any problem switching the 
Kitchen Sync to a DOS machine. 

The main menu accessed via the 
remote control contains five main menu 
items and a hidden item. These are: I) 
Processing Amp, 2) Freeze Menu, 3) 
Special Fun!. 4) Program Store, and 5) 
Genlock Menu. The hidden menu is 
Special Fun2. The Processing Amp menu 
allows control over hue, saturation, gain, 
luma peaking, horizontal chroma delay 
and vertical chroma advance. The Freeze 
Menu allows you to select the channel 
you wish a frame to be frozen from, and 
also the display mode (field #1, field #2 
or full frame). Special Fun! controls 
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picture centering, signal type (NTSC, 
PAL, composite, Y IC), output signal type, 
vcrtical lock and AFC circuitry gain. 
Program Store is just that, allowing you 
to store up to three Kitchen Sync pro­
gmms for multiple studio set-ups. And 
thc Genlock Menu controls chroma phase, 
horizontal adjust, vertical adjust, and al­
lows you to tell the Kitchen Sync to 
compcnsate automatically should the 
genlocked signal start to jitter, or tell it 
you will control it manually. 

The hidden menu, Special Fun2, 
which is accessed by pressing two of the 
buttons (SHIFT+RIGHT) simulta­
neously, allows selection of luminance 
delay, horizontal loop calibration, a ver­
ticaltimeconslant setting, and calibration 
gain - all of these, of course, for any 
channel. All six main menu items contain 
a MAIN MENU button which allows you 
access to the MAIN MENU without Ihe 
necessity of pressing the ENTER button 
and thereby confinning your choices. 

The Kitchen Sync's two TBCs are 
infinite-window, meaning that they ad­
just the sync on a full fmme of video at a 

time, instead of line-by-line. This as­
sures compatibility with NewTek' s Video 
Toaster, which, if it is to be used with 
anything but live video input, requires an 
infinite window time base corrector or 
two (or three, or four, depending upon 
how many inputs you wish to use). 

The Kitchen Sync is more than 
competitive at a list price of $950 per 
channel ($1,895 total). The Kitchen 
Sync's two time base correctors are timed 
spot-on at Ihe factory, removing the typical 
necessity of timing two TBCs to each 
olher. All you have to do is keep the video 
output cables the same length. This will 
be easier to do with longer cables than 
with shorter ones, since one inch is less 
than one percent of a ten-foot length; 
while one inch is abou tthree percent of a 
three-foot length. John Weber of Pro­
gressive Image Technology, Ihe manu­
facturers of the hardware, assured me that 
a one-inch difference in a ten-foot cable 
would be insignificant. A one-inch dif­
ference in cable Ienlh in three-foot cables, 
however, would be another story. 

The Kitchen Sync is capable of cap-

turing both an interlaced frame of video 
(l!30th of a second) and an individual 
field of video. Actually, the field freeze 
is a display mode rather than a capture 
mode. The full frame of video is always 
captured, and the user can specify which 
field to display. The field information is 
doubled and then output as an NTSC 
interlaced frame of video. This display, 
even though it is interlaced, contains only 
half the detail information available in 
the full frame. A user has twenty seconds 
or so after capture to check the full frame 
to see if it is useable. Why wouldn't it be 
useable? If the subjectofthe video moves 
rapidly, there will be a significant dif­
ference in data between the two fields. 
For example, it is quite easy to turn your 
head through 30° of arc in one-sixtieth of 
a second. The resulting interlace jitter as 
one field and then another scans can be 
intolerable. However, if the full frame 
contains a minimum of motion and 
Iherefore does not suffer badly from in­
terlace jitter, the full frome may be selected 
for display. 

Installation of a Kitchen Sync has 

HT ELECTRONICS 
Northern California's Full 
Service Authorized Amiga 

& Video Toaster Dealer 
computer systems 

We carry a complete line of Video Toaster peripherals including: 
• AmiLink: CI Edit Controller for Panasonic AG 1960 decks 
• DPS Time Base Corrector II 
• Toaster font packages 
• Lightwave Textures 
• Toaster Training Tapes 

If they make it for the Amiga, We've got it!!! 

Also in Stock: 

• DCTV • Impulse Firecracker Board 

• GYP IY24 • HAM - E Plus 
• SFC Single Frame Controller (affordable!) 
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HT Electronics 
275 N. Mathilda Ave. 
Sunnyvale, CA 94086 
(408)737 -0900 
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VIRTUAL MARBLE VOLUMES 1 & 2 
OVERSCAN INTERLACED (368 x 480) HAM IMAGES 
FOR TITLING BACKDROPS, "TEXTURE MAPPING" 
RAY-TRACING, 3D MODELLING AND ANIMATION 

Full-frame pictures of fine, naturally lit architectural stone compatible 
with Amiga graphics programs using IFF HAM (4096 color) images. 

Each Virtual Marble disk/Voluma contains six different images. 
Coming 1/92: Volumes 3 & 4 (lighter stone) and 24 bit JPEG 

INTRODUCTORY SPECIAL 
VIRTUAL MARBLE 

Volumes 1 and 2 together 
$ 25.00 (eA residents add 8.25% s. tax) 

Send check or 'm oney order to: 
Rapid Eye Technology 

2313 -5th Street #1 
Santa Monica, CA 90405 

original way to learn lightWave! This best seller is perfect for beginners 
experienced users alike. A special references section covers dozens of 

settings. Modeling a company logo and putting together a television 
commercial are covered as well. 60 Minute VHS $39.95 

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

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

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

VISA. (504) 837-4234 • MASTER CARD 
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certain advantages over the use of two 
separate time base corrector cards. 

The Kitchen Sync uses only one 
Amiga (or any other computer) AT ex­
pansion slot. You can put four channels 
of time-based video through two computer 
slots if you install two Kitchen Syncs. 
I've heard of Amiga power supply 
problems when a Toaster and up to four 
time base correctors have been installed. 
The two time base correctors on a Ki tchen 
Sync card, however, require only 7.5 
watts of power, minimizing the possibility 
of overloading the Amiga power supply. 

Any open channel of a Kitchen Sync 
functions as a true RS-170A blackburst 
generator, so you don't need to run your 
lens-capped camcorder to stripe tapes 
with black, or to run your genlock when 
you are creating graphics. If you run 
three time-base corrected inputs into the 
Toaster, and run the Toaster Program Out 
through the remaining fourth Kitchen 
Sync channel, your Toaster Program out­
put will be time-base corrected. 

PAL to NTSC transcoding is stan­
dard on the Kitchen Sync; so your studio 
can offer this service to clients without 
the necessity of additional equipment. 

The most exciting aspect of the 
Kitchen Sync, however, is its S-Video 
inputs when utilized with New Tek's 
Toaster. "Now wait a minute," you're 
probably thinking, "The Toaster is for 
composite video only!" You're right, of 
course; but there's composite video, and 
there's composite video. 

The S-Video input capability of the 
Kitchen Sync frees Toaster users from 
the tyranny of the Toaster's composite­
only input. The Toaster's 5Mhz output 
assures that it can pass up to 400 lines of 
horizontal luminance resolution. But 
that's only if the video input exceeds 400 
lines. RememberGIGO? You ain't ever 
gonna get out of a Toaster a higher 
resolution signal than you put in! If 
you're putting 220 lines of VHS or S­
VHS composite into the Toaster, or per­
haps the 260 lines of standard 3/4", you'll 
get no more than that, in fact somewhat 
less, out of the Toaster. 

The Kitchen Sync, however, 
'transcodes' Y/C video. It's proc amp 
processes the chroma and luminance sig-



nals separately, keeping them completely 
separate until they are combined in the 
composite output. The composite output 
from the Y/C input is rated at -6db 4.6 
MHz. This means that ALL Kitchen 
Syncs operate al th is level ata minimum. 
If you read my September article (A VID, 
Sept 1991, p. 28) on Broadcast Titler' s 
35ns pixel display mode, you ' ll perhaps 
rccaJlthatthe maximum theoretical reso­
lution of a video device is dependant 
upon its upper luminance bandwidth - in 
the Kitch n Sync's case, 4.6 MHz. Re­
member how to calculate maxim um lines 
ofluminance resolution from this? Invert 
the number (1/4,600,000 secs per cycle = 
0.00000021739 seconds per cycle). 
That's the lime-length of one cycle of the 
signa\. Divide this number by two to find 
the time it takes to display half a cycle 
(one pixel), because lhat' s the minimum 
change in signal we can see 
(0.00000021 739 secs per cycJe/2 pixels = 
0.000000108695 seconds per pixel , or 
approximately 108 nanoseconds per 
pixel) . Recall that 53,300 nanoseconds is 
the time it takes the leclron beam to an 
horizontally once across the video screen; 
so to find the number of ultimate line f 
resolution, divide 53,300 ns/line by the 
length of time it takes to di pl aya single 
pixel (53,300 n per line/IOns per pixel = 
493.5 lines of ultimate resolution - in this 
maller 1 equate a line of resolution with a 
pixel). Multiply that by 3/4 (because 
video tckkies are wierd and insist on 
bringing theaspectratioofa video monitor 
into this) and y u gel (4 3.5 x .75) = 370 
lines of resolution possible from the 
Kitchen Sync'scomposite4.6 MHzoutput 
signal when Y/C video is input into Lhe 
corresponding channel. 

If you put a clean Hi-8 or S-VHS 
vidcoUlpe signal into the Y/C inpulS on 
the Kitchen Sync and then end the 
composite output through the Toaster, 
you might get on the order of 350-360 
lines of r olution from your Toaster. A 
damn sight beller than most people have 
been gelling. 

I hope to check this last point out in 
the ncar future, and maybe AVID can 
arrange to scope out the Kitchen Sync 
and a couple of competing products. 
Anyone have a vcclorscopeand waveform 

WHY THE 
FUSION FORlY 

68040? 
1. Fully compatible with the VidE'oToastt'r:" 

2. Built-in open connectors for future 
hardware dev ices: SCSI 1&11 controllers, 
96 MB ram expander, parall el / serial port. 

3. Incredible speed: 28 Mhz, 18-25 MIPS, 
3.5-8.0 MFLOPS. 

THAT'S WHY 
Res 

Tel: (608) 277-8071 
Fax: (608) 277-8073 

Video Toaster is a trademark of fIlewTek Inc 

V IDEO and\i!::j'fal 
MULTIMEDIA dELde~ 
G RA P HI CS P.D. Box 593, Whiteville, N.c. 28472 

THREE NEW TITLES !! #007, 008 & 505 
AJI Libraries are 4-disk sets of high quality images and 
backgrounds, meticulously executed to the last pixel. 
Our Video Graphics line is prepared specially/or the demanding 
needs of composite video. VGLD sets are $39.9.5 each. 

*[#001 Earth and Planets #005 Birds, Up Close 
#002 Galaxies and Other Worlds #006 Auto Racing 

*[#003 Video Backgrounds 'A' #007 Scenery Backgrounds 
#004 Video Backgrounds 'B' #008 Nature Backgrounds 

Our Multimedia Graphics give the professional look you need in 
today's competitive market. MGLD sets are $49.9.5 each. 

#501 Birds In Nature #504 Auto Race Thrills 
*[#502 Worldwide Maps #505 Outdoor Scenery 

#503 More Worldwide Maps 
Purcha~e both titles of any companion set (marked with an asterisk/bracket) 
and get FREE 2nd DAY AIR UPS in the 48 states OR a 10% discount. 
MasterCard, VISA, certified check or C.O.D. .. 
(COD charge-$3 .75, handling charge $2.(0) Order Lme- VOIce or FAX 
Special offer good through March 31,1 991. 1 919 642-6295 
Brochure alld catalog / info sheer available 
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Er an artist, style is at once an 
enigma and a necessary aspect of the 
doing of any artistic creation, including 
electronic and video art. It is an enigma 
because the more you go in search of it, 
the farther away it recedes into the un­
reachable distance. It is invited into one's 
life and art slowly and subtly, by paying 
attention to the necessary expressions at 
hand, and allowing "style" to flow from 
a long discipline of "action" rather than 
"thought". It is necessary to the artist 
because itis "style" that sets one person's 
artistic approach apart from anothers at­
tempts, and it must not be simply copied 
from anyone else. Now thisdoesn 't mean 
that you shouldn't attempt to duplicate a 
work that attracts you ... on the contrary. 
This may well be an important step in 
following a personal voice that is too soft 
to be heard clearly in the beginning. We 
"like" certain styles that others possess 
very strongly in the beginning of our own 
personal artistic searches, so that study­
ing the masters has always been a door­
way to personal expression. After rigor­
ous attempts to train hand and eye, the 
artist has to risk everything and stretch 
beyond the bounds that a specific teacher 
either permits or validates. Without risk 
in any medium, there is no artistic ful­
fillment for either the artist or the audi­
ence. One of the purposes of art is to 
present visual information in a way that 
stops the viewers in their tracks, and to 
stir them into action, reflection, and/or 
dreaming the vision on. 

Artistic Training 
There is no way to create lasting art 

on canvas or microcomputer without 
some period of study and reflection. Just 
pasting down a series of clip-art pieces 
seldom produces anything lasting (I say 
"seldom "instead of "never" because the 
great collage artists of this century were 
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able to take ordinary "things" and accen­
tuate them in extraordinary fashion. One 
example would be the late Andy Warhol's 
work, which was also connected some 
years ago to the Amiga-as-paintbrush). 
Some people go to art school for their 
training and never approach art again 
after they are "educated". Some never 
come within a hundred miles of an "art 
school", butare neck deep in their artwork 
all of their lives. There is no hard and fast 
rule, except that everyone who finally 
becomes an "artist" works very hard to 
constantly refine their vision. I believe 
that we have a "seventh sense" which 
allows us to recognize when this is hon­
estly accomplished, and to appreciate it. 

The artist's work is soaked in personal 
experience. If you listen as most twelve 
year old children sing the blues, though 
their technique may be flawless, there's 
something audibly missing from the 
perceived depths of the music, a lack of 
experience behind the words. To have 
technique without the motivation that only 
experience brings, is to have a product 
without an accompanying process. One­
dimensional art may shine with technique, 
but have no deeper perceived "value" or 
meaning. The "medium" is not all that 
there is to the message. Purchasing a set 
of fine oil paints or an Amiga is no guar­
antee that you'll be able todelve into your 
artistic depths without some rather seri­
ous and dedicated study over a dedicated 
period of time. This does not mean that 
you shouldn't seek out a joyous encoun­
ter with the visual and animated possibili­
ties ... just the opposite. By starting out 
with an attitude of having fun and engag­
ing in visual exploration, you take the 
very first steps required for any artistic 
search. Even the established "artist" must 
work very hard to retain that degree of 
openness that is exhibited by the novice. 
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To lose that is to lose the possibility of 
being astounded and surprised far be­
yond your plans and structures. As a 
superlative artistic medium, the Amiga 
actually promotes this constantly fresh 
approach, because it gives everyone 
(professional and novice alike) infinite 
visual options at an affordable price, and 
the Amiga artist constantly witnesses vi­
sual surprises. 

One last word about artistic "train­
ing" in this new electronic realm. Aside 
from allowing you to experiment with the 
artistic genre known as "computer art", 
the Amiga also gives you the tools to 
emulate other mediums, such as water­
color effects, airbrushing, pen & ink like 
line art, photographic manipulation, 
pseudo 3D sculpting, weaving, 
videography, animation, and more. This 
means that those of you coming to the 
Amiga as established artists in another 
medium, need not start from ground zero. 
Some of you may want to take the years 
of training and experience that you have 
had in your medium and try and duplicate 
that same "feel" or "look" on the Amiga. 
This at least gives you a jumping off 
place, if not a way of approaching a new 
medium, and really gets you down to the 
nitty-gritty of using electronic painting 
tools. Others, of course, feeling that they 
have "played-out" the medium that was 
their previous expressive tool, will want 
to approach the Amiga in the opposite 
fashion, leaving all previous thoughts 
and approaches behind. 

See The World As Only You 
Can 

The promise of microcomputer art is 
that it can, with the myriad of options and 
visual alterations possible, give us the 
tools to relate the visual substance of our 
dreams, and the power to relate them to 
each other in a prophetically stimulating 



and symbolically inspiring fashion. 
Art is play, and "style" is born out of 

that play. You cannot see the world in one 
"way", and neglect that same "way" in 
the doing of your art. Impressionism was 
born out of the eyes of those who "saw" 
the play of light as paramount over form. 
Cubism started when various individuals 
noticed that our appreciation for the vi­
sual world encompassed more then the 
flat surfaces that paintings usually dealt 
with, and that life had hidden and impli­
cated dimensions born of experience and 
touch that could be witnessed all at one 
glance. Surrealism was engendered by 
people who noticed that by placing dif­
ferent recognizable elements in proxim­
ity in a painting, the objects started to 
"speak" to each other, and that we then 
looked at that "speech" we interpreted it 
as "meaningful conversation". Marcel 
DuChampfound universesof artistic style 
in the interaction of common everyday 
forms, much as the Zen colorist is able to 
develop a recognizable style from the 
subtle twist of a noticed branch. 
Photorealism (which takes on new per­
spectives and importance in Amiga 
computer art) is a way of seeing the world 
like nobody really sees it, a world that is 
so clear and sharp that it produces a 
paradoxical dreamlike impact. 
PhotoRealism is differenl from crass 
"representationalism" where the artist 
pretends the eye is onl y a camera, with no 
personal questions about the symbolic 
impact of all form. TIle representational­
ist has Ii ttle lasti ng power to com m unicate 
the visual dream, because elements of the 
dream do not make "sense" except in a 
symbolic way. Your artistic mission then 
(should you decide to accept it) is to 
engage in visual play whenever you sit 
down at the Amigadigital canvas. Play in 
the ways that only your unique visions 
and dreams demand, and the basis of your 
personal visual "style" will grow from 
that. 

Pens and Brushes 
One paint brush is not like another, 

and one drawing program for your Amiga 
cannot be arbitrarily traded for another 
without a noticed change in the "style" of 
your work. If your emerging "style" de­
mands thin strokes, then (obviously) you 

will need to work in a specific resolution 
and with specific tools that can produce 
those strokes. Conversely, if you are more 
comfortable with painting in broad strokes 
with four colors (and "comfort" is a good 
indicator that you are on the right stylistic 
path for you), then why purchase a HAM 
paint program or a 24-bit device? If you 
are just beginning. learn one painting/ 
drawing program (one that you are ex­
cited about) very thoroughly. Leave the 
rest of them go for a time. This will allow 
you to get a "feel" for the system and the 
methods without being overwhelmed by 
too much stuff at your elbow. A good 
paint program is like young love, the 
relationship suffers when there are too 
many others involved. If. however, you 
are a moderately experienced Amiga 
artist. and you are well aware of the way 
that you enjoy working and the "feel" that 
your imagery must have, then stretch out 
to other wares. Read the reviews of all 
Amiga tools very carefully. and get 
feedback from friends concerning the 
strong/weak points of specific products 
before you invest in them. You will prob­
ably find that a specific paint or drawing 
program (or a Utility program) offers one 
little way of manipulating an image that 
is just right for your emerging "style". 
When you discover that tool. it's like 
finding a lost child after a long absence. 
There is also an unauthenticated third 
choice. If you are an Amiga obsessive 
(like some folks I know rather well). 
you'll procure absolutely every visual 
package sold for the system. Some will 
sit for months in dusty comers of your 
workroom, before announcing themselves 
at the right moment in your search. 

Your favorite Amiga software tools 
may vary from one work to another. As 
far as doing electronic paintings is con­
cerned. I usually begin with DeluxePaint. 
and incorporate the 2-D results into 
DigiPaint, SpectraColor, DCTV Paint. or 
another paint program. If the finished 
work has to contain 3-D elements, I might 
use Draw-4D Pro, Imagine, Real-3D Pro, 
PageRender 3D, or Caligari. These are 
some of the packages that I find very 
central to my continually evolving Amiga 
painting "style". 

There is another element of personal 
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"style" that it's possible to explore and 
expand upon with the Amiga ... that has 
the potential of blending the traditional 
painterly methods with electronic media. 
The extra hardware needed is called a 
"digitizer". a device that allows you to 
capture your traditional original artwork. 
Depending upon your desires and needs 
to experiment, there are several flavors of 
digitizers that you may want to seek out. 
A digitizer (and in some cases a "frame 
grabber". a device that allows you to 
capture single frames of video) may be 
needed. These images are open to the full 
range of color and form manipulation 
that specific paint programs and Amiga 
screen resolutions will allow. This means 
that you can still work in pen & ink. 
watercolor, or many other mediums. and 
then digitize your work for incorporation 
onto the electronic canvas! 

Style is based very heavily upon 
your experience in the world, which has 
both differences and similarities with the 
experiences of all other people. Those 
parts of your experience that demand 
expression become translated into the 
kinds of subject matter that becomes a 
recognizable part of your style the more 
work you do. Subject matter can be based 
upon your dreamworldjustas righteously 
as it can be related to your daytime ap­
preciation of "common events" (in fact, 
sometimes art makes no distinction be­
twecn the two). The subject matter may 
predominate in your painting, or be a 
small icon. symbol. or mark that appears 
in a small comer in a range of your works. 
It can be a galloping horse, a yellow 
square, a spaceship, a mirrored cube, a 
certain cloudy sky ... any of these can tell 
others about your visual world and also 
evoke and influence the dreams of the 
onlooker. In this way. "style" is both the 
comfortable visual idiosyncracies that you 
demonstrate over time and is also the 
level of involvement your work initiates 
in the audience. 

"Style" is everything that both sets 
you apart from others just like you, and at 
the same time is the basis of your being 
able to communicat.e with others in a 
similar and somewhat shared symbolic 
language. It is both that which sets you 
apart from others. and draws draws ev-
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eryone together in acts of instant visual 
communication. You can usually tell that 
you are developing a style when you 
notice that those whom you contact either 
appreciate the hell out of you, or dislike 
your work intensely. Style represents 
choice and risk. Not everyone will stand 
with you in your choices, and not every­
one will want to purchase your artwork 
(until you're dead, when the promotion 
people will "discover" you, and offer 
your work to wealthy investors at an 
inflated profit). 

Visual artists, including Amiga video 
artists, are image philosophers, and the 
hint of their beliefs (usually too complex 
and abstract for words alone) can be liter­
ally felt from visual engagement with 
their work. If an artist has to "explain" a 
painting, in traditional or electronic me­
dia, then either the wrong audience is 
asking the question or the visual experi­
ment is less then fully communicative. 
Satchmo Armstrong is reported to have 
said, in response to the question "What is 
Jazz?" ... "If you don't know, you shouldn't 
ask!" . If you can't get a discernible "hit" , 
from a piece of visual art, then no amount 
of verbalization will suffice to lead you to 
its soul ... or yours. Not all art "works", 
whether it be commercial or not. The 
point is not the electronic or traditional 
painting as "product", but the process 
that the artist is going through in an at­
tempt to learn to "see" deeper and wider, 
and to share that exciting journey with all 
who witness the event. 

"Style" is only developed from a 
dedicated and ongoing work regimen. 
You have to have a time setasideeveryday 
for immersion in the process, and you 
must try at all costs to be present in your 
work room at that time. That old tale that 
an artist waits until the muse speaks be­
fore doing any work is complete nonsense. 
Like Hemingway said, .. a writer (artist) 
writes (paints) everyday ,and doesn't wait 
forthat "special voice". More then likely, 
you will only keep and/or show to others 
about ten percent of what you create, but 
the rest is not a waste of time. It is the dues 
paid in the developmentof"style". Here's 
wishing that you achieve the development 
of your own sty Ie on the Amiga, and that 
you are able to share it wi th the rest of us. 
Enjoy! 
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Creating Custo \ i!lllii~; 
Wipes with your " 

ideo Toaster 

~en I give trammg on the 
Video Toaster I always stress the fact that 
this is a toot: the Video Toaster is the 
brush and oils of video production. The 
better the understanding of the Video 
Toaster, the more creative the production 
process will be. I proved this to myself 
again just last week, while preparing for 
the World of Commodore show in 
Toronto. 

Commodore Canada invited me to 
demonstrate the Video Toaster in their 
booth. It was three days before the show 
when I decided to put a five minute demo 
tape together describing each product that 
I would be demonstrating. There was the 
Video Toaster, the Personal TBC, 
AmiLink/CI and a few AG1960's from 
Panasonic. 

At about this time, a customer who 
had just purchased two Personal TBCn' s 
called up complaining that there was no 

, way in the world that he could get match­
ing video signals from the TBes. With 
the threat of a check being cancelled I 
went to work solving the problem. 
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Without a vector scope or waveform 
monitor, the customer wanted to use a 
wipe pattern to split the screen between 
bars recorded on VTR A with color bars 
recorded on VTR B. With the split screen, 
adjustments could be made to the proc 
amps to match the signals. The problem 
that arose was that there didn't seem to be 
a way to exit the Toaster and keep a wipe 
half way. The Toaster would always 
finish the wipe pattern before exiting to 
workbench. 

A week earlier I had figured out the 
Art Card crouton, better known as the key 
hole effect. Yes it took me almost a year 
before I realized the potential of this little 
critter. As a part of my demonstration I 
would show customers how they could 
fill fonts with video. Experimenting with 
the An Card I found a solution that solved 
the problem of matching two video sig­
nals. 

Let me first explain how the Art Card 
works. The Art Card allows the use of 
three separate bus inputs. What ever is 
selected on the preview bus is used as a 



mall pallern. When the black scissors are 
selected, the input on the overlay bus fills 
the white part of the matt. When you 
select CuI + CuI + Alt + Alt to exit to the 
work bench all bus selections remain. 

What I did to solve the customers 
TBC dilemma was to create a matt pat­
tern in Toaster paint that simply split the 
screen in two horizontally. The top half 
of the matt was black and the bottom half 
was made white. You load the matt into 
DVl, select black scissors and the Art 
Card from bank D, select DVI to be the 
matt on the preview bus, select VTR A 
(input 1) on the program bus, VTR B 
(input 2) will be selccted on the overlay 
bus. Finally you CuI + CuI + All + Alt to 
the workbench and adjust yourTBC soft­
ware. 

What I had figured out was a lot 
more than how to adjust two TECs. The 
secret of creating Video Toaster wipe 
patterns had been l'igured oul. What if the 
black and white mat I created were on 
animation instead of a single frame? Off 
I went to ChromaFX. 

In ChromaFX I selected the black 
and white effect, pulled the T bar down 
all the way and started to experiment. 
With lillIe difficulty I recorded five min­
utes of video that consisted of a black and 
white silhouette of my face. Half the 
screen was the black silhouette and the 
other half was white. I was well on my 
way to creating my first organic wipe 
pattern. 

The next step was to see how the Art 
Card would ueatthis wipe. I loaded the 
Video Toaster Logo into DV I, selected 
black scissors and the Art Card from bank 
D. On the preview bus I selccted VTR A 
(input 1), this was the five minute silhou­
ette I had created. DVl was selected on 
the program bus and VTR B (input2) was 
selected on the overlay bus. I had a Video 
Toaster demo tape running in VTR B. 
Awesome!!! is how I initially described 
it. The black silhouette was filled with 
the Video Toaster logo and the white part 
was the demo video, with no shadow, as 
clean as can be. 

lt does not stop there. I knew I was 
on to something hot. My next ex pcriment 
was to take the composite output of the 
Amiga and run it into one of the inputs of 

the Video Toaster. The signal just didn't 
cut it, so as a last attempt I ran the com­
posite output of the Amiga into a TEC 
then back into the Video Toaster. Voila!!! 
I could now use the Amiga computer as 
my wipe generator. All those Amiga 
software programs that have been ig­
nored for the last year just found a new 
purpose in life. 

I set up the Art Card as described 
above using input 4 (the Amiga) as my 
mat pattern. The next step is tojump back 
to the work bench with the Video Toaster 
still running (CuI + CuI + Alt + Alt). 
Once you are in the workbench, every­
thing you create will be ueated as a wipe 
pattern by the Video Toaster. Deluxe 
Paint III is great for creating 2-D anima­
tion. 

Say you wanted to create a wipe 
pattern like falling sheep. Creating a 
black and white animation in DeluxePaint 
III will create that wipe. Start the ani­
mation with a solid black screen; that will 
show all of what is selected on the program 
bus. Start filling the screen with white 
sheep; that will show whatever was se­
lected on the overlay. When you play it 
back it will be as clean as any of the 
existing wipe patterns. 

If you use Broadcast Tiller II or Pro 
Video Post software as your mat gen­
erator, the door opens for some very 
interesting effects. Broadcast Titler II 
combined with the Video Toaster now 
has fonts that can be any of sixteen mil­
lion colors. You can now have Pro Video 
Post fonts that are filled with a second 
video source. 

The more you have an understand­
ing of the tools you are working with, the 
more creati ve the production process will 
be. I am sure there are many more secrets 
to be discovered about the Video Toaster 
from NewTek, and I look forward in the 
future to be able to call up a bulletin board 
and download organic, inorganic, wed­
ding, sports, music, etc. wipe patterns for 
the Video Toaster. 

Gary Jolivet 
AmiWare Inc. 
3160 Steeles Ave. E Unit216 
Markham, Ontario Canada 
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OBJECT- LESSONS 
3D Modeling Concepts 

Last month's article introduced 
many basic techniques for modeling 3-D 
objects. The com bination of careful plan­
ning with a one-step-at -a-time breakdown 
of your object can help you produce most 
objects you need in your 3-D programs. 
Unfortunately, modeling becomes a 
challenge when you have lO make large, 
detailed objects that cannot be broken 
down into simpler parts. A boat hull is a 
single seamless piece, and a car body 
can't be made of glued together panels 
without looking like it's made of card­
board. This article will try to present 
some ideas and techniques for solving 
this difficult problem. 

The first step in modeling a complex 
object is the same as it was for the simple 
objects; think abou t the shape you want to 
represent and understand how it is made. 
Take a couple of minutes studying the 
object. A firm image of the shape in your 
mind is essential to determine the best 
way to build it This isn't a course in Zen 
meditation, but you can't just leap into 
measuring and modeling without a plan 
of attack. 

Complex objects thatcan't be broken 
down into parts tend to be organic and 
liquid shapes, or smooth shells or hulls of 
vehicles. In either case, the main distin-
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guishing feature of the object is a smooth 
continuous surface, since any abrupt 
changes or sharp features can just be 
modeled by splitting the object into parts 
along the discontinuity. 

Since these shapes are smooth, a lot 
of the standard tools we use to create 
objects aren't as useful. Primitive shapes 
glued together are discontinuous, and flat 
extrusions aren't detailed enough. The 
best tools for dealing with smooth shapes 
are the ones that deal with manipulating 
many points simultaneously. Most 3-D 
modelers allow dragging many points at 
once. Imagine 2.0 will allow you to pick 
a group of points, and move, scale, or 
rotate them interactively. Imagine also 
has a "magnetism" mode that allows you 
to move surfaces like they were made of 
rubber or clay. LightWave 2.0 has some 
terrific modes for twisting, moving, and 
scaling points, and its ability to bend an 
object or part of an object is unique. 

Unfortunately, these multiple point 
manipulation commands are very diffic uIt 
to control exactly. They are terrific for 
editing your model to fix small errors or 
sharp edges, but if you have a blueprint or 
you are holding a model, it is very tough 
to control these manipulation commands 
enough to make an accurate representa-
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tion of your object This is notlO say iL is 
impossible,just very difficult. When you 
are trying to copy a model, accuracy is 
obviously very important, so modes that 
aren't precisely controllable are tougher 
to use for model digitizing. This doesn't 
mean these modes aren't useful,they just 
don't help as much. Louis Markoya, a 
well known Amiga artist, is very adept at 
using Imagine's magnetism modes for 
making beautiful objects (like some ter­
rific avian shapes), but not from blue­
prints! 
Skinning 

There is one other common model­
ing ability that allows for making complex 
one-piece objects. This is the ability to 
"skin" a succession of outlines to form in 
effect a "tube", with an arbitrary cross 
section along the tube. Many modelers 
have this ability, including both Imagine 
and LightWave. 

"Skinning" is a very powerful mod­
eling technique. An object, no matter 
how complex, can always be modeled as 
a series of sliced cross sections as long as 
the object is smooth and continuous. Since 
smooth and continuous objects are ex­
actly the type of object we are having 
trouble with, this makes this method of 
modeling very appropriate. 



For example, I once had to make a boat 
hull for an ocean scene. The hull has a stream­
lined shape that has to be cast in one piece, so 
the standard modeling methods (quick extru­
sions and joining of primitives) just couldn't 
represent it. However, the hull was ideally 
suited for modeling by cross sections, since 
the shape of the hull changes smoothly over its 
lcngth. Figure 1 shows the hull's outline (a 
side view) as wen as several of the cross 
sections of the object. With enough of these 
cross sections (I used a total of 13) I was able 
to characterize the hull very accurately. 

Both Imagine and LightWave allow you 
to make these "skinned" objects fairly easily. 
LightWave 2.0 features a very sophisticated 
skinning algorithm that allows you to define a 
set of cross sections with an arbitrary number 
of points defining each one. lightWave will 
figure out how to make a skin from one cross 
scction to the next. (This is difficult since the 
outlines have different numbers of points de­
fining them, and LightWave has to make a 
decision which parts of one outline correspond 
to the next.) 

Imagine's skinning method is somewhat 
more limited in this respect It requires each 

cross section to have the same number of 
points in order to make the computer's job 
of matching the corresponding cross sec­
tions easier. However, unlike LightWave, 
Imagine allows interactive definition, edit­
ing, and adjustment of these cross sections. 
The control that you have over each cross 
section is phenomenal, since you can de­
fine and add new cross sections in the 
middle of an object, make interpolated cross 
sections that aren't "key" cross sections, 
and use different modes to keep the object 
symmetrical over different axes. Individual 
cross sections can even be stretched, warped, 
and tilted. Imagine's cross section defini­
tion actually takes place in its own separate 
subprogram (The Fonns editor) which is 
built specifically for this method of object 
definition. This editor does its job very 
well, though it is not easy to learn to use at 
first. The editor's interactive control over 
cross sections more than offsets the limita­
tion having to use an equal number of 
points in each cross section. 

Even if a modeler doesn't have a built­
in skinning command for making objects 
from cross sections, you can still perfonn 
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the task manually. Just make a 
series of outlines, then afteryou 've 
positioned them the way you want, 
use the defined points to build the 
"skin" manually by adding faces. 
It might be boring and repetitive, 
but it is easy enough to do. 

~odel ~easurernent 
Understanding how to use the 

tools of your modeler requires 
practice, but it really isn't difficul t 
to skin a series of outlines. The 
difficult part is actually cletennin­
ing what those outlines should look 
like! Dragging points into a shape 
is easy once you know what that 
shape is supposed to be, but when 
you have a real-life model, how 
do you measure these cross sec­
tions in the first place? 

There are many techniques 
for this. (Many of them will in­
volve tools that look very strange 
sitting next to a computer, like 
hacksaws!). The goal is to take a 
physical object and detennine its 
cross sections accurately. A ruler 
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or a set of calipers will be of little use, 
since you want to locate the absolute 
locations of edges and points on the cross 
section and not just the lengths of the 
edges. You need an absolute reference in 
two coordinates simultaneously. Ideally, 
being able to trace the cross section out­
line on graph paper would allow you to 
accurately see the shape of the cross 
section and enter it into your modeler. 
Our goal is to eventually get the cross 
section shapes onto graph paper, since 
the model will quickly follow. 

Transcribing cross sections onto pa­
per is still very difficult! There is almost 
never a way to directly place your object 
on the paper to just trace the cross section 
outlines, so we have to use indirect meth­
ods. Perhaps the most elegant method 
involves a tool called a "contour gauge" 
found at most hardware stores. This tool 
measures odd profiles of comers and 
moldings so floor tiling can be cut in the 
exact opposite shape to snug up closely to 
the wall. The gauge consists of a large 
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number of stiff metal wires aligned side 
by side in a row, held in place by the 
friction from two plates that sandwich the 
wires between them. The wires are rela­
tively free to move in and out, so you can 
press the gauge against a shape and the 
wires move in the appropriate amount. 
You just press the gauge against your 
object, then place the gauge on your graph 
paper and copy the shape. 

This seems like the ideal tool for 
cross section measurement, and it works 
quite well for many shapes. Unfortu­
nately when you have a sharp contour, 
the wires bend out and around the edge 
instead of being pressed in. Also, the 
relatively coarse size of the wires makes 
very accurate measurements difficult. 
This tool looks like the ideal solution for 
cross section measurement, but in prac­
tice it is best for large surfaces without 
sharp features. 

Mike Halvorson, president of Im­
pulse, told me once that he had good luck 
modeling cars by cross section. He went 
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to a hobby store and bought a clear 
plastic "shell" of a car. These shells are 
often used as the base for large radio­
controlled cars. Mike used thin. opaque 
tape along cross sections of the shell 
and eyeballed the now-visible cross 
section shapes. Though it isn't neces­
sarily very accurate, this struck me as a 
particularly elegant way of getting the 
feel for the model's cross sections since 
the clear body makes seeing the shape 
defined by the tape easy. 

Casting 
One possible way of measuring 

your object's cross sections mightbe to 
just take a hacksaw and slice your 
object into slices thin enough that they 
can be placed onto graph paper. Medi­
cal laboratories often build models this 
way, witharazorblade taking off sheets 
of tissue that are digitized with a cam­
era, then assembled in a computer. In 
our case, this might very well be a 
practical solution, but unfortunately it 
tends to destroy your model as you 

I PREMIERE ISS UE I 

• Painting a nd Raytr"c\ng T rr:ef; . OOll~. a nd Waler 
• AREXX Tuler • F~y Video Titl Ing· M;.lpp lng the World .. 

Topics covered: Animation. 

eraphics, paint. raytracing, 3D 

modeling'. desktop prEt-press . 

video. multimedia. BUthoring 

systems. sound, music. MIDI. 

ARe,?<. The News, New Stuff. 

Cover price: $ 4.95; Annu al 
subscription (6 issues): $ 27.00 

AtnlC:ulgd I, ;)" IndepcndenlJomna l not cormt: rted wtlh Commodor~ Bu.lntlS Mat'hlnes. Al11lga Is iI tradcllVU'k of Colnlnoc.Jorc Buslncaa Ma(' hlnc~. AmlGadgd 1.5 H IrHrlclnark of AmlGadgcl Pub lishing. 

~ Jan 1992 42 



measure it. Even if you don't want to 
keep your model, there is a significant 
danger that if you make a mistake you'll 
never be able to start over. Also, many 
models aren't sturdy enough to be able to­
slice accurately; a thin piece of plastic 
would rather break than be sawed through. 

It is much better to measure the cross 
sections indirectly which still leaves your 
model intact. The best solution I've found 
for measuring cross sections is by mak­
ing acastofthe model- a mold. Artists are 
used to taking casts of objects to copy 
them in plaster or other materials. If we 
can make a PHYSICAL copy of our model 
without damaging it, we are free to muti­
late the COpy with a hacksaw. An addi­
tional benefit is that we can make our 
copy out of a sturdy material that is still 
easy to cut through. 

After a lot of experimentation I've 
come up with a very reliable, cheap, and 
easy way to copy objects. Artists gener­
ally use a "molding compound" or "cast­
ing media" which is a paste that can be 

brushed directly onto an object. Alterna­
tively, an object can be immersed in a 
bowl of the goop. This compound changes 
from a paste to a flexible, springy surface 
in about half an hour. Very surprisingly, 
the compound does not seem to stick to 
anything: plastic partspoprightout,metal 
is even easier. A large glob that acciden­
tally fell onto carpeting (!) actually came 
off easily ,leaving the imprintofthe shag! 
Additionally, the compound is water 
soluble, non-toxic, and cheap. I found a 
product called "Instamold" at a local art­
ist supply store that came in a powder 
form (mix with water to use) that cost 
about $6 for enough compound to make a 
gallon. 

The casts that this material makes 
could be sliced and measured directly, 
butitis a little too pliable to hold its shape 
when cut and measured, and after about 6 
hours it does become hard, but it shrinks 
and cracks. It is really more suitable to 
use as a mold for a SECOND casting 
material. Artists use plaster of paris quite 

often, but plaster is a little too hard and 
messy to be slicing into the cross sections 
that we need. I found a second material 
that worked beautifully: styrofoam. You 
can buy pressure cans of a "non-toxic 
foaming insulation compound" at your 
hardware store for about$5, which works 
great. The foam comes out of the can in a 
mushy mess that expands as it cures (in 
about 2 hours) taking the shape of the 
mold. When it's dry, you can take the 
styrofoam model and start hacking away. 
The styrofoam cuts well and leaves sharp 
boundary lines that are easy to trace on 
graph paper. 

Another way of casting your model 
is to use the styrofoam directly on your 
object just like the casting media. The 
styrofoam could be sliced after it sets, 
and you could measure the cross section 
shapes from the interior "hole" your ob­
ject left. Unfortunately the styrofoam 
sticks to everything (including skin!) so 
you have to protect your model from the 
styrofoam first. I painted the plastic hull 
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Length: 90 minutes 
Taue #3 
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Suggested list price per tape is $49.95. 
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Downloadable teXiures and objects are available. 

Subscription is $50 per year. 
Call 414-365-0259 (modem) for access. 
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with a thin layer of liquid latex (also 
found at an artist's supply store.) Liquid 
latex is fun stuff, it is basically liquid 
rubber which dries rapidly. You can even 
dip your hands into it and make custom 
rubber gloves ... It peels off without any 
fuss from plastic, but I wouldn't try it on 
carpeting. 

I built a long, rectangular box out of 
thin cardboard that the boat hull com­
pletely fit in, similar to a shoebox. I 
placed the hull inside, then filled the 
remainder of the the box with styrofoam. 
When the foam had hardened, I popped 
the model out (the thin latex layer stayed 
behind), and was left with a rectangular 
solid "anti-hull." I placed it into a mitre 
box (a tool for holding materials when 
being cut) and used a hacksaw to lop off 
wedges abouttwocentimeterswide. Make 
sure to label the wedges before you start 
cutting to identify each cross section! It is 
also easier if you mark the cardboard with 
equally-spaced parallel lines to identify 
where to cut. 

This second method actually is more 
convenient, since it is a one-step process. 
Additionafiy, since the "anti-model" was 
in a nice rectangular box, I was able to 
identify the orientation and position of 
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each cross section, since the rectangular 
outside of the mold stays constant for 
each slice. This absolute reference is 
valuable for positioning the cross sec­
tions relative to each other. 

Touch-up 
Usually there is some extra work to 

be done after the skinning. The boat hull 
was smooth and was ready to use, but 
what about a car body? I modeled a 
Volkswagen Golf body ,and successfully 
used cross sections to make a wonder­
fully detailed version. Unfortunately, it 
still needed a lot of work to finish it since 
the windshield and windows were cast as 
an integral part of the body. There are a 
couple of techniques for finishing off 
these small details. 

Very often, you want to split part of 
the smooth shape off as a new object. 
With the Volkswagen, I wanted to re­
move the windows from the body, but 
still keep them to form the glass with. 
There are a couple of techniques for split­
ting objects like this. The most straight­
forward method just involves deleting 
the points and faces you don't need in the 
body (like the windshield), then loading a 
copy of the original shape, and deleting the 
points that you don't need in the wind-
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shield. With two passes of deleting, you 
get the two separate objects. You can 
"cut out" parts of your object this way 
pretty quickly and easily. 

If you know you are going to be 
cutting out sections of your model, you 
might want to add extra cross-section 
slices in that region so that you have 
smaller faces there. That will allow you 
to better select the exact region you want 
to cut out. 

Imagine and Real3D both have a 
very powerful function that make "cut­
ting" objects easy. In either modeler, 
you can build a "cookie cutter" that wiIl 
cut arbitrary shapes out of your objects. 
(In Imagine, this is "slice", in Real3-D it 
is the boolean object operations). This is 
ideal for pulling things like windshields 
off of your model, especially since the 
region where you are cutting doesn't 
have to have a high number of faces: the 
program will add them as necessary. 

Conclusions 
Modeling is a complex task, but you 

can make accurate models fairly quickly. 
There are a lot of tools for complex object 
definition, but skinning is particularly 
suited for copying real-life objects. 
Luckily, it doesn't take a lot of work to 
build models if you have a reference to 
work from. The best way to learn is to 
start practicing! 

Next month I'll conclude this series 
on object design by talking about object 
appearances (attributes) and using 
brushmaps and textures. Defining poly­
gons is only half the work in making 
objects! 

You can get in touch with me by 
writing Steven Worley, 405 El Camino 
Real Suite 121 ,Menlo Park CA 94025,or 
by sending electronic email to the ad­
dress "worley@cup.portal.com". 
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I n the last several composition programs such as 
months,and particularly since M , Music Mo use , an d 
the publication of my audio- SuperJam ! allow even the 
for-video articles in the last uninitiated Amigauserto com-
two issues of AVID, I've spo- pose some truly useful and 

ken to a large number of inde- The AB C '8 of amazing electronjc music. Al-
pendem video producers. Most gorilhmic composition is a 

of them either own Amiga A _ - S d & process of utilizing the om-
2000's or 2500's, or plan on .l'"1.IIIIga oun puterlo make acertainamOUnl 
buying one in the near future. of composjtional "dec' ions" 

Many of them play music as a Music .eor VI-deo on the musical content of a 
hob by, and some produce 1. ~ piece of music. Composing 
music for their own videos (as music with M involves giving 
well as those for hire.) Very a-_ ..... _ __ ...... _ ___ ...... ____ ...... ____ ......aI the Amiga a set of note and 

few, it seems, fully understand rhythmic values from which to 
or utilize the tremendous audio produc - Original music and sounds can add a choose. Values for ac ent, dUTation of 

distinctive signature to nearly any video tion power they possess in the Amiga. no s, note order and density are set by 
Most vidco producers select music project. The [lfSt step toward using thes the computer from a set of variables de-

fortheir video projects from the available powerful tools in th composition and term ined by the user. M usic Mouse uses 
production of original music i to under-volumes of "buy-out" music libraries. the Amiga's mouse and keyboard to con-

Music is chosen for it's ability to re- stand the termi nology and basic concepts Leol the internal sounds, or vi a rvnm 
reinforce the message and the mood of involved in the creation and production imerfa e to control external sound mod­
the graphic images. And, by now, you of electronic sound. (After all , nearly ules. Scales (or modes) and patterns are 
have no doubt noticed the great amount every bit of the music we hear is elec- preset within the program; the mouse and 
of similarity in many of those music col- tronically reproduced. Regardless of keyboard are used to vary volume, order, 
lections. Any attempts on the part of whetherthe original source of the sounds tempo, grouping and direction of the 
producers to attain distinction are se- are acoustic or synthesized, they are mo t melody, as well as certain other attributes 
verely stifled by the sameness of those likely being reproduced by a loudspeaker of the sounds. Il is nOl necessary to ac-
music selections . Nothing can be more and some sort of amplificalion system.) quire an external keyboard or MlDI inter-
distracting than the recognition of a piece Paula and the Four Voice face in order to use these programs with 
of music from another video program, Limit the Amiga 's own four-voice synthesi7..er, 
whether that be in the context of a com- We' ll start with a brief description of but these dev ices do greatly xpand the 
mercial, titling sequence, or in a docu- the Amiga 's own sound capabilities. The creative poten tial and ease of use in 
mentaryor industrial video. (For example, Amiga' s Paula chip has the abili ty to working with most popular musi soft­
here in Arkansas, a large funeral home produce up to foursoundssimu!taneously ware. 
uses a particular piece of music in all of through the stereo audio outputs located With the maj rity of those programs 
their television advertising. Il is not at all on the back of the machine. These out- which use the Amiga's internal synthe­
an unpleasant musical theme, buta couple puts may be plugged inloa stereo system, sis, depending on the amount of RAM 
of days ago, a spot about child care was mixing board, or a video or audio re- available in he computer, up to sixteen 
shown on a local news program which corder. If you haven't done so already, I sounds may be loaded and may be ac­
used the same musical theme. It is virtu- suggest you try plugging your Amiga ces ed by the program , although only 
ally impossible to shake the ominous imo a stereo; you may be amazed at the four sounds may be sounded simulta­
feeling of the funeral message ... ) sound quality of this audio/video dy- neously. (Reportedly, Blue Ribbon 

With the addition of just a few inex- namo. SoundWorks' new program SuperJam! 
pensive peripherals and software pack- Initial att mpts at creating music on will allow the Amiga 's Paula chip to 
ages, and a lillie practice, Amiga-assi ted the Amiga have been made incredibly produce additional sounds y combining 
video producers can be well on the way to easy to accompli h by working wi th the multiple waveforms, thus exceeding the 
producing royalty-free original mu ie. Amiga 's internal sounds . Algorithmic four voice limit.) 
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Understanding Sampling 
Sampling is a digital recording pro­

cess in which analog sound waves from 
sources as diverse as CD players, audio 
or video tape, or a microphone, are con­
verted to digital information. The process 
of sampling involves recording the vol­
ume level of an analog sound wave at 
discrete time intervals or steps. The faster 
the sampling rate, the closer together 
these steps will be, and therefore, upon 
reconversion to an analog sound wave by 
the Amiga's sound circuitry, the more 
closely this resulting digital information 
duplicates the original sound. The 
Amiga ' s sounds are 8-bitresolution while 
CDs and OAT recorders are 16-bits. The 
greater resolution of these 16-bit devices 
does provide better sound quality. 16-bit 
sound cards are available for the Amiga, 
but for most applications, the Amiga' s 8-
bit sounds are quite acceptable. 

By adding a sound sampler such as 
Perfect Sound 3, or the new Digital Sound 
Studio, any sound source may be sampled 
and stored for use with those programs 
which access the Amiga's sounds. The 
use of such a sampler is an ideal method 
of incorporating diverse sounds into your 
original musical compositions. Most 
Amiga music programs use the lFF-8SVX 
sound format, though some, such as Ae­
gis' Sonix require slightly different 
variations on this file format. (For ex­
ample, Sonix requires that the sounds be 
sampled at 10,000 cycles per second, 
while the 8SVX standard requires that 
sounds be sampled at 8363 cycles per 
second. Many sound editing programs 
such as Audition 4 or S ynthia Professional 
allow sounds to be converted, or re­
sampled to a different rate). Once 
sampled, these sounds can be edited 
graphically, special effects such as echo 
or chorus may be added, and the res ulting 
sounds can be imported and utilized in 
other music composition and performance 
programs. 

De-Mystifying MIDI 
MIDI is an acronym for Musical 

Instrument Digital Interface. It is a so­
phisticated language developed for the 
transfer of musical data and control infor­
mation between electronic musical in­
struments and computers. The language 

consists of eight-bit binary words which 
represent such information as note num­
ber (pitch,) velocity (volume,) note on 
and note off (duration,) pitch bend and 
other system exclusive custom messages. 
This universally accepted standard of 
communication has been implemented 
by manufacturers of computers, software, 
and musical equipment from the United 
States, Japan, Canada, and many other 
nations around the world. 

Musical instruments incorporating 
the MIDI standard first began appearing 
on the market in the early 1980's. Today, 
there exist wind controllers, guitar and 
violin interfaces, drum pads, and a 
plethora of other instruments and con­
trollers, many of which have no parallel 
among conventional musical instruments. 
MIDI is also used for the transfer of 
samples between instruments and com­
puters, and in the transfer and storage of 
other sound parameters. Itis also used for 
the control of numerous other devices 
such as special effects processors, stage 
lighting systems, and other types of sound 
equipment. MIDI also supports the useof 
time code for precise synchronization 
with video. Many programs including 
Dr. T's KCS 3.5 and Bars and Pipes 
Professional allow the direct control of 
timing through the use of MIDI Time 
Code. 

The real major advantage in utilizing 
MIDI with the Amiga is in connecting 
external sound modules which produce a 
much higher sound quality than that of 
the computer's own internal sounds. 
While these synthesizers which support 
the MIDI standard were originally quite 
expensive, as with other types of elec­
tronic equipment,the price and availabil­
ity of these newer MIDI instruments has 
changed considerably. Now, synthesiz­
ers which use the MIDI standard are 
available at virtually all electronics, dis­
count and department stores at prices 
starting in the $100 range. 

MIDI messages are sent in a serial 
stream of data, i.e. one byte at a time. 
MIDI messages travel at a rate of just 
under 32,000 baud (bits per second). The 
MIDI standard accommodates sixteen 
channels of information. This setup is 
analogous to multiple television chan-
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nels which exist in the air. A device is set 
to receive on a specific channel, all other 
messages on other channels are ignored. 
Certain devices may be set to receive in 
Omni mode, in which case, all messages 
will be "read" by the device. In the Poly 
mode a device can be set to receive infor­
mation on multiple MIDI channels. Such 
an instrument is said to be multi-timbral. 

These instruments which are multi­
timbral are capable of producing more 
than one distinct sound simultaneously. 
A single muIti-timbral instrument may 
actually emulate several synthesizers. 
When controlled by a computer with the 
appropriate composition or performance 
software, each voice may be addressed 
by a separate MIDI channel. And,indeed, 
the Amiga's own sound capacity fits this 
description . 

Sequencing Secrets 
Sequencing is the process of record­

ing MIDI data into the computer's RAM. 
Most sequencer programs, including Bars 
and Pipes (and Bars and Pipes Profes­
sional) and Dr. T's MIDI Recording Stu­
dio and Keyboard Controlled Sequencer 
use a familiar multi-track tape recorder 
format. (See the December 1991 issue of 
AVID for a detailed review of Dr. T's 
KCS 3.5). However, unlike a real tape 
recorder, the sounds being played are 
NOT recorded; instead, the MIDI data 
representing pitch, note value, velocity, 
etc. is recorded into the computer. There 
are numerous advantages to this system 
of recording, including the ability to se­
lec ti vely edi t indi vid ual notes. The tempo 
of a piece can be quickened or slowed to 
fit time constraints without affecting the 
pitch. With this flexible multi-track sys­
tem, it is extremely easy to try different 
voicings and arrangements for the same 
piece of music without the need for en­
tirely re-recording any of the tracks, as is 
the case in conventional multi-track tape 
recording. MIDI data can be cut, copied, 
and pasted, in very much the same fash­
ion as in graphics and word processing 
programs. Many different forms of edit­
ing are available, including event list, 
graphic editing, and standard musical 
notation. All three types of editing are 
offered either directly, as is the case in 
Bars and Pipes Professional, or through 
the use of additional programs such as 

~ Jan 1992 

TIGER (The InteractiveGraphic EditoR) 
and Quickscore, which are both included 
with Dr. T's Keyboard Controlled Se­
quencer (Version 3.5). 

The Amiga, with it's multi-tasking 
environment, is the ideal platform as the 
center of a MIDI-based music system. 
Since mUltiple programs may be run si­
multaneously, it is possible to run a se­
quencer program while using a voice 
editing program, so sounds can be 
modified in the context of a particular 
piece of music. An algorithmic compo­
sition program such as Music Mouse can 
be started, the MIDI output can be routed 
out of the computer, through whatever 
external sound devices are being used, 
and back into the MIDI input on the 
computer. The resulting MIDI data stream 
can then be recorded by a sequencer pro­
gram which is also running on the Amiga. 
(Most musical instruments which support 
the MID I standard ha ve three MID I ports, 
MIDI In, for accepting MIDI input, MIDI 
Out, for sending MIDI data from the 
instrument, and, a MIDI Thru port, which 
simply mirrors the data received at the 
MIDI In without altering or adding to the 
data. Therefore, it is possible to "daisy­
chain" numerous MIDI devices) . 

Bars and Pipes, and Bars and Pipes 
Professional use a rather unique and flex­
ible approach to music composition. 
Tracks are referred to as "pipelines" for 
the recording of sequences. MIDI mes­
sages are received at the Amiga's input 
and are transferred into the MIDI pipeline 
where a wide variety of "tools" can be 
applied to the data stream. These tools 
include adjustable echo, automated har­
monies and chords, arpeggiation, trans­
position, and a multitude of other musical 
variations. These changes and variations 
are automatically kept within the key and 
rhythmic structures which are specified 
within the song. In addition to the quan­
tization (or auto-correction of rhythmic 
errors) which is used in all music se­
quencing software, Bars and Pipes will 
also constrain notes within a user speci­
fied key. In using Bars and Pipes, even 
indi viduals with little or no musical expe­
rience can produce some very interesting 
and complex music. (Next month, I'll do 
an in-depth review of Bars and Pipes 
Professional explaining the features and 
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operations of this powerful program here 
in AVID). 

Although this article has just barely 
touched upon the potential power of the 
Amiga in the production of music for 
video applications, I hope it has been 
useful to you in the understanding of the 
basic principles of electronic music com­
position. Working demo versions of many 
of the programs mentioned in this article 
(including Bars and Pipes, Bars and Pipes 
Professional, Synthia Professional, and 
M) are available. If you' 11 send mea self­
addressed envelope with the appropriate 
postage, and fOUT blank 3.5 inch disks, 
I'll be glad to supply you with copies of 
those demo programs. 

Editor's Note: faxon Crow is avail­
ablefor questions, comments. or consul­
tation at: Neon Tetra Productions, P.O. 
Box 876, Hot Springs National Park, AR 
71902,(501 )321-1198. Please call or 
write for a free catalog of audio and 
video tapes. 

Audition 4 is from Sunrize Indus­
tries,2939S. Winchester Blvd., Suite 204, 
CampbeU, CA, 95008. 

KCS 3.5, Music Mouse, M,andMIDI 
Recording Studio are distributed by Dr. 
T's Music Software, 100 Crescent Rd., 
Needham, MA 02194. 

Synthia Professional is by The Other 
Guys Software, 55 North Main, Suite 301, 
Logan, UT, 8432l. 

Bars and Pipes, SuperJam! and Bars 
and Pipes Professional are products of 
The Blue Ribbon Soundworks, Ltd., 1293 
Briardale Lane NE , Atlanta, GA 30306. 

Digital Sound Studio is a Product of 
Great Valley Products, 600 Clark Ave., 
King of Prussia, PA 19406 

Sonix is a product of OXXI/Aegis, 
1339 E. 28th St., Long Beach, CA 90806 



~Revie\V! CSA's 4014 
MAGNUM 

ACCELERATOR 

RecentlY a number of different 
68040-based accelerators have become 
available for the Amiga. With the release 
of these boards, rendering times for 3-D 
graphics and animations will be signifi­
cantly reduced, allowing for greater pro­
ductivity and the chance for the Amiga to 
carve out an even larger share of the video 
graphics market. 

The 40/4 Magnum from CSA uses a 
Motorola 68040 CPU running at25 MHz. 
CSA rates the Magnum at 20 MIPS 
(Million Instructions Per Second) with a 
built-in math co-processor rated at 3.5 
MFLOPS (Millions of Floating Point 
Operations Per Second). By comparison, 
an Amiga 3000 with the 68030 CPU is 
rated at 5.6 MIPS and 1 MFLOP. The 
result is at least a 200 to 300 percent 
improvement in rendering times for ray­
tracing, 3-D modeling and animation 
applications. 

The 40/4 Magnum has one mega­
byte of burstable (zero wait state) 32-bit 
Static RAM, a fast SCSI hard drive con­
troller, a high-speed parallel port and two 
(RS232 and RS422) high-speed serial 
ports all running within the 20 MIPS 
environment of the 68040 CPU. The 
Magnum only works with an Amiga 2000 
or 2500 and requires version 2.0 of the 
operating system . You cannot run the 
board with earlier versions (such ac; 1.3, 
etc.) . Currently 4, g, 12 or 16 megabytes 
of memory can be added to the board 
using 4-megabyte 32-bit SIMM mod­
ules. With the expected release of 16-
megabyte 32-bit SIMM modules in the 
ncar future, a full 64 megabytes of DRAM 
can be added to the 40/4 Magnum. As 
good as that sounds, up to 128 megabytes 
of 32-bit Dynamic RAM can be added 
using a special 32-bit expansion bus built 
into the board. 

As part of this review I had the op-
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portunity to work very briefy (two days) 
with the 40/4 Magnum. Because of the 
limited time and the fact that the board 
wouldn't work with any of the hard drives 
that I had available, I used DKBTrace, 
DPaint IV, Digi-View 4.0, and Art De­
partment Professional to compare a 
Magnum-equipped 2000 against my 
Amiga 3000 with a 25 MHz CPU. For­
tunately I was able to obtain a copy of 
Dhyrstone Turbo, version 1.1 by Mike 
Konnola ofFinIand. Dhrystone provides 
a comparison between the operating 
speeds of various computer platforms. 
Originally created for the PC and UNIX 
market, the version that I used not only 
compared the Magnum to the Amiga 500 
and 3000 but to 386-SX and 386-DX 
CPUs as well. 

I ran the Dhrystone program five 
times, starting with 50,000 loops and 
finishing with one million loops. The 
results are truly impres!\ive. Compared to 
my WOO, the 40/4 Magnum measured 
3.94 times as fast. Against an Amiga 
2000 with a 2620 accelerator card the 
Magnum averaged 7.94 times as fast. 
And finally, relative to a stock Amiga 
500 the Magnum ran 24.34 times as fast. 
Saving the best for last, compared to a 
386-SX rated at 16 MHz, the Magnum 
meas ured 9.73 times as fast. Compared to 
a 386-DX rated at25 MHz, the Magnum 
clocked out at 5.79 times as fast. 

The true measure of performance, of 
course, was to run my Amiga 3000 and 
the Magnum-equipped 2000 side by side 
running the same program and perform­
ing the same task. Using the ray-tracer 
D KBTrace, I rendered a large red wooden 
ball over and over as a HAM image. On 
my 3000 it took over three and a half 
minutes.With the Magnum, the same 
image was rendered in one minute and 
forty -two seconds, less than half the time. 

49 

Notas fast as I had expected, but still very 
respectable. 

Using DPaint IV, I generated a se­
ries of sixty frame brush animations us­
ing the same motion path and the same 
brush. The brush always started from an 
off-screen position and landed in the 
center of the screen after rotating 360 
degrees in both the Y and Z axes. Using 
a high-resolution screen with maximum 
overscreen, my ini tia I results showed onl y 
a very modest difference in rendering 
times, 3 minutes and 38 seconds for the 
3000 and 3 minutes and 30 seconds for 
the Magnum. But when I reproduced the 
same animation again using full anti­
aliasing, the Magnum proved its worth 
rendering the animation in 20 minutes 
while the 3000 rendered the same ani­
mation in 50 minutes. Every time that I 
rendered an animation with full anti­
aliasing, the Magnum was able to perform 
the task in about a third of the time that 
my Amiga 3000 required. 

The tests that I ran with Art Depart­
ment Professional and Digi-View 4.0 
provided the same results. Whenever a 
task required some serious number 
crunching the Magnum was significantly 
faster, converting or modifying images in 
about a third of the time. These results 
apply to all applications such as ray­
tracing, 24-bit modeling and animations 
that require a great number of calcula­
tions to produce the desired results. 
Owners of the Video Toaster should note 
that the CSA 40/4 Magnum was clearly 
designed to make the Toaster competi ti ve 
with base single-CPU R IS C workstations, 
CSA claims that the Magnum operates at 
nearly 70% of the speed of those more 
expensive platforms. With dramatically 
reduced rendering times for 3-D graphics 
and animations, the Toaster/Magnum 
combination should prove to be unbeat­
able. Special thanks to David Randall of 
SBS in Durham, NC for the loan of the 
Amiga 2000 with 2.0 installed used for 
this review. 

CSA 
7564 Trade Street 
San Diego, CA 92121 
Tel. 619-566-3911 
Fax. 619-566-0581 
Retail price is $3995.00 
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~Review ! 

Lere is no shortage of multi­
media presentation software for the 
Amiga. Many different fonts and 
typestyles are available to go along with 
these programs. Until now, however, 
you had to settle for what was out there. 
If you wanted a unique font to use in your 
productions, your options for creating it 
were limited. You could painstakingly 
draw each character with your paint 
program and save it as a brush, or save a 
screen or two of characters for later use. 
Your only other alternative was to wrestle 
with a hard to use, severely limited, or 
bug ridden font editor until you lost your 
sanity. Relief has finally arrived in the 
form of an excellent font editing package 
from Italy. 

Cloanto Personal Fonts Maker is a 
three disk set containing the PFM pro­
gram, several companion programs, fif­
teen custom Amiga fonts, several charac­
ter sets, and many macros. The PFM 
program will run on any Amiga with at 
least 512K of RAM , but 1 Meg is recom­
mended to access an of its features. The 
manual is a handsome, well written, 320 
page, two ring binder with an eleven page 
table of contents. The 28 page introduc­
tion is a veritable Amiga system primer, 
covering an aspects of Amiga operation. 

The installation script allows you to 

decide exactly how much of the supplied 
data gets written to your hard dri ve. After 
hard disk installation, a single system 
assignment must be made to ten PFM 
where to find its files. PFM may be run by 
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clicking on its icon or from the Amiga 
shell. 

The PFM program comes up show­
ing an empty font grid near the left side of 
your screen. To the left of the grid are a 
very powerful set of gadgets that allow 
you to edit fonts with ease. Up to two 
fonts can be loaded at once. Characters 
may be copied from one font to the other 
without the use of the keyboard. The 
ASCII character number, size, spacing, 
kerning, and the default character for that 
positon are displayed on the screen at all 
times. 

Moving from character to character 
may be accomplished either sequentially 
or randomly under mouse control. Ele­
ments of the grid are filled in with a click 
of the left mouse bUllon, and cleared with 
a click of the right mouse button. Char­
acters can be cleared, turned off, copied, 
pasted, flipped, zoomed, or repositioned. 
There is even an undo function. 

A brush function is included which 
alJow s you to copy any part of a c harac ter 
into the brush buffer and paste it back 
anywhere you like. The brush function is 
in addition to the function that wiII copy 
the entire character and pass it back in 
another character position or in another 
font. The brush function operates in 
much the same way as the one found in 
DPaint, sharing many of DPaint's brush 
options. You can load and save brushes, 
perform flips, rotations, reverse, resize, 
and move the brush's handle. 

There are two ways to paste a brush 
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onto a character position. Just pasting a 
brush down replaces anything under the 
brush with the brushes light and dark 
areas. Clicking the 'OR' gadget first 
allows the brush to be pasted down with­
out disturbing the existing dark areas. 
The 'OR' brush mode can be useful for 
adding the same curl to many different 
characters. Another option allows you to 
italicize the brush. 

PFM will load and save fonts in two 
formats. It supports the Amigabitmapped 
format and a format which is only com­
patible with a Cloanto word processor 
called Personal Write. You can load, 
sa ve, delete, free, define, and edit charac­
ter sets or fonts. Font data may be printed 
to a file or downloaded directly to your 
printer. There is even a built in printer 
test that will send specific characters or 
entire font sets to your printer for testing. 

Perhaps the best feature of the many 
included in PFM is the dynamic view 
screen. The dynamic view screen can be 
toggled on or off at the click of a mouse 
button. It appears near the bottom of the 
PFM screen and may be dragged up a bit 
for use or pulled down to get it out of the 
way. Characters may be typed on the 
dynamic view screen to see their relation­
ship to each other. Once they are on the 
screen, all changes to any character al­
ready typed there will be automatically 
updated on the dynamic view screen. 
This makes adjusting character spacing, 
size, baseline, and kerning a breeze. 

PFM has its own macro system built 



in. Macros may be loaded, saved, re­
corded in real time, examined, executed 
with or without user control, or step ex­
ecuted for debugging purposes. There 
are over sixty macro commands avail­
able. Macros can be used for such oth­
erwise tedious tasks as italicizing an en­
tire charac ter set. 

The PFM preferences menu allows 
total customization of your operating en­
vironment. Preferences can be loaded or 
saved. Fontdescriptions, language, italic 
factor, audio tones and screen colors can 
all be changed. There are screen coor­
dinate , grid, WorkBench, and icon 
toggles. Fonts can bejoined, or stretched, 
and the file requester's attributes can be 
adjusted. 

The attributes menu contains sixteen 
different selections that can be toggled on 
or off. They are used when the font is 
resaved, to notify AmigaDos, or the 
companion word processor, of certain 
font attributes such as bold, italic, un­
derline, etc. 

As if this seemingly endless list of 
features isn't enough, Cloanto has in­
cludedanother incredibly useful program 
with this package. It's called Printer 
Driver Modifier. PDM alone can be 
worth the cost of this package to some 
people. It is the one and only non­
programmer's solution to the ever present 
printer driver incompatibility problem. 
Let's say your printer has the capability 
of printing in NLQ, but your printer driver 
doesn't send the right codes to the printer, 
so that feature has never worked. PDM 
allows you to look up the correct codes in 
your printer manual, and modify your 
printer driver so it will henceforth work 
properly. 

If you need custom fonts for your 
video productions, I highly recommend 
PFM. This package not only does a lot, 
but it docs its job flawlessly. Even after 
extensive use, and abuse, on several 1.3 
and 2.0 Amiga systems, I was unable to 
make it crash. 

Cloanto's Personal Fonts Maker is 
dIstributed in North America by Centaur 
Software in Redondo Beach, CA. Cen­
taur can be reached by phone at 213-542-
2226. The list price for this package is 
only $99.95. 

COMING 
SOON! 

The U.S. debut of a new book 
by Dr. R. Shamms Mortier 

AVAILABLE 
SPRING 1992 

Stay tuned to AVID, The Amiga-Video 
Journal for a special pre-publication offer. 

(u.s. Map from Digital Designs Group "World Maps' Collection) 
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~Tutori~l! 
working with 
• • ImagIne 

BOOLEAN OPERATIONS 

One of the most unique and use­
ful operations offered by Imagine is the 
Boolean function. Don't let the name 
scare you! This is simply a way to use one 
object as a tool for cutting its shape outof 
another object. The concept is simple, 
but its usefulness isn't always that obvi­
ous. Putting itto workfor you is relatively 
straightforward. In this article I'll relate 
(1) some usesI've found for it; (2) making 
it happen; and (3) possible problems, 
with suggested solutions. 

Uses 

its intended purpose of cutting holes out 
of things. I've successfully (and simulta­
neously) cut holes in several planes, all at 
various angles, in one operation. It also 
can be used to cut a groove or depression 

© 1992 by Bob Thompson 

into a solid object, to get a chiseled-in­
stone effect. But I think one of the more 
interesting possibilities is to use the re­
sulting elements in an exploded view 
animation. I'll explore several of these 

One of my primary uses of the func­
tion doesn't have anything to do with 
cutting holes at all! It just makes use of a 
by-product of the hole-cutting operation: 
and this is the fact that Imagine will 
automatically put faces on your cutter 
object. (Remember that an object is in­
visible to Imagine until its surface is 
covered with triangular faces.) For ex­
ample, I often need a few letters or 
characters in a new font, and I find it 
easiest just to draw an outline of the 
character directly in the Detail Editor. 
But instead of laborious I y going through 
many repetitions of the Add Face function 
to get the character faced, I simply do one 
Boolean operation, which automatically 
applies faces for me. 

Figure #1 

Of course, I also use the function for 
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Figure #2 
uses in more detail a little later. 

Preparations 
There are two basic steps in prepara­

tion for the actual operation. (In the 
following descriptions, I'll use an ex­
ample of cutting a stylized AVID out of 
a flat plane). 

(1) Prepare a cookie-cutter object. 
This is the object used to cut the hole(s), 
and it really does work (and look) just 
like a cookie-cutter. In our example, start 
by drawing an outline of the stylized 
A VID name (Fig.I). In the Detail editor, 
add an Axis to the screen (using the Add 
option in the Functions menu). Pick it, 
then Add Lines (from the Mode menu) 
until you get the approximate shape you 
want. Then use Drag Points (also from 
the Mode menu) to fine-tune the object 
into its final shape. 

the points making up a particular letter: while 
holding down the shift key, also hold down 
the left mouse buLLon and draw a line around 
all the points in the letter. When you have 

connected the end of the lasso-line 
back to its starting point, release the 
Shift key, but keep the mouse key 
depressed. The lassoed points will 
turn yellow, and will follow your 
mouse movements. When the points 
arc moved to their new position, re­
lease the mouse button to fix them in 
place. We'll move them back to­
gether afler the operation is com­
plete. We're through with the Lasso 
method of picking points, so select 
Click from the Pick Method option of 
the Mode menu to return to single­
click picking. Also select the Pick 
Objects from the Mode menu. 

Now use Extrude (from the Mold 
option of the Object menu) on the 
Picked outline to create the cookie­
cutter. (In our example, the length of 
the extrusion is irrelevant, so just use 
the defaults in the function) . The 
result is the AVID name with faces 
on its extruded sides, but the front 
and back are still open and faceless. 

(2) Prepare the plane from which 
the hole will be cut. For our example, 
use the primitive plane, accepting the 
defaults. Size tile plane so that it's 

Note that I wanted most of the letters 
to overlap each other slightly. This causes 
problems, however, for the Slice func­
tion (which performs the Boolean opera­
tion). To avoid these problems, I tempo­
rarily moved each letter laterally to get 
rid of the overIap (Fig. 2). To move the 
letters, select Drag Points from the Mode 
menu and Lasso from the Pick Method 
option of the Mode menu. Now lasso all 

Figure #3 
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Figure #4 
larger than the cookie-c utter AVID name, 
and position it so that it slices through the 
middle of the names' extruded sides (Fig. 
3). 

Operation 
When the above preparations are 

complete, pick both objects (select Pick 
All from the Pick/Select menu; or hold 
down the left shift key while picking both 
objects), and select Slice from the Object 
menu, then sit back and wait. Imagine 
displays a Cancel button in the center of 
the screen, but there are no positive signs 
of further progress when the function is 
operating properly. Also, some patience 
is called for at this point; I have no doubt 
that this is a very complex operation for 
Imagine to deal with, so it may take some 
time to complete. (Even with a 50Mhz 
FPU, I can expect to wait five to 10 
seconds when a moderately complex set 
of objects is involved. I'm not sure what 
this translates into for an unaccelemted 
machine, but could it be minutes instead 
of seconds? I strongly suggest you try it 
with very simple shapes at first, just to get 
a handle on what to expect). 

first, but the operation never completes, 
and never gi ves an error message or other 
indication that something's wrong. Gen­
emily it won'tacknowledgeaclickon the 
Cancel button in the center of the screen, 

; , • 

so you may have to re-boot to get out of 
this situation. 

How will you know if you've gotten 
stuck in limbo? Well, I've used this 
function so much that I now have a fair 
sense of how much time it should take to 
successfully complete, on my particular 
system. After giving it more time than I 
think is necessary, I'll try the Cancel 
button. If that works, OK, otherwise, it's 
time to re-boot. 

What can cause it to go into limbo? I 
can almost guarantee this result if I use 
objects that are too complex in their 
structure. I know this isn't very defini­
tive; I can only say that I've learned to 
keep my objects as simple as possible to 
avoid the problem. For instance, I re­
cently needed to cut the date 1676 out of 
a plane, and I found that attempting to do 
this in a single operation caused limbo. 
So I simply positioned the " I" on the 
plane, and cut it out, etc. It took four 
separate operations, but it worked fine. 

(2) The second possiblity is an Error 
report at the top of the screen, indicating 
that problems have halted the operation. 
But don't give up yet! I've often made 
slight alterations, then tried again with 
good results. Here are some things to do 
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I've learned to expect one of three 
possible outcomes from this operation: 

(1) The function hangs; it gives all 
the appearance of operating normally at 

Figure#S 
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(it's all trial and error at this point): 
-Slightly rotate one of the objects on 

the world Y axis; 
-Slightly re-position the objects with 

respect to each other, in the world X, Z 
plane; 

-Increase (or reduce!) the number of 
triangles in the faced objects. 

There's no guarantee that an y of these 
will work in your particular situation (nor 
arc they all appropriate, depending on 
your needs), but they all seem to have 
worked for me at one time or another. 
Don't be surprised if it takes a half-dozen 
tries (or more) to finally get successful 
results. On the other hand, I've also 
encountered numerous situations where I 
never got a successful conclusion, even 
after many attempts. (In that case, the 
only alternative is to reduce the objects to 
even simpler components, and try again). 

(3) Successful completion: The Can­
cel button is cleared from the screen, and 
Imagine re-draws the relevant objects as a 
Grouped set. The results also look like a 
convoluted mess at this point, with lines 
going every which way! (Fig. 4). We'll 
try to make some sense out of it in the next 
section. 

Figure #6 

Wrap-Up 

Now it's just a matter of extract­
ing the data we want to keep, out of all 
the data generated by the function. But 
let's first look at what all that data is. 
H's not obvious at first, but the Slice 
function has generated a new set of 

Figure #7 

55 

faces in every instance where an edge ofthe 
cookie-cutter object intersected the plane 
of the second objec t. It also has made each 
of these new face-sets into an independent 
object, each with its own axis. As a result , 
we now have the ultimate flexibility of 
roaming around among all these new ob­
jects, keeping what we need and throwing 
away the rest. If our goal was to have a 
plane with a cookie-cutter-shaped hole in 
it, then that's available. Butifwe wanted to 
keep the cookie-cutter shape itself, now 
that it has been fully faced for us, we can do 
that, too. You're free to keep as much, or as 
little, as you need, and com bine the results 
in any way you want. Here's the steps to go 
through to make your choices: 

(I) What you have on the screen now is 
a Grouped set of objects that are not yet 
Picked. In Pick Group mode, Pick the 
Group (click on the parent objcct in the 
Group, or select Pick All from the Pick/ 
Select menu) so that it's blue. 

(2) Ungroup this group (select Ungroup 
from the Object menu). 

(3) Make sure you have al l four views 
of the object on the screen for this opera­
tion, since you'll be referring to the front 
and top views continual ly to keep your 
bearings. Use therigh t-Amiga, N key com­
bination to cycle through all the objects in 
the Picked set (each time you hit right-
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Figure #S 

Amiga, N, the nex t sequential object 
in the set will be Selected, turning it 
pink). For each object, you must decide 
whether you want to keep it or throw it 
away. If you want to keep that object, 
then select Un Pick Select from the Pick/ 
Select menu, causing that Object to ini­
tially tum orange. On the other hand, if 
you want to throw that object away, sim­
ply use right-Amiga, N to go to the next 
object in the set. Do this for all objects in 
the set. When you're satisfied with your 
selections, all the objects you want to 
keep will be colored orange or white, and 
aU the blue objects are headed for the 
dumpster. Select Delete from the Func­
tions menu and all the blue objects will be 
destroyed. 

the name; then select Pick All: from the 
Pick/Select menu; then select Join from 
the Functions menu. Imagine will elimi­
nate all the axes except the first, and 
irrevocably combine all the Picked parts 
into a single object. Save this object (Fig. 

5). 
What to do with the new stylized 

A VID? For a sti ll-frame graphic, I ex­
plored the idea of taking advantage of the 
natural contours of the new AVID graphic 
to form it into an oval cha in design. I then 
used Art D partment Pro to give this 
chain an embossed look, and used it as a 
subtle decorative frame for visual con­
trast with the more formal AMIGA­
VIDEO JOURNAL font. See what you 
think (Fig. 6). Another idea makes the 
new AVID graphic a much more promi­
nent 3-D foreground element against an 
embossed AMIGA-VIDEO JOURNAL 
background (Fig. 7). Of course, an ani­
mation of the new graphic also would 
open up many interesting possibili ties. 

Variations 
(1) You can use your c okie-culter 

object to cut a groove r depression in a 
plane, making it look like it was chiseled 
in stone. To do this, take any faced object 
created via the previous process, and ex­
trude it to length (accepting the defaults 
in the Extrude function). Create a stone 
slab: (take the primiti ve plane, and size it 
appropriately). Now position the cookie­
cutter object so that it ' s ex truded end 
goes into the plane to the depth of the 
depression you want to make. Activate 

All the remaining objects on the 
screen are faced pieces of the A V ID name. 
We're ready to take the letters in the 
A VID name and move them back to­
gether into their original overlapped po­
sitions. It's very easy to do this now, 
since each letter is still a separate object. 
Just pick each lelter, select urn" (move) 
and drag it back into position. When 
that's done, let's simplify things by join­
ing all these pieces together, making them 
into a single object: Pick the first letter in 

Figure #9 
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the Slice function as before; then Pick 
and save the pieces you want (using the 
same process as previously described). 
The right lighting and attributes can make 
it very convincing (Fig. 8). 

(2) Your cookie-cutter should cut a 
hole in almost anything, not just a flat 
plane. Try carving something into one of 
the Primitives, for instance (Fig. 9). 

(3) You can create an exploded view 
effect by taking advantage of the fact that 
Imagine creates new object-faces wher­
ever the cookier-cutter intersects the sec­
ond object. To create the effect, go through 
the S I ice operation as before, and Ungroup 
the grouped objects and isolate the pieces 
you want to keep; however, do not join 
them together. Instead, save each of the 
new objects, in its original position, un­
der its own unique name. Then load all of 
the objects in the Stage Editor and create 
the exploded view by simply pulling the 
objects apart, as needed (Fig. 10). 

You can create a very nice animated 
effect by initially showing all the parts in 
their exploded view, then show them 
coming together into their original posi­
tions to re-form the basic group. Using 
this method, you're guaranteed that all 
the pieces will fit together perfectly as 
they ' re re-assembled during the anima­
tion! To do this. load all the obiects into 

frame #1 of the Stage Editor. Now go to 
the last frame of the animation and se­
quentially Pick each of the objects, then 
selectPosition Bar under the Object Menu. 
(This tells Imagine where you want all 
the objects to be positioned at the end of 
the animation). Now go back to frame # 1 
and start pulling the objects apart, placing 
them in the exploded position you want 
them to be in at the beginning of the 
animation. After you place each objectin 
its starting position, again select the Posi­
tion Bar under the Object Menu. (This 
tells Imagine where you want all the 
objects to be positioned at the beginning 
of the animation). That's all there is to it! 
Imagine will automatically generate all 
the in-between frames for you. Get a 
quick check of the results by doing a 
wire-frame animation via theAnim menu 
in the Stage Editor. It should show all the 
objects moving smoothly from their ex­
ploded view into their fully-assembled 
positions, over the length of the anima­
tion. 

This certainly is not an exhaustive 
review of all the Boolean Operation pos­
sibilities. Hopefully, it will spark your 
own exploration toward discovering new 
variations. WriLe to AVID, and let uS 
know about your unique applications. 
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Making Money with Your Anliga! 

If you have a couple of hours of 
extra time on your hands in any given 
week, you can turn extra time into extra 
money, and I' m not trying to get you to 
stuff envelopes! Your Amiga's powerful 
graphics capabilities can be used in sev­
eral ways to make quick bucks with very 
little more than a basic Amiga system, a 
VCR and a printer. If you have all those 
things or can borrow what you don't 
have, then read on. 

There are any number of new entre­
preneurial ideas that 1 have come across 
since 1 began using my Amiga (An origi­
nal A IOOO-when it was the "only" Amiga) 
to supplement my income, such as: T­
Shirt/Hat/Coffee Cup imprinting/Decals 
using a "Mini-Mall" service cart at small 
shopping centers, pet supply stores, swap 
meets, or just about any specialty-con­
vention type of gathering (car shows! 
animal shows, science fiction conven­
tions etc.), and creating information 
"Kiosk" and interactive booth displays. 
But for the sake of this article (being that 
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it appears in an Amiga-Video Publica­
tion) lam going to concentrate on "Video" 
specific ideas that I have used with some 
success in the past. 
Own a Video Titling Business! 

Yes Virginia, according to Ed 
McMahon "you may already have one" 
(not necessarily "won" however). I'm 
going to assume that you already have a 
paint package (l don't know anyone with 
an Amiga without one). I am also going 
to assume that there is a local video store 
nearby. (If not, write to me and we'll get 
someone to put one up!) The next step is 
for you to make up some title footage on 
video tape. If you don't have a Genlock 
and you are using an Amiga 1000, the 
video from the composite output should 
be good enough. If you are going to use 
a 500, or 2000, or a 3000 then you will 
need a Genlock. Genlock devices "time" 
the Amiga's graphics to incoming video, 
and also allow the encoding of RGB 
signals to composite output for recording 
images from Amiga models other than 
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the A1000. Genlocks can be had new for 
as little as $150, with better quality units 
at higher prices. You might want to 
check with one of your Amiga buddies 
for a back issue of AMIGA WORLD 
called "SPECIAL ISSUE REFERENCE 
GUIDE". In that issue you will find an 
article from Bill Larned titled "AV AIL­
ABLE ON VIDEOTAPE"; in it you will 
find a useful chart on foreground and 
background color selections given in their 
respective RGB values. Having this in­
formation handy will save you a great 
deal of time setting up color palettes that 
look best when using Amiga graphics 
with video. It's also a good idea to use a 
regular TV hooked up to the output of 
your VCR when composing titles, so that 
you can see what looks best for size and 
color of text as well as any backgrounds 
you may decide to use. Once you have 
"taken over" that extra bedroom, garage, 
or kitchen table with your Amiga and 
associated video gadgets, it's time to get 
down to the first order of "business", 



making a demo tape that will be dis­
played at the video store and also be used 
to give or lend to prospective customers. 
Construct it in a fashion as to be seen in a 
continuous "loop", in other words, re­
corded "end-to-end" on the tape several 
times. This can be accomplished with 
much greater ease if you create anim files 
or use a page flipping program. I know 
that your first impulse is to make a master 
tape and then record it several times over 
and over again, but trust me, the final 
results (a fourth generation copy) will not 
look good enough to justify people 
spending their money on your product. 
(And besides, the process of creating 
anims isn't as much hassle as it might 
appear at first, and you will find them 
very useful in other project ideas). An­
other obvious advantage to having the 
majority of your graphics and transitions 
saved as anims is the ability to trasport 
them to someone else's Amiga who might 
have access to a higher quality video 
recorder such as 3/4" or SHVS system. 

Since the tape will be seen as a "barge 
in" type experience (not always viewed 
from the beginning), I recommend that 
you take some extra effort in making lots 
of transitions and kccping them on the 
short side (occurring about every six 
seconds or so); and the total "cycle time' 
(the time before you loop restarts) at less 
than 2 minutes Gust about the maximum 
period of time most people can really 
appreciate when they are not watching 
themselves or someone they know). Now 
let's select the most popular type of title 
that is likely to be of interest to your 
marketplace. If your neighborhood has 
plenty of children, it's likely that some of 
the parents have shot videotape of just 
about every conceivable activity a small 
child is likely to be involved in. I would 
start out with birthday titles, since it's 
likely to be one of your biggest sellers, 
then childrens sports activities like base­
ball or soccer, weddings and graduations 
followed by family holiday gatherings, 
and last but most certainl y the least would 
be family vacations. Now put a few 
seconds of likely footage or a couple of 
stills following each title, (with a genlock 
you can superimpose the title over the 
footage). It's a good idea to put your own 

title with your phone number in between 
title sequences on this demo tape which 
will have your phone number. After you 
have made your master title tape and you 
are happy with it, MAKE A BACKUP! 
You will be making copies from this tape 
for video rental and retail outlets, local 
videographers and even your local Amiga 
dealer, so keep your master tape in a safe 
place and NEVER lend it to anyone. 
After you have decided that this particu­
lar tape is "the one" you want to use, have 
it professionally duplicated; ,the cost is 
suprisingly low in small quantities these 
days, and be sure to ask if the copies will 
be made with the aid of a time base 
corrector, the resulting quality will be 
worth the extra expense. I wouldn't buy 
any more than a few copies to start with, 
because you will almost certainly want to 
update it soon. Now I realize that there 
are camcorders on the market that can 
create titles but compared to what you 
can tum outon your Amiga,these camera 
generated titles are no competition. Bear 
in mind that you should use some imagi­
nation in creating something both eye 
catching, butat the same time appropriate 
to the subject matter. 

Marketing Your Service 
You will need to make up a flyer that 

can be mailed or handed out as well as 
posted at the video store. It will tell the 
world about your title business. Some­
thing flashy and bold for the headline 
such as: PROFESSIONAL TITLES 
WITH YOUR VIDEO FOR $25! If you 
have a good graphic representation of a 
TV screen to frame the hadline, and use a 
good looking headline font, you will more 
easily communicate the general idea of 
your service to the casual glance. Also, 
take a few moments to carefully phrase 
how you arrived at that amount some­
where near the bottom of the page with an 
asterisk noted on both the top headline 
and the explanation line. An example 
might be "*based on 5 title lines on one 
screen, tape stock not included". The 
other obvious information would be your 
phone number as well as the times you 
can be reached. If you are not going to 
answer the phone with a business name 
all the time, then you might want to call 
your business "VIDEO TITLES BY (your 
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name)" so that people know who to ask 
for when they call. I do not recommend 
that you use the words "Computer Gen­
erated" in your flyer. People tend to think 
that computer titles will look mechanical 
and unfriendly. Also mention the types 
of special occasions that might apply to 
your service such as birthdays, weddings, 
sports activities, graduations, holiday 
parties, school plays etc. Don't try to 
explain in great detail how your service 
works in your flyer, just the basic infor­
mation will do. Any special circum­
stances or limitations can beexplained on 
the phone,justremember the magic words 
when referring to prices in advertising 
"starting at" before a special price pro­
tects you from having to provide services 
at a fixed rate. Also, be aware that your 
local city or county may require a busi­
ness license before any such activity can 
be legally pursued. Take some time to 
stop by or call your local city clerks office 
and be sure to check if your services may 
save you from having to charge and then 
be responsible for sales tax. The primary 
rule of thumb is that in most areas of the 
country "services" are not taxable but 
"materials" usually are, so when you pro­
vide dubs of your titling work, it may be 
besllocharge them asa "Dubbing Fee" as 
opposed to "Copies". Also be aware that 
although your Amiga and video gear are 
now part of a business activity, they will 
not be fully tax deductible unless they are 
used exclusively for business. If you plan 
to item ize your expenses, it's a good idea 
to check with a tax advisor before you get 
too far along in your business, the advisor 
can tell you what records are required to 
satisfy the I.R.S. foritemized deductions. 

You may find that people will some­
times assume that you also shoot video. 
Unless you are set up to pursue 
videography asa nearly full time activity, 
I recommend that you refer them to a 
local videographer; you will find them 
listed in local newspaper classified sec­
tions or in your telephone directory under 
Photography Services, Video Recording, 
even sometimes under Weddings. Estab­
lish a good relationship with these video 
people as you may find them to be some 
of your best customers, and some will 
even give you a finders fee for a good 
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referral. 
If you cannot edit the title onto 

someone's tape WITH their footage (this 
requires 2 VCRs) you may want to try to 
market your service a bit differently . You 
may want to get the customer to use your 
service BEFORE their event takes place, 
allowing you to put the beginning titles 
on a blank tape, let them shoot their 
footage from the point just after your title 
(make the title sequence long enough for 
them to actually record OVl~r a portion of 
it) then have them return the tape to you 
to put closing litles or beginning titles for 
their next vent. This method is a real 
pain because someti mes they may record 
over your titles (so make the title se­
quence more than long enough to accom­
modate that eventuality), and 2 different 
VCRs will sometimes not be aligned to 
each other causing a "gli tch" at the edit 
point when the tape is played back on one 
of the different machines. Sometimes 
this effect can be avoided by using a 
recorder with flying erase heads. It is 
always advisable to obtain another VCR 
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and edit your titles and their footage to­
gether. It takes more of your time, so you 
should charge more accordingly. 

If You Have ... 
If you have purchased Deluxe Video, 

TV Text DPaint III or IV, Pro-Video 
CGl, Gold or Pro, Broadcast Titler I or 
II., then you would be considered as hav­
ing more than just a casual interest in 
video production with your Amiga, and 
you probably have more than one VCR 
and a decent genlock. The special effects 
available from these packages will likely 
find their way into your demo tape, which 
will do most of your selling for you. 
Obvious applications would be a 
genlocked overlay of wedding bells and 
the bride and groom cutting the cake, or 
flickering birthday candles animated over 
a child's birthday party, or flashing a 
kid's name and playing pOSition on a 
sporting event. Don't be too surprised if 
the ordinary person faints dead away when 
they find they can afford such custom 
effects, which can be marketed under the 
heading "Custom Title Animation." Use 

For a Media Kit Call: 

( 408)252-0508 

60 

your imagination, the more of these ef­
fects you put together on your tape, the 
more people will be willing to watch. I 
have found that using the packages PRO 
VIDEOCG! andBROAOCASTTI1LER 
as an ongoing screen generator for a local 
video store's upcoming new video titles 
and membership specials to be extremely 
profitable. Every third screen I insert an 
advertisement for my titling business and 
gift certificates for title services that are 
available to the members from the video 
store (which I sell to the video store at a 
20% discount so that they can sell them to 
their members at a 10% discount). There 
are many other ways to make video and 
the Amiga terrific business partners, and 
I hope to cover them in greater detail in 
future articles. 

Frank Kelly owns and operates Spot 
Ad Productions. an AudiolVideo Pro­
duction/acility in San Jose. CA. 

"Thi~ i~~ue 
reached 
15,000 
Amiga-
Video u~er~" 
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ULTRA HIGH RESOLUTION 

3Smm 
COLOR 
SLID'ES 

from Your Amiga Graphics 
• 24-81T IFF 

trom T08Sler, DeTV. 24-81T 3-D rendering programs. Scanners, 
24-BIT IFF paint ptoorama 

• Standard IFF or HAM IFF 
• Postscript Slides 

a eated Mth Professional Page, Professional Draw, 
Pagestream, or Presentation Master 

·lQOO-Lllle Resolution • No Scanlilles 
Briliant Color • No Curvature Distortion 

Gall Of Write lor Order Forms, Price Ust!, and FREE SatrfHs: 
tfAIIIIIOIrim PHOTOGRAPHIC SERVICES 

11280 WuhingIon Piitce. Cutvl:!!' Ctfv, c.Iomill90230 
(310) 380-3010 

MASS STORAGE 
SOLUTIONS 

Syquest Removable Media 
88 mb. ext $725.00 

int. $575.00 
44 mb. ext $509.00 

int $499.00 
Sony CDROM Drives 

ext $725.00 
int $625.00 

SCSI EXT HD's 210 525 mb 
ex. 210 13ms 3 1/2 hd $799.00 

All external units come in 
attractive case with scsi pass 
thru, 2 switched a.c outlets 

external LUN toggle switch 
DIMENSION X 
PRODUCfIONS 

PH: (619) 224-5090 
FAX: (619) 224-0281 

HOWDOY 
Just in time for Commodore's 

new operating system release is 
our new exciting 2 hour 

videotape tutorial : 

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

and a Commodore Amiga 
developer, the package also 
includes a PD disk of useful 

utilities. For more information or 
where to send your $25.00 (check 

or money order only please) ... 

MYKEMULLER 
10100 McVINE AVE 
SUNLAND CA 91040 

(818) 353-6974 

FOR SALE 
-MegaChip-wpO j) 
(with 2 Mil W~~-chip) .. .. . $275 

-Amiga 2l!O~itpl~Enhancer 
(get rid oN?e\t'fi~t'f. ... .. ... $100 
-8 megabyte Memory Board 
(with 2 MB installed) .. .... .... $125 
-Commodore 2630 Accelerator 
(with 4MB 32-bit RAM) ..... $900 

Feel free to make a reasonable offer 

Call (408) 252·0508 
Ask for Jim 

ADVERTISE 

A-MIGA 
RENTAL 

CENTER 
SERVING SO. CAL. 

500' s, 2000' s 
& TOASTERS 
HOURLY, DAilY, 

WEEKLY, MONTHLY 
CALL 

1(818)547-01221 

VOICE MAIL PAGER 

STEADIES CAMiCAMCORDERS 1 oz. TO 8 Les. THE 
EASIEST & MOST VERSATILE SYSTEM! GET SMOOTH 
MOTION PICTURE SHOTS INSTANTLY WITHOUT 
BALANCING OR REBALANCING WORRIES! 

FROM $199.95 1-800-800-3742 -
For taped Information, Call 714-650-1636 

It: YOUR CA "" ' ''''"'''' ' ARSE'''' W,," lieUlL., P 

i7A C TION4 :1 • • ],','. 
Action packed demo tape $14.95 ~ 

Demonstrates Its unique features . 
"Gets rad ical shots ", Will Shriner. ABC Television 

"I love It !" Sieve Oedekerk. feature IItmmaker 

CLASSIC VIDEO PRODUCTS 
CAMERA SUPPORT DIVISION.AV 
1872 Monrovia. Suite A-8. Costa Mesa. CA 92627 

YOUR PRODUCT OR SERVICE 
IN 

THE AVID MARKETPLACE 
FOR ONLY $75 

call 408-252-0508 
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FUN FONrS 8 Typefaces in 2-to-4 
BIG VIDEO SIZES. 23 Amiga«t & 

23 Video Toaster CG3 Fonts , Wild, 
Happy, Crazy, Fun! $39.95 3-Disks. 

600 Amiga® Fonts - 6 Disks - $30 

lst Prize Toasted Fonts Trial Size 
3 Typefaces, 6 Sizes (80,63,50, 40 , 
30, 25 pis) each, 18 fonts total, Only 
$14.95. Provably Highest Quality 

at Lowest Prices. Seeing is believing! 

ALLIED STUDIOS 
482 Hayes St., S.F., CA 94102 

____ (~ ~L8!3.:~~ ___ J 

GRAPIDC/VIDEO 
SIG 

DEMO TAPE 
42+ minutes of interviews, stills and 

animations by members of the Orange 
County, CA Amiga Friends User Group 

ONLY $14.95 
Please inchxle $3 for S&H 

3367 Wlsleria Orcle, Costa Mesa, CA 92626 
Please make checks PIIYllbie toAmlga Friends 

VIDEO PRODUCTION 
SOLUTIONS 

3 disk set for $25.00 
a. IFF24 Digitized Backgrounds 

for Video/CG 
b. Original Music Mods.w/Player 
c. IFF Instruments (400) 

(w/MEDG 3.11 EDITOR, 
Midi/sample ed and synth/ 
full docs/5 disks/$35.00) 

d. Clip Art, both D_T.P. and 
Anim (please specify) 

e. 3-D Vector Objects in all 
formats - Huge selection 

including LightWave 
Sample Disks available $5.00 

(Inc!. $1.50 s/h Qer order) 
DIMENSION X 
PRODUCfIONS 

PH: (619) 224-5090 
FAX: (619) 224-0281 

~ ~AMIGA 
~ ~VIDEO 
< TOASTER 

~ ,!~~::~K 
O~ t/ GRAPHlCS DESIGN 

t/ TOASTER TRAINING r:n t/ VIDEO PRODUCTION 

• 

< • 
~ 

• LOCATED IN THE • 
! HEART OF HOLLYWOOD 

(213) 463-2350 

TOASTER 
USERS! 

Realize the full potentiLli 
of Lig'htWave 

-Sequential 
FrameGrabIFrameStore 

from your videotape 
-Y our rendered animations 

output to videotape 

VideoGenics 
Jack Fletcher 

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

601-846-0377 

JFUIUL2~ 
FuII 24 are professional scanned 24 bit 
pictures forpeople who work with Desktop 
Video, 3D Rending/Animations and 
graphIc design. 

FuII 24 are comp'rised of 5 different sets of 
10 pictures/brushes each. 

Backgrounds * Textures * Brush Maps * 
Space & Star Scenes * Bump Map Brushes 

Each Set costs $ 50,OOb except Bump'_Map 
Brushes which cost $3 . The Demo-Kit 
costs $15 and includes one picture andlor 
brush from each set. 

Send check or money order to: 

AirStream G!l!Phics 
P.O. Box 291O'JU 
Sao Antoni!!, "I:,e,;<M 78229-1690 
Phooe: (512) 4-'O-lJS4 

Add S5 for COD's 
8.25% sales tax for Texs Residents 

Up To Your Computer 
In Manuals? .. ~;: 

. -4. , 
Everything You I. Tj . 
Need To Know .~J.~Jt.::. .. 

About ~~ 
Pro Video Gold ... ~~ 
This detailed tutorial video, Everything 
You Need 7b Know About Pro Video Gold 
will help you get started on mastering the 
Pro Video Plus, Pro Video Gold and Pro 
Video Post programs. So if you neoo to 
learn these time-saving shortcuts for 
yourself or to train your new employees 
this video will prove to be extremely , 
valuable for all . 

Volume I - $39.95 Volume II - $39.95 
Volume I & II - $59.95 

1./11 
BooksheU 

2405 E . Mt, Hope 
Lansing, MI 48910 
For more information 
call (517) 485-6600 
1-800-968-9099 

Texturize 
Animated Digital F/X 

Presents 
AIl amazing deal for Toaster 
and any 3D software owner, 

20 textures professionally 
photographed by three time Emmy 
Award Winner. 
Eliminate guess work with pre-set 
Lightwave scenes, 

$29.95 + 3.00 P&H HAM IFF 
$59.95 + 3.00 P&H 24 Bit IFF 

Send Check or Money Order to: 
AD/FX 

555 N.E 15. sl. Suite #708 
Miami, Florida 33132 
Ph. (305) 377-ADFX 

AMIGA Slides 
.2000 Line Resolution Maintains 

RGB Quality 
• Preserves Anti Aliasing 

• No Mosaic Pixel Appearance 
.. From BTitler, Pro Video, Sculpt, 

DCTV, Toaster, Turbo Imagine, 
Deluxe Paint, etc. 

• Overscan & All Files Supported 
• 48 Hour Inhouse Turn Around 

.16 Million Colors 

III 
IMPRESSIONS 

For pricing & 
samples call: 

1 -71 5-856-5627 



3 Good Reasons To ecome 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 t1u-ough AVID searching for 
the occasional videogrclphic article. By focusing on Amiga-Video subjects, we can go beyond the general Desktop Video 
infonnation 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 
Uke most magazines, AVID is published monthly (except for a combined July/August issue). Unlike most magazines, AVID 
subscribers also receive the AVID LETfER. The AVID LETTER is a mid-month Amiga-Video "fix " that is sent only to paid 
AVID subscribers. This 4-page newsletter contains the hottest Amiga-Video tips, the "not-ready-for-prime-time" Amiga­
Video news, and information on special promotions and programs for subscribers only. 

3. We're FRESH 
AVID is up-to-date and up-to-the-minute. There are no 3-month lead times for AVID articles. Most articles in AVID are 
published within a week ortwo of submission. This editorial philosophy allows us to cover the timeliest subjects in the timeliest 
fashion. And, the AVID LEfTER allows us to publish news and infonnation 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 subscriptioll 
fonn below and send it with your check to: AVID PUBLICATIONS, 415-112 N. Mary Avenue #207, SUllllyvale, 
CA 94086. For evell faster respOllse, use your Ma~1ercard or VISA and call (408) 252-0508 to place your order. 

---------------------------------- -------
NAME __________________________ __ 
COMPANY ________________________ _ 
STREET __________________________ __ 
CITY ____________________________ ___ 

STATE __________ ZIP ____________ __ 
COUNTRY ________________________ __ 

NO PURCHASE ORDERS PLEASE 

I use an Amiga D 500 D 1000 D 2000 0 2500 D 3000 
The genlock I use is _____________ _ 

I am currently using the Video Toaster···· ... . O YES 0 NO 
J am planning to buy a Toast r s on ........ .. .. O YES D NO 

I use Deluxe Paint W/IV· ...... ·.· ..................... D YES D NO 
I use ShereffSystems Pro Video Gold/Post : D YES D NO 

Other CO Software? 
I use Imagine: D YES O -NO Turbo Silver: D YES D NO 
Which Digitizer do yo u ow n 

Yes, I'd Like to subscribe and receive both the Journal AND the AVID LEITER. (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 



Tell Our Art Department 
To Work Weekends 

You have a deadline coming up, 
and the pressure is really on. 
So relax. Go on a picnic. 
Art Department Professional 
(ADPro) is working the weekend. 

ADPro's comprehensive ARexx 
interface allows you to convert 
formats, an imate, image process, 
grab video, record on film and more, 
even while you're not there. 

Being able to work straight through 
the weekend (as well as the other 
120 hours in the week) means that 
projects can be done on time, 

925 Stewart Street 
Madison, WI 53713 

608/273-6585 

which otherwise couldn 't be 
done at all. 

Every aspect of ADPro, 
including its advanced image 
processing features, ability to 
read and write many image 
file formats, and control 
different types of color input 
and output devices, can be 
accessed from easy-to-write 
ARexx programs. 

Get Art Department Professional. 
It works weekends, so you don't 
have to. 

The following names arc trademarked by the indicated comp.lnlcs: Art Dcp.lrlmCnl ProfMSional: ASOG Incorporated . ,'Rc-.; 't(: W ishful Thinking Development Corp. 

• 



Video Toaster'MSystem 2.0: 
9 essential tools you need if youlre using 

your Amiga for video or graphics. 
4 Input Production Switcher 

Toaster System 2.0 includes organic switcher 
transitions like fire , smoke , clouds, pouring liquid 
and breaking glass. Powertul positionable effects 

fo r over-the-shovlder insets, soft-edge wipes 
and wild 'KikiFX' like you 've never imagined. 

24-bit Broadcast Paint 

ToasterPaint is the only true broadcast-quality 
NTSC paint system for the Amiga. System 

2.0 brings new features including 
improved auto-scrolling and direct import of 
images from the Toaster's frame grabber. 

Luminance Key 

Much more than just simple weatherman over a 
map, Toaste,- keying lets you do luminance 

fade transitions, or combine tViO live sources 
using a third source as a key and even 

key-based digital trai ls. 

Digital Video Effects 

Real-time digital video effects on live video 
at 60 fps. From flip , spin and tumble all the 
way to amazing perspective warping effects 

and even incredible sphere and cube 
mapping in real -time. 

3D Animation 

lightWave 3D 2.0 offers over 150 new 
features including blazing rendering speed , 

multiple morph targets, 3008 x 1920 
resolution and true ray-tracing! 2.0 makes 
modeling a joy with new tools like bend , 

twist, taper, skin and magnet. 

Color Processing 

Control of color effects from the switcher 
and 20 new default effects make ChromaFX 

faster and more powertul. Now combine effects 
and color cycle with new organic switcher 
transitions for incredible new possibilities. 

Free Toaster" Video Tape 

35ns Character Generator 

16 million color 35ns broadcast text with over 
100 high-quality, anti-aliased type-faces. 
System 2.0 also features faster loading of 

pages, framestores for backgrounds, 
improved keying and text file import. 

Dual Frame Buffers 

r 
Interest Rates 

:--~;.c -;:--liII:i:IIIIg. ~~ 
.."It';i=--tl ; '~ 
Jopalt _ ". 0 
Fronc" _ 3 .6. C 
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Hold two high-resolution 16 million color 
video frames in pertec1'*'IQ-encoded RS-170A 

network quality. System 2.0 brings you 
enhanced hue matching, even faster loading, and 
framestore file compression to save disk space. 

Still Store/Frame Grabber 

Freeze flawless broadcast resolution images 
instanlly from any color camera, laserdisc or 
even cable TV with better color reproduction, 

faster loading, and powerful new fie ld and 
frame saving options. 

We can't show you the power and quality of the new Video Toaster in a magazine ad. So we've decided to prove it with a free VHS tape 
about the Toaster produced entirely with the Toaster. This award-winning demo-within-a-demo starring NewTek's Kiki Stockhammer 

is aptly titled "REVOLUTION". Call today to find out about the most successful Amiga product of all time. 

Call 800-785'3408 
TDaster t.0 users can YDur de~er or 800·843·8934 10 upgrade IOday. 
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