


Teach Your Art Department 
To Read And Write 

Think of the opportunities 
you'd miss if you couldn't read 
or write. 

An imaging professional needs to 
be fluent in many languages. For 
instance, you have a picture in IFF 
which you need to combine with 
clip art stored in PCX. You need 
the result in GlF for use on PCs, but 
you also need it in PostScript to be 
sent to a service bureau. 

Art Department Professional 
(ADPro) is your short cut to picture 
format literacy. Using it, you can 
read and write many important 
formats. ADPro's modular design 
allows additional formats (or even 

925 Stewart Street 
Madison, WI 53713 

608/273-6585 

the ability to control scanners, 
digitizers, printers and film 
recorders) to be added as your 
needs grow. 

No matter which format you're 
coming from or going to, 
ADPro's advanced image 
processing capabilities help 
you get the best results. And, 
you can use ADPro's 
comprehensive ARexx 
interface to batch process 
hundreds of conversions as 
easily as one. 

If pictures are your words, don't let 
a language barrier get in your way. 
Get Art Department Professional! 

The following names are trademarked by the indicated companies: Art Department Professional : ASOC Incorporated. PostScript: Adobe Systems Corp. PCX: ZSoft Corporation. 
GIF : CompuServe Information Systems. ARexx: Wishful Thinking Development Corporation. 



1293 BRiARDALE LANE No 
AtLANTA, GEORGIA USA 

TEL: 404-377-1514 
FAX: 404-377-2777 



INSIDE February 1992 

Bars 'N' Tone: 
Editor's Column __ ...................... ... .. . _ ... ... .. .. ... ... .. .. ...... ...... ....... .......... ...... .... ...... .. pg#4 

Lighten Up: 
Informalion for LighlWaI'e 3D Users - Interview with Allen Hastings.. .. .. ....... .pg#8 

The Doctor is In: 
Dr. Mortier discusses the lalesl Amiga-viden tnpics ........ .. ... .. .. .. .... .... .......... .. . pg#J4 

Doug's Deluxe Paint IV Tips #4: 
Dnug Shannon discusses helpful lips for DPainllV ....... .... ... .. .. ..... ........ .. .. ..... pg#J8 

3-D Perspectives: 
LaleSI in/fllmation cOl'ering Ihe wnrld nf Amiga 3-D .... .. .... ..... .. ... .. .. ... .. ..... ..... pg#22 

The Return of Toaster Tricks: 
John Gross rep orIS Ihe latesl Viden Tnasler news.. .... .. ........ .. .... ............ ........ pg#26 

Object Lessons #3: 
Pal'l 3 of SU!\ 'en Worley's discu5sinn of 3-D modelling hasics .. .. .. _ .. ......... .... .. .pg#30 

Review: Bars & Pipes Professional 
ReI'ieVl' of Blue Rihhnns SnundWork 's music s('nring software ...................... .pg#34 

Review: VistaPro 2.0: 
Look althe new I'ersion of Virlltal Realil)' Lahs' 3-D landscape generatn}' .. .. pg#38 

Weddings & The Amiga 
Amiga ulililiesfor wedding l'ideographers ...... .. ...... ..... ..... ...... ... .. .......... .... .... .. pg#42 

Interview With Tony Dispoto: 
Discussinn with an animatnr extranrdinaire ................... .. ... ....... ....... ... .......... pg#44 

Review: Ray Dance 
In-depth Innk at this 3-D animation pmgram fmm Radiance ........ ...... ............ pg#48 

First Look: Sony's Vbox: 
AfirSI/nok at Sony's new tomputer/I'ideo inteljace .. .... .. ...................... .. ... .. ... pg#50 

2 

AVID 
PUBLICA TlONS 

4 15-112 N. Mary Ave. #207 
Sunnyvale. CA 94086 
(408 ) 252-0508 

L-____ -' (408) 725-8035 FA X 

Editor / Publisher - Jim Plant 
Managing Editor - Laura Pl ant 
Illustration / Layout - Ed Hegstrom 
Cover / Illustration - Tom Twohy 
Advertising Director - Marilyn Knecht 
Administration - Karla Holland 

Contributing editors 
R. Shamms Mortier, David Duberman , 
Doug Shannon, Matt Drabick, 
Jaxon Crow. Steven Worley, 
John F. Gross, Stephen Jacobs 
Frank Kelly, David Hopkins, 
Kirby Carmichael 

Publi shing Consultant 
Michael Kornet 

First Charter Subscriber 
Michael Ingoglia 

Packaging Technicians 

Vard & Garna Holland 

Dealer Sales: 
VERTICAL, Inc. 
1-800-886-0048 
International Periodical 
Distributors (IPD) 
1-800-999-1170 

AVID is published 11 times/year 
(monthly except July/Aug) by AVID 
PUBLICATIONS, 21611A Stevens 
Creek Blvd., Cupertino , CA 95014. 
Subscription rate : 12 issues for $36 
Application to mad at second class 
postage rates pending at Sunnyvale, 
California. 

POSTMASTER: Send address changes 
to: 
AVID PU BLICA TIONS 
415-112 N . Mary Avenue #207 
Sunnyvale . CA 94086 

Amigo is • regislered Ir.demark of Commodore 
Business Machines, Inc. 
All COnle nl s © Copyrighl 1991 by AVID 
PUBLICATIONS unless otherwise nOled. 



SCI2~~~-~AI\~12 
lets your AMIGA turn this ... 

into 
this .. 
~ 

'" TURN ON YOUR AMIGA 

'" PUT IN A DISK 

'" CALL UP AN IMAGE 

READY-MADE DEEP COLOR 
BACKGROUND IMAGES 

SCREEN-MAKER images are created 
on mainframe computers, And 

then digitally transferred to meet 
AMIGA 24-bit IFF color specifications. 

SCREEN-MAKER images were designed to help TV 
broadcasters, cablecasters, and major television production 
centers create better graphics. SCREEN-MAKER can do 
the same for you in NTSC or PAL broadcast formats. Or, 
you can choose any custom resolution. from postage stamp 
size to 2048 x 2048. 

You can use them as is ... modify them ... or, adapt them to 
your specific design. Any way you use it, SCREEN-MAKER 
makes your time more profitable. It's the most cost-effective 
path to a professional graphic look for your productions. 

SCREEN-MAKER 2.2 is completely compatible with the 
Video Toaster, Firecracker, Video Blender, DCTV, 
Colorburst, Impact Vision 24, and any other video card that 
displays 24-bit IFF images. These images are stored in a 
proprietary compressed format, which will automatically 
uncompress. You may keep the images on the original floppy 
disks, or use 3 MegaBytes to store them in their compressed 
form, or up to 100 MegaBytes to store them in their 
uncompressed form. 

The Digital Graphics Library, Inc. 
1382 Third Avenue - Suite #333 - NY NY 10022 
Phone: (212) 978-8508 - FAX: (212) 879-0707 

SCI<~~~-MAI\~1< 2.2 $ 9 9 .95 
100 color images in 24-bit IFF Suggested list price 

SCREEN·MAKER. ~ lDdimap Copyri&Jl11991.1992lb: DiJiUl Gnpblc:a Ubnry,llX- All other cq7)'ri&b&td.llndcmuUd bruld n.amt.lte owned and registered by 1.hc rc.spective ~ 



GOES 
PERFECT 

WITH TOAST 

The 
BCD 

2000A 
animation 
controller 

and the Amiga: 
the perfect 

combination 

,The BCD 2000A is an Amiga 
plug in card solution for any video 
animation control application. 
Choose any interface; serial or par­
allel. Choose any industrial rerorder 
or videodisc with the 2000A. BCD 
builds in all the extras at no addi­
tional cost. Even a SMPTEJEBU 
time code generator and reader 
are standara. 

And changing recorders is as 
simple as clianging a cable. 

You can easilY'communicatewith 
the BCD 2000A using standard 4 
character commands like PLAY, 
STOP, STIL, and EDIT. The BCD 
2000A comes with our famous 
Free-disk, featuring BCD's VCS 
Video Control System program. 
So now that you have a graphics 
animation computer, why not have 
the best video controller. 

To find out how, 
just CALL BCD at 
1-405-843-4574 

Bel 
tGSOC1ATES 
VIDEO CONTROL SOLUTIONS 

7510 North Broadway Ext. 
SUite 205 
Oklahoma City, OK 73116 

.~'.l .... 
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be barely noticeable . Others will be much 

more obvious. One change that will have 

an immediate and positive impact on the 

quality of AVID's editorial product is 

creation of our first full-time editorial 

position. .!ars 'N' Tone Beginning with the March issue, 

© 1992 by Jim Plan~ong-time AVID columnist, David 
Duberman will assume the position of 

This February issue of AVID marks editor of AVID. Mr. Duberman brings to 

the sixteenth issue we've published since AVID a wealth of Amiga-graphic experi-

beginning in April of 1990. Since that ence. He's had many articles published in 

time we have grown and done our best to almost every Amiga magazine published, 

constantly improve the quality of the and is also the author of the Imagine 

Amiga-video information we provide. I Companion. David's rare combination of 

am very proud of what we've been able to technical knowledge, graphic talent and 

accomplish so far, but I recognize there editorial expertise will be immediately 

are still many areas of the magazine that evident in the improvement of AVID, 

could stand improvement. The Amiga-Video Journal. 

We have a number of positive Welcome Aboard David! 

changes planned for the next 12 months. 

Some of them will occur gradually , and Jim Plant-Editor/publisher 
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ISBN> 1-879211-07-6 

ssage. 
Multimedia production on Amiga 

computers, the fXYUJeYhouses 
of multimedia! 

This is your comprehensive guide 
to the multimedia tools, techniques 

software, and hardUXlYe 
on the Amigas. 

An AmiGadget 1M Workbook published by Push-Button Publishing. 

Haw to use the Amigas 
to produce any 

multimedia application, 
including 

lxxlrdroom presentations, 
interactive applications, 

stand-alone kiosks, 
]XYint of purchase 

systems, educational 
installations, 

and anything else. 

For individuals, 
businesses, 
personnel 

and professional multimed· 
producers and consultants 

For more information: Amigadget Publishing Company, Po. Box 16%, Lexington, sc: 2CfJ72 • 803-957-1106. 
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, EXPRESS 

A500 -HD8+0/120Q 
A2000-HC8+0/120Q II 
A2000-HC8+0/240Q II 
G-FORCE030-40/40/4/0 
Combo030 -40/40/4/120Q 
G-FORCE030-50/50/4/0 
G-FORCE040 -A3000/2MB 

$669.96 
$549.96 
$869.96 

$1249.96 
$1549.96 
$1649.96 
$2249.96 

COMBO 030 -SO/SO/4/120Q 

_, .. _.. 1899.96 _ _ __ 

ANIMA TION CONTROL SOFTWARE 

$249.96 

Database Wizard 
DM Music (DigitizerlMidi) 
ECE MIDI Interface 
Pro-Textures Vol. I 
Pro-Textures Vol. II 

$49.96 
$129.96 

$49.96 
$54.96 
$54.96 

AMI PRO PORT TESTER 

99.96 . 
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Roctec RocJite Drive Ext. Beige 
Roctec Roclite Drive Ext. Black 
Internal Drive A2000 
Internal Drive A500 
A500 512K Mem & Drive Combo 
Anti-Virus Device 

. RocHard A500 

$84.96 
$87.96 
$79.96 
$79.96 

$119.96 
$39.96 

$249.96 

ROCKEY CHROMA KEYER A 

(NEW) CALL (NEW) 

BCD 2000A $829.96 
Syquest 44 MB Removable $424.96 
Pro Video CG II $124.96 
Draw 4D Pro $199.96 
Fire Cracker 24 $839.96 
DCTV $399.96 
Personal TBC II $849.96 

IMAGINE 2.0 "., 

$279.96 v 
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On Premises Editing Suite 

Tr .. inin~ ,~ <:I""e, fur Amiga Oriented 
Vidt·., II a nhl are"" Soft II are . 

Telecom Digital File Transfer 
Upload & Download Projeci & Image Files for Processing 

813-977-6511 Fax: 977-0856 BBS: 977-3940 

1441 E. Fletcher Ave. Tampa. Florida 33612 1-800-323-6511 



rwlColumn! An Interview 

r 
with Allen Hastings 

© 1992 by David Hopkins 

Light Wave 3D is 
considered the 
crowning jewel of the 
Video TO(lster (I/ld 

with the 2.0 version of 
the Touster so/iware 

ahout io hit the generalll1urket. we felt it 
was a greottill1e to interview the 1/1 an who 
wrote LightWave 3D. AI/en Hostings. 
RO!her than asking AI/en about the en­
hancements to 2.0 directlv. I chose to ask 
AI/en a hitll10re (lhout hisfeel ings toward 
things. As VOII'I/ see in the fiJI/owing 
result. this was an excel/ent idea. (IS AI/en 
h(fs trlan." interesting things to SOy. D.H. 

AVID: You original/v cre£lted 
VideoScape 3D. vour/irst 3-Donim£ltion 
package on the AlI1iga. to produce special 
effectsfor your own movies. How does it 
feel to he involved in (I production as 
hi!{h-pro}ile as Star Trek ve 

AH: It all started when a friend of 
mine, Joe Conti, got the job of producing 
an animation to be lIsed as a bridge dis­
play on the Excelsior(another Federation 
starship) . He called me up and asked if 1 
could send him a LightWave model of the 
ship by the next day . I went out searching 

~1 Feb 1992 

through bookstores and eventually found 
some Excelsior blueprints in a gaming 
manual. 1 also rented a laser di sk of Star 
Trek 111, which had several shots of the 
ship. I worked all night on the object. 
fini shing around nine the next morning , 
and then modemed it to Joe. A couple 
weeks later, he needed an Enterprise 
model, and 1 pulled another all-nighter. 
1've heard that the rotating Enterprise 
animation was the favorite bridge display 
of Nicholas Meyer. the director, and he 
intentionally set up shots so it could be 
seen. Over six months later. in Decem­
ber. when I saw my work up there on the 
big screen, it was a great feeling. 

AVID: When are we going 10 see the 
first "AH Pictures" feature-length }ilm ? 

AH: Good question . Unfortu-
nately, 1 don't have much time to work on 
animation anymore , since I'm always 
busy improving LightWave. I spend the 
majority of my time program ming. 
Hopefully , I'll get a chance to do more 
animation sometime soon , now that 
LightWave 2.0 is fini shed. 

A VID: Do VOll come up with the 
ideas for the NewTek demo animations 

yourself, or are they designed by 

8 

committee .? 

AH: When I began work on the 
Revolution tape, NewTek already had a 
written script, and they would ask me if 
certa in scenes could be created with 
LightWave (my answer was always yes). 
So I wasn't responsible for the basic idea 
of each scene, but I did design the actual 
layout of each animation myself - the 
modeling, camera moves, lighting, col­
oring, and soon. The animations I worked 
on were the opening (with the old and 
new worlds), the "Terminator eye view" 
scene of the camera, Toaster, and VCR 
hooking up, and the final pullback from 
the pyramid out into space. 

A VID: Which animation are you 
most proud of and why? 

A H: Rush Hour. I originally 
recorded that in 1988 using an enhanced 
version of VideoScape 3~ . I submitted it 
to SIGGRAPH and it was shown in the 
Animation Screening Room that year. 
Then, after I got involved with NewTek, 
I refined it a bit and re-rendered it with 
24- bit color. When I sent that version to 
S IGGRAPH in 1990, it was shown in the 
Screening Room, and to my surprise, it 
was also put on a SIGGRAPH Video 



Review tape (issue 69). As far as I know 
it 's the first and only Amiga-produced 3-
D animation to appear on a SIGGRAPH 
tape. Best of all, people think it's funny, 
which is great! 

A VID: How long does ittakefor you 
to produce a single animation such as, 
say, the Blade Runner sequence? 

AH: That particular scene took a 
few weeks. Most of the time was spent 
modeling the pyramid and the advertis­
ing blimp. I used the Toaster to grab 
several frames from the laser disc, then 
I'd flip back and forth between them and 
my renderings in order to match the col­
oring. The most fun parts were mapping 
Kiki onto the blimp, adding the lightning 
strike, and modeling the lens flare at the 
end. 

A VID: Explain your involvement in 
NUtopia. 

AH: In October of 1990, Todd 
Rundgren asked me to consult with him 
on his "Change Myself' video. At about 
the same time, NewTek freed me from 

') 

my Lockheed engineering job so I could 
spend more time supporting Todd. [ 
added several features to LightWave as a 
result of his suggestions, such as the 
abifity to map a sequence of images onto 
an object. The "Change Myself' experi­
ence proved so successful that part of my 
current job description is to support 
NUtopia with LightWave advice and 
special new features. NUtopia in turn 
produces very impressive and creative 
videos and acts as a valuable proving 
ground for future NewTek products. 

AVID: Any plansfor relea.l"ing 3-D 
objects you've created? 

AH: It's possible. NewTek has 
some ideas a long those lines that I can ' t 
get into, but a few of mine are included in 
the 2.0 Phone Book. The star databases' 
used in the Revolution tape are included, 
for example. One object has over fifteen 
hundred accurately placed stars of vary­
ing magnitudes, and the other consists of 
over five thousand random stars. I've 
also included some sample objects that 

show off all of LightWave's procedural 
textures, and they are meant to serve as 
examples showing how to obtain great 
looking wood, marble, orange peel, rip­
pling chrome, etc. 

A VI D: Why was the origillal version 
4 Light Wave missing such important 
items (IS a parelll hUllon in the .file 
requesters? 

AH: To tell the truth, I didn't write 
the fi Ie requester code (other than chang­
ing its appearance to match LightWave), 
and I didn ' t fully understand how it 
worked. I' m less of an Amiga hacker 
than a specialist in animation and ren­
dering methods. However, rest assured 
that LightWave 2.0's file requesters do 
have parent buttons, and they show many 
more files at once. 

AVID: Do you expect LightWave 
and the Toaster to eclipse the ahili/ie.l· oj' 
the current "high-end" graphic systems ~ 
IIso , when: 

AH: That is certainly a goal of 
mine. LightWave already exceeds the 

PRO FillS OVERSCAN SCREENS 
JLUME" UNDER 2 SECONDS! 

Patterns and Textures for Video and Desktop Presentations 

Version 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 Generatorcan 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 DeluxePainttechniques 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 sth. C.O.D. orders $5.00 available in USA only. 

Upgrades available for registered owners. Send $20.00 plus $2.00 sth. 

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. 
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capabilities of the high-end software in 
use a few years ago, like the software 
used to create the special effects in TRON 
and The Last Starfighter; partly because 
graphics technology has advanced since 
then. For example, at that time proce­
dural solid textures hadn't been invented 
yet. Certainly we eclipse the CUITent 
high-end software in performance for the 
money, and probably in ease of use as 
wei I. Also, there are several advanced 
features in LightWave 2.0 that I don't 
think any other renderer has, like the 
adjustable edge transparency threshold 
(one of Todd's ideas) , and the non­
Lambertian diffuse shading option for 
realistic planets and moons. 

AVID: So, with 2.0 pretty much out 
of the way, what kind of new features are 
you looking into for 3.0? 

AH: Procedural animation really 
interests me. Things like gravity, wind, 
and collision detection. The kinds of 
things that would let you create very 
realistic waterfalls, snowstorms, and fires 

with very little effort. Also, I'd like to 
add a limited depth of field option, which 
would allow the "rack focus" shots I've 
always wanted to do. Full motion blur 
and adjustable soft-edged shadows would 
be nice too. These are just a few of the 
animation and rendering features I'm 
planning - there is also a big list of new 
interface ideas to make everything faster 
and easier to use. 

A VID: I notice that the animations 
011 the 2.0 demo tape are extremely 
realistic. Would you say that is due more 
to the higher resolution and new features, 
or simply lighting and so on? 

AH: Those animations didn ' t use 
the new super-high-resolution option, 
which is mainly for print or motion pic­
ture use. Most of those were created by 
Ron Thornton at NUtopia. He is incred­
ible with LightWave Modeler, and very 
skilled at using ToasterPaint-created 
images as texture maps. Watching his 
work makes me want to go practice mod-

eling and animation so] don't fall too far 
behind I 

A VID: What Toaster configuration 
do you use yourself? 

AH : I use a 2000 with a GYP 
50Mhz '030 board and 20 megs of 32-bit 
memory. For single-frame video record­
ing, I use a Sony YO-5850 YTR and a 
Lyon-Lamb MINIY AS animation con­
troller. 

A VID: Do you render straight to 
tape, or do you save the frames to your 
hard drive and transfer them later? 

AH: ] never go straight to tape. 
That wears out the YTR since it is just 
sitting there in pause while the next frame 
is being rendered. 

A VID: Have you received many 
demo tapes from users? What do you 
think of them? What has impressed you 
most ? 

AH: Oh, yeah I I get quite a few and 
[love watching them. It seems that there 
is a heavy concentration of professional 

Draw4D-Pro 
Finally! Professional, USER FRIENDLY 

3D rendering software for the Amiga! 
Renders in any Amiga mode plus 24 bit. 
EASY texture mapping! Great Manual. 
Direct DCTV support! 3D Pdraw Clips! 

Video and Publishing! 

• Unlimited Lights that animate 
• Unlimited Parallel Spaces to work in 

• FAST Double buffered editor 
• Phong/Gouraud/Facet in same frame 

• Built-In Font Editor 
• Unlimited points per poly 

• IFF/IFF24/DCTV/Anim5/Clip output 

For more information, see your dealer, or call 
Adspec Programming, (216) 337-3325 



Toaster users around Orlando, Florida. 
I've seen some great tapes from that area. 
The things that have impressed me the 
most have been animated characters -
dancing human figures and the like. It's 
pretty easy to make impressive realistic 
renderings with LightWave, but charac­
ter animation is more of an art. I recently 
animated a walking character for NUtopia 
- nothing really complicated, just walk­
ing - and it's tough to produce the illusion 
of life like that. 

A VID: Can you give afew examples 
of your personal tips and tricks? 

AH: Well, I'm afraid I don't have 
a list of tricks written down or anything. 
I just take advantage of things as I need 
them. Let's see .... 

A VID: How about a technique for 
producing black and white animations ? 

AH: Oh, that's easy I Just set the 
Color Saturation value to zero in the 
Camera control panel. You could even 
use an envelope to control the saturation 

and have your scenes smoothly fade from 
color to black and white, and back. If you 
wanted to simulate dirt and signs of wear 
on your black-and-white scene, you could 
create a series of frames that have "noise" 
on them, then use them as a sequence of 
foreground images with ahigh foreground 
dissolve setting. 

AVID: How about your trick for 
water? 

AH: Do you mean water like a 
swimming pool, or like an ocean? 

AVID: Both! 
AH: Well, if you're going to show 

an ocean up close, I think the best thing to 
do is to actually model a few large waves. 
Since you can have 16 morph targets in 
2.0, you could morph those, plus add a 
ripple bump map to produce the smaller 
waves. Some of the new features in 2.0 
are perfect fordoing pools. Forexample, 
the new underwater procedural texture 
was designed to simulate the moving 
patternsoflight you see on the bottoms of 

NOW WE'VE 

swimming pools. And you can use the 
new ray tracing options to show how 
refraction makes partially undenvater 
objects (like the swimming pool ladder) 
appear bent. There are good example s of 
both the underwatertexture and the ripple 
bump map in the 2.0 Phone Book. 

A VID: Is there allY chance of a 
srand-alone version of LightW(/\"f and 
Modeler in the near future? 

AH: No. I don't think that's likely . 
Both programs \\ere always intended to 
be packaged with NewTek hardware. 
LightWave has a lot of "Toaster-depen­
dent" code that just wouJdn't work without 
the board. 

A VID: You 've implemented a 
number of new file format loaders, but I 
haven't heard about an Imagine loader. 
You mentioned in your interview with 3D 
World that you'd like to have one. and 
there are certainly a large number of PD 
Imagine objects available, so what 
happened? 

IT! 
After a'll the hoop-Ia about low cost TBCs, here is a 
stand-alone TBC/Fram.e Synchronizer that will solve 
your most feared video problems. 

NO MORE JITTERS 
NO MORE FLAGGING 
NO MORE TIME SASE ERRORS 
No Problems . . . 
. . . Just Savings, Quality and Peace of Mind! 

FEATURES 
• Time base correction for consumer and mJu~lfIdl \ Ck ~ 

• Y/C or Composite Input 

• 6 MHz bandwidth in Y IC mudc 
• Full proc-amp control 
• Stable, as good as freeze picture when 

VfR is Pause mode 
• Easy push button Video Input Selector 

• Pixel by pixel Drop-Out Compensator (upliullal) 

• Can be up-dated for more features 

ONLY $1,295 

MOTRONIC AP41 
TBC/Frame Synchronizer 
Compatible with 
1/2" VMS (S-VHS), 
3/4" U-Matic & U·Matic SP 

-

PERFECT FOR THE: 

- Video Toaster 
- Consumer VCRs 
- Cam.corder, etc. 

HOTRONIC HOTRONIC, INC. 

AP41 TBC/Frame Synchronizer 

II 

1875 So Winchester Blvd 
Campbell. CA 95008 
Tel 408/378-3883. Fax 408/378-3$88 
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AH: I'msurethattherewillbeone 
available. Since that whole area of 
LightWave is modular now, it's possible 
to add new converters without requiring 
an entire program upgrade. John Foust is 
the one who actually implemented this 
system, and I think he'll be producing 
lots of new modules in the future. Cur­
rently, plans are to include converters for 
Sculpt, DXF (AutoCAD), 3D Studio, 
Swivel 3D, and Wavefront with the 2.0 
upgrade. 

AVID: What is vour jc/vorite new 
tool ill 2.0? 

AH: That's a tough question ... it's 
hard to decide on just one ... 

A VID: Well. let's put it this way: 
What 2.0 tools are Will experimenting 
fvith the lI10st at the moment) 

AH: Well, I used the multiple 
morph targets on that walking character. 
Also, the advanced spline controls are 
extremely useful ... oh, the automatic im­
age map sizing' That's a good one' 

A VID: Does that work Ivith :,pherical 
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and cylindrical nUlps as well? 
AH: Oh, yes! One of my very first 

tests of the feature was loading the pop 
can and wrapping a label around it. It fit 
perfectly, and I didn't have to type in any 
numbers at all. 

A VID: Do YOll get much mail from 
users suggesting new features? How 
much weight do you give them when 
creating new versions of LightWave? 

AH: Idogetalotofmailfromusers 
asking for various things. I add them to a 
list I have of new feature ideas. It's a 
VERY long list! Mostofthefeatures I've 
added to 2.0 have been from user re­
quests. Of course, NUtopia is responsible 
for a lot of them. 

A VID: Tell me how you get your 
metals to look so metallic, such as the car 
tllrning a corner in one of the early demo 
tapes. 

AH: The key to metallic sUlfaces 
is reflection mapping. The basic formula 
is to use a low Diffuse level, a high 
Specular level, and a high Reflection 
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Map level. Then either leave the Re­
flected Image set to "none" and use a 
gradient sky and ground backdrop, or use 
an interesting black and white reflection 
map image like the one I'm including 
with 2.0. To get gold or copper, make the 
surface color yellow or orange and turn 
on Color Highlights. Adding a fractal 
bump map that is highly compressed in 
one axis results in a nice brushed stainless 
steel effect. There are examples of all 
these effects in the new Phone Book. 

A VID: It seems that your animations 
use a lot of texture maps. Do youfeel it is 
better to use texture maps, or add more 
polygon detail? 

AH: Texture maps are great! Just 
look at the Revolution scenes I did or Ron 
Thornton's animations on the 2.0 tape. A 
lot of the details in those animations are 
due to texture maps rather than modeling. 
You can make details faster in a paint 
program than in any modeler, and images 
are easier to modify also. It's important 
to model enough detail with points and 

- 8 x 8 Video Switcher 
- 8 x 8 Audio Switcher 
- Controled from Amiga 
- Audio Follow Video 
- Video D.A., Audio D.A. 
- Black Signal Generator 
- Rack mount. modular 
- Terminated in 75 ohms 
- 5 year warranty 

AmiWare 
Steeles Ave. E. Suite 216 

Markham, Ontario L3R4G9 
(416) 940-6840 . 



polygons, but you need textures to really 
make things look natural, with dirt , rust, 
weathering, nicks and scratches, and so 
on. 

AVID: Thereareafewfeaturesthat 
would be nice to have when working with 
hierarchies. Things such as the ability to 
do a "reverse parent rotation" and the 
like. An example would be the Mannequin 
object that is making the rounds in the 
PD. If you bend the legs to place him in 
asilling position, you bendfrom the waist. 
When you straighten the legs 10 make him 
stand, his feet move an you lose the 
"naturalness." Ifit were possible to say, 
basically, "Don 'tmovethisfoot, no matter 
what, but move the torso. ", it would be 
much easier to animate. Is there any 
possibility we'll see items like that soon? 

AH: That whole area is pretty 
complicated. It's sometimes called "in­
verse kinematics" , and the math involved 
can be very tricky . I've thought about 
working on it, but 1 don ' t know when that 
will happen. 

A V/D: After much flopping back 
and forth, ray tracing actually made it 
into the 2.0 release. What was it that 
made this feature so difficult to add.? 

AH: Actually, it turned out not to 
be so terribly difficult...I got it done in a 
weekend. One of the more complex parts 
was making it work properly with 
LightWave's generalized polygons, 
which are not necessarily triangular and 
can even be concave and have holes. 
Most ray tracers take the easy route and 
work only with triangles, or convert to 
triangles internally. Also, integrating the 
ray tracing with Z buffer rendering was a 
challenge. What that means is that 
LightWave only traces rays from the 
objects that need them (mirrors and re­
fractive transparent surfaces), saving 
rendering time, and you can even mix 
reflection mapped and ray traced objects 
in the same frame. I'm proud of that 
feature since I haven't really seen it 
anywhere else. 

A VID: LightWave 2.0 can now load 

Framestores, according to the upgrade 
information. Is this as a backdrop only, 
orcan they be usedfor mapping as well.? 

AH: Both ... they can even be used 
in image sequences. 

A VID: Could you explain the 

difference between pixel blending and 
anti-aliased image mapping, both of 
which are in 2.0? 

AH: Pixel blending is a feature that 
interpolates colors between image map 
pixels. It is primarily useful when image 
mapped objects are close to the camera. 
In most rendering programs, image 
mapped surfaces seen close up exhibit a 
mosaic-like effect, where each pixel in 
the map looks like a sharp edged rect­
angk on the screen. Pixel Blending gets 
rid of that. Texture anti-aliasing is not 
really the reverse, but sort of - it solves the 
problems that can occur when a texture 
mapped surface is seen from far away. 
You'll often get moire patterns, or a 
shimmering look in animations, due to a 
form of aliasing. It happens a lot with 
texture mapped grounds, especially near 
the horizon. LightWave 2.0's texture 
antialiasing option solves that for the 
most part. I'm proud of that feature too­
it's common on high-end systems, but 
rare on the desktop. 

A VID: Can we hope to see any 
controlsfor moving or scaling backdrop 
images in thefuture ? 

AH: You mean like super bitmaps? 
A V1D: Well, that would be nice, too, 

but I was thinking more a{ong the lines of 
being able to shrink an image down and 
place it so that it doesn't completely fill 
the background. 

AH: Hmm ... OK, I'll look into that. 
Todd is using a giant image mapped cyl­
inder as a sky backdrop in his latest piece. 
His skies look really good because he 
uses a lot of scanned-in air-brushed art­
work. Jim Robinson used a similar 
technique to project exteriors around the 
windows of the room in his bee anima­
tion. 

AVID: The objects that are included 
with 2.0 look to be of substantially higher 
detail level than those included with 1.0. 
Where did they comefrom? 

AH: Many were submitted by 
users. There are a few from Ron 
Thornton ... an entire space scene from 
him, including his image maps . There are 
also a number of very detailed objects 
from a company called Viewpoint. 

AVID: Were you satisfied with the 
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objects which were included in hoth 

versions? 
AH : Many of the original Phone 

Book objects were designed for speed 
and memory efficiency rather than detai I. 
The Kid did most of those . 

A V/D: Th e Kid? 
AH : Yeah , that's what wecall him. 

He's a young guy who modeled them all 
without the benefit of having LightWave 
(he used VideoScape to render them). I 
then went in and edited them a bit. I also 
made a few of the objects in the original 
Phone Book myself. 

AVID: Whichones ~ 

AH: I made the railroad station, the 
pencil, the floppy disk, the palm tree, and 
a few others. 

A VID: Why i.1 itt/wt most animation.l' 

just "feel" computer-Keneruted~ Is there 
any way around ie 

AH: Some of the more common 
causes of that computer-generated look 
are unreali stic motions, aliasing artifacts, 
and surfaces that are just too clean and 
smooth. LightWave provides tool s to 
solve all those problems. Beyond that, 
there are many subtleties in the real world 
that most rendering programs jus t don't 
address atal!. Things like indirect lighting 
- light bouncing off diffuse surfaces like 
walls onto other surfaces. Or dispersion 
- the fact that different wavelengths of 
li ght refract by different amounts (the 
cause of rainbows). One big problem is 
simply the tremendous complexity of the 
universe. Just look at any real forest or 
city and think of how many millions of 
polygons it would take to faithfully rep­
resent all that' 

A VID: It seems that LiKhtWave is 
the most popular part of the To(/ster. 
How do yuu feel ahout that? 

AH: Well, I'm very happy at the 
acclaim it has received, of course. As you 
know, the Toaster wasn't originally go­
ing to include LightWave - NewTek de­
cided to add it to the package a few 
months before the first units shipped. 
Now, LightWave is one of the major 
selling points for the Toaster' 

A VID: Do I sense you are try ing to 
avoid sayin[? "!told them so ... "? 

AH: Yes, I' m trying to avoid that! 

(laughs) 
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~Column! 

It's 1992, AVID readers . How long 
does it take you to write the correct year 
in your checkbook after the New Year? 
Well, get in practice, because this year 
promises to be a good one for Amiga 
products . I am seeing the Amiga's name 
pop up in the most unexpected places, in 
fairly esoteric video and educational trade 
journals, on TV, even in newspaper com­
mentaries . It's as if the world is finally 
catching on. Of course there are a handfl)1 
of sour folks abandoning ship as well, ~ut 
they seem to be in the minority. Given the 
depth of the recession , the recent move 
by Commodore to up the prices of its 
product line seems to be a bit premature 
and ill -timed. In order to remain com­
petitive with the Big Blue Apple, 
shouldn't prices be moderated even more? 
Oh well, Commodore's marketin g 
"strategies" remain a mystery to the rest 
of the world . 

Several letters made their way to my 
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ice enclosed Vermont mailbox in recent 
weeks. I would like to especially thank those 
who wished my family and myself holiday 
cheer, and would like to send best wishes 
back to all of you. Remember, this column 
was generated in part to deal with your 
concerns, so if you have Amiga specific 
questions, please drop me a line: 

R. Shamms Mortier 
15 Rockydale 
Bristol, Vermont 05443 

"Independence Day" 
That's the name of a beautiful book by 
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Peter Green and Alan 1. Brightman, 
PhD., sent to me by Deborah Sakuma. 
Ms. Sakuma, as you may remember, 
is a person who is involved with a 
California organization called the 
"Disabled Children's Computer 
Group" (415-841-3224). It ' s a book 
put out by Apple Computer, and is 
well worth any Amiga person's pur­
chase ( ISBN : 1-55924-352-X. Price: 
$12.00 ). The book relates methods 
and suggests alternatives that devel­
opers should be aware of as far as 
developing helpware for the differ­
ently abled . There must besomeA VID 
readers out there who might be inter-

ested in developing Amiga software 
that could be used in this 

area. Contact Deborah 
for more specific ad­
vice and suggestions. 
Thanks for the book, 
Debbie. 

Cries Answered 
Two issues ago, I 

reported a Toaster 
problem being experi­
enced by a fellow 
Amiga video person 
("Burned Toast"), and 

suggested that any of you 
out there in the big unknown 

might want to offer some sugges­
tions to him. The problem concerns 

jittery grabs from the Toaster, so 
even though this letter is one possible 
solution, others may also send in 
comments . The letter is from Martin 
Diaz Munoz of Tuscon, Arizona, and 
is reprinted here: 

"/ have a solution 10 the Burned 
Toast problems that the NewTek Video 
Toaster has been causing. / have been 
working with a Toaster for about five 
months. / recently experienced the 
same problem described in your col­
umn. All of the pictures that / was 
trying to FrameGrabseemed tobe out 
of sync. There was a strange vibration 
in the image and lines going through 
it. Hoping that it was a software error, 
/ reloaded the Toaster into my hard 
drive, but the problem was still there. 
/ replaced all the cables, but no luck. 
/ checked all of the connections. While 



looking at the Toaster after removing the 
cover, J noticed a small screw which was 
located just above the <OT" on the word 
"Toaster" written vertically on the card. 
J used a small screwdriver and turned it, 
and corrected the sync problem. It appea rs 
the Toaster loses sync once in a while, 
and the screw canbe turned until the lines 
across the image are gone and the vibra­
tions SlOp. " 

[Editor's Note: NewTek does not 
recommend that this adjustment be 
made by the end user. Qualified video 
technicians with appropriate signal 
testing equipment should be consulted.] 

Thanks, Martin! If this works, you 
will have made an Amiga peer very happy 
(I'll report on the results next issue). 

Wedding Bells 
Having reviewed Patrik Beck's 

"Wedding Series" of animations two is­
sues ago, he updates my information by 
stating that brand new additions are on 

the way. He also has a great demo disk for 
interested Amiga wedding videographers. 
Contact him at: Electric Crayon Studios, 
3624 North 64th Street, Milwaukee, WI 
53216, or call (414) 444-99SI. 

A Pro 
Otto VonRuggins has one of the most 

interesting business cards this reporter 
has ever tucked in a wallet, announcing 
him as the Master of the Arcane. I don't 
know about that, but I do know that his 
work can be seen on volume one and two 
of the Amiga World Animation Videos 
("The Oliver Twist" and "Distant Star"). 
He also is a master MIDI artist, and 
combines both sound and video in his 
work. He lists DPaint, The Director, the 
A-squared Live package, and Elan Per­
former 2.0 as his favorite software pack­
ages. For hardware he uses three Canon 
A I HIBand Smm recorders, a SuperGen 
encoder, and a Sony EVO 9700 HiBand 
Smm editing deck among other equip-

Now Version 
2.0 for 

SuperBase 4 

ment. He says that "while I am only 
scratching the surface, my Amiga video 
exploits to date have certainly done much 
with minimal resources ... ". To contact 
him, write: 

Otto VonRuggins, 661S Ovington 
Court, Brooklyn, NY 11204. 

Presentation Master 
In a future issue of AVID, I will be 

taking a long look at Oxxi's "Presenta­
tion Master Software", and will probably 
accompany that with an interview of its 
creator, the respected Gary Bonham (who 
invented the ANIM animation format 
among a host of other Amiga products 
and processes) . Presentation Master is a 
very serious product which has been in 
development for over three years, and 
addresses the needs of Amiga DTP and 
DTV users, especially in the business 
presentation community . It's an astound­
ing piece of software (and comes on 13 
disks !). I had a long and informative 

by 

Kati 
The Complete Software Package for 

Special Event Videographers 
Create, Customize & Print 

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

Intros 
Cocktail Hour (2), Hearts (8), Floral Motifs (20), Twinkling Stars, 

Star Field, Ocean Wave, Cocktail Bubbles, Confetti, Balloons 
Religious Contracts, Reports, Receipts, Unlimited Packages and Options, Crew 

Sheets, Editor Sheets, Schedules, Directions to Job, Video Tape Labels Star of David, Stained Glass Window, Crosses (2), 
Burning Bush, Candle Ughting Ceremony, Confirmation 

Honeymoon T,rack 
Customer Data, Appointments, Payments, Sales Tax, Call Backs, 

Equipment, Jobs, Video Crews, Tape, Music, and Graphics Libraries 
Aruba, Caribbean, Caribbean Cruise, Jamaica, Mexico, Athens, 

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

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

Anl'ma were created In Hi-Res 8 or 16 color modes and may be' played 
back using any standard Amlga anim player. Priced $25 to $75 .ach. 

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

Only $299.95 • SuperBase Pro or SuperBase 4 Versions 

Record 

Animators, Writers 
Photog raphers, 

Freelance Artists, 
Video Editors, and 

Consultants ... 
This One's for Youl 

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

Track 
Assignments, Due Dates, Appointments, Payments, Balances 

Print 
Orders, Receipts, Estimates, Tax Report, Price Ust, 8 Reports 

Only $99.95 

59 Storey Ave. C.I., N.Y. 1!1722 
Demo costs are deductable from the 

purchase price of the Escort product for 
which the demo was purchased. 

Modem owners can download the 
Escort series demos from major 

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

Video Escort 
Demo Disk 
Picture Disk 
Demo Tape 
Freelance Escort 

$ 5.00 
$ 5.00 
$15.00 

Demo Disk $ 5.00 
Picture Disk $ 5.00 
Animations by Kati 
Demo Tape $15.00 

Dealer Inquiries Welcome 

SuperBase Pro 3.02 or SuperBase 4 Versions Available Don't Do Business Without An Escort 

Order Today! 
516-234-8110 
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conversation with Mr. Bonham, and found 
him to be a most knowledgeable and 
gracious person, and was happy to know 
that his Amiga adventures continue. One 
thing I can tell you is that there will be a 
new version of ANIMagic in the future 
(summer of '92?). I am always amazed 
by how often peoples' names seem to be 
intertwined with their vocational pursuits. 
BON-HAM ... BON means "good" and 
HAM (of course) relates to the Amiga's 
HAM mode. With a name like that, how 
could he help but become one of the 
Amiga's top developers? [Editor's Note: 
What's )'our read on the name 
PLANT?] 
PROFILLS 

I received and tested the JEK Graph­
ics package "ProFills" Volume I in the 
recent weeks. I used in conjunction with 
the OCT V Paint program from Digital 
Creations, and was most pleased by the 
results. ProFills presents you with a WB 
2.0-like screen, full of appropriate load­
ing, resolution, and modification gadgets 
that are all used to help you create very 
sharp and colorful IFF backdrops. The 
software works in both NTSC and PAL, 
and also supports maximum overscan. 
The fills use color registers 10 to IS, so 
that ColorFonts (which usually use regis­
ters I to 9 in Hi-Res) can be placed over 
the backgrounds. Screens are generated 
in two seconds or less' This is software 
that all Amiga Video lIsers wi II want to 
have permanently installed on their hard 
drives. Contact: 

JEK Graphics 
12103 S. Brookhurst St., Suite E-
125 
Garden Grove, CA 92642-3065 
(714) 530-7603 
Price: $49.95 

Dear Doctor 
Another missive received in the mail 

was a postcard from Ed Schaefer of Irvine, 
California. He writes ... 

"I look forward to an in-depth 
review of REAL-3D Pro 1.4 as promised 
inA V1Da couple of months ago. It's more 
powerful then Draw-4D Pro (ADSPEC 
Programming), and will still be so when 
the 2.0 version of that sojiware comes out 
in July. 1 like DCTV but it should offer 
RGB too ... watchfor ColorBurst (the de-
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funct M.A.S. T. corporation) successor 
"GpaIVision" with 800 x 1024 resolu­
tion, realtime animation, 24-bit RGB and 
more ... comingfrom Centaur Software at 
a cost of about $700.00. " 

Well, Ed, there's no doubt that I, like 
you, have my favorite Amiga software 
packages. I think it is very unproductive, 
however, to say this or that package is 
better then another, especially consider­
ing the group you call to our attention. No 
creative person should buy Amiga 3-D 
software because of its power, or even its 
comparative features, but only because 
they feel that package will help them in 
their creative work. I have seen 2-D ani­
mations done with software that is no 
longer available that moved me, and I 
have seen very boring "so what" creations 
made with high-end 3-D packages. I rue 
the day when creativity is so tied to the 
"power" of a tool that the story becomes 
neglected. The software you mentioned 
is wonderful Amigaware, and I trust you 
and others are using your favorite pack­
age to share your creative efforts with 
others. As to comparisons, why don't 
those charts that pretend to compare 
products ever have categories like "ease 
of use", "clear instructions in the manual", 
"service orientation of company", "user 
suggestions taken seriously", and a host 
of other categories. Use the Amiga soft­
ware that will do the job for you. More 
than likely, if you are an experienced 
Amiga-video creator, you will own and 
use many more than one of these top-of­
the-line products, and read a\l of the re­
views that reflect upon their strengths 
and weaknesses. 

As for Centaur Software's impend­
ing release of Opal Vision, I called them 
and spoke to Abe Moub (213-542-2226). 
He said that Opal Vision was going to be 
an upgrade and fix for only the units 
(about 95) bought through Centaur, and 
had no idea of how or if the new package 
would be targeted to other ColorBurst 
users (like myself) who purchased the 
product directly from M.A.S.T. That's 
real I y too bad, because everyone deserves 
access to getting their money's worth. 

Questions 
I will, in the near future, send a list of 

interesting questions to about 50 top 
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Amiga developers, and report the an­
swers in columns spread through the 
A VID year. Here are the ones I have so 
far. Write me if you want to see any 
altered, revised, or added to: 

1. How will the merger of IBM/ 
Apple effect your work? 

2. Should Commodore do anything 
to address this merger? 

3. What are your general thoughts on 
that merger? 

4. What is the Amiga configuration 
you work with? 

5. What is your deepest Amiga hard­
ware fantasy? 

6. What should the Amiga 4000 look 
like? 

7. What other software (besides your 
own) are you most impressed with (Amiga 
only)? 

8. What software products on other 
platforms would you like to see made 
available for the Amiga? 

9. What about Commodore being 
bought out by another company? 

10. What video formats do you ad­
dress with your Amiga gear? 

II. What problems have you had in 
addressing video with the Amiga? 

12. How important is the Toaster to 
your operation and to Amiga marketing 
in general? 

13. With what Amiga software do 
you find the Toaster incompatible? 

14. With what other hardware is the 
Toaster incompatible? 

IS. What is your opinion of the fol­
lowing: DCTV? HAM-E? ColorBurst? 

16. Do you see future 24-bit boards 
being more integrated with the Amiga 
operating system (which ones and why?)? 

17. Should the Amiga community 
continue to rely on third party developers 
for 24-bit graphics and 16-bit sound? 

18. Should there be a standard file 
format for Object Files? 

19. What are your thoughts con­
cerning a new Font format with built in 
anti-aliasing for all Amiga Paint and DTP 
software? 

20. What should be done to make the 
stock Amiga faster? 

21. How important is it that Amiga 
software stick to the standards set out? 

22. What additional input devices 



would you like to see for the Amiga? 
23. How should the Amiga's sound 

capabilities be enhanced? 
24. How should the multi-media 

capabilities of the Amiga be promoted 
further? 

25. What products (hardware and 
software) are missing from the Amiga's 
multi-media approach? 

Other Stuff 
If you are interested in issues of 

computing and health (as you should be), 
then send for a pamphlet called "Com­
puters and Health" from University 
Computing Services, Department of Risk 
Management, University of Vermont, 
Burlington, Vt. 05405. Send an SASE. 

Books! Video books of all kinds. 
The Video Bookshelf, Knowledge In­
dustry Publications, Inc., 701 Westchester 
Ave., White Plains, NY 10604. Free 
Catalog. 

Stock video shots of all types, all 
copyright free! The demo VHS is free. 
Archive Films, Stock Footage Library, 
530 W. 25th Street, NY, NY 10001. 
FAX: 212-645-2137. 

New features in Quarterback 5.0: 
Integrated Streaming tape backup, Com­
pression (Hooray!), WB 2.0 support, Full 
ARexx port, and more. Upgrade price not 
announced, but new it's $75.00. Central 
Coast Software, Division of New Hori­
zons Software, PO Box 164287, Austin, 
TX 78716. (5)2) 328-6650 or FAX: 
(512) 328-1925. And speaking about New 
Horizons Software, their popular 
ProWrite 3.2, Flow 3.0, DesignWorks, 
and ProFonts will soon be appearing on a 
CD-ROM disk forthe Commodore CDTV 
unit. No word yet on cost, but this should 
be most well received. 

ASDG did release its "Charityware" 
in time for the holidays. It's free to ASDG 
customers, but any donations you might 
want to send are targeted to the American 
Cancer Society, The American Red Cross, 
or the MDA. 

That's all for now. See you in 
ROMulan space. ENJOY (and write)! 

Desktop Video Production 
Switcher MediaPh,le· Controllers 

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

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

Commodore-Amiga and JVC Sales, Service and Training 
Interactive MlcroSystems Inc Telephone: (603) 898·3545 
9 Red Roof Lane. Salem NH 03079 FaCSimile (603) 898·3606 

HELPFUL LI 

e original way to learn lightWave! This best seller i5 perfect for beginners 
and experienced users alike. A special references section covers dozens of 
surface settings. Modeling a company logo and putting together a television 
commercial are covered as well. 60 Minute VHS $39.95 

NEW • VOLUME TWO • NEW 
This tape goes beyond helping you rearn 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 personall Single Frame Controller, DCTV, Pixel 3D and many 
others are covered. 60 Minute VHS $49.95 

NEW • LIGHTWAVE TOOLKIT • N·EW 
A 3 disk set full of indispensable utilities, images, 3D objects and fonts. You'll 
find programs that allcw you to rellder LightWave animations directly to 
DPaint III and IV compatible anirns, texture maps for brick, stone, marble and 
more and 3D objects made just far 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 M2rina Drive • Suite 214 • New Orleans, LA 70124 

VISA • (504) 837-4234 • MASTER CARD 
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~Colllmn! Doug's 

Wlcome to Doug's Deluxe 
Paint IV Tips. This time, we'll look at 
Deluxe Paint IV's Palette requester and 
its cousin, the Ranger. The Palette re­
quester has changed a lot since DPaint 
III, but once you know how to use it, 
you'll find some definite advantages. 

The Palette Requester 
The Palette Requester, or the Mixer 

as it's now called, is a passive requester, 
meaning it doesn't shut out the rest of the 
program while it's open. To open the 
Mixer, you can click on the background/ 
foreground color swatch in the lower 
right of the screen, or press "p". Even 
though the Mixer is on the screen, you 
can still move to the drawing area and 
paint with all the tools. Deluxe Paint 
never lets you paint on an area that you 
cannot see, so trying to paint under the 
Mixer is moot. To turn off the mixer, 
click on the OK button found in the lower 
right corner. Another way to get rid of the 
Mixer is to press "p" again. There are 
subtle differences between these two 
methods, as I'll describe later. 
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Across the top of the Mixer are thirty 
two color registers. The registers nor­
mally show you the current colors in your 
picture, but this is not always the case. 
When Deluxe Paint went from III to IV 
and HAM was added, Electronic Arts had 
a problem with the palette requester. There 
seemed no easy way to give the user 
access to all 4096 colors the Amiga has to 
offer. So they decided upon adopting the 
8-bit (256 color) method from Deluxe 
Paint II enhanced on the IBM. Electronic 
Arts added 256 color registers, or 
"inkwells", to the palette requester. This 
works fine in HAM, since you can choose 
any register, make a color in it, then paint 
with it. But in any other screen mode, 
DPaint limits you to certain registers and 
colors. If you are not in HAM mode, the 
Mixer requester will only let you paint 
with a small fraction of the entire 256 
color palette. Confused? If you are, you're 
not alone. 

Let's try to think of it another way, 
but keep in mind that this description is 
for when you are not in HAM mode. 
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Remember those paint-by-number kits 
you kept around for a rainy day? They 
were kind of like coloring books, except 
they told you what color to use. The kits 
had a bunch of outlined areas, each with 
a number in them. The kits came with a 
separate piece of paper that told you what 
color each number represented. By sim­
ply painting inside the numbered areas 
with the right colors, you could create a 
masterpiece. Deluxe Paint is a lot like 
those kits. A DPaint picture is simply a 
bunch of numbered areas. The Mixer is 
the sheet of paper that tells DPaint what 
colors to use in those areas. But in DPaint, 
the Mixer has 256 colors, while the actual 
painting has only 2, 4, 8, 16, or 32 colors. 
So, DeluxePaint takes the first 2, 4,8, 16, 
or 32 colors in the Mixer and uses them in 
the painting. DPaint does not care what 
the colors are, it only fills the numbered 
areas with the first colors it finds in the 
Mixer. Let's say the first color in the 
Mixer is blue, and the second color is red. 
If we switch blue with red in the Mixer, 
everything that was red will turn to blue, 



and vice versa. This is because DPaint 
paints by numbers, not color. Blue was 
color number I. So DPaint filled every 
section labeled I with blue. When we 
changed color 1 to red, DPaint filled 
every area labeled I with red. 

HAM mode works a little differ­
ently. HAM is a special case that allows 
you to paint in as many colors as you can 
mix . The key is that HAM is not a paint­
by-numbers situation like the other modes. 
HAM actually mixes colors to get all the 
shades. Because of this design. you cannot 
modify any color in the Mixer and expect 
to see it updated on the picture. Only the 
first 16 colors in the Mixer will work this 
way. The DPaint manual does a nice job 
of explaining how and why tbis works. 

The Mixer requester allows you to 
mix custom colors for use in your pic­
tures. To change a color, simply click on 
one of the colors in the mixer to select it, 
then move the R, G, and B sliders to the 
new color. The sliders represent how 
much Red, Green. and Blue gets mixed 
into the color. Red, Green, and Blue are 
primary colors in the additive color mixing 
system ; you can create any other colors 
by mixing these three . When mixing with 
RGB, we are mixing colors lIsing the 
additive mixing system. The RGB addi­
tive system is how computers and TVs 
normally calculate color. Mixing light 
(additive mixing) is quite different than 
mixing paint (subtractive mixing). But 
Deluxe PaintIV can simulate mixing paint 
as well . When using traditional paints, 
cyan, magenta, and yellow are used to 
mix colors . Try this: 

I. Enter HAM mode, by selecting 
Screen Format from the Picture menu , 
then selecting the HAM button. then OK. 

2. Call up the Mixer(The "p" key), 
and choose a color register that is NOT 
ooe of the first 16. 

3. Use the RGB sliders to change 
that color to cyan (R:O,G: 15,B: 15). and 
paint a 'large spot on your screen. 

4. Do the same as above with yel­
low (R: 15,G: 15.B:0), and Magenta 
(R: 15,G:0.B: IS), putting the spotsofcolor 
so that they form a triangle, with yellow 
at the top, magenta at the lower left, and 
cyan at the lower right, making them all 
touch at the middle. 

5. Pick yellow from the splotch by 
using the pick option (the, key), and 
select Mix form the Mode menu. Mix 
yellow on the edge of the two adjacent 
colors (cyan and magenta) throughly. 
Then pick cyan and mix the final edge. 
The three mixed edges will be Red, Green 
and Blue. 

6. Mix all of the colors together in 
the middle. You should get black, or very 
close to it. 

As you can see, when using the Mix 
mode we can use cyan, magenta, and 
yellow to get Red, Green and Blue. The 
Mix mode uses subtractive color mixing. 
Using the RGB sliders, yellow can be 
mixed from Red and Blue, cyan can be 
mixed from Blue and Green, and magenta 
can be mixed from Red and Blue. The 
RGB sliders use additive color mixing. 
This is why, when trying to mix colors in 
the little "Mixer" area of the mixer, the 
results are not as normally expected. It is 
easier to mix colors using light, hybrids 
of cyan, magenta, and yellow. 

Clicking on the RGB button to the 
left of the sliders changes the button to 
HSV. The HSV button actually changes 
how the sliders work. When in HSV 
mode, the sliders change the current 
color's Hue, Saturation, and Value. The 
Hue represents the angle on the color 
wheel. That angle runs from 0° to 360°, 
although 360° is technically the same 
thing as 0°. The next slider is S, and 
means Saturation. This sl ider changes the 
Saturation and runs from 0% to 100%. 
The final slider, V, means Value, and 
changes the colors Value from 0% to 

100%. DPaint rounds off on aJI the slider 
values, so not every notch on the slider 
represents an actual change in color. 

The Hue slider is a great slider to use 
when re-coloring a non-HAM image. 
When the Hue slider is moved, the color 
slides through the color-wheel. moving 
down the spectrum. Let's say we have a 
picture of a car parked on the side of a 
dark alley. (The important part to re­
member about the Hue slider is that the 
actual luminance value will not change. 
This means a dark red will change to 
otherdarkcolors, and light tones will stay 
I ightas the sl ider moves through the color 
wheel.) If we wanted to change the color 
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How You Can Profit 
From Two Lucrative 

Video Markets 
My name is Mitch Lang. and when I sianea my video producrion bUSiness in 
1986 -working part-lime. wi1h low-end industrial VHS gear -I had a dream: 
to make a good living doing whal I loved. working with video. 

And I discovered two things which have helped me earn over $67,000 a year 
lor the pasllhree years; 

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

By focusmg on this marker, I've brought in $91.125 worth of business over 
the past 3Y2 years. And the InclusHial VJ.deo Package shows you how. 

2. THE WEDDING VIDEO MARKET 
CAN BE I NCREOIBLY PROFIT ABLE 

I've developed production and mal1leling strategies aimed IpeclHcally at 
couples willing (0 pay a premIUm for a profeSSional t~ can trust. Today, I 
average $1 ,!xx) for a '-camera wedding shoot And I have mOf8 business than 
{ can hand/e. 

WHAT ABOUT YOU? 
II you're ready 10 produce proMs· nOI IUSI special eHecls - with your video 
equipment, these Instructional guides w~r show ¥ou how. Each one is packed 
with spatilic. practieal, "~I·hlndmlo(mallon ., . nOI/uSllheory. ___ -"'I.. 

(BoOk. video $01 ~ 

INDUSTRIAL VIDEO PAQDUCTIQ~ 
A BUSINESS NlQ MIniNG GUIQE 

ThIS detailed repan has all the mformalion you need to break into this 
challenging & lucrative field. It uses 9 "case examples~ of actual indus· 
tnal video projects to show you: 
• wGuernUa Marketing" strategies for linding pfospects. 
• How to use direct mail 10 reach your prospeclS (Wllh actual direct mail 

marketing pieces lhat wDrt) . 
• How to develop realistic budgets (wi1h examples). 
• How to create effective Yellow PagBS ads. 
• And much more! 

INQUSTRIAL VIDEO SAMPLE TAPE 

This video contains 9 full·leng[f') examples of indlJStrialptoieds flroduced 
by my company, from low-budgel desktop videos to tafles created on 
high-end systems. Includes detailed flroduction notes and 4 c.omplete 
scripts.t~hrs. 

Package price: $59 
MOne 01 the best values we 'VfI encounteftKi /of the indepent;Mnt VIdeo 
producer. ,. Valcoo AsSOCiates , Pleasanton. CA 

(Note: the Industrial Video Package is not available In Oregon & SW . 
W3Shington.) 

II 'I '0 00' 
This information-packed, 87-page book reveals my company's mal1cal­
ina & business strategies In dlllil . For eKample, it includes: 

• How to use markelinQ 10 distmguish yourself from your competitors. 
• Samples of mar1<aling pieces that~. 
·6 strategies 10 maximize your p-rorus. 
• How 10 de-velop a referral-based business. 
• A complete bridal show strategy 
• 17 common clienlproblems & how to avoid Ihem. 
• And much more! 

Price: $39.50 
"An excellent investment - informative and well-wfirr8n. I felef to It 
feQularfy. " Don Skorpen, Walnut Creek CA 

THE VIDEO GUIOE TO 
PROFESSIONAL WEOOING VIOEOGRAPHY 

This in-depth. 2 hour video shows how 10 cfeate quahly. pfolessional vid­
eos. II shows you: 
.. Dozens ot production & edl1ioQ techniques . 
.. Equipment demonstrations. indudmg the Video T oasler. 
• How to avoid disasters through pre-production planning . 
.. How 10 create reception videos your dlenls Will love. 
• The 4 keys 10 successful one-camera shoots . 
• How to avoid common audio problems. 
• And much more! 

Price: $29.50 
"The tape is GREAT. I'.,e seen others but yours IS the best. * 

Phil Woo&-!. Sean Ie WA 

-I've seen lots of instructional Videos, IJnd this is one of the finest I hav8 
thfee videographefs on my staff, and I'm going to make them all walch 
It. W Gre'il Museli . Clearwater FL 

* SPECIAL OFFER * 
Order both WtddifJl) Video fOf Pfollt & The Video GUide to 

PfofessionaJ Weddmg Videography for $59 

II you're leery about ordering things by mail. I understand. So am I. Maybe 
this will help· 

I offef an Ifonciad '5 day money-back guaranfee on all items. 

To order or request a !ree informatIOn pack. call: (503) 251·4355 Of wrile . 

COLUMBIA VIDEO SERVICES 
435 S.E. 85th Ave. , Suite E 

Portland. OR 97110 

Pnces include First Class postage. 
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of the car, while maintaining the dark 
tones that make the car look like its sitting 
in a shadow, the hue slider is the perfect 
choice. Don ' t let yellows fool you, true 
ye llow (R: IS, G: IS, B:O) is a saturated 
color, and changing the hue can produce 
deep blues. 

The Saturation and Value slider are 
great to I ighten and darken colors. If you 
have a pure red (R: 15,G:O,B :0), say, for 
an apple, and you needed a nice highlight 
color for it , lIsing the saturation slider on 
a copy of that red wi II be perfect. Say you 
needed a shadow to be cast over that 
apple: using the Value slider on another 
copy of that red will work great. Re­
member that when using the Saturation 
slider on a color with a low Value, the 
results can look quite muddy. Experi­
mentation with both sliders is needed to 
get sat isfactory results . 

The Ranger 

button in Deluxe Paint Ill. The Ranger 
allows for creation of smooth gradations 
of color. Let's re view what makes up the 

Ranger. 
The Color registers, running hori­

zontally across the bottom of the screen, 
should be familiar to you by now. They 
work just like the other registers in the 

Mixer. 
The Color necklace, as I call it, is a 

horizontal neCklace-looking line with 32 
beads on it. Any color can be picked from 
the color registers and be placed on a 
bead. This creates color ranges. 

The sliders, layi ng across the bottom 
of the screen, control the dither amount 
and random factorofthe resulting ranges. 

If you are a user of Deluxe Paint lll , 
and the Ranger seems needlessly compli­
cated, then here' s how to create ranges 
that work exactly like the ones in DPaint 
III : 

overwri ting by sl iding the range slider 
(on the left edge of the Ranger). The 
keyboard equivalen ts to moving through 
the ranges is al t [ and alt ]. Press the 
Ranger 's clear button to wipe out the 
existing range. 

2. ( ' Iick on your first color to pick 
it up in your mouse. Lay it in the first bead 
on the necklace. Make sure that the range 
starts in the first bead of the necklace.lf 
it doesn't, DPaint can lockup while usi ng 
the shade mode (and possibl y other 
modes), and you' ll lose your image. 

3 Press the "[" key ( for left), orthe 
" ]" key (for ri ght) to move through the 
color registers. When you do thi s, your 
mouse pointer wi II change into another 
block of color. Slap that block of color 
down ri ght next to the first. M ake sure 
there' s no empty bead on the necklace, or 
DPaint will try to fill it with its own 
chosen color when you go to use the 

The Ranger is a spin-off of the Range I. Find a range you won't mind range. 

FINALLY, 

AN AMIGA® MAGAZINE 

FOR PEOPLE WHO CREATE 

WITH THEIR COMPUTERS. 

Keep up to date on the Amiga side of computer 

creativity with Ami Gadget, the .Journal of Amiga 

Creativity. It's the serious, professional publication for 

serious professionals like you . Each bi-monthly issue 

provides specific details on how to do things with 

Amlga software and hardware, old and new. 

AmlGadget is your In-depth, in-detail, informal, and 

Invaluable resource to the Commodore-Amlga. 

AmIGadget 
Publishing Co. 
P.O. Box 1696 
Lexington, SC 

29072 
803·957·1106 

• Palnt.Jng~nc.1 R. ... yt.rl1oClng Trees. OoutJs. and Willer 
• AREJC< Tutor· E:c:9y Vidro Titling' Mapping the Work! • 

Topics covered: Animation. 

graphics. paint. reytrecing. 3D 

modeling, desktop pre-press. 

video, multimedia, authoring 

systems. sound. music. MIDI, 

ARexx, The News. New Stuff. 

Cover price: $ 4.95; Annual 
subscription (6 Issues): $ 27.00 

AlnlCtadgd Is An 1n<.h=peooentJour nal not connected ""ilh Cotnmooore Business Machines. Ami@' 13 a l , ,,dc:It1."rk or Comtnodore Buslnals Machines . AlnlCadget I!II til Lro:!deUlark of AmlGadge' Pllbl15hlng. 
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4 . Repeat process number 3 until 
you've layed down every color you want 
in the range. Now that you have that done, 
you can use this range like a normal 
DPaint III range. 

Some people want to make a spread 
from one color to another in the Mixer. 
They take the first color in the spread and 
stick it in the beginning of the range, and 
stick the second color on the end, and 
expect DPaint to use all the colors in 
between; but that just won't work. It 
seems that when DPaintcalculates spreads 
through the Ranger, it uses an RGB spread, 
which tends to go from one color directly 
to another. But, the Mixer creates HSV 
spreads, which like to pass through other 
colors of the color wheel. In 32 color 10-
res, with the default palette, try this: 

Create a spread in the mixer 
over the existing shades of grey that are in 
the default palette, with true green 

(R:O,G: 15,B :O) on one end, and true blue 
(R:O,G:O,B: 15) on the other. Once done, 
you'll see that the spread wi II run not 
from green to blue, but from green to 
cyan to blue. 

After making the spread, move into 
the Ranger (CtrJ-r), and clear out the 
range. Then put the true green on one end, 
and the true blue on the other. Click on the 
Show button . You'll notice that below 
the color necklace, in the gradient pre­
view box, the colors will not run from 
green to cyan to blue, but from green to 
what looks like a dark teal, but is actually 
a dark cyan, to blue. The actual preview 
above the Ranger will have a total of four 
colors in it. Only two of those four colors 
are in the spread we created in the Mixer. 

I think you'll agree that results don't 
make sense. But all is not lost. If you 
really want the spread of colors you made 
in the Mixer to show up in the Ranger, 

you can use the technique described above 
forcreating DPaint III-type ranges. If you 
want the colors used in the gradient pre­
view box to be in your palette, you can 
use the pick option (the "," key) to pick 
colors out of the gradient preview box for 
placement in the palette. 

I think I learned more about the 
Mixer and Ranger requesters than I 
wanted to' But if you want to know more 
about the Mixer and Ranger, Vol . 2, Issue 
#6 (October 1991), Vol. 2, Issue #7 
(November 199 I), and Vol 2, Issue #8, 
(December 1991) of AVID have other 
installments of Doug's DPaint IV Tips 
with assorted palette tricks. They are 
available as back issues. 

I'll be back with more detailed in­
formation on other sections of DPaint I V 
in a future issue, so, in the meantime, 
keep on DPainting! 

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 
• GVP IV24 • 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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~Column! 

'"1 T © 1992 by David Duberman 
V V elcome to the second edition before I get to that I'd like to recount an 

of AVID's new 3D Perspectives column. interesting experience I recently went 
This column is for Amiga videographers through. As I mentioned in last month's 
who use three-dimensional software to column, I use LightWave 3D, the Video 

create computer animations, whether for 
commercial or artistic purposes. This 
exciting and vibrant new art form is 
breaking new ground in graphic expres­
sion, and if you get involved now you can 
help define the visual language of the 
medium. But you can't master the me­
dium until you learn the tools, and the 
primary function of this column is to help 
you do so . If you have any questions 
regarding the Amiga, 3-D graphics, and 
video, please address them to me at: 

David Duberman 
915A Stambaugh Street 
Redwood City, CA 94063 

I'll do my best to respond to all 
queries, whether by mail or via this col­
umn. 

A Strange Problem 
There ' s been a virtual torrent of new 

3-D-related products in recent weeks, but 
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Toaster ' s rendering program, to create 
animations ; but because the Toastercan't 
display animation (yet) and I don ' t have 
a single-frame VTR (yet) I use OCT V to 
display and record 24-bitanimations. The 
Amiga ' s standard RGB port isn't con­
nected to a monitor because I use lCD's 
Flicker-Free Video (FFV) with a VGA 
monitor, so I leave DCTV only plugged 
intu the RGB port. Incidentally, the 
aforemf'ntioned is an inexpensive combi­
nation I highly recommend for Toaster 
users, as the Toaster occupies the special 
video slot that would normaIly be occu­
pied by a flicker fixer card. FFV installs 
instead in a chip socket. LightWave 2.0's 
interface is now in interlace, so it's im­
portant to get rid of that flicker to avoid 
eyestrain during long work sessions. As 
mentioned in Sheldon Leemon's great 
review ofFFY and the Commodore flicker 
fixer, the 2320, in a recent AmigaWorld, 
FFV isn ' t quite as sharp as its competi­
tion, but it's certainly adequate. 
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I noticed in many cases that frame 
buffer images generated by LightWave 
contained visual anomalies, that is strange 
colors in parts of gradients. For example, 
if in LightWave's background section 
you set the zenith, sky, ground, and nadir 
to four different colors and render that, 
you get two vertical gradients ; one on the 
top half of the screen and one on the 
bottom half. With a blue sky gradient and 
a brown ground gradient, the default 
settings in LightWave 2.0, I would often 
get a strange irregular horizontal green 
band just above the horizon and a purple 
one just below the horizon . These only 
appeared in images rendered to or loaded 
into the frame buffer; images saved as 
IFF24, what LightWave calls RGB, were 
always fine. 

The problem was intermittent even 
though DCTV was always plugged in . 
Yes, you guessed it ; after attempting 
several other fixes and determining that 
the Toaster wasn't defective, I tried un­
plugging DCTV and the problem went 
away. The specific point of the story is 
that if you're getting strange-colored 
bands in your LightWave images, try 



unplugging your OCT V . The general 
point is that if you're experiencing strange 
intermittent glitches in anything you're 
doing with a computer, try removing pos­
sible culprits. especially things plugged 
into the computer's ports, one at a time. 

The New Products. 
The products we ' ll cover in this 

month's column are Imagine 2.0, 
LightWave 2.0, Male & Female Objects. 
Vertex, and Animatrix Modeler. The 
firsttwo are updates of existing modeling/ 
rendering programs and the latter two are 
new modeli.ng-only programs by maver­
ick 3-D mavens who feel their products 
can better fulfill specialized modeling 
needs than the more general-purpose 
programs. 

First a brief look at Imagine 2.0, 
which is currently going out to registered 
owners who sent in the $100 upgrade fee, 
and is expected in stores shortly. It's a 
major revision with numerous improve­
ments, and the manual is far more com­
plete, written in Impulse chief Mike 
Halvorson's inimitable chatty style . The 
first change you notice about the interface 
is the attractive gold 3-D-style button 
gadgets. The next thing you notice is the 
annoying drop shadows for menu text 
that make it hard to read. 

Most improved is the Forms editor, 
which lets you select several cross sections 
of an object for alteration, interpolating 
between these. This and other changes 
make the Forms editor a mighty model­
ing tool, the likes of which can be found 
nowhere else. Also worthy of mention is 
the new built-in configuration section 
called Preferences. This ingeniously­
designed interface lets you customize 
many aspects of the program such as the 
new user gadgets . These are user­
configurable buttons that you can set to 
perform any commonly-used function­
onscreen function keys for avid mousers. 

A couple more gripes: First, and 
admittedly minor is the fact that the 
program . till doesn't run if the title-screen 
picture Imagine.pic or an identically­
spec'd image file isn't present. Inciden­
tally, the format is 704 by 480 pixels in 
high resolution with 16 colors. If you 
create a one,color image of that format in 
a paint program and save itas Imagine.pic 

in Imagine's directory you'll save valu­
able seconds every time you load the 
program. Second and more significant is 
the continued lack of an interactive cam­
era view in the Stage editor. Whenever 
you move, rotate orscale an object in, you 
must exit from that mode before you can 
see the change in the camera view. 

All in atl, though Imagine 2.0 is a 
terrific program and well worth the price, 
which is $450 list. That may seem like a 
lot to some, but 3-D software with far less 
power sells for thousands of dollars on 
other computer platforms. The Amiga 
market is lucky to have people like Mike 
providing such great software, and we 
should support them to our best ability. 

A set of human-shaped 3-D objects 
called Male & Female is available from 
Earthquake Productions in Sculpt 
VideoScape in five formats, including 
Draw4D, Draw4D Pro, Sculpt, Turbo 
Silver/Imagine, and VideoScape, which 
can be loaded by lightWave. Each fig­
ure is present on the disk in parts and in 
whole. As befits the more complex sex, 
the female has 23 parts, and the male only 
19 including thumbs and ears. If you're 
into gender-bending the corresponding 
parts such as left upper leg of either sex 
have the same structure for morphing. 
While they ' re not the most elegant­
looking of objects and you're required to 
create the hierarchical setup, the price is 
right and this product can save you a 
significant amount of modeling time. 
Coming soon from Earthquake Produc­
tions are three new object sets; Space 
Craft, Desert, and Interior. 

Animatrix Modeler is a new 
wireframe editor from Dubois Animation 
which offers "hands-on modeling" and to 
a great extent lives up to its claim. When 
the program stalls you're presented with 
a perspective view of a ground plane with 
the four sides labeled N, E, S, and W for 
reference. You use the arrow keys and 
four keys on the numeric keypad to adjust 
the view. The rest of the commands are 
available from button gadgets arranged 
in a single row at the bottom of the screen. 
Clicking on the Disk button displays 
buttons to load an object, save an object, 
delete an object file , and select the for­
mat. Object file formats which can be 
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from the 

~~ 
Los Ange/es 

Video Toaster User's Group 

It VALUABLE TIPS: Lee stranahan, 
Head of Upper Crust, Chris Moras, 
and other Toaster pro's take you 
beyond the Toaster User Manual 
and other tutorial tapes. 

itTOASTER COMPATIBILTY: 
Newest hardware and software are 
previeWed and demonstrated 

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

Tapes Cu.rrently 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. $34.95 

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, 
Lightwave 3D Light Refraction 
Tutorial Demo Reels, Toaster 
News, and much more. $34.95 

All /apes appro.r. 2 hrs, VHS Only. 
Add $4.95 Jor shipping & hondling. 
CA residents add 8.25% sales lax. 

To order, please send check or money order w: 
Toaster Crustaceans 
1730 Arcane Street 

Simi Valley, CA 93065 
(805) 522-4864 
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Plug into 
Profits 
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, 
ChromajFX, Custom/FX, 
Luminance Keyer Basics. 

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

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

Order Both 
$89.95 

No Shipping Charge 

II'· ~ Call Anytime lIiiiIIl 
800-442-9660 
()al"k ti()l"se I)l"ooucU()ns 

292F Wassergass Rd 
Hellertown, PA 18055 USA 

215-838-2905 
Company Purchase Orders OK 

loaded and saved are Animatrix and 
Sculpt, and the program can also save in 
Turbo Silver(notImagine) format. While 
Imagine can normally load Turbo Silver 
objects, for some reason it can't load 
objects saved in this format from 
Animatrix Modeler; they must be loaded 
into Turbo Silver and then saved again. 
You can also use good old Pixel 30 2.0 to 
convert the objects. 

The Options menu lets you set vari­
ous display options, and the Select menu 
lets you select objects, faces which are 
then shaded, and/or points, and combine 
objects. Points can be selected by clicking 
or by drawing a rectangle. Then you can 
effect interactive transformations such as 
scaling, rotation, and translation. This is 
where the program's interactivity shines; 
you really do get a hands-on feeling with 
lightning-fast response, but don't expect 
miracles with complex objects if you 
don't have a fast accelerator. Editing 
commands include the ability to join 
points, build triangular faces, subdivide 
edges or faces, and extrusion. Other 
commands let you delete objects, faces, 
and points, and determine the maximum 
number of faces permitted by your 
computer's memory configuration. 

The $99.95 list price would be a 
good deal if it included a free upgrade to 
the next version, which will no doubt add 
some much-needed polish to this other­
wise fine modeler. Try to get a demon­
stration at your local dealer if they stock 
it; if not, ask them to order it from their 
distributor, and give them the phone 
number listed below for the distributor to 
call. Contact Dubois Animation or check 
your local BBS or PO collection for a 
demo version. 

I recently downloaded a demo ver­
sion of the shareware object modeler 
Vertex by Alexander Oeburie. All mod­
eling functions are intact but you can't 
save objects. The full working version 
with documentation costs $30, or $50 
including eight free upgrades. This 
mathematically inclined modeler features 
a well-designed multi-input interface with 
plenty of interactive features. You can 
load and save objects in a variety of 
formats including Sculpt, Turbo Silveri 
Imagine, lightWave, Wavefront, and 
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GEO. The program converts all poly­
gons to triangles upon loading, and the 
manual includes an interesting discus­
sion on the difficulty of doing this in 
special cases. 

There is but a single full-screen view 
of your workspace in Vertex, but you can 
easily rotate and move this interactively. 
You can work on your objects in a per­
spective view or in any of the three 
standard orthogonal views; top, front, 
and side. 

Because the author was frustrated by 
the difficulty of selecting and deselecting 
specific vertices in other programs, he 
has implemented a variety of ways of 
doing it here. You can select or deselect 
by vertex, with a drag box, swapping 
selected for deselected and vice-versa, 
from a menu of named sets of vertices, all 
except a named set of vertices, all, and by 
any binary on-off pattern. This last 
method is totally unique and can be used 
for some very interesting effects. Also 
unique is that saved objects' vertices re­
tain their selected or deselected states. 

Once vertices are selected they can 
be scaled, rotated, and translated as in 
other programs. You can also apply 
bezier curves and the Multiply function, 
which is best described by Mr. Deburie in 
his manual: 

"It enables you to plot any math­
ematical formula to your 3-D objects. 
Multiply includes full support for trig 
functions, a random number generator, 
scaling by axis, and much more. This 
gives Vertex an open end approach to 
curved surface generation." 

The more standard object-generation 
techniques are also here, including lathe, 
extrude, duplicate, and more. Built-in 
shapes consist of cube, pointed star, ring 
or torus, grid, and sphere. You can also 
add faces three points at time. The in­
terface looks good and handles well. 
Mouse-based operation is intuitive and 
the menu pops upatyourpointeranywhere 
on the screen, not just at the top. All 
commands are available from the key­
board, or even via remote control, as 
Vertex is ARexx compatible. If you're 
interested, contact Mr. Deburie at the 
address listed at the end of this article. 



LightWave 2.0 
As I write this on January 22, last­

minute tweaking of LightWave 3D and 
Modeler is ongoing. I've been beta­
testing both and can honestly vouch for 
the fact that the eager anticipation with 
which these programs have been awaited 
by Toasterites is welljustified. LightWave 
does a great job of ray-tracing, and you 
can tum reflections and refraction (as 
well as shadows) on and off indepen­
dently. If you've loaded several objects 
and changed their surfaces, you can save 
them all back to the original files with one 
command. And you can load a scene's 
objects into a new scene. Objects can 
now have as many as sixteen metamorph 
targets, but all targets must be in memory 
simultaneously, which can limit object 
complexity. 

Surfaces can now be saved and loaded 
as separate files, a major improvement. 
Also new in the Surfaces section is the 
Sharp Tenninatoroption which eliminates 
the gradual fall-off of reflected light from 
a curved surface for more realistic light­
ing of planet objects. There's a new 
procedural texture called Underwater 
which animates very well. And for im­
ported objects- supported fonnats now 
include Sculpt, AutoCAD, 3DStudio, 
Wavefront, and Pict as well as the stan­
dard LightWave, GEO and BGEO for­
mats-with problem inward-facing 
polygons, you can simply double the 
surface which actually doesn't add all 
that much to the rendering time. 

That's not all by a long shot, but 
Modeler has improved significantly as 
well. Incidentally, Stuart Ferguson, who 
designed and programmed Modeler, has 
recently joined Allen Hastings as a full­
time Newtek employee, which is great 
news forthe Amiga 3-D community. I'm 
really looking forward to Modeler 3.0. 

Not to slight 2.0, which now has 
such advanced object- modification tools 
as a variable-size magnet, twist, shear, 
bend, and two kinds of taper, all of which 
are interactive and amazingly fast. Skin 
and Morph are powerful new object cre­
ation tools. Skin joins two or more 
polygons with a single segment between 
each, and Morphjoins two polygons with 
a user-specified number of segments for 

a gradual change. 
New object editing commands in­

clude Add Point, Remove Point, Split, 
Merge, Triple and Align. A terrific new 
lasso select feature, Stuart added just last 
week, lets you draw a freehand loop 
around points or polygons you wish to 
select. It just keeps getting better and 
better! We'll be covering these and other 
new features in months to come, with lots 
of tutorials, so watch this space ... 

So long for now! 

Products mentioned: 

Imagine 2.0 
$450 or $100 for upgrade 
Impulse, Inc. 
6870 Shingle Creek Pkwy # 112 
Minneapolis, MN 55430 
(612) 566-0221 

Animatrix Modeler 
$99.95 
Dubois Animation 
1012 N. Chartrand Ave. #F 
Edmond, OK 73034 

Vertex 
$30 or $50 
Alexander D. Deburie 
4189 Nickolas 
Sterling Heights, MI 48310 

Male and Female 
$34.95 
Earthquake Productions 
and Publishing 
13351 Foothill Blvd. 
Fontana, CA 92335 
(714) 899-1800 

Video ToasterlLightWave 
$2495 
Newtek 
2l5E.8thSt. 
Topeka, KS 66603 
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Put Some 

~ill~(CT~ 
in Your Animations 

With 

~m~~l::!:::::::!~~::::::~:::::!::~::~:::::::::::::~::(;::;~::::f:;::.::::;~:::~::~~m.:(;:~.::;:::~~r:~:::~::~~:(;::::::::::::::::'::;:~:~:l;: 

:~I; Outstanding 3 D Object Sets !!::~:~: - . 
. ~ 'Clarity ·Cesual 

'Copper ·Paladium 'Helsinki 

Full Upper/Lower case, Numbers and 
Punctuation Symbols (702 objects in 

All objects designed to properly support 
Phong Shading for best possible output. 

. Curved portions have plenty of points to 
remain smooth even at high resolutions. 

All character objects are accurately 
aligned to a baseline to save you time. 

Each version is optimized to best exploit 
the features of its associated program. 

Complete Tutorial included! 

-, .. jUSt the ricket for Toaster 2.0 us~rs .. .I can attest 10 

their craftsmanship and usabiliIY.-

. Dr. Mortier, Avid 1/92 
..... the fon151ook great when rendered-

. Mr. Dubreman, Avid 1/92 
-rhese fonts are the best objects we have seen, honest, 

If you need this kind of product you need BroadQlst 
Fonts 3D .... Buy them today ... w 

-Imagine Gazz~tte 9/91 

::j::* fit (510) 439·1580 Ilt 
~@~l;*:::~:::::;:::;::::=::;:;::::::$r::~;:::~-::~~m:m~~;:~m::':~ 

Broadcast Fonts 3D, its Logo, and the Un iIi Logo are 
lrademarks of Phil D. KesteII DBA Unili Graphics. 

Imagine is a trademark of Impulse, Inc. Video Toaster & 
Lightwave 3D are Registered Trademarks of Newtek. 
Inc. Caligari 2 is a Trademark of Oclree Sofrware. Inc. 

NOTE: Impulse, Inc is no longer legally allowed to sell 
or service lhis product. Please contact us if you own the 
version previously marketed by them. If you purchased 
direct from Impulse you may not have a full package! 
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Well, it's a new year and it's 
time for a new byline. Welcome to the 
new tips column! I believe introductions 
are in order: My name is John F. Gross 
and 1 have the pleasure of being the 
resident graphic video artist for Alpha 
Video in Minneapolis, MN. I was disap­
pointed, as I'm sure many of you were, 
when I discovered that James Hebert 
would no longer be writing a monthly 
Toaster tips column for AVID. It was a 
source of a lot of helpful information. I 
hope to fill his shoes (and they're big 
shoes!) as best I can. 

As a daily user of the Video Toaster, 
I am constantly delighted by this amazing 
tool. Its ease of use and versatility has 
opened an exciting door for me into the 
world of video. 

Whether you are looking to embark 
on a new career for yourself, planning to 
use the Toaster to make your existing job 
easier, or just plain using it for fun, I hope 
to present you with tricks, tips and tech­
niques in this column that will make you 
a happier and more proficient user. 

For this first article, I am going to 
offer a grab bag of hints and tips that I 
have found which cover a number of 
different features of the Toaster. I urge 
you to write and let me know what spe­
cific topics you would like to see covered 
in future columns or to share some tips of 
your own. 

HopefuLly, by the time you read this, 
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THE RETURN OF 

TOASTER 
TRICKS 

© 1992 by John F. Gross 

System 2.0 will be readily avail able and 
many of you will have upgraded or ac­
quired new systems. If you haven ' t pur­
chased 2.0 yet, I urge you to do so. I know 
you ' ve heard it before ... but it really is so 
much more thanjust a 'standard upgrade '. 

We've all read about the great new 
features of 2.0, but I'd like to show you 
how you can easily incorporate these new 
tools into your everyday use of the Toaster. 

Of course I'll also talk about System 
1.0, as many of these tips are useful on 
any Toaster system. So, without further 
ado ... on to the good stuff... 

ToasterPaint 
1) Ever need to cut a whole image 

out as a brush? Most people will choose 
the scissors and the rectangle tool and 
then try to get up into the upper left hand 
corner and draw out a large rectangle that 
encompasses the whole screen. This 
works and it's even easier if you turn the 
coordinates on (click on the button that 
tells you which mode you are currently 
in) but it definitely is not the easiest way. 
The best and quickest way is to click on 
the scissors tool and then press the w key 
on the keyboard (make sure it's a small 
w). After a few seconds, you will have a 
copy of the whole screen attached to your 
cursor as a brush (assuming you have 
enough memory - if you don't, the screen 
will just flash). The small w is the key­
board equivalent for 'whole screen' and 
by pressing this key, you are instructing 
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ToasterPaint to take your current mode, 
color and transparency settings and appl y 
them to the whole screen as if you drew 
out a large rectangle. This is a great way 
fordoing full screen range fills, colorizing 
the whole screen ordarkeningllightening 
the entire image. 

2) Where is the center of 
ToasterPaint's screen? If you're running 
1.0, it's 368x by 240y (full image is 736 
x 480). If you are running 2.0, you're 
looking at 376x by 240y (full image is 
752 x 480). Sometime ago, I had to 
complete an assignment where I had to 
stamp approximately 50 different large 
text brushes exactly in the center of 50 
different frames. Of course I did it the 
hard way by I ining up my coordinates and 
then stamping it down in the center of 
each frame. 

Long after completing this assign­
ment (lsn' t this always the way it hap­
pens?), I was reading the ToasterPaint 
manual and discovered that I could cus­
tomize the keyboard equivalents that 
ToasterPaint uses. In looking over the 
commands you can assign to different 
keys, I noticed there was a command for 
stamping the cursor down at any given 
location . A simple text modification to a 
script file is aJ I that is needed to enable the 
press of a key to automatically stamp a 
brush down in the middle of the screen . 
Any text editor will work for this task . 

For those of you not familiar with 



text editors I will give step by step in­
structions for making this modiftcation: 

a. The first thing to know is the name 
of the file you wish to edit. It is caJled 
\Bkeyboard.txt\b and is found in the 
ToasterPaincStartup drawer located in 
your Toaster directory. 

b. You need to open a CLI or Shell 
window on the Workbench to type in 
commands. You can get to the workbench 
from Toaster preferences by exiting the 
Toaster Software. If you are a Video 
Toaster workstation owner, you may need 
to look in the WB drawer on your hard 
drive to find the icon for CLI. 

c. Double-click to open your shell or 
CLI window and type the following at the 
prompt: 

CD ToasterrroasterPaint_Smrtup 
and then hit the return key. If you get an 
error message, you either made a typing 
error or your Toaster drawer is located on 
another hard drive partition. If this is the 
case, first CD to that partition (CD stands 
for Change Directory). For example, if 
your toaster drawer is located on a partition 
caJled John, first type CD John: (don't 
forget the colon). From here you may 
continue with the above command. 

d. Before you make any modifica­
tions to the Keyboard.txt file, it would be 
wise to make a backup copy just in case 
you make some mistakes and can't fix 
them. Type: Copy keyboard.txt to 
keyboard.txtBACKUP then hit the re­
turn key. 

e. Now type ED keyboard.txt and 
press return. A new window will open up 
with the keyboard .txt file displayed for 
editing. 

f. Use the down arrow to scroll the 
text until you come to a 'line that begins 
with a k. There will be nothing on this 
line except for the k. All the letters on the 
left correspond to the keys on the key­
board. To the right of the letters after a 
space are the commands associated with 
the key. You want to edit the line with the 
k because it does not have any commands 
associated with it right now. 

g. Use the an'ow keys to position 
your cursor to the right of the k. Make 
sure to leave a space. Type: Pend 376 240 
(if you are using Toaster 1.0, use 368 
instead of 376). Make sure that Pend 

starts with a capital P and that there is a 
space between the two numbers. This 
text will instruct ToasterPaint to put its 
"Pen Down" at the coordinates you typed 
in whenever you press the small k key. 
Since you used the center coordinates, 
that's where your brush will stamp down! 

h. Once the text is entered correctly, 
you need to save the changes: hit the 
Escape key followed by the x key and 
then Return. You will then be returned to 
your shell window. To exit out of the 
shell type: endcli and hit return. 

i. That's all there is to it! Go into the 
switcher, start Toaster Paint, cutout some 
type of brush and then hit the k key on 
your keyboard. Your brush should auto­
matically stamp down in the middle of 
the screen. 

3) Speaking of keyboard equiva­
lents, it would definitely be in your best 
interest to learn as many as you can. They 
are a big time saver. A couple of good 
ones to know are: b (stands for brush -
turns the scissors on) and j (stands for 
jump to spare - switches between two 
images loaded). The F4 key is the Undo 
key, while FS is the redo key. Hitting the 
F iO key is the same as choosing the 
clapboard to render your page out to 
program. 

4) This trick I found in the 
ToasterPaint manual. It has made my 
painting much easier: If, while you are 
painting with the left mouse button pressed 
down, you press the left shift key, the 
image will be 'attached' to your cursor. 
You can now move the screen around so 
it is easier to paint upon. When you let up 
on the shift key, you can resume painting 
from the same spot on the screen. This 
comes in very handy when you are paint­
ing near an edge and need to gi ve yourself 
a little 'breathing space' . 

CG 
I) One of the best parts of 2.0 CG is 

the ability to load in a paint image to use 
as a background for text. Here's how to 
do this correctly: 

a. First go into Paint and load the 
frame you want to use as your back­
ground. Once it is loaded, return to the 
switcher leaving Paint loaded into 
memory. 

b. Once you are back to the switcher, 
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enter CG and choose a frames tore page 
type by hitting F I and then F4. 

c. Now you have to tell the CG to use 
the Paint background. This is done by 
choosing Alt-F3 to change background 
colors. When this menu appears cycle 
through background modes by hitting F2 
until the icon changes to the paintbrush. 
Now press return. 

d. You should now be returned to the 
normal icons and you can go ahead and 
type away on the screen. You won't 
actually see the text on the background 
image until you render this page out to the 
buffer. After you have rendered it out, 
you may need to move lines of text around 
to 'fit into' the background . 

CYCLEMAN 
Human Figure & Motion Cycles 

for IMAGINE 1.0,1.1,2.0 

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

3 Megs. memory recommended. 

Introductory price $36.00 US 
inc ludes all fees. 

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

Allow 3 weeks for delivery. 

ImaRine is a lrademark oj Impulse, Inc. 
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2) Another great feature of the new 
CG is buffered pages. A buffered page is 
a key or a framestore page that is saved 
directly from the CG . When loaded from 
the switcher, a buffered page loads in as 
little time as it takes to load a normal 
framestore (which, by the way, is faster 
with 2.0)! The thing to remember about 
buffered pages is that they are saved into 
the current project that is loaded. This 
means that whatever project you have 
loaded when you save a buffered page is 
the same project you need to have loaded 
when you call the page back up from the 
switcher. If you create some buffered 
pages and some normal pages in the same 
book and then wish to save the project 
(and thus the book) you have to resave 
over the project that is currently loaded. 
I f you type in a new project number/name 
and save it, the pages will save to the new 
project, but they will no longer be buff­
ered and will have to be rendered out like 
any normal CG page. You can tell if the 
page is buffered by the little lightning 
bolt that appears next to its name in the 
name box. If you wantto have a particular 
project that contains buffered pages, you 
should load or create that project before 
you save any buffered pages from the CG 
and then resave the project after saving 
the buffered pages. 

"So How do I save a buffered page 
from the CG ?" you ask. Simple - just 
press Alt-F9 and it will be saved into a 
drawer called Pages in your current 
framestore directory. Once it's saved, a 
lightning bolt appears in the menu strip to 
show you that it is a buffered page. You 
can only buffer framestore and key pages. 
I f your key page only has one or two lines 
of text in it, you probably won't notice 
much of a speed increase by buffering it. 
I f it contains a lot of text, however, you 
will definitely notice a difference. 

3) If you have a lot of fonts in your 
Toaster fonts directory like I do, you have 
probably noticed how long it takes to 
scroll from the top of the li st to the bottom 
while choosing new fonts to put in your 
book (I have over 400 fonts and it takes 
about 45 seconds!). You can now hold 
the shift key down while you are scrolling 
and the cursor will jump ten font s at a 
time - very nice. 
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4) How many times have you been 
choosing a different font by pressing F2 
and you pass the font you wanted? I do it 
all the time. Now with 2.0, if you hold the 
control key down while pressing F2 you 
go backwards through your font list! 

LightWave 
I) Of course the big news is that 

LightWave now supports ray tracing. The 
options are found in the camera menu . 
You can trace shadows, reflection or re­
fraction (or all three). It works great. If 
you are going to trace reflections , make 
sure you set a value for reflection map in 
the surfaces menu otherwise your surface 
will not reflect other objects. 

2) Speaking of surfaces, I talk to a lot 
of people that have problems saving sur­
faces when they save their scene. The 
reason forthis is thatsuifacesaren 't saved 
in the scenefile . When you save a scene, 
you are saving which objects are loaded, 
their motions, the number, color and po­
sition of lights and the position and mo­
tion of the camera. You also save the 
first/last frame, camera resolution and 
background colors. You do not save the 
surface values of the objects. To save 
surface values you must save the object 
from the object panel. It is a good idea to 
adjust your surfaces, save each object, 
and then save the scene. In 2.0, saving a 
large number of objects is made simpler 
by having a 'Save a\l objects' button. 
This will save all the objects using their 
current names. 

3) The layout now uses keyboard 
commands for most of its functions. This 
is a tremendous time saver! You can 
select your view mode by pressing F 1-
F5. Edit items are chosen by pressing the 
first letter of the item you wish to edit: 0 

for object, cforcamera, I for light or v for 
view). You can cycle through the mouse 
functions (move, rotate, scale, stretch) 
by hitting the spacebar. You can cycle 
through frames by pressing the left and 
right arrow keys and cycle through dif­
ferent objects or lights by pressing the up 
and down arrow keys. Key creation is 
made super fast by hittingenter(or return), 
typing in the frame number and then 
hitting enter again. Finally, n brings up 
the numeric requester, s brings up the 
sline control requester and G brings up 
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the go to frame requester. By the way, 
you can use lowercase or uppercase let­
ters for all these keyboard shortcuts. 

4) Whenever you bring up any type 
of requester in LightWave (1 .0 or 2.0). 
the cursor appears before the numeric 
values. You do not have to delete the old 
values before typing in new ones. All you 
need to do is type in your new values and 
hit return . lightWave will automatically 
clear the old values for you. 

5) No longer do you have to know 
the size of a surface upon which you wish 
to wrap a texture. 2.0 has an 'Automatic 
Sizing' button that calculates the dimen­
sions of your surface. The button only 
appears when you are doing an image 
Inap onto a surface. If you are using any 
of the built-in textures (wood, ripples, 
dots, etc.) the button does not appear. 
What I do is first choose an image map 
and select 'Automatic Sizing' . From 
here you can choose any of the other 
textures and the sizing values will be 
remembered. You will most often want 
to adjust the values down from the total 
size of the surface, but you will have a 
great reference point from which to start . 

Modeler 
I) Press the help key while in Mod­

eler and you will get a listing of the 
keyboard commands. Everyone of these 
is atimesaver. Noticethej (forjump) and 
the w (for statistics - s was already used). 
If you have a point or points selected and 
place your cursor where you want to 
move them to and then press the j key , 
they will automatically jump to your 
cursor location (no need to select move). 

I use the w key a lot for selecting 
similar polygons. Choose the Polygon 
Select button and press w. You will see 
a requester labeled Polygon Statistics. 
There are a whole bunch of different 
ways to select polygons here. It is very 
handy to toggle through the surface names 
at the bottom and then choose the '+' 
button next to the line that says 'with 
surface:'. This will select all the polygons 
using the name you chose. You can 
deselect polygons in the same manner by 
choosing the ' - ' button. 

2) There are some great new tool s in 
2.0 Modeler. I'm going to share with you 
how to use some of the ones whose usage 



perhaps is not apparent at first: 
a. The Add Pnt and Rem Pnt buttons 

in the Polygon menu enable you to add or 
remove points from existing polygons. 
For these tools to function properly, you 
have to have both polygons and points 
selected. Forexample, let ' s add a point to 
an existing polygon: The first step is to 
make a point next to an existing polygon. 
You now have to choose select Polygon 
and choose the polygon, then choose select 
Point and make sure the point is also 
selected. Now choose Add Pnt and your 
cursor will change to a little arrow with 
the word 'to' attached. All you need do 
now is point the arrow at the edge of the 
polygon where you wish to add the point 
and click the left mouse button. The 
polygon will extend its edge to include 
the new point. Rem point works the same 
way. Make sure you have the polygon 
and the point(s)selected then choose Rem 
Pnt. Flash! your point is now no longer a 
part of the polygon. The difference be­
tween Remove Point and Cut is that Cut 
deletes the point while Remove just takes 
it out of the polygon. 

b. In the Modify menu, we now have 
a magnet tool. Here's how to use it: 
Select magnet and place your cursor in 
one of the three views. You should see a 
crosshair surrounded by a box. This box 
represents the area of influence of the 
magnet. All points inside the box will be 
affected by the magnet's pull. If you 
don't see a box, your area of influence is 
probably too large. Use the numeric 
requester to resize it. Once you have your 
box placed in the three views the way you 
like, hold down the right mouse button 
and drag the mouse. You should see your 
object stretching out towards the cursor. 

3) With 2.0, you can select points 
and/or polygons from the perspective 
view. You will notice that you can no 
longer rotate the object by holding down 
the left mouse button and moving it 
around. If you try that now, you will 
select points or polygons on the object. If 
you go to the modify menu and select 
move you can rotate the object around. 
but an easier way is by just holding the 
Alternate key down while you drag the 
mouse. 

4) Here's a great tip 1 discovered by 

accident: For about a year, 1 was making 
points by placing my cursor with the left 
mouse button and then hitting the return 
key to actually make the point. If you 
place your cursor where you wish the 
point to be and then hit the right mouse 
button, you will automatically make the 
point at that location. This really speeds 
up object creation. 

Switcher 
I) Program slices can be unloaded 

from memory by holding down the shift 
key and clicking on the slice you wish to 
unload. ChromaFX can also be unloaded, 
freeing up some more memory. By the 
way, this is how you unload modeler and/ 
or LightWave. 

2) If you have certain speeds that 
you always use for different effects, 
choose the speeds you use and then save 
the project. With both 1.0 and 2.0Toaster, 
the speeds of effects are saved with 
projects. 

3) There are four posi tionable effects 
on the 2.0 project. There use is covered 
wel.l in the manual but it's important to 
remember that the setups for these effects 

are also saved when you save a project. 
4) You say that four positionable 

effects aren't enough? lfyou load the 1.0 
Default project (which, by the way has all 
of the old effects), grids E and Fare 
covered with positionable effects, all of 
which can be saved in a different position I 

5) Effects can be executed auto­
matically by clicking on them a second 
time after they have been 'loaded' by 
clicking on them once. 

Well, I've pretty much used up my 
allotted space as well as my available 
typing skills. 

I hope that I've given you a few 
tricks that will come in handy. If you 
have any tips or suggestions or have 
questions about using certain features of 
the Toaster, please write to me at the 
following address : 

John Gross 
Alpha Video 
7836 2nd Avenue South 
Bloomington, MN 55420 

Happy Toasting! 
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OBJECT- LESSONS 
3D Modeling Concepts 

Le previous two articles in this 
short series on object design discussed 
strategies for building three dimensional 
objects using any of the common 3D 
modellers for the Amiga. This final article 
concerns itself with an aspect of object 
design which is just as important as de­
signing the geometry: defining the surface 
appearance of that model. 

Surprisingly, the best models aren't 
necessarily the most complex . A good 
model design will use many tricks to add 
detail to itself without adding extra 
polygons. A complexly detailed model 
can have surprisingly few faces defining 
it. The trick is to intelligently use object 
attributes, algorithmic textures, and 
brushmaps to add character to your model. 

Whenever you design a model, the 
' last step is traditionally to assign · the 
model colors, transparencies, and all of 
the so called "attributes" of the object. 
All renderers support assigning your 
objects a color, and nearly all let you 
define diverse parameters controlling the 
translucency, reflectiveness , shininess, 

~ Feb 1992 

Part 3 
© 1992 by Steven Worley 

and index of refraction for the object. 
Many even let you assign different at­
tributes for different parts of your model. 

Another way of changing the surface 
of an object is called "brush mapping," 
where an image projected onto the sur­
face of your model. These images can be 
anything from hand drawn figures done 
in DPaint IV to detailed photographs 
digitized on a scanner. It is easy to make 
something like a roadway sign. You just 
draw the sign in a paint program like 
DPainr, then map it onto a flat polygon of 
the right shape. These mapped images are 
sometimes called "Texture maps" in the 
professional world , which is somewhat 
confusing, since the word "textures" also 
refers to algorithmic textures. 

Algorithmic textures are rules for 
the computer to follow to color an object. 
One of the "classic" textures is called 
"Checks" and applies a checkerboard 
coloration to the object. The computer 
doesn't need a brushmap or an explicit 
description of how to apply the checks, it 
just follows the built-in algorithm for 
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determining the appearance of the object. 
With the "Checks" example, the renderer 
just compares each position on the object 
with a latticework of cubes. If the location 
is in one of the "odd" cubes, the location 
is colored one shade, otherwise it is made 
a second color. Algorithmic textures can 
even make complex surfaces like wood 
and marble, or simple ones like a gridwork 
of straight lines. 

These textures have user-controlled 
parameters (like the size of the checks, or 
color of the wood), but are still not as 
customizable as a brush map. They still 
have many advantages over brushmaps, 
since they usually take VERY little 
memory and are continuous no matter 
how large your object. Brushmaps usu­
ally take a LOT of RAM (a 24-bit picture 
at high resolution takes up about a 
megabyte!) and there will be sharp 
discontinuities at the edges of the brush. 
Textures take only a few kilobytes at 
most, and go on forever. 

The different ways for defining the 
surface of an object might be somewhat 



confusing, but they provide a lot of power 
that can help you make truly stunning 
images. It is important to know not just 
HOW to use them, but WHEN. 

Geometry Versus Appearance 
Surface appearance can dramatically 

affect the rendered image of a model. For 
many models , the geometry (the points, 
edges, and faces that make up the mode) 
is surprisingly uncorrelated with the 
complexity of its rendered image. A space 
station made up of a torus with radial 
spokes might be able to be built in five 
minutes or less in almost any 3D modeller. 
With the addition of some high quality 
brushmaps, it can be turned into a breath­
takingly realistic model. It does take skill 
and practice to learn how to add 
brush maps and textures to an object, but 
these skills are just as important as the 
basic modelling and manipulation skills. 

Although many models can be greatly 
enhanced (or defined!) by additional at­
tribute assignments, many models really 
do require extra polygons to define small 
details . A very high quality model of a 
sailing ship might have ropes and pulleys 
that can't be faked with a brushmap or 
texture. Sometimes this calls for your 
own judgment. Should you build an 
airlock with an extruded outJine, or can 
you make an altitude brushmap that will 
fake the appearance of acomplex airlock? 

This judgment is often made by 
thinking about how you will be using 
your model. If you are going to make an 
animation of a spacesuited man entering 
an airlock, it is pretty obvious that you'll 
want to build the airlock with polygons so 
you get a true perspective view when 
your camera comes in close to it. If you 
want the space station as a backdrop to a 
space battle, it might be a lot easier to just 
make a brushmap of the outside of the 
airlock. Since it is almost always easier to 
make a brushmap of something like a 
doorway than il is to model it with poly­
gons, you can really benefit by using 
them as often as you can to save a lot of 
design work. 

In fact, some appearances can't be 
made by any other method except 
brushmaps and textures. No matter how 
many polygons you added, you would 
never be able to get a realistic appearance 

of woodgrain onto an object. 

Brushmaps 
Deciding how to make a brush map 

for an object obviously greatly depends 
on your particular application. Luckily, 
most programs allow you to use 
brush maps in many versatile ways. The 
hardest part comes not in drawing or 
finding the image to map onto your ob­
ject, but in actually placing it in the po­
sition you want it to be on your object. 
Many modellers let you choose among a 
variety of mapping methods. The most 
common is called "flat" but some give 
you the choice of cylindrical or spherical 
mappings. One program, a script-based 
ray tracer called RayDance, will even tie 
brushmaps to extruded objects so the 
brush follows the curved contours of these 
specific objects. 

Spherical and cylindrical 
brush mapping are the two less common 
methods of applying brush maps . These 
methods attempt to encircle the entire 
object with a brush. Spherical mapping is 
like stretching a map ofthe world around 
a sphere to form a globe. Cylindrical 
mapping only curves the brushmap in 
one direction , like a label going around a 
soda can. Both of these maps are used 
mostly for exactly those two types of 
mapping: globes and soda cans. The most 
usefu I (and contro liable) type of brush map 
is flat mapping. 

Flat brushmaps are easy to under­
stand; they project themselves directly 
onto your object's surface without any 
fancy curling or stretching. It is very 
similar to taking a slide projector and 
shining the image onto a 3-D object; the 
image wi II cover the region that the pro­
jector is pointed at, but the image doesn't 
stretch to follow the contours like you 
were actually pressing a piece of paper 
over the surface. 

This makes flat brushmaps very easy 
to control. Most of the time, the surface 
you want to apply a brushmap is flat to 
begin with, anyway! To add the letters on 
a roadway sign, just make the sign in a 
program like DPaint and map away. 

The toug.hest part of making a 
brushmap is in lining up small details so 
they will appear in the right place on the 
final model. Though you can almost al-
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Modelling and rendering images on your 
Amiga is a wonderful experience. Imagine, by 
Impulse, is one of the most powerful and 
versatile rendering programs available. 
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anywhere near all of the features fmagine 
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A solution for this problem is finally here. 

Apex Software Pu blishing is proud 
to announce a brand new work that 
documents every editor of Imagine, 
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agree, rerurn the book and we will refund yow 
lIloney! We know you will not be disappointed. 

:" Send $29,95 check or money order, ."i:: 
.• we'll pay postage, m,;" 
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Apex Software Publishing 
405 EI Camino Real, Suite 121 

Menlo Park, CA 94025 



ways scale and rotate the brush map when 
you are applying it, sometimes keeping 
the individual elements in a single 
brushmap aligned the way you want is 
difficult. For example, you might have a 
large space station brush map that includes 
the image of an airlock door, some port­
holes, and some access panels. Though 
lining up the airlock on your model might 
be easy, sometimes the other parts of the 
image (like the portholes) might map into 
empty space, or at a location you didn't 
expect. If you scale your brushmap to 
move parts of the image closer or further 
apart, the size of your airlock is going to 
start to change size and shape. 

My trick for dealing with flat maps 
(especially large ones) really works well. 
You want to build your brushmap with a 
template that shows the true geometry of 
your object, and use that guide for de­
termining where to place the different 
parts of the image. For the side of the 
space station, all you need is an outline 
that indicates what areas are "safe" (will 
map onto your object) and what areas 
aren't (the map will go into space, or a 
part you don't want). 

I once made a 767 model and wanted 
to make a large brush map to add the 
windows and doors (as well as the logo) 
to the side of the airplane's body. Even if 
I measured the length and heighth of the 
model, I would still have problems 
keeping the individual elements in the 
proper sizes and relative locations. 

The solution is really quite straight­
forward. In your modeller, zoom in on a 
flat (not perspective) view of your model. 
In my case, I used a side view of the 
tubular767 body. Now use a screen grab­
ber (like ADPro' s, or the freely distribut­
able Screen X by Steve Tibbetts) to grab 
the modeller's screen as an image. In a 
program like DPaint, you can erase the 
extra details like the modelling gadgets 
and leave just the outline of your object. 
You can now use this outline to decide 
how to color your object. With a side 
view of the proper shape and scale, add­
ing the windshield, windows, and logo to 
the 767 was easy. Since the flat perspec­
tive of the modeller's view is a straight 
projection, you can map the painted im­
age right back onto your model with no 
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distortion. 
Most people wonder why they can ' t 

just take a paintbrush and paint your 
object. With this method, you can! 

This method is particularly effective 
when you are hand digitizing a real model, 
as described in the previous articles in 
this series. Most plastic model kits come 
with sets of color decals ready to transfer 
onto the final plastic model. These are 
PERFECT for digitizing and using as 
brushmaps! They are all in scale with 
each other, and are flat so they are easy to 
scan or point a camera at. Some models 
come with side/top/front views of your 
model, and you can digitize these figures 
and use them as brushmaps just like the 
outline grabbed from the modeller. 
There's no such thing as cheating in 3-D 
modelling, so go ahead and use the 
brushmaps that have already been made 
for you. Of course, be careful of copy­
rights . 

Brushmap Packages 
The versatility of brushmaps has 

made an entire software subindustry in 
providing premade brushmaps for map­
ping onto objects. Companies photograph 
images and scan them, converting them 
to usable IFF images. These images can 
be used directly as brushes, or you can 
preprocess them in a program like ADPro 
(an image manipulation program by 
ASDG) to use only a small region or 
change its color or contrast. These pack­
ages are very handy to have around, es­
pecially if you can't digitize your own 
images. 

One such package of images is from 
MicroSearch. They have three packages 
of maps, divided into "Woods," "Stone," 
and 'Tile." These packages have about 
15 images in each set. They are in HAM 
format and work splendidly. The "Wood" 
package in particular is well done. "Tile" 
is interesting, because it gives you actual 
floor (and ceramic) tile images that are 
very realistic . 

The best images come from a com­
pany known as TextureCity . Their images 
are in full 24 bit, and are of truly high 
quality. They have many different types 
of images, including woods, textiles, stone 
and rock, scenery, animal skins, metal, 
and earth. The quality of these images is 
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impeccable. Unfortunately, you pay for 
the quality (depending on the package, 
sometimes over $5 an image) but if you 
have a large budget, their images are 
absolutely terrific. 

I was particularly impressed with the 
quality of the scenery pictures from Tex­
ture City. Why would you want scenery? 
Mapping a landscape onto a space station 
just isn't that useful. Besides the obvious 
application of using the image as a 
backdrop to an entire scene, in some 
renderers you are able to make a "re­
flection map" that all of the objects in 
your scene reflect. If you use a realistic 
landscape as a reflection map, metal and 
shiny objects will appear to be reflecting 
that high quality image, adding an extra 
touch of realism to your scene. 

Although not really billed as a set of 
images, Map Master, by Louis Markoya 
of Computer Imagery, includes many 
useful brushmaps. Map Master is really 
designed to show how to place brushmaps 
in Imagine and LightWave, and the hi-res 
grey pictures that are included are used as 
illustrations. I find these images to be 
especially effective with altitude mapping. 

Other Brushmap Sources 
Prepackaged brush map packages are 

very convenient, but they will never be a 
replacement forcustom brushes you make 
specifically for a certain object. De­
pending on your object, you might be 
mapping line drawings, a scanned image, 
or even another ray trace onto your object. 

The tool of choice for making these 
brushmaps is of course a paint program. 
Deluxe Paint IV is certainly adequate for 
almost any manipulation you want to 
perform, and it allows you to create and 
edit most types of images. One feature of 
Deluxe Paint that most people never use 
is the ability to edit images largerthan the 
screen. When you want to add fine details 
to your object, you want to use as large an 
image as possible. Deluxe Paint will al­
low you to pan around your image and 
edit a screens-worth at a time. You are 
limited only by RAM; I once edited a 
3500 by 1200 brushmap.1 

Another paint program I use 
complements the features of Deluxe Paint. 
When I am dealing with many-colored 
images (like scanned pictures) I find that 



DCTV Paint is a terrific tool. Its images 
allow much smoother gradients with more 
colors, and the tools it provides for ma­
nipulating the images are terrific. It 
doesn't handle fine detail like line draw­
ings very well, but that is where Deluxe 
Paint shines. Even ToasterPaint and Light 
24 (the paint program for the Firecracker 
24) can't match the ease of use of DCTV 
Paint. The largest drawback of DC TV 
Paint is that you cannot easily edit images 
larger than one screen. 

If you don't have DCTV Paint, there 
is a trick I used for editing images with 
many colors using plain DPaint. The 
problem with DPaint is it is limited to a 
fixed number of colors (or to just HAM) 
whereas 24 bit or DCTV have an enor­
mously larger color pallette. The trick I 
used is simply to use ADPro to scale the 
image up to double or triple its original 
size. Each pixel in the original image 
becomes represented by 4 or 9 new pix­
els. ADPro's dithering will represent the 
cofor of the original pixel with high accu­
racy since it can use all 4 or 9 of the new 
pixels to represent the exact shade. After 
you edit the image, you can load it back 
into ADPro and shrink it to its original 
dimensions. An added benefit is that anti­
aliasing is automatically performed by 
the scaling back down, so diagonal lines 
are smoothed and free of jaggies. 

This trick requires a lot of RAM 
(ADPro is memory-greedy) but it allows 
you to edit 24-bit files with DPaint! If you 
don't have DCTV or a 24-bit paint pro­
gram, this might be your only choice with 
some images. 
Algorithmic Textures 

The use of algorithmic textures isn't 
as widespread as brushmaps, since the 
textures aren't as customizable and each 
renderer has its own set of textures. 
However, they can be powerful tools, and 
most people don ' t use them nearly as 
much as they should. 

Algorithmic textures are not limited 
to simple checks. LightWave 2.0 has 
powerful fractal noise textures as well as 
a new underwater caustic (those flicker­
ing bands of light you see on the bottom 
of a pool with a rippling surface) algo­
rithm. Imagine 2.0 has a whole set of 
textures, including a lot of "utility" tex-

tures like a linear color fade . These utility 
textures might seem pretty tame, but they 
are actually the most useful! 

The trick in using textures is using 
them intelligently, and in combination 
with brush maps and other textures. A 
linear fade texture might seem pretty bor­
ing, but you can make some terrific ef­
fects like "fading" in a brushmapped 
image onto on object; or just giving an 
object subtle variations over its surface 
so that it doesn't look like a perfect ob­
ject, a characteristic far too common in 
computer images. 

Also remember that many textures 
can be animated. Can you imagine a doll 
carved out of wood, where the wood 
grain becomes "alive," twisting and 
shimmering with time? The possibilities 
are amazing. 

Conclusion 
Though object design is really a skill 

best learned by practice, I hope this set of 
articles has provided some help in object 
modelling. There is no mystical secret, 
there is only experience. The best advice 
is not to rush forward and start modelling, 
it is to plan your strategy carefully and 
understand your tools before trying to 
create your masterpiece. A terrific ani­
mation or scene requires high quality 
objects, and once you master the skills of 
model creation, the possibilities are only 
limited by your imagination. 

Steve Worley is a well known Amiga 
artist and regular contributor to AVID. 
He has just written the book Under­
standing Imagine 2.0 availablefromApex 
Software Publishing. 

Computer Imagery 
49 Walnut Ave. 
Shelton CT 06484 

MicroSearch 
9896 S.W. Freeway 
Houston TX 77074 
713-988-2819 

Texture City 
3215 Overland Avenue #6167 
Los Angeles CA 90034 
310-836-9224 
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Bars & Pipes 
Professional 

..... 
£ -

It is rare to find a software package 
that is suited to the needs of audio and 
video professionals, but that is flexible 
enough at the same time to be utilized by 
beginners. Bars and Pipes Professional is 
just such a package. The program contains 
almost all of the functions found in other 
music sequencing programs, with the 
addition of a unique system of tools and 
accessories which are used to create and 
modify your music. Bars and Pipes 
Professional is almost entirely icon-ori­
ented, although most major operations 
are al so accomplished with keystrokes, 
or with the use of a MIDI keyboard, via 
remote control. The program is in fact a 
combination of music sequencer, algo­
rithmic composition software, and mu­
sical notation printing software. 

Bars and Pipes Professional is the 
logical successor to Blue Ribbon 
SoundWork's popular and powerful Bars 
and Pipes. (And, fortunately, for users of 
the original Bars and Pipes program, all 
of the tools, accessories, and sounds are 
compatible with both programs.) Bars 
and Pipes Professional has a new look, 
with movable and re-sizable windows 
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and controls. Other improvements in­
clude the ability to print a musical score 
directly from within the program, and 
multiple memory locations for cue points. 
(Particularly handy for scoring for video!) 

The first step toward making the 
most of this exceptional software is the 
understanding of the basic elements used 
within the program. The program's op­
erational environment consists of six es­
sential parts: the Pipeline, the Transport 
Controls, the Toolbox, the Sequencer, 
the Editor, and the Accessories. First, 
we'll look at the Pipeline, located in the 
Tracks window ... 

Esse ntially, the Pipeline consists of 
two parts: the input side of the Pipeline, 
which directs the flow of MIDI data into 
the Sequencer for recording, and the 
output side , which takes the recorded (or 
live) MIDI information and sends it to the 
MIDI output (or internal voices). It's 
called the Pipeline because it's structured 
like a system of pipes that can be connected 
using valves and tools. The flow of music 
data may be directed to any number of 
Sequencer trac ks, each having the ability 
to record and control a separate voice or 
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MIDI channel. 
The Transport Controls window 

contains the controls for the recording 
and playback of tracks and sequences. 
The Transport Controls feature buttons 
labelled Record, Play , Stop, Rewind, and 
Fast Forward, which function in much 
the same way as their counterparts do in 
a conventional tape recorder. However, 
since the Sequencer deal s with digital 
information rather than reels of tape, many 
things can be done that a normal tape 
deck cannot do . The tempo can be accel­
erated or slowed without affecting the 
pitch of the music. Any position within a 
sequence can be accessed instantly . With 
its system of Auto-locate Registers, up 
to four precise cue points may be marked 
and immediately located atany time. The 
Transport Controls make reference to a 
song's position in both measures, beats, 
and MIDI clocks, as well as in SMPTE 
time, i.e ., hours, minutes, seconds, and 
frames, rather than in an arbitrary system 
of counter numbers or inches. (By the 
way, SMPTE stands for the Society of 
Motion Picture and Television Engineers. 
It is a setofuniversal standards developed 
by that organization which is used in the 
production of film and video.) 

The Toolbox window contains the 
numerous modules, called tools, which 
are used in conjunction with the Pipeline 
to modify MIDI information as it flows 
through the Pipeline. Each tool has its 
own set of functions and controls; all of 
them serve to enhance your music by 
manipulating the MIDI data in a wide 
variety of ways. These tools serve as the 
valves and connectors used in directing 
musical and rhythmic information be­
tween tracks . A generous selection of 
tools is included with B&P Pro, including 
modules for quantization (or rhythmic 
auto-correction), as well as tools for the 
creation of echoes , melodies , chords and 
other musical elements. Additional mod­
ules designed for specific applications 
(such as controlling external tape decks 
or addressing additional serial ports) are 
al so available as add-on packages. (We ' /I 

have a complete listing of all the addi­
tional packages with their tools and ac­
cessories in the continuation of this ar­
ticle in next month's AVID.) 



Even an absolute beginner can cre­
ate some very interesting and useful mu­
sic by using the tools which are available 
within the program. Many of these tools 
constrain the resulting musical informa­
tion to conform to the key and scale 
chosen by the user, thereby making it 
virtually impossible to play "wrong" 
notes. (The program automatically de­
faults to the key of C Major, i.e., all white 
notes on the keyboard, so, even the 
complete novice user can create music 
which remains in the proper key.) We'll 
get into the detailed workings of some of 
the tools in a moment... 

The Sequencer is located in the 
middle of the (main) Tracks window, 
dividing the input and output sides of 
each PipeLine. MIDI data flows into the 
input side of the PipeLines where it is 
processed by the active tools. The Se­
quencer then records the resulting musi­
cal infonnation. The input data can be 
merged with recorded tracks, and this 
MIDI infonnation is then out sent through 
the output side of the PipeLine. There, 
additional tools may be used (non-de­
structively) to further embellish your 
music. 

Basically, the Sequencer functions 
much like a multi-track tape recorder 
with a number of important differences. 
Notably, the tools may be applied to the 
tracks, creating automated harmonies, 
transposition, chords, and echoes. Se­
quencer tracks may be mixed, cut, copied, 
and pasted, giving a virtually endless 
number of available tracks. Individual 
tracks may be recorded in either song­
time mode (which is determined by the 
song's tempo), or in real-time mode, al­
lowing precise placement of notes or 
sounds according to the SMPTE time 
(and therefore independent of changes in 
the tempo). The MIDI receive channel 
for each track can be set independently, 
so, several tracks may be recorded simul­
taneously, allowing the use of guitar con­
trollers or other types of devices which 
transmit on more than one MIDI channel. 
The types of MIDI data recorded (i.e., 
aftertouch, pitchbend, etc.) are select­
able. A graphic display indicating the 
contents of each track is also visible. 

Bars and Pipes Professional's Editor 

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/Volume contalns six different Images. 

Available 3/92: Volume$"3 & 4 (lighter stone) and 24 bit JPEG 

INTRODUCTORY SPECIAL: 
VIRTUAL MARBLE 

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

Send check or 'money order to: 
Rapid Eye Technology 

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

Are Your Wedding Videos Blah? 
Our video tools & animations will blow your blahs away! 

Fairy Tale Opening Honeymoon Animation 
12 disks! Unbelieveable Full Screen 2D . & Titling Kit 
Animations to start your wedding videos. 4 Disks packed with 28 locations and a 
Over 550 hours of work. Also included Super Hi-Res animation. Also included 
are Champagne Toast, Best of Luck, are prebuilt Anti-alaised title pages and a 
Sweet 16 and three different Movie custom font to be used to create custom 
Marquee Anims. These Anims are of the locations for the the bride and groom. 
professional type that were only available This font can also be added to your fonts 
to movie studios & large production directory and used by other applications. 
houses. All scripted ready to run. Your The perfect touch to tag the begining of 
clients willlove'em. $149.99 your Honeymoon montage. $49.99 

Fireworks Construction Kit Title Fonts, Graphics & 
This kit was designed to provide you with Background Kit 
the means to create professional looking You will now be able to make great 
displays for your videos. This kit contains looking graphic titles! A graphic title is a 
36 different AnimBrushes: Sparkles, title that intermixes/overlays both 
Sprays, Bursts, Rocket Trails, Super graphics and fonts on same line. Also we 
Clusters, Heart Clusters and many more. give you a collection of prebuilt titles on 
As an added bonus we've included a a great looking cycling backgrourtd. As a 
sparkle anim and a 700K Fireworks animo added bonus we have included six Hi­
Any animation you make will only be on Res backgrounds that can be used in this 
your videos .. They're Custom Made by or any other program that allows 
You. They are also fun to create. $49.99 importation. $49.99 

InSync Post Office Box 309 
Oceanside, NY 11572 

Digital Corporation 516-678-9624 FAX 516-763-4745 
We are looking for new products please call if you have any. 
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CUSTOM VIDEO 
BACKGROUNDS 
IN SECONDS! 

With 

VInGEN"" 2.0 
,/ Create backgrounds of embossed, 

repeated symbols, instantly! 
,/ Still or continuously scrolling! 
,/ Unlimited styles and spacings! 
,/ Use custom or included symbols! 
,/ Use with titling or other software, 

or feed live into a switcher such as 
a Video Toaster System'""! 

Special Limited Time Offer· 
For AVID Readers! 

Only $99.95*" 
Direct from Microft 

Use VISA or MasterCard and call today: 

21S-MICROFT (642-7638) 
Or send your check or money order to: 

Microft Software Ltd. 
PO Box 1072 Exton PA 19341 

A/"e tkmo disk is also available. 

• Until March 31,1992. 

.. Plus $4.00 shipping and handling . PA Residents musl 
add 6%. Suggested Retail Price remains $149.95. 

VidGen and the Microft k>go are trademarks of Microft 
Software, Ltd. 
Video Toaster System is a trademark of NewTek, Inc. 

Masterpiece 
Anti-Aliased 

Fonts 
110 Different Fonts 

I 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. 

offers no less than four types of editing . 
For those who are familiar with written 
music, bass and treble staves and stan­
dard musical notation are available, as is 
another hybridized version of that system. 
In the hybrid notation, vertical bars placed 
on a music staff represent music notes; 
the size of the lines represent the duration 
of the notes. Music can also be viewed 
and edited in a "piano-roll" type of for­
mat, as well as in an event list form, in 
which notes and MIDI data are given in 
text form. With all of these different 
editing forms, notes may be added, erased, 
moved, or changed, and tools may be 
used to add variety to specific musical 
segments, These changes can be drawn 
with the mouse, typed in text form, or 
entered from a MIDI keyboard or other 
type of controller. With the use of the 
Editor window, notes may be entered 
without the use of an external MIDI 
keyboard. 

Accessories are included with B&P 
Pro which allow communication between 
other ARexx compatible programs, Di­
rect control of Dr. T's Phantom SMPTE/ 
MIDI interface is also supported for 
precise. frame-accurate synchronization 
with video, (Reportedly, an accessory is 
being produced which will directly sup­
port Sunrize Industries' ADl016 Hard 
Disk recording system for the Amiga, 
This will allow multi-channel digital 
recording WITH SMPTE synchronization 
from WITHIN Bars and Pipes Profes­
sional.) Screen colors can be adjusted 
with the True Colors Accessory , and 
simple lyric and chord lead sheets can 
also be printed with the accessory called 
Follow The Leader. Conversion of 
standard MIDI Files is handled by an 
accessory called Muffy, allowing the 
importing and exporting of songs to and 
from a wide variety of music programs. 
(More on that next month ... ) 
The following is a brief description of 
the tools which come with Bars and 
Pipes Professional: 
Accompany B - Creates a rhythmic 
accompaniment by generating a chord 
for every beat in the rhythm. 
Articulator - Specifies the duration of 
all notes passing through it. 
Branch Out - Sends a duplicate of all 
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events passing through it to another 
track. 
CounterPoint Tool - Creates a 
countermelody based on the Key and 
Scale Mode and sends it down the 
PipeLine or to another track. 
Delay - Delays the notes that enter by a 
specified amount of time. 
Doctor of Velocity - Sets the velocity 
of all notes. 
Echo - Creates echoes. Delay time 
between repetitions, note durations, 
number of repeats, and echo volume is 
user selectable. 
Feedback In/Out - Sends all notes to 
another PipeLine. 
Flip - Flips all notes over a specified 
axis. 
Harmony Generator - Creates two 
harmonies for every note it receives. 
Inverter - Forces all notes into a preset 
range by shifting the octaves of all 
notes that are too high or low. 
Keyboard Splitter - Allows any MIDI 
keyboard to be divided and sent to two 
separate PipeLine . 

Loop - Creates a loop between two 
edit flags. In record mode, it layers new 
notes on top of previously recorded ones. 
Three modes are available for playback: 
In Riff mode , incoming notes trigger 
looped segments. In Trigger mode, only 
a specified note starts the loop. In Free­
Run mode, the looped section starts at a 
specified time, and repeats a user selected 
number of times. Two transpose modes 
are also available: Transpose mode shifts 
the looped section up or down in pitch, 
while adhering to the specified key and 
scale. Modulate mode shifts the pitch by 
a constant amount, ignoring the key and 
scale restrictions. 

Merge In - Operates as the receiving 
end in conjunction with any other 
branching tool. 

MIDI In/Out- Addresses the Amiga's 
MIDI (Serial) port in sending and receiv­
ing MIDI data. 

Modulator - Shifts all note values by 
a uniform amount, regardless of the key 
and scale. 

Note Filter - Allows only notes within 
a preset range to pass through it. 

Phrase Shaper - Applies a dynamics 
curve to each note. 



Plug - Discards everything which 
enters it. 

Quantize - Conforms the timing of 
notes to a specified resolution . Used to 
clean up rhythmic mistakes. 

Reverser - Makes a segment play 
backwards. 

Subdivider - Divides a note into 
shorter notes. 

Transpose - Shifts the notes by a 
preset interval within the chosen key. 

Triad - Creates a chord by playing 
two notes above any notes that enter. 

UnQuantize - Alters the timing of 
notes by a random amount, making 
quantized music sound less mechanical. 

In conjunction with the tools which 
are included with the program, Macro 
Tools can be assembled in the Toolpad 
window. Forexample, a Macro Tool could 
be constructed which would echo only 
specified notes which were played. Each 
successive echo could be transposed by a 
certain specified scale degree, and every 
note would still remain in the conect key. 
These Macro Tools can be saved for 
future use or modified atany time. In fact, 
some of the tools included with B&P Pro 
are Macro Tools . The tools themselves 
which comprise these Macro Tools can 
also be modified. 

Also included in the B&P Pro system 
isMixMaster, a real-time mixing control. 
Mix Master is used in much the same way 
an automated mixing console is utilized 
in conjunction with a multi-track tape 
recorder. Each Sequencer track has a 
conesponding set of controls for MIDI 
volume, stereo pan, or any other Control 
Change infonnation (such as aftertouch 
or breath control) . The Sequencer tracks 
may be controlled individually or locked 
together and manipulated as a group. The 
Mix Master settings are recorded and the 
changes become an integral part of the 
mix . 

As I mentioned, it's entirely possible 
for a person with no experience to write 
some very interesting music with this 
program. With the combination of a few 
tools on the input side of the PipeLine, 
melodies, chords, and rhythms can be 
produced with a single finger. Here's a 
step-by-step description of the produc­
tion of a musical logo ... 

When the program is loaded, double­
click on the Toolbox icon to load a few 
tools into the Toolbox. This process 
actually adds the tools that you chose to 
the default list of active tools which are 
available. These tools will still remain in 
the Toolbox when the program is run in 
the future (unless you chose to delete 
them). As many tools as you like can be 
placed in the Toolbox, as each occupies 
only a small amount of RAM. The real 
practical limitation to the number of tools 
is the difficulty in finding the desired tool 
in a loaded toolbox. (Just like real life!) 

We'll start by dragging the 
CounterPoint tool onto the input PipeLine 
of track one. This will create a second 
note w ithi n the proper key as a 
countermelody to any note played on the 
keyboard. Next, place the Merge In tool 
on track two. Click once on the 
CounterPoint tool on track one, then se­
lect "connect" from the Tools menu, and 
click on the Merge In tool on track two. 
Whenever a note is played, the 
countermelody is sent to track two, where 
a different MIDI channel can be assigned 
in the Output PipeLine. Add an Echo to 
track one. By double clicking on the Echo 
tool icon, the Echo controls requestor 
will appear. Here you are given the 
opportunity to set the delay time, number 
of repeats, and volume slope for the 
echoes. All of the time settings are cal­
culated in measures, beats, and MIDI 
clocks, thus, are always "in time" with 
the music's tempo. Place the Harmony 
tool on track two, just after the Merge In 
tool. Now, whenever a note is played on 
the keyboard, that note is echoed on track 
one, a countennelody is sent to track two, 
and that countennelody generates a three­
note chord. In orderto record the resulting 
music, BOTH tracks must be set to record . 

Next month we ' ll examine some 
advanced techniques and tips on scoring 
and synchronization for video using Bars 
and Pi pes Professional. We' II look at the 
Add-On Series including the Internal 
Sounds Kit. And we'll also take a look at 
SuperJAM!, the new composition soft­
ware from Blue Ribbon Sound Works, 
designed for fast, easy production of 
original (royalty-free!) songs and 
sound tracks by non-musicians. 
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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 
mountains· Haze and soft shadows· 
Virtual objects make possible scenes with 
millions of polygons I • Tweening and shape 
morphing • I FF24 output • Powerful, 
high-level, script language for precision 
scene construction and motion paths' 

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

MC68D4D compatible! 

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

Send $5.00 (postpaid in USA) to 

Radiance Software 
2.715 Klein Rd., San Jose, CA 95148 

7l,SoC OMPUTERS 
IS 
-TOASTER SALES 
-TOASTER SERVICE 
-TOASTER SYSTEMS 
-TOASTER SPECIALISTS 

Yes we can install Toasters 
and TBCs in the Amiga 3000 

BASIC TO FULL ANIMATION SYSTEMS, 
CUSTOM SYSTEMS, SINGLE FRAME 

CONTROLLERS, AMI GA 3000 
SOLUTIONS/INSTALLS, GPI HOOK 

UPS, RE-ENTRANT SWITCHER 
INSTALLATIONS, DELAY LINES, 

INSTALLATIONS, TRAINING, AND 
® MDRE 

(: Commodore'" 

AM/GAR 
AUTHORIZED DEALER AND 

GOLD SERVICE CENTER 

INCORPORATED 

WORKSTATION DEALER 

818-760-4445 
11300 Hartland Street 

No. Hollywood,CA 91605 



~Review! 

VistaPr 
Next Generation 
Scenery Animation 
Software © 1992 by Kirby Carmichael 

Le next time you put titles on an 
outdoorsy video, consider creating the 
background with a 3-D scenery genera­
tor. If you've got suficient memory and 
storage space on your machine, you might 
consider animating the scene's light 
source so that as your titles scroll over the 
background scenery, the light and shad­
ows melt and blend, creating a warm, live 
scene full of visual appeal. If, when the 
titles have run, you want to really get 
fancy , dissolve the animated background 
into a real-life video view of the same 
scene. 

I've used VistaPro, a powerful three­
dimensional landscape generator and 
fractal modeler from Virtual Reality 
Laboratories, to create a hang-gliding 
animation set in the Big Sur Wilderness 
area on the California coast. The anima­
tion is viewed through the pilot' s eyes . 
He visually sweeps the landing area three 
thousand feet below before his eyes slowly 
scan the ridge he plans to fly along. At the 
appropriate moment, the mountaintop 
rushes beneath his feet as he runs to 
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launch his hang glider; and then he' s up 
and away, drifting smoothly along the 
high ridge, sweeping his eyes from left to 
right as he views the magnificence of the 
Big Sur Wilderness from above and soars 
slowly along the ridge. The pilot feels so 
good that he puts the glider in a dive. He 
picks up speed and pushes the bar com­
pletely out, forcing the nose of his glider 
(and his viewpoint) to rise steeply as he 
goes up, and up, and up and over in a loop 
- which quickly cuts to a "real" video 
shot, looking up from the landing area, of 
the hang glider going over the top of the 
loop and spiraling down to a smooth 
landing. The camcorder zooms in to a 
closeup of the pilot's grinning face, par­
tially obscured by helmet and sunglasses 
and framed against the colorful hang 
glider, as an animated thought balloon 
streams out of the pilot's helmet- "HEY, 
MOM; NOW DO YOU UNDERSTAND 
WHY I DO IT?" 

It was a family video, and it won't be 
my last use of 3-D scenery generators. 

VistaPro is undergoing a major 

38 

facelift; and Virtual Reality Laboratories 
promises us a sexy, beautiful, major up­
grade by Valentine' s Day. 

The upgrade is due . Although 
VistaPro has remained the most powerful 
of the Amiga scene generators and ani­
mators, it has recently faced some very 
tough competition from Scenery Anima­
tor, by Natural Graphics. Scenery 
Animator's ease-of-use, point-and-click 
animation path creation, support of DC TV 
display and animation mode, and lesser 
I ist price have undoubtedly cut into 
VistaPro sales . 

Virtual Reality's release ofTerraform 
and MakePath, two VistaPro utilities that 
allow modification of landscapes and 
script generation of complex animation 
paths, considerably beefed up VistaPro's 
capabilities, and this major upgrade 
scheduled for a February 14th release 
adds support for DCTV, HAM-E and 
Impulse's Firecracker 24-bit board. The 
wind has not been knocked out of Scen­
ery Animator's sails, however. Scenery 
Animator's ability to generate beautiful 



fractal cloud animations for use in video, 
particularly as backdrops for title screens, 
assures its value and continued market 
support. VistaPro 2.0 does not imple­
ment a cloud function. 

I've been using a late Beta copy of 
the upgrade to which the HAM-E sup­
port has not yet been added. Also, many 
of the script capabilities and ARrex sup­
port have not been implemented in this 
floating point version. But I've never 
used Beta software which was moresolid. 
Without the benefit of documentation, I 
have been unable to crash this program. 

Here's a short list of the new capa­
bilities: 

I. Support for DCTV, Ham-E, 
Firecracker 24 - As I mentioned, the 
HAM-E support is not included in the 
version I've been using; but the Fire­
cracker and DCTV support is complete. 
More than complete, actually, because 
VistaPro 2.0 includes some new image 
format processing functions which make 
it unnecessary to go outside the program 
to convert from one format to another. I 
found it very easy to move among the 
high resolution, DCTV, and Firecracker 
formats with the same picture which had 
originally been digitized in DCTV. 

2. VistaPro 2.0 now supports con­
tiguous landscapes through its expanded 
capabilities of loading more than one 
landscape at a time. All the VistaDEM 
files are being restructured to remove the 
landscape overlap which was originally 
included on the landscapes to prevent 
prominent geographic features being split. 

3. Two new landscape modes have 
been added - large mode, with up to four 
contiguous landscapes loaded to create 
large animations, or to concentrate on 
features (such as Half Dome in Yosemite) 
which otherwise fall very close to the 
edge of a landscape. To utilize Large 
Mode, you'll need 4.5 megabytes of RAM 
in your Amiga, and rendering times will 
increase by at least a factor of two. Huge 
Mode allows the loading of sixteen con­
t.iguous, or non-contiguous for that mat­
ter, landscapes. Your Amiga will need 
approximately eight megabytes of RAM 
to enter Huge mode. My six-megabyte 
A3000 couldn't access this mode, so I 
didn't have a chance to measure the in-

crease in rendering times, which will be 
significant since each frame will contain 
over two million polygons I 

4. A new texturizing function us­
ing fractal math that breaks large poly­
gons into small ones, adding texture to 
flat planes . Four different settings are 
possible, [O]ff, [L]ow, [M]edium and 
[Hligh. Texturizing works very nicely on 
closeup shots which do not utilize Gourand 
shading. Rendering times increase sig­
nificantly as one progresses from OFF to 
HIGH texturizing. 

5. Fractalized trees replace the 
simple triangular ones of VistaPro, and 
this feature alone justifies the use of the 
word 'major' in 'major upgrade' . The 
new tree function creates incredible de­
tail in trees. Clint Woeltjen, Virtual's 
engineering vice-president, sent me a 24-
bit rendering of the Grand Canyon of the 
Tuolumnes (in Yosemite) that features 
use of the new tree function. The trees 
looked real, and there were thousands of 
them. I displayed the file with DCTV 
Paint, and even under 2x magnification 
the trees looked real. 

6. The artist can now pick from a 
variety of trees - pine, oak, palm, & Sagurra 
cactus, before choosing the Tree function. 
By compositing renderings using two new 
functions discussed later on in this article, 
it is possible to mix the types of trees. For 
example, a desert scene bounded by 
mountains can have the cactus in the 
desert, moving to oak in the foothills and 
pine amongst the peaks. 

7 . TreDns is a new Tree Density 
function. A setting of 200 will put a tree 
at every intersection of polygons, while 
settings from 50-100 are more reasonable 
values. 

8. f always found it unfortunate 
that , while Scenery Animator could load 
VistaDEM files, Vista and VistaPro could 
not load Scenery Animator landscapes. 
That has changed. VistaPro 2.0 treats 
Scenery Animator landscapes as if they 
are VistaDEM files. 

9. A new item in the "Load Land­
scape" menu (OEM Region) furnishes 
direct support for USGS files. This al­
lows the animator and graphic artist to 
purchase useable digital topographic data 
directly from the U .S.G .S. in those cases 
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where specific data is not otherwise 
available. The U.S .G.S . charges only 
$7.00 for each file, but there is a $90.00 
minimum charge for each order. 

10. The new Stretch function in­
creases fractal detail in the loaded land­
scape. Stretch exaggerates the lows and 
highs of the features so that the landscape 
contains more three-dimensional contrast. 

II. BFCuli is a button which turns 
off the rendering of hills and mountains 
which cannot be seen by the camera, 
thereby reducing rendering time consid­
erably without loss of picture detail. This 
function is often quite valuable, but ex­
perimentation is necessa ry to determine 
when it's more likely to work effectively. 

12. Enlarge allows the artist to en­
large a specified portion of the landscape. 
This is an effective way to ' zoom in' on a 
portion of the landscape. When this func­
tion is used, a requester appears which 
gives the userthe options of"fnterpolate" 
or "Duplicate". Interpolate fills in addi-
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tiona) data points by averaging between 
existing data points. This assures that 
detail is not lost in the rendered image. 
Duplicate simply duplicates data points, 
so that accuracy is not sacrificed. 

13. A new Property menu has been 
added in the main menu bar. Roads and 
treeless areas can be created in your tree­
covered landscapes. "IFF>Color" 
changes the landscape into a lo-res, 32-
color picture that can be manipulated in 
DPaint. Import it back into VistaPro by 
"Load", then select Col>IFF. Similarly, 
AIt>IFF changes the landscape eleva­
tions into an IFF file based with color 
density proportional to altitude. This 
map is manipulable in DPaint, and choose 
IFF>Alt to take it back into VistaPro 2.0. 

These aren't nearly all the new func­
tions, but they're enough to convince any 
reasonable person that this is a MAJOR 
UPGRADE, and is a required purchase 
for all VistaPro fans and anyone inter­
ested in three-dimensional landscape 
generation. 

Two new functions in VistaPro 2.0, 
"Background" and "Foreground", allow 
the importation of 24-bit files. VistaPro 
2.0 will 'render around' the 24-bit files. 

If you make sure that the Sky, Hori­
zon, and Stars buttons are deselected on 

Between the Target and Camera but­
tons is a smaJl square button with a "P" on 
it. This is the wireframe preview button, 
and is quite useful for determining 
placement of target and camera coordi­
nates, as well as Lens focal length. Se­
lecting "P" changes the landscape win­
dow into a perspective view, in black and 
white wire, from the camera's viewpoint. 
Two white lines act as crosshairs, with 
the vertex representing the vanishing 
point. The Heading and Pitch of the 
Camera are manipulated by placing the 
cursor on the preview screen and clicking 
the left mouse button. Click above the 
horizontal line and the camera's pitch is 
increased. Click left of the vertical line 
and the heading swings left. If you click 
at the top of the verticaJ line several 
times, your camera will roll over onto its 
back; and you'll be viewing the landscape 
which is behind you - but upside down! 

Virtual Reality Laboratories is quite 
cooperative and flexible in their support 
of customers. Should you have need for 
landscape data that is not purchaseable at 
your local Amiga dealer, VirtuaJ Reality 
will transform the data (if they have it) 
into VistaDEM files and get it out to you 
quickly. For example, when a train de­
railed last summer and fell into the Shasta 

the VistaPro 2.0 screen, your reQdered River near Dunsmuir, CaJifornia, imper­
picture will contain a black sky. By illing the town's residents and threaten­
selecting "Background" from the DiS:. , jng Lake Shasta with catastrophic pollu­
play menu in the main menu bar prior to tiOn;VirtHal R.ealities, at the request of an 
selecting the "Render" button, the user is Amiga-using local resident, sent the 
allowed to set the path for the 24-bit file resident the DEM data so that the local 
that is to be used as the picture to show news soon had an animation of the poison 
through the black sky (color "0" portion) travelling down the river into Lake Shasta, 
of the VistaPro 2.0 rendering. If the from the poison's point of view. 
background picture is an accurate view of Virtual Reality has a bulletin board 
the night sky from the camera viewpoint for modem users, and the number is (805) 
set in VistaPro 2.0, the rendered graphic 237 -2312. The bulletin board can serve 
will contain an accurate night sky. as an environmental network, if there is 

Pretty nifty, huh? The Foreground interest. 
function is equally powerful. It is the MAJOR UPGRADE - REQUIRED 
opposite (of course) of the Background PURCHASE. Support this company. 
function. A Foreground picture is placed We need them. 
over the VistaPro 2.0 rendering, so that 
only through the Foreground color "0" 
areas does the VistaPro rendering show 
through. Previously rendered scenes can 
be placed over the current scene while at 
the same time, with the use of the Back-
ground function, an accurate night sky is 
imported. 
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VistaPro 2.0, like its predece or, sup­
ports custom lighting. With the help of an­
other Virtual Realities product, Distant Suns 
4.0 (originally Galileo. but the author was 
forced by the Inquisition to recant the name), 
it is possible to et accurate daytime lighting 
for anytime at anyplace on Earth. Distant 
Sun is capable of specifying the angle and 
direction of sunlight from a viewpoint any­
where in the Solar Sy tern. Unfortunately, 
Local Mode is only available for Earth loca­
tions. Distant Suns will not directly specify 
the angle and direction of the sun from a 
specific poiDl on Mars, for example. This is 
too bad, because VistaPro comes supplied 
with Mars landscapes. The capability to render 
Martian landscapes (and other planets) with 
accurate lighting could be useful for science 
fiction authors and scriptwriters, where ac­
curacy is a plus. Or for anyone who wants to 
see what Mars actually looks like from the 
bottom of the Olympus Mons crater. 

To ascertain the sun's coordinates for 
your rendering or animation, start up Distant 
Suns and note the Control Panel bearing the 
entries "ra: 0:00 dec: 90.0". Select "Local 
Mode" from the main menu bar and notice 
that the Control Panel's display changes, so 
that you can enter data for "alt" ( "altitude" -
elevation above horizon in degrees) and "az" 
("azimuth" - compass heading with North 
equalling 0°). "Az" in Distant Suns corre­
sponds to VistaPro' s "Azimth" and "Alt" 
corrcspondends to "Declin". From the main 
menu bar of Distant Suns. select "Settings/ 
environment"; and an "environment" box will 
appear. In this box you will input the coor­
dinates for the place of your animation and the 
date, time zone and time of day. Distant Suns' 
manual contains a listing of latitude and 
longtitude coordinates for all major cities in 
the world, as well as their ti me zones. Look up 
this information and enter it, along with the 
time and date selected for your VistaPro pic­
ture, in the environment box by using the right 
mouse button to decrease values and the left 
mouse button to increase the coordinate and 
time values. Close the box after selecting the 
"Use" button. Now select "Display/Search! 
... Sun" from the main menu bar, and the 

proper coordinates for the sun as een from 
your chosen place and time of day will appear 
in the Control Panel. Write these down and 
exit the program. 

Open VistaPro and select the "Light" 
button in the bottom right third of the button 
menu. The Light button menu wilJ appear and 
you'll see buttons labeled "Azim th" and 
"Declin" where you are to enter your coordi­
nates as found in Distant Suns. Pres Return 
after entering the values, and return to the 
Main button menu by selecting "Main" . 

That's all there is to it. This isa wonderful 
technique which will bring much greater ac­
curacy and realism to your VistaPro render­
ings. 

Voyager, an astronomy instruction pro­
gram recently ported from the Mac world, 
offers a simpler way to ascertain altitude and 
azimuth of the sun at a particular time and 
place. When selecting the "Location" button 
on the main screen, you are presented with a 
map of the earth on which you can request that 
major cities be displayed. The globe can be 
magnified by a factor of 4, allowing precise 
selection (by pointing and clicking) of the 
setting for your animation. Exit this requester. 
and select the "Local Time" button from the 
main screen and enter the date and time for 
your animation. Exit this requester, then look 
around on the starfield for the big yellow dot 
that represents the sun. Place the cursor on it 
and click the left mouse button. A box will 
appear containing information about the sun, 
including the Altitude and Azimuth angles 
from your specified place, date and time. 
Write these down and exit the program. 
"Altitude" corresponds to VistaPro' s "Dec lin" 
box, and "Azimuth" corresponds to "Azimth". 

Voyager is quite a neat little program. It 
loads into one megabyte of memory and is 
simpler to learn and opef"dte than Distant Suns. 
My preference for Voyager as an elementary 
instructional astronomy program i completely 
subjective and is based on its excellent inter­
face and ease of use. 

The nighttime equivalent of accurate 
daytime light is. of course, accurate star place­
ment. It's now possible to render a VistaPro 
landscape incorporating an accurate Distant 
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Suns sky scene. Select "Save to IFF' from the 
Tools menu item after you've created your 
desired Distant Suns display. The picture is 
saved as a 640x200, 16-color file. Convert 
this picture to a 24-bit file of the dimensions 
you intend to use in your VistaPro rendering, 
and save it again. Art Department Professional 
2.0 works quite well for this, as does OCTV. 
Or you can convert by using VistaPro 2.0 
itself. If you have ocrv and are in Display/ 
ocrv mode, use the ProjectlLoadIIFF menu 
selection to load the sky scene into VistaPro; 
then select Project!SavelFull 24 to save the 
graphic as a full 24-bit file. Select Project! 
Load lFF24, and when the picture is loaded, 
select the VIEW button at the bottom right of 
the creen. You'll see that the graphic now 
loads and displays as ifit were a 24-bit graphic. 
Similarly, you can now load the file as a 
Background or Foreground, and it will be 
rendered as uch. 

Voyager has a real drawback as a desk­
top video graphic and animation utility, 
however, but nothing that can't be worked 
around if you insist on having the simple 
interface. You can ave scr.eens with Voyager 
as640x400,16-colorIFFfLle . These pictures, 
however, contain the main menu and sur­
rounding sky border and gadget . Distant 
Suns allows saving a clean nighttime sky 
scene, sans menus, sans titlebar, ans every­
thing but stars and sky. It would be necessary 
to save two contiguous sky screens with Voy­
ager, load them into a paint program such as 
DPain!, pick up a bru h of one of the night 
skies and combine it with the other in order to 
create a full-screen graphic of the night sky for 
a particuJartirne, date and place. More trouble, 
but it can be done. ['ve talked to the people at 
Carina Software, and they are a flexible bunch 
who listen to customers' suggestions. There 
may shortly be plans to add three or four new 
functions to Voyager, including: SaveIFF 
with no title bars; overscan support; establish­
ment of a cu tomizable picture database, so 
that when you click the mouse on Saturn, for 
example, a specific picture you've loaded for 
Saturn appears. These changes will go a long 
way toward making Voyager a valuable 
desktop video utility. K.C. 
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Rrthose videographers who tape 
weddings and also use the Amiga, several 
excellent packages are available for gen­
erating images and animations with a 
wedding theme. While some offer full­
screen images and animations, others are 
designed to work with a genlock, with 
some area or areas of the screen Color 0, 
so that footage from a video camera or 
VCR can show through. The footage can 
be from the ceremony, reception, or even 
an opening montage of videotaped pho­
tographs of the bride and groom before 
they were married . 

Animattes: Weddings Series from 
Electric Crayon Studio is a set of three 
di sks with three or four different IFF 
images and animations per disk . Each 
disk comes with its own player program. 
The first disk contains three very nice 
animations. The first is of two white 
wedding bells moving across a black 
(Color 0) square surrounded by a white 
textured border. The second animation 
starts with an embossed background of 
small wedding bells and then has a Color 
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o heart fly out from the 
center of the screen to re­
veal video footage under­
neath . The third anima­
tion has two champagne 
glasses moving toward 
each other over a textured 
background of smaller 
champagne bottles and 
glasses. As the two 
glasses touch, a splash ef­
fect occurs that fills the 
screen with Color O. 

The other two disks 
contain nice animations 
and some ornate still im­
ages as well . The second 
disk has a beautiful wed­
ding album with gold let­
tering and corners that 
opens to reveal a Color 0 
square in the center of the 
screen. The motion of the 
album opening is very 
smooth , with each of the 
25 frames looking like 
they were digitized. There 
is even a shadow as the 
album opens. On the third 

disk is a cartoon-like animation of a bride 
and groom walking towards each other. 
When they meet a wedding cake appears 
under them. The bridge and groom end 
up being the figures on top of a wedding 
cake . 

All of the animations and still im­
ages are standard IFF files overscanned 
for video in high or medium interlaced 
resolution with 4 to 32 colors. Some of 
the still images and animations can be 
dissolved (not a true video dissolve but a 
pixel dissolve) both on or off screen. 
Some standard wipe patterns (diagonal, 
curtain and zipper effects) are included as 
well. Transitions are controlled manually 
using the keyboard , making it very easy 
to time each effect with a video editing 
system. Because the images and anima­
tions are standard IFF files , they can be 
easily loaded into DPaint or a similar 
program for adding titles , etc . While half 
a megabyte of memory will run most of 
the animations, a full megabyte is pre­
ferred. 

Video Visions from CV Designs is a 
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series of disks relating to various topics 
including weddings . The Wedding Set 
Plus is actually Volumes 4 and 8 of the 
series plus two animation disks and a 
religious symbols disk for a total of nine 
disks. A separate program such as DPaint 
1II or IV is required to play back the 
images, brushes, animations and 
animbrushes. All of the images and ani ­
mations are high resolution , overscan ned 
704 by 480 pixels standard IFF files with 
eight or sixteen colors. The assorted con­
tents of the disks allows the user to mix 
and match images, animations and brushes 
from all nine disks as well inc0f1>0rate 
their own custom images as well. Both 
Christian and some Jewish (Star of David, 
etc) symbols are included. 

The Producer-l disk contains images 
of religious symbols such as the Bible, a 
holy cup, crucifix, as well as weddings 
rings and roses with wedding rings. Half 
of the ten images on the disk are solid 
screens intended as backgrounds. The 
rest have perhaps twenty-five to fifty 
percent oftheir area as Color 0, to be used 
as overlays with live footage from a VCR 
or video camera. The artwork is reason ­
ably good, with care taken to use colors 
that work well with video. 

One of the two animation disks 
contains animations, the other 
animbrushes. The Animated Intros disk 
contain s animations useful a s a 
videotape's opening segment, such as a 
bridal couple walking out of the church, 
embracing and kissing while a large heart 
flies out. A second animation has a man 
and a woman's arms touching their 
champagne glasses together. Some ani­
mated effects such as rippling gold blinds 
that are very suitable for a title screen are 
al so included . The Animated Spots disk 
contains seven animbrushes which can 
be displayed using DPaint. The horse and 
buggy with the bridal couple aboard is 
very nice . Other animbrushes include a 
spinning wedding cake, tumbling wed­
ding presents, ringing church bells, and 
two triangles flying together to form the 
Star of David. 

The remainder of the set is com­
prised of Volumes 4 and 8 of the Video 
Vis ions series. Each volume has three 
di sks, and each disk contains either solid 



background images or frames (with a 
Color 0 center). Most of the disks have 
approximately ten images. Examples are 
frames with red hearts, wedding rings, 
vines and small red hearts, brass or blue 
scrollwork frames, white lace, and pearls 
with leaves. Full-screen images include 
a wedding album, a green background 
with roses, an elaborate Star of David, a 
large heart-shaped wedding cake, a silver 
serving set, and five beautiful stained 
glass windows. A few of the images ap­
pear to be digitized, with mostly good 
effect considering the limited number of 
colors available to work with. Finally, a 
few objects or brushes are provided such 
as wedding rings, doves, a tall wedding 
cake, a line of women catching the bou­
quet, and a bride feeding the groom cake. 
With so many images, animations, 
animbrushes and objects available to 
choose from, it is easy to create some 
very nice graphics using this package. 

The Our Wedding series from Digi­
tal Graphics Library contains seven disks 
with three or four still images (no ani­
mations are included) per disk for a total 
of twenty-five images. The images are 
standard IFF-24 files with 736 by 480 
pixels. The disks are compatible with any 
Amiga frame buffer that can display 24-
bit images such as the Toaster, Firecracker 
24, IV 24, DCTV, etc. Primarily intended 
as backgrounds or video wallpaper, once 
the image has been loaded into a 24-bit 
paint or presentation program the user 
can add their own titles or even rework 
the images for a custom look. A HAM 
version of the set with the exact same 
images is also available at a slightly lower 
cost. 

The Our Wedding images can be 
grouped into three categories, (l) gold­
bordered frames surrounding embossed 
or etched squares resting on a black back­
ground, (2) gold or silver wedding sym­
bols over a black background, and (3) 
white pastel backgrounds with delicate 
images of a wedding bouquet, bride, etc. 
All of the images are very nicely done 
with beautiful artwork and attention paid 
to image composition. While some of the 
same objects are used repeatedly (the 
interlinked gold wedding bands are used 
with nine different images) each image is 

distinct, with IiIO obvious repetiton from 
one image to the next. 

The eleven gold-borderd squares in­
clude two images of a bridal couple at the 
altar, a couple standing under a tree, and 
a couple driving away in a decorated car, 
as well as a wedding cake, roses or 
interlinked gold wedding bands with a 
cross, and a pair of roses with the Star of 
David. Each image looks as if it were 
etched in stone. Underneath each of the 
etched images is a gold bar perfect for 
placing the date of the wedding or per­
haps the names of the wedding couple. 
Finally, there is a simple gold frame with 
a black interior ideal for creating a title 
screen. 

The eight gold or silver wedding 
symbol images depict a pair of silver 
wedding bells with ribbons, the full screen 
title "Our Wedding" done in an ornate 
gold script, and several images of a pair 
of interlinked gold wedding bands with 
red roses and green stems, gold cross or 
gold Star of David. Because the images 
are high resolution 24-bit files, everything 
looks real or three dimensional, with 
highlights on the rings, bells and gold 
script, and subtle detail on the rose petals. 

Finally, there are six pastel back­
grounds with a rose, two images with a 
pair of silver bells, a bouquet, a bride 
looking at her bouquet, and a beautiful 
church steeple framed by the limbs of a 
shade tree. Because each of the objects in 
each image occupies perhaps a third of 
the screen area, wi th each object placed at 
the top, bottom or to one side of the 
screen, plenty of space is available for 
titles or credits. 

Not received in time to review for 
this article, the Fairy Tale Wedding 
Opening from InSync Digital Corpora­
tion is a twelve-disk set containing high­
resolution, overscanned 16-color anima­
tions. The Fairy Tale Wedding opening is 
actually on six separate disks, the idea 
being to record each of the segments to 
videotape in chunks. The final frames of 
each segment and the first frames of the 
next segment overlap to allow for seam­
less edits. The animation depicts cupid, a 
prince and a princess. A player is in­
cluded with the disks that can also control 
the playback speed. One anda half mega-
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bytes of RAM is required to run each 
animation segmelilt with the Workbench 
opened. The other six disks contain ani­
mations suitable for weddings including 
a movie marquee suitable for writing the 
bridal couple's name, a theater curtain 
that opens, and champagne glasses that 
touch and then transition to exploding 
fireworks. 

Three other packages with still im­
ages and animations that relate to wed­
dings are also available from InSync. 
They include the Honeymoon and Ani­
mation Titling set, the Fireworks Con­
struction Kit, and the Title Fonts and 
Graphics Kit. Images and' animations 
include an animated sunset with a man 
and a woman kissing, 28 still images of . 
various honeymoon locations, and a large 
collection of fonts and firework 
animbrushes. 

All of these different packages offer 
a wealth of images and animations for the 
wedding videographer. Perhaps the wis­
est thing to do would be to buy all four 
packages. Good luck and enjoy. 

Animattes: Wedding Series by 
Electric Crayon Studio 3624 N. 64th Street 
Milwaukee, WI 53216 (414) 444-9981 
$39.95 

The Wedding Set from the Video 
Visions series by CVDesigns, 61 Clewley 
Road Medford, MA 02155 (617) 391-
9224, $39.95 for Volumes 4 and 8 $69.95 
for Volumes 4 and 8, plus the Producer 
and Animation disks 

Our Wedding by Digital Graphics 
Library, Inc 1382 Third Avenue, Suite 
333 New York, New York 10021 (212) 
978-8508 $89.95 for the IFF-24 images 
set $69.95 for the HAM images set 

Fairy Tale Wedding Opening by 
InSync Digital Corporation PO Box 309 
Oceanside, NY 11572 (516) 678-9624 
$149.99 

Honeymoon Animation and Titling, 
Fireworks Construction Kit, and Title 
Fonts and Graphics Kit, by InSync Digi­
tal Corporation PO Box 309 Oceanside, 
NY 11572 (516) 678-9624 $49.99 each 
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© 1992 by Stephen Jacobs 

A circuit boardj1ies through the air people think they're producing 3-D work 
to a central post where others wait to meet it. because they have three things that shine 
The name of the manufacturer is mapped on off each other with speckeled balls or mir­
the chips, electrons race around the path of rors. To me, that's like doing stand-up and 
the circuit board as balllightnillg crackles telling drug jokes. Its like a cheap out, you 
through the air. know what I mean? Rather than work hard 

In a living room, a large, potted green at something and create a singular, differ­
plant sits under an intricate art deco mirror. ent piece; you can getaway with some slick 
Outside a large window, the New York city rendering. My work comes from models, 
skyline at night is visible. Another "city at lighting and animation quality and that's 
night" scene shows a helicopter passing the why my work stands out." 
Chrysler building, lit in all its art deco glory. A VID: How did you get involved in 

These are the visions of Tony Dispoto; animation? 
artist, modeler alld animator extraordinare. TO: "All my life I wanted to make 
He is illterested exclusiveLy ill producing cartoons. I've been involved in art and 
broadcast quality, single frame recorded, 3- comics since I was a teenager. I've been a 
D animatioll. These scenes are part of his consultant to Marvel and DC comics. I was 
latest demo reel, all of them painstakingly the editor of Creepy's Vampirella. I was 
created in Imagine, saved to hard drive and one of the people that started the original 
laid down, single frame, to laser disc. Tony comic art market in America. In fact, I'm 
doesn't take short Cllts and he doesn't com- involved now in establishing a magazine 
promise. Most of his animations require specifically for the very vertical market of 
multiple passes to build. The electrons rac- original comic art and animation cell col­
ing around the circuit board took three days lecting." 
to animate in Deluxe Paint III. The city A VID: What was the first computer 
skyline is not genlocked or digitized. Like animation system you saw? 
everythil1g else that Tony does, the city is TO: "I went and visited the Computer 
exquisitely modeled. Graphic Lab, the commercial arm of the 

AVID: HOI-! ' do YOIl Ret Sitch a realistic New York Institute of Technology, and 
look? Is itth f rav tracer? saw the "Images" system. I found out it 

TO "I can ' I ray trace the stuff I'm doing cost $125,000, which was a little beyond 
withoutfourorhvetimesmorespeedthanl'm my price level. When I asked them if I 
getting out of either of my machines. I gener- could get training on it they told me it only 
ally use scan line and rely on better modeling came with the machine. At that time I gave 
and lighting to make things look good. Some up because it was clear I couldn't penetrate 
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the market at that level. However, 
the visit did allow me to sell a 
paper to Marvel comics a few 
months later called "Video Appli­
cations of Comic Book Media" 
which is still, bizzarely enough, 
oneofthe more progressive papers 
written in the technical end of 
comics to this day." 

"So I waited, saw "The Jug­
gler" like a million other guys and 
bought an Amiga. I bought a 
1000, played with it, shoved it 
under the bed because it couldn't 
do what I wanted it to and bought 
a 2000 when they came out." 

AVID: What was it like in the 
early days of 3-D on the Amiga? 

TO: "Most people who've 
just gotten into this in the past year 
don't know how much trouble 
there has been in getting accurate 
single framing on the Amiga. We 
had major problems using stuff 
like Transport Controller because 
Mike Berro never tested it beyond 
100 frames. Once we went be­
yond that wehad problems. There 
were problems with V -LANs that 
were always "burping" and miss­
ing frames." 

A VID: What other kinds of 
problems did you run info? 

TO: "There's been a great 
deal of misinformation in the 
Amiga video market, from the 
most popular companies all the 
way down. It's one of the reasons 
I opted to teach classes at the 
AmiEXPOs to try and clear up 
some of the questions. I really felt 
a lot of sympathy for the people 
who were being hung up by com­
panies that misinformed custom­
ers or didn't support their prod­
uc!." 

"For example, a lot of people 
were burned by CSA on the origi­
nal '020 boards which were sup­
posed to be supported and up­
graded and never were. When 
they switched products, their sup­
port consisted of "You shouldn't 
be interested in that, you should 
buy our new product." In a field 



that relies primarily on its inside to grow, 
1 find that kind of behavior is reprehen­
sible." 

AVID: How does economics affect 
Amiga products? 

TD: "Imagine is $350, LightWave is 
an "add-on" for the Toaster as opposed to 
the tens of thousands of dollars for some 
professional packages on other products . 
Since we're dealing with software that' s 
so very inexpensive, not anyone package 
does everything. In addition, while 
software's getting better and better, most 
of it is not made for artists and the people 
who make itdon't understand how artists 
work. You have technical people still 
deciding how people should create and it 
doesn't work that way." 

"That's why major companies like 
Symbollics have the best professional 
artists on payroll and as consultants to 
help them to develop the software. N atu­
rail y, the Amiga developers can't afford 
to do that. Don't get me wrong, some of 
the software, like Imagine is very good 
but I'd like to see a lot more openness to 
creative people giving input into the de­
velopment of the software. A good ex­
ample of an Amiga problem is the Toaster 
and LightWave. It's a very good pro­
gram and Allen Hastings has done some 
very good work, but it's so boxed in by 
the formats and controls of the Toaster 
that I personall y find it a real hassle to use 
the product." 

A \liD: What types of problems in 
software design do you feel artist input 
could improve? 

TD: "For example, the problem with 
motion proofing in Imagine is that every 
time it writes a frame, wireframe or in the 
other rendering modes, it has to go and 
load the objects from hard drive instead 
of throwing them into RAM and reading 
them from there. So you're faced with a 
full set of disk access for every frame you 
write. This one is 570 frames, so that's 
alot of access . It also doesn't have any­
thing to control the speed in a real sense. 
You've gota slider that goes from slow to 
fast , but what you need to know is how 
many frames per second you're actually, 
accurately seeing. Otherwise it's only 
good for relative motion." 

A VID: What do you have in your 

studio and what's the process you use to 
create your tapes? 

TD: "I've got an old 2000 that I just 
upgraded with the Progressive '040 board. 
I'm having some problems with it be­
cause it ' s one of the original German 
2000s and the mother board is really old. 
1 don't know yet how far I'll have to go to 
get the board to work at its optimum. 
Even so, the stock 3000 I have now seems 
really slow to me because of the '040 
machine ' s speed. There's 12 megs of 
RAM in one machine, 16 in the other. 
I've got a couple of Syquest drives that 
are used on both machines." 

"When you put a lot of stuff into 
these machines, even these speeds seem 
really slow. Right now the piece that I'm 
working on is about 570 frames and it's 
slow going. I need at leas! two machines 
because the going is so slow . Usually, if 
I'm in a rendering mode, I'll have the 
'040 machine rendering while I'm doing 
other work on the 3000." 

"1 use the 3000 for any painting work 
because of the custom chips in it. It's 
handling files easier because of the prob­
lems I'm having with the weird combina­
tion of old stuff and the '040 board. My 
hard drive controller is so old that it has 
actually slowed down access now that the 
'040 is in there. I just bought a new GYP 
controller because I have like the oldest 
one. I'll be making a lot of changes once 
I finish the project rm working on now." 

"The animations are saved to hard 
drive, tweaked, painted and polished or 
redone from scratch until they're perfect. 
Then they are displayed , frame by frame. 
and recorded ." 

"I use the Firecracker board which 
I'm very happy with and is probably the 
most reasonably priced true 24-bit board 
on any system. I' ve been using Active 
Circuits' Raster Link, a very reliable 
product. There are two good image 
moving products on the market, Raster 
Link and ASDG's Art Department Pro­
fessional. They both work differently 
however, and you should know just what 
you want to do with them before you 
make your decision. If you want to singte 
frame through a Firecracker board or 
TARGA, Raster Link is the product. If 
you want to do other kinds of manipula-
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tion of the image, Art Department is very 
good." 

"The problem I have single framing 
with Art Department is that it must load 
the image entirely into RAM to manipu­
late it. There are reasons for that and I 
understand why it needs to do that. 
Rasterlink works on a line-by-line basis, 
so you can manipulate a 6 meg picture 
without a lot of extra memory. You 
might need twice as much memory, 12 or 
14 megs, to work with that same picture 
in the Art Department. Also, while 
ASDG's products are always good, and 
held to the highest technical standards, 
they really need to work with some artists 
on the interface. It has improved, but it's 
still more like pushing computer buttons 
than working intuitively or artistically . 
Now you have to look at it for a while 
until you can rea.lly absorb how it works." 

" I go through Rasterl ink and the 
Firecracker to an encoder. It is important 

DIGITAL 11 
r !, I ~ I ' ... ' , 
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YES, YOU CAN ADD DIGITAL EFFECTS, 
CREDITS AND SCROLLS TO YOUR VIDEO 
FOOTAGE SIMPL Y AND CHEAPL Y. THIS 

INNOVATIVE NEW TITLING SOFTWARE FOR 
ANY AMIGA COMPUTER CAN PUT THE 

REAL POWER OF A PROFESSIONAL 
SYSTEM, COSTING THOUSANDS OF 

DOLLARS INTO YOUR HOME. CREA TE 
STUNNING SPECIAL EFFECTS IN MINUTES, 
USING STATE OF THE ART USER FRIENDL Y 

SOFTWARE AND ZAP YOUR VIDEO 
PRODUCTIONS INTO ANOTHER DIMENSIONI 
BECAUSE OF THE PRODUCTS POPULARITY 

WE CAN NOW OFFER THIS PACKAGE AT 
SPECIAL DISCOUNT PRICE. 

USE WITH OR wITHOUT A GENLOCKI 

GET TJiE COMPLETE AMIGA TIllING SYSTEM WITH: 

'" SPECIAL FX TITLES 
'" FILM' END CREDITS PACK 
'" MOVING MESSAGE SCROLLER 
'" FREE DEMONSTRATION I TUTORIAL 

VIDEO. 
<l\VAILABLf SEPEIlATtlY FOR $10.00). 

[1{ 
A FREE AMIGA DEMONSTRAiflON DISK IS AVAILABLE, JUST 

SEND EITHER $1.00 TO COVER SHIPPING AND HANDLING OR 
AN INTERNATIONAL REPLY COUPON (IRC) 

VISUAL FX. 3145 GEMV BLVD .. SUITE 528. SAN FRANCISCO. 
CA 94118. TEL: (415) 664 5506. FAX: (415) 564 2018 

USES ANY AMIGA - EVEN THE 
UNEXPANDED A500 
~ 
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to know that the Firecracker is an RGB 
board, no! NTSC. It puts out a much 
higher quality standard than NTSC video, 
which will allow you to go to media that 
have higher standards, like Betacam or 
M2; but it also means you have to convert 
the signal if you want to record NTSC." 

HI use an 
A T & T 
Truevision en­
coder box . It ' s a 
transcoder which 
willgofromRGB 
to component to 
composite. It's 
probably about 
ready to be re­
placed because 
technology and 
cost are coming 
down and r ex­
pect that for the 
same price r 
should be able to 
get something 2 
to 3 times as 
good. 1 also 
bought used. 
Original retail 
price on it was 
about $1.000 but 
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I got it for around $400. That's the range 
I suggest looking to buy them at because 
now they're at the lower end of technol­
ogy, and the products coming out now 
should be much better in quality ." 

''I've gotten out of going to tape on 
my first pass because videotape is a mo-
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tion media. It ' s 
made to be re­
corded and 
played at 30 
frames per/sec­
ond. Tape, in 
general, is not 
made for single 
framing. Most 
tape decks under 
$5,000, even if 
they will record 
single frame, 
don't have the 
heavy duty trans­
port mechanisms 
required to func­
tion as a prima­
rily single frame 
machine . Even 
with 3/4" decks 
and tape made 
specifically for 
single frame, the 

commercial user will judiciously use one 
tape for tests and a new tape for the 
master. This is because the shuttiing 
back and forth just beats the hell out of the 
tape. Of course, if you've got the money, 
you can get a great one inch machine that 
will do all kinds of stuff. I've gone to 



laser disk because laser is the only true 
single frame medium outside of a damn 
photograph. There' s no comparison in 
working with the two. I'm using a 
Panasonic recordable laser disk. It's a 
few years old now. It cost about $40,000 
or $50,000 new but I bought it used for 
around $7,000. It records inNTSC only." 

A VID: Is it a problem going to 
NTSC? 

TD: "If you go out to tape in NTSC 
and you want to go to more than one 
layer, or transcode up to component, you 
just lose signal quality from there. Even 
though I'm only getting composite qual­
ity video out of my laser disk, because it 
staysdjgital I'm able to reprocess it cleanly 
in a major studio when I dump. If the final 
job needs to be put down on Beta SP or a 
component media like M2 I can dump to 
a professional single frame tape situation 
from the Amiga. I know from the laser 
disk version that it has been proofed and 
the motion is exactly perfect. If it isn' t 
perfect when it has been single framed to 
tape, we know the problem is in the single 
frame system and not a bug in the anima­
tion." 

"I record everything to hard disk first 
then bring up each individual frame in 
Raster Link, and record the single frame 
on the laser disk. It's that simple. I 
haven't automated the process yet. At the 
time I started with this recorder there 
weren ' t any Amiga drivers for it. I un­
derstand that there are several now and 
that Show Maker works with this deck. In 
the next couple of weeks I'll either start 
using that or have some friends write 
some ARexx scripts for me." 

Tony has a cauti01Ulry thought he 'd 
like to leave with our readers. 

"I'm hearing that we're not getting 
what we should be out of these machines. 
At one time we were all very proud to say 
how far ahead we were of everybody 
else. At this point in time, we have no 
lead. Due to the lack of interest at 
Commodore in marketing and develop­
ment, and the subsequent lack of money 
for the other developers, we're facing a 
coming deficit. I think anyone who wants 
to do more than "play" with their Amiga, 
or do simple wedding video titling, has to 
be concerned about that." 

THE GRAPEVINE GROUP, INC. 
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RayDance R~vi~w! 

Script -Based 
3 -D Animation 
Program 
R ayDance is both a utility and a 

stand-alone 3- 0 ray-tracing/animation 
program. As the latter, it is a very complex 
script driven Amiga graphics generator, 
and as the former, it will import Imagine, 
LightWave, and VideoScape 3-D files. It 
outputs to standard 24bit IFF, RAW files, 
and its own proprietary format. It is exact­
ing in its rendering capabilities, but fairly 
slow. Of course, all true ray tracing soft­
ware is slow when it comes to maximiz­
ing the depth at which light sources are 
tracked into objects that reflect and refract 
light. 

I don't think this software would be 
the first 3-D raytracing/animation soft­
ware the normal Amiga fanatic would 
purchase, but it might well be chosen to 
augment an Amiga obsessives pack of 
goodies. My reasoning for saying that is 
that most Amiga artists and animators I 
know prefer graphical object generation 
and manipulation, and are not overly at­
tracted to script based ray tracing. But 
make no mistake, if you enjoy script­
based graphics or are interested in experi­
menting with a really fat script-based 
program, this might just be your cup of 
tea. 

© 1992 by Dr. R. Shamms Mortier 

"depth" is what really adds time to your 
ray trace, as well as selecting none , 
"weighted" (minimum) , or "adaptive" 
(maximum). The range is from 0 to 4, and 
the 4 setting makes even a 68030 crawl 
along (especially when the scene has com­
plex objects and lights). You do have very 
fine control over all of the parameters , 
however. You can set the screen size, dis­
tance to the scene, F-stop and zoom of the 
camera, Phong shading (toggle), shadows 
(toggle), haze (toggle), and "Color" (24-bit 
color or 8-bit grayscale, just right for Art 
Department Pro manipulations). Scripts and 
paths are addressed from this requester as 
well. The scripts themselves, should you 
want to generate your own, can be created 
on any text editor. The ones on the disk can 
also be revised and saved anew. Once ren­
dering is turned on, you can also bring up a 
nes: s a~!e window or the window. 

The latter allows you to see a HAM 
version of the rendering in progress. At 
any time, you can jump from one of 
these windows to another without af­
fecting the progress of the rendering. 
All of the fields on the main interface 
screen can be changed and saved to a 
new setup file that will be the default 
when the program loads . Wireframes 
can also be generated and previewed 
for global object positioning. Though 
the program is complex, every pos­
sible step has been taken to aid you in 
the generation of ray traced pictures, 
including a point-and-clickon-line help 
utility . Only software that has been in 
development for a long time shows 
this level of care and feeding of the 
user. 

The script language has about ev­
erything an Amiga 3-D render fanatic 
and animator could hope for, including 
bump mapping and 24-bit texture 
wrapping capability . But be warned, 
these capabilities are to be purchased 
at a price, mainly your studious time. 
Users of the Amiga program, "The 
Director" (a very fine script based util­
ity program), will probably take to this 
software faster than other more 
graphical users. Those of you who 
possess some programming skills may 
also enjoy this environment. Everyone 
wishi to generate their own 3-D 

The manual is very thick, and stuffed 
with tutorials, script language syntax 
definitions, and a walk through the main 
user interface screen. On that interface 
screen you can set the file load/save paths 
and determine all of the resolution and 
option parameters needed before you 
render your scene. There is a whole extra 
disk full of object render scripts which 
you can load and render, or investigate 
and revi se, so learning the script language 
is not immediately necessary . Back to the 
interface screen, the degree of anti-aliasing Figure 1 
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Figure 2 
scenes and animations with this software 
is advised to work out their graphics 
beforehand with a pencil and some graph 
paper, in order to figure out scripted coor­
dinates, object positions, and other scene 
boundaries. The positive side of all of 
this, however, is that this software might 
be wonderful in a learning environment, 
especially one in which it is desired that 
learners work with the basics of com­
puter graphics (and get some program­
ming skills to boot). All too often, the 
programming aspect of generating im­
ages is skipped over in art classes that use 
high level software. This software could 
be used to help a class appreciate the finer 
aspects of computer graphics. 

It should be stated tmat with the script 
files already on disk, you may never feel 
the need to use this software to generate 
your own images. You might just spend 
your time generating and learning from 
what's already there. Figure I shows a 
series of three texture mapped globes 
rendered in 3-D, and Figure 2 shows a 
table with objects on it. These are from 
scripts already saved on the release disks . 
These paintings were imported as 24-bit 
files into Digital Creations' DCTV paint 
for viewing, and saved out as DCTV 
images. 

This software may have as many 
uses as a 3-D editing utility then as a 
ray trace generator alone. Because it ad­
dresses the VideoScape, Imagine, and 

LightWave formats, it could find heavy 
use from the Toaster, Impulse, and other 
communities. It is especially useful to 
programs that generate their objects in a 
more graphical way (ADSPEC 
Programming's Draw4D-Pro, Activa's 
REAL-3-D, and Octree 's Caligari 2). All 
of these programs also can export/import 
other file formats, so that bridges are 
already built for utilizing various packages 
to do various tasks. One negative is that 
the program assumes that the fi Ie that you 
are saving has no duplicate. Not checking 
for this causes unnecessary writing over 
already saved artwork, without asking 
the user if it's OK to do so. 

Many of the scripts included with the 
software generate some spectacular 3-D 
plots, and studying their syntax assidu­
ously can shorten your learning curve of 
the scripting language. Some involve 
landscape and tree creation, projective 
and bump mapping, and full animations 
of various types. Other scripts and mod­
ules are available by modem, and the 
software is in conti nuous development. If 
you are in a 3-D ray trace scripting mood , 
invest in this software. It has been created 
with high Amiga standards in mind. 

Ray Dance 
Radiance Software 
2715 Klein Road 
San Jose, CA 95148 
(408) 270-7420 
Suggested List Price: $99.00 
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Atomic Toaster 
Catalog 

The ultimate source for media praducersI Our 
catalog provides you with complete reviews. 
product applications. and reference charts for all 
major Toaster·related products. And because we all 
know your Toaster system can prOduce more than 
just video. we include all major media·related 
products like MullHrock Digital Audio. Typesetting 
and Design. MIDI. and Presentation applications. 

Our stoff has completed animations and 
productions for the likes of The U.S. Winter Olympics 
Committee. Southland Corp. (lll Stores). AMOCO 
Oil. etc. so you know Who to colt for the complete 
story and full creative support' 

Llnotronlc.lo Film or Paper 300dpi Color ,Printing 
Color Key. High·re. Slide. 

We donr sell any pmducl.'1 we doni U,\'(,.' 

Full creariv(' supporl for any prodw.", sold.' 

Call (801) 466-7330 

Amga 111 graphic enhancements for the Video 'ProfessKlnal 

Introducing WJ Fonts! 
for 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 

ToaslerTM & DPainl™IV Ready! 
• 20 BIG super-clean bitmapped fonts 
• 3 clip-art fonts (key assigned graphics) 
• Static & Animated IFF backgrounds 

$99.95 
• Spanish Version Available Additional $29.95 

NOW AVAILABLE 
Video Clipse for 

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

407/626-3447 
Graphically Speaking, Inc. 
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Sony's V-Box 
© 1992 by Kirby Carmichael 

Computer Peripherals is 
now shipping its CI- IOOO Vbox (pro­
nounced "vee-box") computer/video in­
terface which allows a computer to com­
municate with and control any of the 
insta]\ed base of over ten million video 
camcorders, VCRs, video selectors and 
monitors. 

Software developers are working hard 
to incorporate Sony ' s VISCA ([VI]deo 
[S]ystem [C]ontrol [A]rchitecture) . 
VISCA isacommand set which can control 
various functions of video devices con­
taining a LANC or Control-L port , a 5-pin 
REMOTE port (a form ofControl-L), or a 
Control-S port. Control-S is Sony's 
hardwired version of the Sony infrared 
remote . 

VISCA is important to AVID readers 
because it offers the potential of ftame 
accurate editing in consumer and prosumer 
video equipment. Sony will shortly be 
releasing its Vdeck, a Hi-8mm editing 
deck designed to be controlled only 
through a computer, and advertised as 
frame accurate. Tests I ran of Sony ' s 
Vbox on an Amiga, using Gold Disk's 
Video Director as the software, indicate 
an accuracy of (+-) I frame when utilizing 
a source deck incorporating Sony ' s RC 
(Rewritable Consumer) time code. Non­
RC-equipped equipment was controlled 
at an accuracy of (+-)4 frames . . 

The Vbox is a small (4 .2" x 1.6" x 
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6.5 ") beige box shipped with a cable that 
plugs into a MacIntosh serial port. That 
won't do you much good with your 
Amiga, of course, so purchase a cross­
type DB25 'RS-232C/8-pin Mini-DIN 
cable. These are available from Redmond 
Cable [(206)882-2009]. I wouldn't 
recommend building your own cable or 
adapter unless you have quite a bit of 

. experience at such things . The cost of a 
Redmond cable is much less than catas­
trophe insurance on your Amiga, 
camcorder, and Vbox. Remember to 
specify "cross-type" when you order your 

. cable. 
The Macintosh cable is only one of 

several cables shipped with the Vbox . 
Also included is a Control-S cable with 
minipJug for controlling the inputs/out­
puts on selected Sony monitors and A V 
selectors. Control-S is Sony's hardwired 
version of its infrared remote control bus 
used in monitors and A V selectors. In­
terestingly enough, the Control-S output 
on a single Vbox can be used to control 
an indefinite number of Control-S 
monitors, in classrooms or conference 
rooms, for example. It is simply neces­
sary to connect the Control-S-out of the 
first monitor to the Control-S-in of the 
second monitor, and so on, and the Vbox 
will simultaneously pass the same com­
mands to all the monitors connected. 

Also included with the Vbox is a 
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LANC 5-pin mini DIN to 5-pin mini 
DIN cable, for connecting the Vbox to 
those camcorders which have a 5-pin 
REMOTE port, such as the CCD V -9; 
a VISCA cable, 8-pin mini DIN to 8-
pin mini DIN, for daisy-chaining 
Vboxes (up to seven can be daisy­
chained for control of multiple video 
peripherals); and a LANC cable, 5-pin 
mini DIN to 3-component 2.5mm sub­
mini pin for connecting most LANC 
video devices to the Vbox . An AC 
power adapter comes with the unit, as 
well as a thin manual which contains 
diagrams for various setups. 

Sony makes no claim that the Vbox 
will work with any but Sony devices, 
although VISCA is an open protocol 
avai lable to anyone wanting to develop 
software or license the technology for 
hardware implementation. The VISCA 
command list is given to developers 
upon request, and hardware manufac­
turers may license VISCA for incor­
poration into their products. 

There appear to be few , if any, 
barriers to VISCA becoming a de facto 
standard of edit control in consumer 
video. Selectra's VUPORT in combi­
nation with Panasonic ' s AG-1960 is 
the only other game in town, and this 
single-machine technology shows no 
potential for standardization. If Sony 
keeps the price of a VISCA license 
reasonable to the point where VISCA­
equipped products from other manu­
facturers remain competitive with Sony 
equipment, we should see a widespread 
adoption of VISCA in the coming two 
years . It has been suggested, of course, 
that Sony would be nuts to give away 
their proprietary technology in order 
to help their competitors sell more 
product. Widespread adoption of 
VISCA, however, would mean more 
software products and more hardware 
peripherals available to consumers, a 
growing recognition among video 
consumers of the importance of edit 
control, and a revival of camcorder 
sales in a saturated market. 

So far there are only a few com­
puter programs incorporating VISCA 
that are shipping. Among these are 
MediaMaker CV, by MacroMind. This 



is a truncated MediaMaker graphics and 
sound sequencing program bundled with 
a Sony Vbox . It is available directly from 
any Sony Computer Peripherals dealer. 
HSC Software offers VideoWare for DOS 
machines , and the Amiga is presently 
graced with Gold Disk's Video Director, 
which has previously been reviewed in 
this magazine in conjunction with 
Selectra's VUPORT. 

Even though the Vbox can control a 
camcorder or VCR used as either a source 
deck or record deck, the software listed 
above has various capabilities, and some 
of it does not support the use of the Vbox 
controlling a source deck. True edit con­
trol is not possible in that case, and only 
a less versatile 'print to video' recording 
capability is utilized. Designed for video 
editing (as opposed to 
M*U*L *T*I*M*E*D*I* A *T*I*N*G), 
Video Director comes closest to the tra­
ditionallook, feel and functionality of an 
edit controller, providing foredit decision 
lists, event definitions, and the control of 
transport mechanisms in both the source 
and' recording decks. Video Director 
does not currently support animation-on­
video overlay. 

The Vbox concept closely resembles 
that of the VUPORT, the major external 
difference being that the Vbox is used to 
control camcorders and VCRs bearing 
LANC (Control-L) ports; and the 
VUPORT works with the Panasonic S­
pin connection on Panasonic AG-1960 
VCRs. Both interfaces are platfonn in­
dependent, connected to a computer's 
serial port. and require independent 
software. I have heard of. but not seen, an 
AlB-roll editing system utilizing 
VUPORTs. an Amiga. and AG-1960's. 
VUPORT's temporary lead in applica­
tions technology may not last long. how­
ever. I know of at least one. and rumors 
say two, software developers working on 
VISCA AlB-roll setups. 

There are several other makes of 
camcorders which utilize a LANC, Con­
trol-Lor 5-pin REMOTE port, a sure sign 
that a camcorder will at least be able to 
accept VISCA signals from a Vbox. 
Whether the software manufacturer has 
written a specific driver which will take 
advantage of various camcorders' abili-

ties to communicate through the Vbox is 
another question. Also. the implementa­
tion in a particular camcorder of the 
VISCA controls might not be thorough 
enough to use the camcorder as an accu­
rate video editing source. 

A camcorder used as a videotape 
source deck needs the Frame Forward 
function, in addition to Play, Play Pause, . 
Fast Forward and Rewind, in order to · 
utilize the V -Box's precision edit control 
capabilities. Without the ability to ad­
vance a tape frame-by-frarne, the editor 
cannot precisely calibrate a tape or posi­
tion the start point of an edit event. 

Then, unless every editing or presen- . 
tation session begins with the source . 
videotape cued to the very. beginning' of 
the tape, some means must be found to 
precisely position the videotape on the 
tape heads before the source deck is put 
into PlaylPause. Otherwise, playback of 
cuts or edit events will start early or late, 
or never at all. Additionally, frame ac­
curacy on consumer videotape players 
that do not utilize time code is cumulative; 
that is, if a machine has +-4 frame accu­
racy (the machine' s transport control can 
stop the tape on the video heads within 4 
frames one way or the other of a particular 
frame), then the first edit is accurate to 
within 4 ~rames, the second edit is accu­
rate to within 8 frames. etc . Although in 
practice much of this accumulation of 
frame error cancels out (three frames 
early one cut, four frames la,te the next) 
when a master tape is being assembled, 
an edit point must be calibrated every few 
edits in order to keep the accuracy of the 
source machine within reasonable limits. 
And without a frame advance function, 
an edit point cannot be accurately cali­
brated. 

To my knowledge, Sony publishes 
the only list of LANC-compatible equip­
ment. Of the Sony equipment l,isted, the 
F,33 and F34 camcorders are the only 
LANC-equipped Sony camcorders which 
do not have a Frame Forward function. 
Sony's relatively new CCD-V80l con­
tains the most thorough implementation 
ofLANC control, capable of single-frame 
reverse, and 1110, 1/5 and 2x play. I 
therefore requested of Sony, and received 
the next day, a well-used V80 I for use in 
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".24 bit frames rendered and copied to tape. 

$0055 $15.00 
1).100 for 100 
Fl1IIZl F"IIIS 

$0045 115.00 S45.00 
101·200 f"l00 ... for lui = 1100.00 
Fnsl '12111S J l00F''''"'1 

lOOJS 115.00 I 1 S41.00 SJS.OO 
201·300 f"IOO ... (or lui t (or lui = smoo 
FDas F"IIIS J l°O'12111S1 l00F'''''1 

10025 111.00 t S45.00 I, SJS.OO I $25.00 
301·) for 100 .. (or ltll ... (or.lltl t ... (or Mil = $16(100 
Fl1IIZl F"IIIS J l00F"""'1 lOOP"""'1 l00F"'""1 

Call 503 777-4020 evenings. 
4121 S.E. Raymond, Portland, OR. 97206 

Custom Animation Creation 
Desktop Publishing SeNlces' 
Custom Object Creation 
Single Frame Recording 
40 to 600 Dpl Scanning 
Video RotoScoplng 

Image Processing 
Multimedia Events 
Iff to 3Smm MPF 
Iff to 3Smm Film 
Fram e Capture 
Iff to Video 

Add &20.00 per Hour for labor. 

Knox MiniBurst $279 
Compacl, professional black bU"1 generalor 

provides a high-quality black burst sync signal 
for both NTSC and Y IC equipment. 

The Miniburst is an inexpensive SOurce of 
black signallhal will sync your enlire siudio. 

Knox VidiPoint $3 99 
Low COSI, hand·held video poinling syslem for 
leclures ... presenlalions .. . briefings. Easily locale, 
poinllo, highlighl any image on a video SCreen. 

Perfect accessory for training, briefing, 
or inst.ructional "ideo. Locate delflils while 

speaking to an audience or record them 
permanenlly, superimposed on Ihe originallape. 

. SiXleen symbols available to mark 
the desired image. 

Knox PC40 SL295 
Full functioned NTSC·YICcharacter generalor 
on a PC card . Colorful rolls and crawls, timed 
automated full page displays at power-up for 

video bulletin board_ 
No TBC or genlock required for video lilling 

over live or taped source. 

KNOX VIDEO 

8547 Grovemonl Circle, Gailhersburg, MD 20877 
301 0 840 0 5805 FAX 301 0 840 0 2946 



Software & Hardware 
for.iill your Amiga needs 
at Rock Bottom Prices !! 

Examples of our low prices ... 
Broadcast Titler 2.0 $220 
Imagine $169 Draw 4D Pro $195 
Art Department Professional $135 
Showmaker $210 SuperGen $625 
Impact Vision A3000 Board $1800 
Pro Video Post $190 
Roctec Ext. 3.5 Floppy Drive $90 
Panasonic AG 1960 SVHS $1100 

Full line of books, tapes ,software 
& hardware ... too many to name! 
Calli write for current price list: 

P.O. Box 5093, 
Gardena, CA 90249 

*Cash Prices listed above 
Charge Customers add 4% 

PowerSource 
Public Domain 

Your Source For The Best inAmigaPD 

* Music 
* Video 
* Multimedia 
* Productivity 
* Graphics 

* Programming 
* Emulators 
* 3D Objects 
* Publishing 
* Design 

Order our 4 disk collection of 3D 
o~jects for LightWave at $29.95 

>4 disk collection of professional quality 
video backgrounds at $39.95 

>5 disk collection of the best of Amiga 
graphics utilities at $24.95 

>4 disk collection of Amiga music & 
utilities at $19.95 

>5 disk collection of AmigaDOS 2.0 
utilities at $24.95 

>5 disk collection of Amiga productivity 
and disk utilities at $24.95 

OR 
Call or write PowerSource for your 

free catalog! 
PowerSource P.O. Box 12532 Fort Wayne, 
IN . 46863 phone (219) 483-6111 
BBS phone (219) 456-5823 

LightWave 3D is a lrademark oj NewTeklnc. 
AmigaDOS is a trademark oJCommodore-Amiga .. 
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Vbox accuracy tests. 
Video Director comes with its own 

serial interface hardware, and one would 
think that this makes the use of the V -Box 
superfluous. There are a couple of small 
problems with the Video Director serial 
interface. If your camcorder battery runs 
down in the middle of an edit session and 
the camcorder shuts off, the computer 
screen wi II freeze and put an abrupt end to 
your editing session. The Vbox seems to 
'buffer' the computer/camcorder con­
nection so that this doesn't happen . When 
assembling a tape using the Video Direc­
tor interface with a source tape that con­
tains unrecorded videotape mixed in 
amongst the clips, the edit session is often 
ended prematurely. Again, the Vbox 
seems to buffer this, because I never had 
this happen when using the Sony device 
with the same equipment and videotape. 

Even though the Video Director pro­
gram is accurate to within (+-) I frame 
(there are 30 frames of video in one 
second), when searching for a clip so the 
editor can view it plior to assembling a 
tape, the Vbox driver in Video Director is 
only accurate to (+-) I second. That' s 30 
frames! The Vbox pauses the tape when 
the tape counter reads the rounded second 
prior to where the clip actually begins. 
This seeming flaw actually speeds up clip 
preview . however; and when actually 
assembling a tape, the Vbox' s accuracy 
returns to normal; i.e., (+-) I frame of the 
limits of the machine being controlled. 

I used a (non-drop-frame) window 
duboftime code to compare the accuracy 
of the Vbox serial interface to the accu­
racy of the Video Directorserial interface 
us ing Video Director as the software, an 
Amiga 3000 as the computer, a Sony 
CCD-V9 as one source deck and a Sony 
CCD-V 80 I as a source deck on a second 
round of tests. A Panasonic AG-1960 
was the recording deck and was in all 
tests control led by Video Director's in­
frared joystick interface which, it turns 
out, is excellent. 

My tests with Video Director con­
firmed its claimed (+-) 1- frame accuracy. 
The CCD-V9 showed a (+- )4-frame ac­
curacy as a source deck, and the CCD­
V801, using RC time code, showed it to 
be at least as accurate as the software, i.e., 

52 

(+-) I frame . The combination of Video 
Director and a source deck utilizing 
Sony's RC time code may be frame accu­
rate. My use ofa non-drop-frame window 
dub may have made a difference, even 
though I kept my edits short. 

These numbers didn't come out of a 
hat, and they also weren ' t arrived at on 
my first test sequence of each setup. I 
found it necessary to 'massage' the clip 
by trimming it off a couple of frames 
when using the V801 . The more I mas­
saged the clip, the more accurate the edit 
control, upto my consistent best accuracy 
of (+-) I frame. Once a clip was trimmed 
and the source deck preroll was set in 
Video Director. I copied the clip four 
times and instructed the program to as­
semble a tape . 

The assembled videotape always 
showed one problem, whether the Vbox 
or Video Director interface was used. 
The edit-in point of the first clip in the 
sequence of five was always early with 
respect to the other edit-in points. For 
example , when the second through fifth 
clips would consistently be one or two 
frames late, the first clip of the sequence 
would be two or three frames early . This 
appeared in every single test. The results 
of one test on the V80 I showed (+-) 1-
frame accuracy for four out of the five 
clips. The edit-in point of the first clip, 
however, was five frames early. I was 
very careful to leave at least five seconds 
of recorded tape before the start of the 
clip. Since the same trend appeared while 
using both the V9 and V80 I camcorders, 
I suspect that the problem might be with 
the Video Director program itself. Since 
( use the program often, I have learned to 
compensate by removing a couple of 
frames from the edit-in point of the first 
clip of an assembly session. 

My experience with Sony's Vbox 
interface shows it to be accurate and 
reliable. It makes Gold Disk's Video 
Director program shine, and I'd recom­
mend that anyone purchasing Video Di­
rector seriously consider the simultaneous 
purchase of a Vbox. Further information 
concerning the Vbox is available from 
Sony Computer Peripherals at Sony info: 
1(800)352-7669. 



JF1lJJILIL 2~ 
Full 24 are professional scanned 24 bit 
pictures forpeople who work with Desktop 
Video, 3D Rending/Animations and 
graphic design. 

Full ~4 are comp'rised of 5 different sets of 
10 plcturesibrushes each . 

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

Each Set costs $ 50.00
b 

except Buml:>_Map 
Brushes which cost $3 . The Demo Xit 
costs $15 and includes one picture and/or 
brush from each sel. 

Send check or money order 10: 

AirStream G hies 
P.O. Box 2?11i38 
~~~'f2~ 1~~~229-1690 
Add $5 for COD's 
8.25% sales lax for Texs Residents 

~ I&AMIGA 
~ I&' VIDEO 
~ TOASTER 

~j;>. I&AMILINK 
t/ SYSTEM SALES 

O 
t/ GRAPIllCS DESIGN 
t/ TOASTER TRAINING 

C/'). t/ VIDEO PRODUCTION 

• <: 
• 
~ 

• LOCATED IN THE • 
HEART OF HOLLYWOOD 

(213) 463-2350 

ULTRA HIGH RESOLUTION 

35mm 
COLOR 
SLIDES 

from Your Amiga Graphics 
• 24-BIT IFF 

Irom Toaster, DCTV, 24-91T 3·0 rendering programs. Scanners, 
24-BIT IFF paint programs 

• Standard IFF or HAM IFF 
• Postscript Slides 

asated with Professional Page, Professional Draw, 
pagestream. or Presentalion Master 

4000-Llne Resolution • No Scanhnes 
Brrllant Color· No Curvature Distortion 

Call Of Write lor Ord8f Forms, Price USlS, aod FREE ~1e5: 
HAMMOND PHOTOGRAPKK: 9ERvtCES 

11200 Washington Place. Culver City, Calilomia 90230 
(3101390-30'0 

AMIGA Slides 
- 2000 Line Resolution Maintains 

RGB Quality 
- Preserves Anti Aliasing 

- No Mosaic Pixel Appearance 
.. From BTitler, ProVideo, Sculpt, 

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

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

- 16 Million Colora 

III For pricing & 
samples call: 

1-715-856-5627 
GRAPHIC 
IMPRESSIONS 

TOASTER 
USERS! 

I offer these services, 
with smgle frame accuracy; 

-From your videotape I'll 
sequentIally grab and store 

frames to disc 
·Convert frames from IFF to RGB 
·Output your rendered animations 

from dISC frames to videotape 

VideoGenics 
Jack Fl etcher 

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

601-846-0377 

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

FROM $199.95 1-800-800-3742 '1:: 
For taped Information, Call 71~1636 

t YOUR CAMERA SUPPORT AASI;:NAl waH THE BULLET PAOOF 

itA C TION.:I.X·J~k 
Action packed demo tape $14.95 ~ 

Demonstrates its unique features . 
"Gels radical shots". Will Shriner. ABC Television 

··1 love it'"" Steve Oedekerk. feature fi lmmaker 

CLASSIC VIDEO PRODUCTS 
CAMERA SUPPORT DIIVISION·AV 
1 S72 Monrovia, Suite A·S. Costa Mesa, CA 92627 

HOW DO YOU 2. ? 
Just in time for Commodore's 

new operating system release is 
our new exciting 2 hour 

videotape tutorial now with 
music t>y Richard LaForge: 

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 

353-6974 

A-MIGA 
RENTAL 

CENTER 
SERVING SO. CAL 

SOO's, 2000's 
& TOASTERS 
HOURLY, DAILY, 

WEEKLY, MONTHLY 
CALL 

1(818)547 -01221 
R 

MORE ... 



Creator Series 
Get into production with 

Start-up Paks!! 
ex. Imagine starter - 4 disks 
archived with over 7 meg of 
material (easy install menu) -
contains Attributes, textures, 

Objects, fonts, 24 bit IFF brush 
maps, example and tutorial 

scenes and more ... cuts learning 
time and gives all the basic tooTs 
for production. Also available 

for - 3D Pro - Real 3D -
LightWave - DPaint III + IV 

$39.95 + $1.50 S/H Call for list 
of other graphic arts products ... 

DIMENSION X 
(619) 224-5090 

Visa/MC M.O./C.O.D. 
Studio Solutions 

IVS Resolver hi-res graHhics 
$1300.00 

GVP IV24 Graphic board 
$1699.00 

2-Meg Firecracker 24-bit 
$999.00 

Sy-Quest 88 meg ext dr. 
$725.00 

1 Gig slimline ext hd. $1895.00 
Chinon CDrom ext dr. w/caddy 
and coupons $725.00 
210 me£ ext hd. (9rns) $795.00 
BNC Patch Panel 48 pos. 
Rack mount $295.00 
Pull-out HD chassis w/lock (scsi) 

$149.00 
w 210 mb hd. $799.00 

DIMENSION X 
3545 Midway Dr. St-C 
San Diego CA 92110 

Visa/MC M.O./C.O.D. 

For a sample copy of 

THE VIDEO TOASTER 
DESKTOP VIDEO MAGAZINE 

Please wrITe to: 

BREADBOX 
21611 Stevens Creek BNd. 

Cupertino, CA 95014 
(408) 252-0508 

1:·····~I~t .::)Q )\ 

A:VIIGA RESELLERS! 
Get in on tbe ground floor of an 

explosive Vertical Market 
Opportunity: 

CATV Photo Ad Channels 
Pay-Per-View Promoti onal 

(,Barker') Channels 
Hotel Event Directories 

Offer Remote Updating and Date & TIme 
programmable playback of Pages, Animations 

and VIDEO with 
CAPS-XL (5 .. AC Pred ... G.id.) and our Video 

insertion modules. 

-=C-O-MP-UTE--RE-=-: Call Today for a 

=VIDEO= ~~I~ 
::::SOLUTlONS~ __ Ioc __ 

_ Magmg ,;Chlrologies _ = th~ belong logd hu = 
14-8 South 7th Street 

Akron, PA 17501 
(717) 859-2049 

ADVERTISE 

SPECIAL ISSUE PACK . . ......... $39.00 
( 10 disks) Cyroutils, Video Database , JPEG, 
Image Lab, TitleGen . Sti llStore, freePaint . 
AGraph , anirna.tions. Eurode rnos, & muc h morel I I 
Bltf lhis pock a-xI raceive one pack beIaN lor free! 
............... _. _." .. _._ .... --.,. --- - -
VIDEO FRED FISHES .. .......... $20.00 
(9 disks) The newest Ray tracing, Titling , 
An i mations, video Software. utilities. etc. 

VIDEO PACK.... . ......................... ... . $20.00 
(5 disks) 100 Video/ paint f onts, many video 
utilities, slideshOIooI & muc h more l I I Gooo. value l 

AMIGA ART PACK .... _. . _ .. $20.00 
(8 disks) Animations. EuroD e mos/ Music, 
Slidesh~. · Superb video c reativi ty--try it l ' ­

Ca or wute or a ree cata og ! Ellropean, AMOS, 
Desktop Publlsh1ng. Games, Ut i lit i es , 8usiness! 

We also sell 600 ~ Fred FIsh disks at the best rices. 

ORDER NOW 1 800 4841121 exl 1m add $4.00 "(h 
or ""d checill .O. to C.O .D. (r~ . 
ZIPPERWARE 0 POB 95285 0 Seaule WA 98 145 

GRAPmCNIDEO 
SIG 

DEM'OTAPE, 
42+ minures of interviews, stills and 

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

ONLY $14.95 
Please indude $3 for S&H 

3367 Wisteria Circle, Costa Mesa, CA 92626 
Please make checks payable to Amlga Friends 

YOUR PRODUCT OR SERVICE 
IN 

THE AVID MARKETPLACE 
FOR ONLY $75 

call 408-252-0508 



Deluxe Paint IV Imagine 1.1 
PageStream 2.1 ProWrite 3.2 

DOS 1.3 

Keyboard 
Overlays 

Tired of searching through manuals 
and pull downs? Put those keyboard 

equivalent shortcuts at your finger tips! 
Full size laminated overlays fit A500, 

A2000 &A3000 keyboards. 
$11.95 Each $2.00 S&H 

(Check or Money Order Only) 
To Order Write: 

McDaniel Computer Services 
484 Wyn Drive 

Newport News, Va 23602 
For Information Call: 

(804)888-0808 

~- - -

FOR SALE 
·Polaroid Freeze Frame 
Video Image Recorder 
(never ojJened)I~ISC"", 
RGB RS-170,. RuB 
Compatible $900.00 
• Amiga 500, 1084S 
Monitor GVP ImQact 
Series If, 52 meg Uuantum 
$800.00 
·NEC 3DS Multisync 
Monitor, excellent 
condition $350.00 

call 415-472-4625 
ask for Rich 

Up To Your Computer 
In Manuals? . j i' 

Everything You I ..-.. \ . 
Need To KTIOw ~ 

About lill ~""'. ~-__ -.r 

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 need 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 
Bookshelt 

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

---=--.-----~--.-

t· :, "·w ." .. , w. U· < .... ! 
~~t~/ ~; ~ ; . . 1 

/ ) ~,~, ; j ." i , !'.; 

FUN FONTS 8 Typefaces in 2-to-4 
BIG VIDEO SIZES. 23 Arniga iID & 

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

600 Amiga® Fonts - 6 Disks - $30 

1st Prize Toasted Fonts Trial Size 
3 Typefaces, 6 Sizes (80, 63, 50, 40, 
30, 25 pts) each . 18 fonts total. Only 
$14.95. Prouabl~ Highest Quality 

at Lowest Prices. Seeing is believing! 

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

____ (~~L8~3..:~81 ___ J 
Toaster Ready 

Bisclips 
3D Objects for the Videographer 

By 

Animatics 
Lightwave and Videoscape 

compa tible . Ne.uly 100 objects 
and forms , including Morp'h 

and Element Objects , Etc. 

A must Jor retail video service! 

$45.95 check or money order 
Plus $3 S&H to: 

ANIMATICS 
Dept. AVDl, 
P.O. Box 158 

Oakhurst, NJ 07755 

Are you t~red of dragging 
your Amlga around m a 

box? 
See your local dealer about the 

ArniTote line of Amiga carrying cases. 

We make bags for: 

oArniTote 5()()'s 
02000 
03000 
oBaby(CDTV) 
oArniTote Monitor 

ArniTote 2000 designed with 
Toaster users in mind 

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

Left hemisphere 
Suite 720 

Shadle ShoPP'ing Center 
Spokane...z W A 99205 

509-..125-0115 

TOASTER TO TAPE 
If you want to produce Lightwave 3-D 
ammation (incf.ver.2.0) professionally, 
but do not have access to a broadcast 
quality VTR, then rcl)'on Toaster To 

Tape service from Biographix. 

You provide us the scene and Object 
files, and we use a high speed system to 

rendcr the animation and record it to 
your choice of: 

o 3/4" (SP or Regular) 
o Betacam (SP or Regular) 

1" 0})2 
Credit Cards Accepted 

call Andre for details at 
(416) 465-2056 

The Biographix Corporation 

Output to videotape! 
SVHS, Hi-8, 3/4"SP, D2, Betacam SP 

.24-BIT IFF 
from Toaster, DCTV, 3D Rendering Programs 

2A-Bit 'i:':lint Programs, Sc3nncrs, ~'Ven non 24Btr 

• PICf (Mac) 
from Infinitl, Swivel 3D Pro, Pbotosbop 

Output witb Nu-Vis ta + or Toaster! 

Send us your files and we'll render your 
files on our 040 Arnigas or Quadras & 

output them to tape 
Slides • System Sales • Training 

A M PRODUCTIONS INC. J 
48 E 6th Ave.,Vancouver BC, CAN VST 4P4 

(604)875-9927 FAX (604)875-9971 



3 Good Reasons To Become An 
AVID Subscriber 

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

2. We're FREQUENT 
Like most magazines, AVID is published monthly (except for a combined July/August issue). Unlike most magazines, AVID 
subscribers also receive the AVID LETTER. The AVID LETTER is an 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 
A VID is up-to-date and up-to-the-minute. There are no 3-month lead times for AVID articles. Most articles in A VID are 
published within a week or two of submission. This editorial philosophy allows us to cover the timeliest subjects in the timeliest 
fashion. And, the AVID LETTER allows us to publish news and information that often falls between the cracks of other 
publications. 

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

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

NAME ____________________________ __ 
COMPANY ________________________ __ 
STREET __________________________ ___ I am currently using the Video Toaster. ........ D YES 0 NO 
CITY ______________________________ _ I am planning to buy a Toaster soon········ .. · .. O YES 0 NO 
ST A TE __________ ZIP ______________ __ ( use Deluxe Paint m························· ........... O YES D NO 
COUNTRY ________________________ _ ( use Shereff Systems Pro Video GoldlPost : D YES D NO 

Other CG Software? ________________________ _ 

NO PURCHASE ORDERS PLEASE I use Imagine: D YES D NO Turbo Silver: D YES D NO 
Which Digitizer do you own __________________ _ 

Yes, I'd Like to subscribe and receive both the Journal AND the AVID LETTER. (CHECK ONE) o 12 issues of both the Journal and the Letter for $36 (Canadian subscribers $44 US) o 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 
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Power-'-your Amiga with the Latest 
Hardware from DKB 

DKB Software 
50240 W . Pontiac Trail 

Wixom , MI 48393 
Sales (313) 960-8750 
FAX (3 I 3) 960-8752 



New Video Toaster'" System 2.0 - New Effects, Ray Tracing, and even bener Character Generator. 

Video Toaster'·System 2.0: 
B essenliallools you need il youlre using 

your Amiga lor video or graphics. 
4 Input Production Switcher 

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

for over-the-shou.lder 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, Toaster'" keying lets you do luminance 

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

key-based digital trails . 

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··Uffila.. 

'-. 

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

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

35ns Character Generator 

16 million color 35ns broadcast text with over 
100 high-quality, anti-aliased type-laces. 

System 2.0 also features faster loading of 
pages, framestores for backgrounds, 
improved keying and text file import. 

Hold two high-resolution 16 million color 
video frames in perfect VIQ-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 
instantly from any color camera, laserdisc or 
even cable TV with better color reproduction , 

faster loading, and powerful new field and 
frame saving options. 

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

is aptly titled "REVOLunON". Call today to find out about the most successful Amiga product of all time. 
Call BOO· 7B5·340B 

TIISIeI' 1.0 IIS8I'S call yuur daler III' 800-843-8834 to uPlrldl •. 

Oubilde North America caJi 612-882-1662 lor your Iree demo (ape, Oeme also available on S-VHS. HIS. 3/4', Mil , Setacam. 1', laserDisc 
ar.d 02 at nommal co!..!. Next-day delivery a\lalfable. Price and specWcallOns subiecllo change. Amiga is a registered trademark 01 
Commodore Amiga Inc. Video Toaster. lightwave 30. ChromaFX and ToaSlerPaln t are trademarks ot New Tel<. Inc. © NewTek, Inc. 
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