


The Video Toaster goes a long 

way towards solving your video 

problems. But what about sound? 

Do you need to synchronize back­

ground music with your produc­

tions? How do you add footsteps, 

door knocks, and other sound 

effects to your video or animation? 

Do you need to fade, cross fade, 

oreliminate sections of audio? Can 

you edit your audio, or are you 

stuck with the first take? 

Studio 16 solves all these prob­

lems by turning your Amiga into 

a complete sound studio. With 

Studio l6 's SMPTE support you can 

lock sounds frame accurately with 

your video. Audio triggers reliably, 

at the same spot, every time. Or you 

can quickly slip your audio effects, 

trying them at different spots. And 

since Studio 16 plays directly off 

For Your Video, Music, and Radio Productions 

you can trigger is unlimited . 

Each of Studio l6's four 

tracks can be metered 

and mixed. Unlike two track 

systems, Studio 16 can 

combine mUltiple tracks with 

no generation loss. And itcan record 

while playing. 

The Studio 16 sound editor 

graphs the audio waveform and 

audio. Zoom , scale, fade, reverse, 

and many other functions are avail­

able. Edits can be non-destructive 

or permanent. 

The included ADI0I2 hard-

ware provides audio 

SMPTE in, and audio 

out connectors. 

Just plug your 

VTR, CD player, 

radio, tape deck, or 

other source directly in. 

Then record with 12 bits at sampling 

rates up to 80,000 samples per 

second. The ADI012 can synchro­

nize and chase SMPTE time code 

at 24, 25, 29.97, and 30 fps. 

how does the 12-bit ADIOJ2 sound? 
Absolutely great! 

-Amiga World, 4/92, p.29 

Designed to exceptional audio 

standards, the ADlOl2 offers CD 

frequency response and 70dB 

signal-to-noise 

ratio. 

TheADlOl2 

includes a spe­

cial sound 

coprocessor - t advanced 2105 

DSP. The DSP allows Studio 16 

to perform real time mixing and 

high quality 16 bit effects. These 

include echo, flange, delay, 

and chorus. 

Call today for a free 

Studio 16 informa­

tion packet, 

(408) 374-4962. 

Fax: (408) 

374-4963. Dealers: 

call for promotional 

package. Salespeople: call to 

join our commission program. 

SunRize Industries 
2959 S. Winchester Blvd., Suite 204 
Campbell , CA 95008 USA 
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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: ASDG Incorporated. PostScript: Adobe Systems Corp. PCX: ZSoft Corporation. 
GIF: CompuServe Information Systems. ARexx: Wishful Thinking Development Corporation. 



ANI MATR~}{TM MODELER 
now in 

~~"L" S-r=RIa' .... 
For the first time. Anlmatrix Modeter now provides the abitity to view and modet in real-time stereoscopic virtual 

reatity. using either the X-Specs 1M glasses from Haitex ™ (not included) or the supplied red-btue glasses. This represents 
a breakthrough in 3-D modeling on the Amiga. and must be seen to be appreciated. 

Anlmatrix Modeler provides the "hands-on" approach; all operations are perlormed in perspective (stereo or 
non-stereo) mode. Features include real-time rotation. scaling. and translation, single and grouped point editing. edge and 
face subdivision, point ioining, magnet, reftect. clone. extrude, hide, combine, and keyboard equivalents. Obiects can be 
loaded and saved in 6 formats, inctuding tmaginel ... and Lightwave™ Now availabte for $t39.95 ($99.95 introductory 
special until September t 5th, t 992) from 

duBois Anlmalion 
1012 N. Chartrand Ave .. #F 
Edmond. Oktahoma 73034 

(405) 348-4670 
X-Specs ™ glasses avaitable through Haitex Resources Inc .. P.O. Box 20609, Charteston, SC 29413-0609, (803) 
881 -7518. 
( Products mentioned are trademarks of the lollowing companies: Imaginellmpulse, lightwaveJNew1ek.X-SpecsiHaitex Resources) 

Want to make a great 3D Animation? 
Start with the right tools: 
Your mind, your Amiga, and ... 

frame accurate (+1- 0) recording with professional VTRs 
full-featured animation sequencing with lists that can be saved or printed 
works with Toaster, IV 24, DCTV, HAM-E, FireCracker 24, Harlequin, etc_ 
full VTR remote control panel w/joystick or keyboard shuttle 
miniature b&w 30 fps animation preview 
time lapse and stop motion recording 
ARexx and NTSCIPAL support 

$425 - The Affordable Single Frame Solution! 

announcing ~ ~~~ ~~b 
!Tame accurate (+1- 0) two-deck editing with professional VTRs 
full-featured edit decision list creation - lists can be saved or printed 
modified cuts-only edits using the Video Toaster DVE engine 
mix FrameStores with "live" source video using Toaster DVEs 

$645 - The Affordable Two-Deck Editing Solution! 

NUCLEUS ELECTRONICS, INC. 
P,O. Box 1025, 
Nobleton, Ontario 
Canada LOG 1 NO 
Tel: (416) 859-5218 
Fax: (416) 859-5206 

All NAMES AND TRADEMARKS ARE REGISTERED AND COPYRIGHTED. 
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As I write this the Democratic con­
vention is underway in New York, and the 
theme of the convention is "Change"_ Change 
is no stranger to these parts, either. First and 
foremost, there is a new member in the A yrD 
family. A son, Conner James Plant was bom 
to AVID publishers Laura and Jim Plant at 
6:58 PM on Ju ly 2, 1992. At birth he weighed 
in at a substantial nine pounds ten ounces and 
measured 22 inches long. Hearty congratula­
tions toJim and Lauraon the birth of their fine, 
healthy baby boy . 

New in the magazine this month is the 
first installment of a new column by Harv 
Laser. Harv will be covering Amiga video­
related public domain software and shareware 
for A yrD on a regular basis. There's a wealth 
of useful free and low-cost software out there 
for the downloading, and Harv will point out 
the winners and tell you how to get them . He's 
well qualified, having for years been system 
operator of the AmigaZone section on the 
sadly defunct PeopleLink, which now lives on 
an excellent service called Portal. Harv looks 
at all the PD software for the Amiga, and has 
a good eye for the best. 

While we're on the topic oftelecommu­
nications, I'd like to point out a great new 
product that 's useful for all sorts of things. 

Besides myself, publisher Jim Plant, art­
ist Tom Twohy, and a number of people we 
know have recently purchased the new Supra 
FAXModem, a steal at under $400. This 
9600-baud Y32.bis modem comes with top­
notch software that turns your Amiga into a 
full-fledged Fax machine that handles output 
from any program that can print, and sends 
and receives great-looking faxes. The only 
thing it can't do that a regular Fax machine 
can is send original hard copies, unless you 
also have a scanner. It also comes with a great 
terminal program, A-Talk3 that lets you trans­
fer programs, data files, text, images, and 
more from millions of computers all around 
the world at speeds of up to 14,400 bits per 
second. And a cable! Any modem, and 
particularly this one, adds so much to your 
computer that [ don't hesitate to recommend 
purchase and regular use of this product to 
every AVID reader. It's so fast that it's like 
having the whole world as your hard disk. 

Finally, r apologize for the absence of 
my 3D Perspectives column this mOP-th, but 
we JUSt couldn ' t squeeze it in, what with all the 
other great articles we have for you. I promise 
it ' ll reappear next month. 



, The Only 
Professional 

Choice For 3 iJ 
Object Fonts!! 

Master Pack #1 Master Pack #2 Master Pack #3 

fnk; 

~~-~./:' 
«7 > £' tC%:.<?"l"!'": 

· NEW! AQPoin~ controlled curves for 
\Ul8urpaBsed outline integrity. Get as close 
as you want without "Facet Degradation"!! 

· Object Sides are built so that, with POOng 
Shading turned on, both "Soft" curves and 
"Hard" comers look perfect from any 
camera angle. 

· Custom versions availabl~ for Lightwave, 
Imagine, and Caligari 2. 

· Each 3D Object Font contains Upper & 
Lower case, Numbers and 29 Symbols 

· Complete Tutorial included! 

" ... Extremely Professional...Incredible 
Results ... I highly recommend them ... " 

The Video Toaster User 

" ... Just the Ticket. .. The Fonts look 
great when rendered ... • 
- The Amiga Video Iournal 

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

" ... The Best. .. Buy Them Today ... " 
Imagine Gazzette 

At Fincu Amigo DQaicus or Call 

(510)-439-1 580 

BIoadcast Fonts 3D & AQPolnts.", Trademark. 01 Unlil Graphic • . All other product. are Trademark. 01 their respective companies. Copyright Q 19112 Unlll Graphic. 
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Commodore 
Machinations-

CBM Interna­
tional reduced prices 
on all Amiga models 
(why did they ever 
raise them!?) as of 
June 1st, 1992. A 
2000 (with a J084S 
monitor, a JOOmeg 
hard dri ve, 68030 and 
5 megs of RAM) is 
now $2699.00, a 3000-25/50 (with a 
50meg hard drive, 2megs of RAM, and 
the new A2386SX Bridgeboard) is 
$3399.00, and a 3000T-25/200 multi­
media workstation with a 200 meg hard 
drive, 5megsofRAM, and a 19500r 1960 
VGA monitor is priced at $4499.00. 
(Editor's Note: These are list prices. 
Chances are you'll find them substan­
tially lower at your dealer.) Also touted 
is the new 386SX Bridgeboard, which 
runs MS-DOS 5.0applications at 20MHz. 
It's also nice to see that a fairly extensive 
ad campaign targeted at major multime­
dia publications is also in the works, so 
that the purchasing public will be aware 
of our favorite machine. 

Pixelatorium 
Kreegah! (The Apes in Burrough's 

Tarzan novels used to always yell this as 
a warning of changes in the wind) . Sum­
mer passes quickly, and the winds of 
change are coming! Autumn is always 
the time that you see the most market 
activity in micro-computing, whether It 
be new products or important upgrading 
of previous releases. Two new products 
that [ think should prove to be very im­
portant to Amiga videographic animators 
will either be released in the Fall of '92 or 
the.late summer. .. PixeI3D "Professional" 
(from 2.0) and Draw-4D Pro 2.0. 

~ July/August 1992 

Pixel 3D Professional 
First, don ' t put off buying Pixel 3D 

now because the upgrade is on the way. 
The upgrade will be free to present 2.0 
owners, and if you don't have it now, 

you'll just delay using a superlative 
Amiga product. P3D­
Pro will contain both 
new object file for­
mat converters (ru­
mors are that 
Caligari2 and Draw-
40 Pro will be among 
them , as weI! as 

WaveFront), and 
will also al-

jects once 
they are on 

screen . Pixel-3D 
Profess ional should be the finest Amiga 
object file translatoron the market,just as 
much as its parent 2.0 software holds that 
position today. By the way, keep an eye 
on the excellent Pixel-3D/Toaster tutori­
als Dave Duberman is writing in Video 
Toaster User magazine. (Editor's Note: 
That bribe really paid off!) 

Draw-4D Professional 2.0 
Though I am sworn to secrecy re­

garding certain new tools and techniques 
that the 2.0 version of this software will 
contain, I can tell you this much. Any 
Amiga artist/animator without this pack­
age will be at a severe competitive disad­
vantage with their professional peers. 
That's a big statement, but I will stand 
behind it fully with my personal guaran­
tee! Here again, don't wait for 2.0; get it 
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now . This isdoubly underlined for DCTV 
owners, since Draw-4D addresses DCTV 
in a way that almost makes it DCTV's 
natural animation package. I will be tak­
ing a trip out to Adspec in the Summer to 
get some on-site tutorials from the master 
Greg Gorby himself, so I'll be able to fill 
you in on this software very authorita­
tively in the coming months. 

DCTV Paint 
Digital Creations is very hard at work 

on a major upgrade to DCTV Paint, one 
of the best Amiga paint packages. This 
upgrade will take notice of all of the user 
feedback offered so far, but don't look for 
it (or so I'm told) until October or No­
vember of '92. Much more on Digital 
Creations soon. 

EMPLANT 
For those of you that insist on re­

maining with another platform while us­
ing your Amigas, Utilities Unlimited 
(1641 McCollough Blvd., Suite#25-124, 
Lake Havasu City, AZ 86403 /602-680-
9004) has developed a new mega-emula­
tor. Reportedly, it's a hardware/software 
package called EMPLANT that can emu­
late "virtually any computer using your 
favorite Amiga". Some of the compo­
nents on the hardware may never be used, 
but that's because the company wanted to 
be prepared for all foreseeable eventuali­
ties in the near future. All Macintosh 
computers are emulated. Two forms of 
cards are included, one that fits the Zorro 
slot (A200/2500/3000) and one that at­
taches to the expansion bus (A500/1000 
with "pass thru"). The hardware can in­
clude high speed Mac serial ports and 
"AppleTalk" support, and/or a 7-unit 
SCSI interface.Two to three megs of 
memory and 68030+ is suggested. By 
simply changing the emulation ROMs and 
software, the following systems are emu­
lated (some now and some in the future): 
Mac Ilfx, Mac Quadra, Mega ST, IBM AT 
(386/486). Prices range from $229.95 to 
$379.95 depending upon options. 

Part of the above package is the 
SYBIL hardware interface. This hard­
ware, which I purchased for the Univer­
sity of Vermont, consists of two devices. 
One connects to the parallel port and the 
other to the Amiga video port. If you 
disable the parallel port unit by toggling 
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the switch, you can still pass data through 
to your printer. The unit will read and 
write Mac disks (DS-DD) even from an 
AE high density drive. There is a full 
explanation of how a Mac disk is config­
ured in the documentation. The SYBIL 
hardware is made to work with the Amax 
unit, and will also allow the user to com­
press data. "Calibrate MAC" calibrates 
the hardware for all Mac emulation soft­
ware packages. MAC2AMAX allows you 
to convert a real Mac disk to the Amax 
fonnat. There is also an Amax patch 
loader. "SPEEDCHECK" checks the 
drive heads of all mounted drives. All of 
this comes on SuperCardAMI software 
with the unit. 

PageStream Users 
If you use SoftLogik's PageStream 

desktop publishing software, then J sug­
gest you investigate the I-Koen 
PageStream 2 design guide ($7.50). Be­
sides giving you a quick reference to 
most of PageStream's possibilities, this 
is one of the best-looking printed pieces 
around for print fanatics. It comes on 
thick glossy stock, and contains a wealth 
of useful info in graphical as well as 
written fonn, including: percentage fills 
and line styles as printed to PostScript 
(1270 and 300 DPI at variable dots per 
inch) and non-PostScript (300 DPl) print­
ers; comparisons of screen frequency 
bitmaps; drawing tool explanations; print­
outs of various character sets (the 
DlNGBAT and SYMBOLS are particu­
larly helpful); text and object effects; 
Macros ; keyboard equivalents. Contact 
I-KOEN Design through Soft Logik Cor­
poration, as that's where it is relocating. 
SoftLogik / PO Box 510589/ St. Louis, 
MO 63151-0589. 

Flyin' with the BYRD 
Keep a careful eye on Byrd's Eye 

Software (100 George Bush Drive, Suite 
#25, College Station, TX 77840-2828 
409-764-0536) if you are a Toaster per­
son. Their ToastMaster package is prov­
ing to be a hit as a Toaster addendum. 
Toaster effects can be created and saved, 
the Toaster Switcher can be controlled 
from the WorkBench, border selections 
chosen from 4096 colors, and lots more. 
But that's only the start. So many new 
options are in the process of being in-

~ July/August 1992 

cluded in ToastMaster 2.0 (slated for faU 
release) that this package will definitely 
be a MUST HA VE for Toasties. By July 
4th, a separate program that will be a 
module in the ToastMaster 2.0 upgrade 
will be released. It's a Toaster "Wipes" 
generatorthat wiJl allow you to take regu­
lar DPaint IV two-color anims and trans­
late them into Toaster wipes!!! That is 
exactly what many of the letters I get have 
been crying for. "Soft wipes" can be 
created by dithering your DPaint ANIM's 
edges. Whatever is on the WorkBench 
becomes your Toaster "Key Source", al­
lowing you truly to paint video on video. 
You could even create math-type wipes 
with a program likeThe Director. There's 
a chance it will also contain drawing 
tools , so it can act as a stand-alone prod­
uct, but that is still being debated. This 
product will be marketed as a stand-alone 
package ($150.00) and as a module for 
Toastmaster owners ($100.00) . 

Also coming July 4th from Byrd's 
Eye is a Toaster Project Editor. This will 
allow you to group your favorite effects 
in a bank on one Toaster page, using a 
"From-To" process to remap the banks. 

So ADPro users won't feel left out, 
Byrd's Eye is also developing a program 
called ArtMaster, an addendum to 
ASDG's ArtDepartment Pro software . 
Artmaster ($150 retail, due out August 
15th) is an ADPro sequencer, allowing 
you to batch process files using all of 
ADPro's options along the way. Anims 
can also be loaded in and previewed us­
ing a uniquely designed "Jog Shuttle" 
(designed using Impulse's Imagine soft­
ware), including IFF previews of 24-bit 
files! 

TSE 
Also reworked is the Toaster Se­

quence Editor package from The Byte 
Factory (2317 SW 31 st Street, OKC, OK 
73119-2009 405-631-B YTE). What was 
an adequate but simple manual is now a 
classy hard-covered color piece, and the 
software itself has been upgraded. Capa­
bilities now include the TSE (Toaster 
Sequence Editor) which allows you to 

add, delete, and manipulate Toaster 
Scripted Effects; TPE (a Toaster Project 
Editor) which lets you rearrange and/or 
delete Project files, edit the speeds, and 
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add new effects to any Toaster Project 
file; a great FrameStore Compressor 
(FSC). which finally allows you to grab 
and compress Toaster files in non-com­
pressed format and compress them with­
out going to ToasterPaint first; and 
samples of new custom wipes. A quick 
reference card is also included. 

ASDG 
Perry K. and Company, the enter­

prising crew at ASDG in Madison, are 
continually working to market and en­
hance their ADPro package. The latest is 
a summer promotion that offers a $10.00 
rebate to all North American customers 
who haven't yet registered their ADPro 
software. The offer is good from June 1st 
to August 31 st, and a nice color poster is 
being sent to users to advertise the deal. 
Reportedly, only about a quarterto a third 
of all Amiga users register their pur­
chases. That's not wise to say the least. 
All Amiga software is constantly being 
upgraded, and if you don't register, no 
one will know who you are so that new 
information can be sent your way. 

Disks 
I order disks in bulk from MEl Micro 

Center (800-634-3478), and have been 
doing so for a couple of years. Prices are 
great, and if you get defective product, 
it's exchanged very promptly. 3.5" DS­
DO are 33 cents each per pack of 25, 
while DS-HD disks are 59 cents each per 
pack of 25. Add a few dollars for S&H 
and labels, and you have a good bargain. 

GVP 
Great Valley Products has announced 

the release of the A530 Turbo card for the 
Amiga 500 series. It features a 40Mhz 
68EC030 CPU, and has the capability to 
add up to 8MB of32bit wide 60ns DRAM, 
in I, 2, 4, and 8MB increments. Also 
released is a 68040 accelerator card, the 
G-Force 040, an I/O extender featuring 
two serial ports and a bi-directional par­
allel port, and Phonepak VFX, a Fax/ 
Phone-mail system for the Amiga 2000. 
GVPcontinues to push the Amiga wagon 
ahead. 

QBS.O! 
What?! You don't have backup and 

archival software for your Amiga hard 
drive? Better get crackin' . The features of 



SCJ2~~~-MAI\~J2 
lets your AMIGA turn this ... 

into II:E 
this .. 
~ 

t/ TURN ON YOUR AMIGA 

t/ PUT IN A DISK 

t/ CALL UP AN IMAGE 

SCI2~~~-MAI\~12 
100 READY-MADE 

BACKGROUND IMAGES 

SCREEN-MAKER images are 
created on mainframe 

broadcast computers, and 
digitally transferred to meet 

AMIGA 24-bit IFF specifications. 
SCREEN-MAKER images were designed to help TV 
broadcasters, cablecasters, and major television production 
cenlers creale 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, Dcrv, 
Color burst, 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 must have a hard disk, but you may keep 
the images on the original floppy disks, or use 3 MegaByleS 
to store them in their compressed form, or up to 100 

The Digital Graphics Library, Inc. 
1382 Third Avenue . Suite .333 . NY NY 10021 

Phone: (212) 978-8608· FAX: (212) 879-0707 
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MegaB ytes to store them in their uncompressed form. 

Call your AMIGA dealer for 

SCI2~~N-~I\~12 '1.'1 
100 color images in 24-bit IFF 

$99.95 
Suggested list price 
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Quarterback 5.0 are many, and many of 
the many are new : supports up to four 
floppies for backup and restore; an op­
tional and variable compression scheme 
for backups; full tape control; selected 
files backup;verifies data as it is written; 
full Macro and ARRex support; 
WKBNCH 2.0 compatible; a new 2.0 
like interface; ... and more. By the way, 
better get Quarterback Tools while you're 
at it. It's saved my life many times over. 
Contact New Horizons / 206 Wild Basin 
Road, Suite 109 / Austin, TX 78745 . 
(512) 328-6650. 

Carina, Carina ... 
Amiga videomators enjoy placing 

true sky backgrounds behind their ani­
mations, and one of the best packages 
that lets you accomplish just that is Voy­
ager from Carina (830 Williams St., San 
Leandro, CA 94577 .. 510-352-7332) Soft­
ware. This package has just gone through 
an update (now version 1.1), and several 
fixes and enhancements are reported: 
1. As long as you have a hard disk and 1.5 
megs of total RAM, you can now display 
HAM and Hi-Res IFFs from within the 
program (planetscapes, galactic clusters, 
etc.). 
2 . Speed has increased by about 2x. 
3. Overscan and PAL are supported, as 
long as your memory is fat enough. 
4. "Show Sky Only" allows direct appli­
cation for video recording, with no menu 
bars showing. 
5. Planet tracking has been enhanced. 
6 . Sky views have been greatly improved. 
7. The Zoom Box now includes 12choices 
for speed. 
8. "Planet Gallery" has user selectable 
time steps. 
9. More Sky Figures have been added. 
10. Minor bugs fixed. 

Video Services 
Very few Amiga artists/animators 

have all of the equipment thatis needed to 
go from the idea stage to finished product 
on tape. Usually, Amiga professionals 
depend to a varying degree on a nearby 
professional studio to dump finished work 
to tape. If you are not fortunate enough to 
be close to a studio for this purpose, and/ 
or are somewhat strapped for funds (and 
who isn't! ?), the Biographix Corporation 
may be able to answer your needs ... 
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Biographix Corporation 
1000 Dundas St. East / Suite 6 
Toronto, Canada M4M IR7 
(416) 465-2056 
They can accept 44 and/or 88 Meg 

Syquest cartridges, or send files by mo­
dem (including LightWave scene and 
objects) for rendering and recording. Rates 
and Terms as of June 1992 are as follows: 
A. Pre-rendering uti lizes a 50MHz Amiga 
68030 and saves to hard disk at $20.00 an 
hour. 
B. Recording (all 1 st generation) from a 
Syquest is charged at $1.25 per frame. 
C. DPaint animations on a floppy is 
$200.00 an hour ($50.00 minimum). 

Tape stock is extra, and includes Hi-
8 Metal Particle (60 minutes at $20.00), 
3/4" SP (10 minutes at $25 .00), Betacam 
SP (five minutes at $40.00), 02 (five 
minutes at $50.00), and one-inch (one­
minute minimum, and $5.00 for each 
additional minute). Available formats in­
clude: Hi-8, BVU 3/4" SP,BVW Betacam 
SP, one-Inch, and 02. Most formats in­
clude address track time code and/or full 
sync channel and time code. 

Show me yours and I'll show 
you mine ... 

Send me your specs, especially if 
you are involved in the professional end 
of Amiga videographic applications. As 
for mine , I've already confessed to you 
often enough that I use a studio for edi ting 
work, so I don't have to own high end 
recorders right now. 1 do have a vintage 
Jve portable 3/4" deck, however, and 
VHS and Betamax decks. Now let me 
bring you up to date on the rest of my 
stuff. 

To begin with, I own just about every 
Amiga graphic design and art/animation 
package ever produced. Many were never 
upgraded , and a handful are packages 
you've never heard of. These reside in 
two ten drawer cabinets that I had spe­
cially constructed for floppy storage. Each 
drawer holds approximately three-hun­
dred disks, and the drawers are just about 
filled to capacity (!). Some of the drawers 
contain my own art and animation work 
as well. Additionally, I have a small 
wooden box that holds about four hun­
dred of my most used software disks at 
hand near the computer. I would estimate 
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that I use about twenty packages con­
stantly (many are al so on my hard drives), 
and about another twenty some of the 
time. The rest are there "just in case". My 
desk is also piled with disks, and never 
seems to get cleared. r also own the 
Chroma Key device, which I plan to up­
grade to the ChromaKey II. During the 
coming year, I hope to be able to purchase 
a "Floptical" drive, so that I can better 
consolidate my software for daily use. I 
also plan (economics willing) to purchase 
a Personal TBC-II this year, and perhaps a 
single frame controller (optional). 

I own two Amigas in my home stu­
dio, and another two at work. At home, I 
have a 2000 with 9 megs of 32bit RAM, 
GVP 68030, two hard drives (a 90 and a 
40 meg), Toaster, "Live", SuperGen 
Genlock, DCTV, ColorBurst, HAM-E+, 
4 floppies (2 3 1/2" and 2 5 1/4"), XT 
Bridgeboard. other IBM cards, 1080, 
VGA, C 128, and Green Screen Monitors, 
and a "Power manager" (fancy extension 
cord). I also have an Amiga 1000 with 5 
megs of RAM, PP&G FrameGrabber, 33 
1/2" drives, Polaroid palette with the "Liq­
uid Light" controller, and the NewTek 
DigiView system. 

I have two printers: a Canon PJ inkjet 
(seldom used anymore), and an HP­
LaserJet (4 megs of memory, Resolution 
Enhancement, and a real PostScript car­
tridge). Much color digitizing is accom­
plished with a JX-IOO color scanner. I 
also operate a fairly complex MIDI stu­
dio for soundtrack work (film and video) 
with about two dozen of the top Amiga 
mus ic packages. My synths include a 
MIDlA Musicbox and a Yamaha TG-33. 
They can be controlled by my casio 1000, 
my KAT mallet controller, and/or my 
Yamaha digital sax . Just for kicks, I also 
play with the "PitchRider" unit and the 
"MindLight 7" (ever heard of them?). 
With all of this stuff I create animations 
for regional network broadcast, instruc­
tional and educational videos, music 
scores, and along list of software prod­
ucts for my Amiga targeted company 
"Eyeful Tower Communications". Send 
me your configuration, and tell me what 
you do with it. Discerning minds want to 
know. That's all for now. ENJOY! See 
you in ROMuian space. 



BY LEO MAHTIN 

NOW SHIPPING VOL. I, II & III! 
For Your Serious 3D Project. .. 
Superior Quality in 3D image wrapping 

and reflection mapping. 

COMPLETELY SEAMLESS! 
Pro-Textures offers a wide selection of professional 

texture images in high resolution 24-BIT IFF format. 
*HAM versions of all images are also included 

PLACE YOUR ORDER NOW $ 69 95 ea 
for Volumes J-3! •• 

Transporter is an advanced, next generation animation control program designed to 
meet the ever increasing needs of the professional Amiga animator. For those requiring 
more flexibility for single frame to tape configurations, TRANSPORTER IS A MUST! 

********************************* 
A FEW OFIHE MANY FEATURES SUPPORTED: 

• Allows you a great deaJ of flexibility in generating scripts 
of pre-rendered frames to tape. 
• Set up loops, reversals, and frame repeats quickly and easily. 
• Features timecode display and insert editing capability. 
• Sequential frame grabbing & time lapse recording. 
• Batch conversions with AREXX, ADPro, and Image Master. 
• Configure Transporter to include your own conversion scripts. 
• Build & Rip OPT-5 anims & single frame them to tape. 
• With Air-Link, send your animations out to ANY VCRI 

DEVICES SUPPORTED: 
* Amiga Display * Colorburst * DeTV * Firecracker 24 * HAM-E 

* Impact Vision 24 * Video Toaster * 
NEW DEVICES: AVideo 12&24 * OpalVision 'DMI Resolver * 

CONTROLLERS SUPPORTED: 
* Air-unk * BCD 2000A * BCD 5000 * DQ-Taco * Mini-Vas * V-Lan * 

BEAM YOlJHANIMA TIOA'STO $ 249 95 
VIDEO TAPE THE LOCICAL WAYI • 

A~~~ters (813) 977.6511 De~~1o~~~~ies 
TANIPA 

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

video production. 
-Excellent quality 
genlock with video 
pass-thru. 
-Luminance keyer & 
chroma keyer that 
keys on ANY color! 

-Can be used as an electronic color splitter 
-Hundreds of key effects and faders for BOTH 
graphics AND video! 
-Together, RocGen Plus and RocKey make up 
the most affordable platform for desktop video 
production. 

Summer Special! $ 599.95 

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

-High quality quantum 
52MB LPS hard drive 
-Ergonomic case 
perfectly matches the 
A500. 
-2 Position game switch 
to disable expansion 

RAM or RAM and hard drive together for FULL 
game compatibility without losing memory! 
-External SCSI Port for external SCSI devices 
-Built-in memory board expandable to 8MB using 
lX8 or lX9 SIMMS! 
-External power supply with auto power sensor 
included! 

Summer Special! $ 499.95 



· Column! 

Techniques for 
LightWave 3D Users 

© 1992 by David Hopkins 

Well, here it is, almost 
September. .. and something tells me that 
this is going to be a pretty big season in 
the LightWave world. I say that because 
new products are bouncing out of every 
corner. Here's an overv iew of some of 
the more exciting items ... 

New Broadcast Fonts 3D 
Unili Graphics has done it again. 

Just when you were starting to get as 
tired of Microbes, Brush Stroke, and 
Paladium as you are of LightWave's 
Common, two (count 'em) two new sets 
hit the market! These two sets, under the 
original names of "Master Pack 2" and 
"Master Pack 3", each contain nine in­
credible fonts. If you thought the first 
pack was good, you'll love these! Fig­
ure I shows a sampling of them. 

It seems that Unili has come up with 
some sort of software that converts out­
line fonts to those that we in the world of 
3D can use. This program actually cre­
ates a point for every six-degree turn in 
the object, placing lots of them where 
curves are tight, and fewer when they 
aren ' t. What results is an astoundingly 
smooth set of characters without facets! 
Add to this the fact that the fonts are 
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designed to fully support the quirks of 
Phong shading, and you have typestyles 
that are truly broadcast ready' 

I've been a supporter of Broadcast 
Fonts 3D since the first pack, but I'm 
even more so now. If you do a lot of 
animation, you need all of them. Don't 
even bother to finish reading this col­
umn, run out and buy them! 

Animatrix Modeler 
There's a fellow out in Edmond, 

Oklahoma, who is doing some very nice 
work on the 3D modeling front, under 
the name duBois Animation. His prod­
uct, Animatrix Modeler, is one of the 
more "natural" approaches to modeling 
that I've seen yet on the Amiga platform. 
While there aren't a lot of bells and 
whistles (yet) in the package, what it has 
needs to be experienced to believe. 

The entire program is bui It around a 
single viewscreen (shown in Figure 2) 
upon which you perform your modeling. 
If you want to change the shape of the 
object, simply click on a point and drag 
it. Any polygons connecting are changed 
appropriately, in pretty close to real­
time. The wireframe polygons are shown 
with various shades of gray to give a 
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better illusion of depth as you are work­
ing. If you want to see how the object 
will look solid, just click on the poly­
gons to make them so. This is a really 
slick package! 

There ' s just one catch. It doesn't 
support LightWave. Well, not exactly. 
You see, Animatrix allows you to load 
and save objects in its own format, Sculpt 
40, Turbo Silver/Imagine, or 
VideoScape .geo format. What this 
means is that you can save a file out in a 
LightWave readable format (Sculpt or 
VideoScape), bu t once you make changes 
to it in LightWave, you can ' t bring it 
back. I've spoken with Jon duBois , the 
programmer, and after I pointed this out 
he assured me that he'll put the proper 
routines in right away. He claims he 
hadn't done this previously because 
NewTek advised him that the LightWave 
object format was changing so quickly that 
it would be outdated right away. Hmmm ... 

If you're looking for an interesting 
modeling package to begin construction 
of objects with, check this one out. It's 
pretty nice! 

Taming The Wave 
No doubt you are aware by now of 



Make A Statement with: 
KARA FONTS , • 
Hi-Res ColorFonts 
for ColorFont Compatible Programs. 

$ 79.95 
Four Hi-Res, 8 color fonts. Cps, Lower 
case, Num+, 3 sizes -Approx. 76,100&125. 
(CHROMEserif, GOLDextrude, GRANITE­
chisel, & MARBLE bevel) . Four Disk Set. 

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

SUBHEADS $ 69.95 
The SAME popular Hi-Resl 0 fonts as in 
HEADLINES, but in two ~ ~ each 
(approx. 72 and 55). Two Disk Set. 

HEADlines 2 $ 69.95 
Four ~, Hi-Res, dimensional 8 color fonts 
in 2-3 sizes each. (GLASS, ChlseISCRIPT, 
EMBOSSED, ENGRAVED). 'FWo Disk Set. 

LDS'Backgrounds $ 59.95 
AnImI1IlI Hi-Res 704,480 overscan Starlields 
in~: Front, Oblique, and Side. Also 
includes 4 AnimObjects. Two Disk Set. 

AnlmFonts®4' $ 59.95 
One Keyboard 8 color font plus animated 
characters. CHROMEchjselSCRlpT Is first 
revealed with static, then the character is 
'burned' on to the right. Two Disk Set. 

AnimFonts®3' $ 49.95 
One Keyboard 8 color font plus animated 
characters . .cAP.S.U.I..E sparkles onto the 
screen wi' X' sparkle highlights. One Disk. 

AnimFonts®2* $ 49.95 
One Keyboard 8 color font plus animated 
characters. aul.UOO rotates onto the 
screen with a Glint of light. One Disk. 

Anim $ 49.95 
One Keyboard 8 color font tus animated 
characters. ChromeSCRlp writes onto 
the screen like handwriting. One Disk. 

'"AnlmFonls Is a Aegistere:d Trademark 01 Kara Computer Graphics. AnimFonls and ST~RFIELDS are compatible 
WIth DPAINT HI. IV, DVIDEO III and other pro-grams thaI use the AN1M and Anlm Brush tormal. 

RAM Req: 1 MEG (kayboard), 1.5 MEG (AnlmFonts), 2 MEG (Startleld.), 2 Disk Drives or HD+1 DIsk 

ToasterFonts 
for NewTek's Video ToasterCG*. 

TOASTER FONTS 4 Five Disk Set - Sug. Retail $99.95 

TOASTER FONTS 3 Six Disk Set - Sug. Retail $99.95 

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

TOASTER FONTS 1 Six Disk S.et - Sug. Retail $99.95 

·Video Toaster and ToaslerCG are Registered Trademarks of NewTek Inc. 
Hard Drive S10rage (Megs):TOASTER FONTS 1 = 6.5 , TOASTER FONTS 2 = 6.1 , TOASTER 

FONTS 3 = 7.3 (3.9 compressed.), TOASTER FONTS 4 = 7.6 mega (3.5 compressed). 

KARA COMPUTER GRAPHICS 2554 Lincoln Boulevard, Suite 1010, Marina Del Rey, CA 90291 (310) 578-9177 



the fact that I also write a LightWave 
column in A VlO's sister publication, 
Video Toaster User. The name of this 
column is Taming the Wave, which was 
spun off from a pet project of mine 
which has been developing over the last 
year and a half. I' m referring to a tutorial 
videotape named Taming The Wave: 
Exploring NewTek's LightWave 3D. 

The TTW tape was conceived to 
provide the maximum amount of infor­
mation possible about LightWave in a 
manner that would be useful to begin­
ners and experts alike. I wanted to have 
the involvement of major LightWave 
talent like Jim Robinson, creator of the 
famous "Please Don't Feed The Dai­
sies" bee animations, and Allen Hastings, 
the program 'screator to review the script. 
Finally, 1 wanted the tape to teach ani­
mation using animation. I'm proud to 
announce that my dream has become a 
reality. Taming The Wave is shipping 
September 27th of this year. The first 
half of the two-hour tape examines each 
and every LightWave option, explain­
ing what it is for, how to use it, and ideas 
for when to use it. The second half leads 
you through a number of tutorials where 
you'll learn everything from how to add 
texture to surfaces and good lighting 
techniques to creating complex special 
effects such as rain, stormclouds, and 
lightning. The package includes two 
disks with useful objects, surfaces, and 
the like, including a Broadcast Font 3D 
from Unili Graphics which you will find 
nowhere else. The Taming The Wave 
Handbook provides truly helpful infor­
mation on LightWave's functions in a 
quick and easy format. The entire pack­
age has a Suggested Retail Price of 
$99.95 , and you can order it simply by 
calling (310) 315-1750 . 

With the assumption that my editor 
won't treat me as a social pariah for the 
rest of my life by my doing this, I have 
decided to devote the remainder of this 
installment to excerpts from the video. 
Enjoy, and, as always, send any tips, 
comments, or suggestions to: 

Mach Universe 
625 The City Drive, 4th Floor 
Orange, CA 92668 
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Excerpts from 
"Taming the Wave" 
Object Dissolve 

There may be times when you wish 
to have an object fade out of, or into , your 
scene. The Object Dissolve options al­
low you to do just that. You may set the 
value using a constant percentage with 
the slider and field, or animate the pro­
cess over time using an envelope. An 
object with a dissolve level of 0% will 
appear completely solid in your anima­
tion, while a level of 100% would result 
in a completely dissolved object. One big 
advantage of Dissolve is that LightWave 
doesn't even attempt to calculate the ob­
ject when rendering if it is completely 
dissolved. An excellent use for this op­
tion is when your camera is no longer able 
to see the object, dissolve it! 

There is, however, one minor prob­
lem associated with the Dissolve option. 
It seems that when you try to use Dissolve 
to fade an object in or out, you often are 
able to see through what are normally 
solid surfaces. If the object has internal 
polygons, you'll be able to see them while 
the object is fading either way. This is 
usually not the desired result, and is eas­
ily overcome by making sure that objects 
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which are to fade in or out do not have 
internal polygons. 

LightWave's Scene Layout screen 
takes the Dissolve setting of an object 
into account when drawing a preview . A 
dissolved object is shown in the Layout 
by a dotted-line box around the object, 
which is only visible when you are edit­
ing the scene. If you produce an anima­
tion preview in the Layout, the object will 
not be visible if it is fully dissolved. If, 
however, the object is not completely 
dissolved, such as when it is in the course 
of an animated dissolve, it will be shown 
as completely visible. Don ' t worry, the 
fade is intact, but the preview has no way 
of illustrating such a thing! If you are 
really unsure of the way a fade is 
occuring, however, you can easily ren­
der a few frames of your animation to 
see for yourself. 

Glossiness 
G lossi ness works in conjunction wi th 

Specularity to define the size of a hotspot's 
halo. If an object has a Specularity set­
tingofO, Glossiness settings won 'tchange 
a thing. When Glossiness is set to High, 
the hotspot will be very tight, with virtu­
ally no halo effect surrounding. A Low 
setting would result in a very loose 
hotspot, with a fairly large halo, while a 
Medium setting would be somewhere in 
between. 

An animation in the video, a frame of 
which is seen in Figure 3, shows the 
results of the three Glossiness settings 
upon blocks with a Diffusion level of 
50% and a Specularity level of 85%, 
progressing from Low, then Medium, 
and finally High. 

Reflection Map 
Specularity and Glossiness do not 

cause a surface to reflect the items around 
it in LightWave 3D. This is controlled by 
yet another option, Reflection Mapping. 
An integral part of using the reflection 
abilities of LightWave is the reflected 
Image setting which appears immedi­
ately beneath it. If no image is specified, 
the surface will reflect anything in the 
environment, whether they be other ob­
jects or backgrounds. When an image is 
specified, however, the surface will re­
flect only that image. 

True environment reflections only 







occur when the Trace Reflections option 
is turned on within the Camera area of 
LightWave. It also takes quite a lot more 
rendering time. 

Reflections have a couple of minor 
limitations. First, single points do not get 
reflected. What this means is that if you 
have a sky fu II of stars which are all one 
point polygons, you won't see them re­
flected in the surface of a Jake, for ex­
ample. Second, images placed in the 
background using the Backdrop options 
don't get reflected. 

Light Falloff 
The Falloff setting may be used only 

with Point or Spot light source types. It 
controls the speed at which the light dis­
sipates as it moves away from the source. 
Falloff is specified as a percentage that 
defines the amount of light reduction per 
meter. If, for example. you had a Point or 
Spot light set to a 50% Falloff, the light 

one meter from the source would be half 
as bright as the light at the source. A 
100% level would mean that the light has 
no effect at all on surfaces further than 1 
meter from the source, while a setting of 
0% would cause the light to continue 
infinitely in an unchanged state. 

Trace Shadows 
The Trace Shadows option causes 

lightWave to calculate accurate shad­
ows as would be cast by light sources set 
as shadow casting sources. If none of the 
lights in the scene are capable of casting 
shadows, this option would be a complete 
waste of time . Equally, if none of the 
objects in the scene have their shadow 
options turned on, this option would also 
be pointless. Due to the fact that this is a 
Ray Tracing option, rendering times in­
crease dramatically when it is turned on . 

Note that if your scene contains a 
generated backdrop, such as a gradient, 

image, or solid color, it will receive no 
shadows . This includes the default 
"ground and sky" backdrop colors. These 
items do not "exist" in the 3D environ­
ment. If you need the backdrop to receive 
shadows, you must use an actual polygon 
with the desired image, if any, texture 
mapped upon it. 

Contact Information: 

Unili Graphics 
Broadcast Fonts 3D 
143 Lorraine Avenue 
Pittsburg, CA 94565 
(510) 439-1580 

duBois Animation 
Animatrix Modeler 
1012 N. Chal1rand #F 
Edmond, OK 73034 
(405) 348-4670 

How do you fit 7380 backgrounds 
on a single disk? 

Pro Fills revolutionary program a lIows you to instantly 
select anyone of 123 different background screens 

and choose from 60 different palettes. 
Pro Fills patterns and textures are IFF compatible brushes and can be used 
with fill taols , tile functions or as full screens in any IFF compatible program. 
Great for 3-~ applications. High resolution and interlace patterns included. 

*****"It isfast, compatible with Colorfonts, and multitasks well. It gives very professional results." Amiga World, July 1992 

2.0 with Screen Generator program. Only $49.95 
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JEK Graphics 
12103 S. Brookhurst SI. E-125 
Garden Grove, CA 92642-3065 
(714) 530-7603 
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· Column! 

Hello, and welcome to another 
installment of Doug's Deluxe Paint IV 
Tips! If you've been following this col­
umn, then you know that I've been taking 
you step-by-step through the creation of 
"The Stone Reflection" (see above) . 

In Volume 3, Issue 5 of AVID, I 
showed how I created the shaded perspec­
ti ve checkerboard background. I n Vol ume 
3 Issue 6, I taught you how to make the 
slab of rock with the chiseled text on it. 
This issue, I'm going to combine the stone 
slab and the checkerboard ground together 
and add a reflection into it as a finishing 
touch. If you haven't done the last two 
tutorials, there's still a lot of tricks you 
could learn from this. If you're interested 
in back issues, they're available from 
A VID. Ready? 

Part Three: The Reflection 
The reflection of the stone slab on the 

checkerboard is the fmal step to do before 
your image is finished. It's a great tech­
nique that provides professional results, 
and it's simple to do. 

1. Darken the stone slab 
To make the reflection, we're going to 

make an upside-down dark version of the 
slab (for the black checkerboard squares), 
and an upside down light version for the 
ligh.t squares. To darken the slab (that you 
created in part two), you'll need it loaded 
in. If DeluxePaint asks you if you want to 

July/August 1992 

© 1992 by Doug Shannon 

switch to a different resolution, select Yes. 
After it' s loaded in, we need to flip it upside 
down, since it's going to be a reflection. To 
flip the image, select Flip/Yert from the 
Picture menu. After a brief pause, your 
image will be upside down. Now to make 
it darker. To do so, press CtrJ-r to open up 
the Ranger. Make sure your range runs 
from Black to White, with no empty slots 
in between, and starting in the leftmost 
slot. We'll be using the Shade Mode, and 
the Shade Mode won't work correctly un ­
Jess your range is set as described above. 
Pick up the whole upside-down stone slab 
as a brush (press b), making sure to leave a 
copy of it on the screen, and select Shade 
mode. When S hade mode is on, your cus­
tom brush will tum to a solid color (the 
color you have se lected). 

Position your brush directly over the 
original, pixel for pixel. Click the right 
mouse bunon three times. Examine your 
image. Each time you click with the right 
mouse button, DeluxePaint makes the im­
age a little darker. After three clicks, it's 
pretty dark, but the're still a lot of detail in 
it. Save this image. We'lJ use it later. 

2. Lighten the stone slab 
To do this, just repeat step I, but 

instead of clicking the right mouse button 
three times, click the left mouse button 
three times. In Shade mode, when the left 
mouse button is clicked, your image gets a 
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little lighter. After three clicks, it's pretty 
light. Save this image, too. 

3. Make a stencil 
Todo this, load up yourfinished shaded 

checkerboard you completed in part one. 
Jump to your swap page (pressingj). Press 
j repeatedly to jump back and forth be­
tween your two images. You should have 
the upside-down lightened slab on one 
page, with the checkerboard on the other. 
Both images should look normal. If the 
colors look wrong on one of the images, 
then you'll need to remap it. To remap, 
jump to the image with the wrong color and 
se lect Remap from the Color menu. Jump 
to the screen with the perspective checker­
board. Press Shift-- to bring up the Make 
Stencil requester. We're going to stencil 
out certain colors so that when we stamp 
down our lightened upside down brush on 
the checkerboard, only the light squares 
will be drawn on . Click on the swatch of 
black (it should be register II), so that it 's 
flagged . Then click on the Make button. 
Your stencil is now complete. 

Jump to the image of the upside down 
lightened slab (press j), and pick up that 
slab as abrush. Jump back to the image of 
the checkerboard. The stencil will be on, 
and your brush will only appear in the sky 
and the light checkerboard squares. Posi­
tion your brush on the bottom of the screen, 
around where you think the reflection 
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should be. Stamp it down. It should look 
like Figure I . 

4. Make another stencil 
To do this, Press Shift-- again, and 

select Inverse. Now every color but black 
should be flagged . Select Make. Now jump 
to the swap page, and load in your upside 
down darkened stone slab. Pick it up as a 
brush and jump back to the perspective 
checkerboard. With the new stencil, your 
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brush will only be visible on black. Posi­
tion it so that it matches up with the light­
ened one. Stamp it down. It should look 
like Figure 2. You're almost done! 

stamp down the stone right over its reflec­
tion. Does it look finished? Well, it is! 
There's another way to do the reflection, 
using the translucency effect, but itdoesn 't 
look as good as the way I described above. 
There's plenty of cool effects you can get 
using my reflection technique, it just takes 
some experimenting. Well , that's all there 
is for now, so, until next time , happy 
DPainting' 

5. Put the stone in the picture 
On your swap page load in your origi­

nal rightside up normal stone slab in and 
pick it up as a brush. Jump back to the 
checkerboard picture and press the' key 
(unshifted -) to tum off the stencil and 
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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 
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T his month I offer a tip for each 
slice of the Toaster. .. 

Toaster Paint 
Did you know that Toaster Paint 

(2.0) can load and save Macintosh PICT 
files? Many people don't however, since 
there is no pull down menu in Toaster 
Paint that allows you to do this; you need 
to use the Amiga's command line inter­
face (CLI). Here's how to load and save 
PICT files: 

In the Toaster directory on your hard 
drive there are two programs )lamed 
ReadPict and WritePict. 

To Load a PICT image into Toaster 
Paint: 
I) Load Toaster Paint into memory by 
clicking once on its slice. 
2) Go to the WorkBench screen from the 
Switcher by using the Cti-CtI-AIt-Alt hot 
key sequence. 
2) Open a shell or CLI window and type 
"cd" (change directory) followed by the 
name of the directory where your Toaster 
is instaJled (e.g. "cd DHO:Toaster"). After 
typing this press the Retum key. Do not 
type in the quote marks. 
3) Type ReadPict then the complete 
name of the PICT file you want to load 
(e.g. "ReadPict DFO:Fish.pict"). Hit the 
retu'rn key. 
4) You will notice disk access and then 
the cursor will reappear. Now the PICT 
file is loaded into Toaster Paint's RGB 
buffer. You will want to render it to the 
program output by loading ToasterPaint 
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or Toaster CG. 
a) In ToasterPaint, the image should ap­
pear on the canvas as soon as you enter 
the program. 
b) In ToasterCG, you can display the 
contents of the RGB buffer by creating a 
frames tore page (FI, then F4), setting the 
background to use the ToasterPaint can­
vas (Alt-F3, then F2), and then rendering 
the page (F9). 
5) You could now save the image as a 
frames tore or, using ToasterPaint, as an 
IFF RGB file. 
To save a PICT image from Toaster Paint: 
I) Enter Toaster Paint and load in an 
image. 
2) Return to the Switcher from 
ToasterPaint then go to the WorkBench 
screen by using the ctl-ctl-alt-alt hot key 
sequence. 
3) Open a shell or CLI window and type 
"cd" followed by the name of the Toaster 
directory. (e.g. "CD DHO:Toaster"). Hit 
the return key. 
4) Type W ritePict then the complete name of 
the PICf file you want to create. (e.g. 
"WritePict DHO:VTLogo.pict") 
5) Your newly created PICT file will now 
be stored in the location that you selected . 

Further Tips 
If you copy the Readpict and 

Writepict commands from your Toaster 
directory into your C: directory, you 
would not need to first "cd" to the Toaster 
directory before using the commands. 

Using a directory utility such as Di-
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rectory Opus (Inovatronics) that allows 
you to customize gadgets, you can set up 
a button that allows you to select a file on 
a floppy or hard disk and then automati­
cally read or write it as a PICT file by just 
clicking on the appropriate button. 

OK, you now know how to read and 
write those PICT files, but how do you 
get the PICT file from the Macintosh to 
your Amiga or vice versa? Since your 
Amiga can't read Macintosh formatted 
floppies, you have to have an alternate 
method. There are five ways that I know 
of for transferring files: 
I) With telecommunication soft -ware, 
you can modem the file to or from your 
Amiga. 
2) Using AmaxIl you can emulate a 
Macintosh on your Amiga and convert 
small files from the Amiga floppy drive. 
3) With Mac 2 Dos (Central Coast Soft­
ware) you can read and write to Macin­
tosh 400K and 800K floppy drives. You 
do need a standard Mac-compatible ex­
ternal drive connected to your Amiga 
with a special interface. 
4) Progressive Peripherals' Double Talk 
board is a card that Jets you network 
Amigas together using an Apple Talk 
like network . You can also network an 
Amiga to a Mac with the DoubleTalk 
board. 
5) System 7 for the Macintosh has an 
Apple file exchange utility. Using this, 
you can write a Mac file onto an MS-DOS 
disk using the Mac floppy drive. Using 



Stuffing a Video Toaster™ 

card into the powerful 

(but small) Amiga 3000™ 

is a bit like getting a giraffe 

into a business suit. .. 
they just don't fit! 

At least until now! 
The Toaster CozzyTM not only 
comfortably holds your Toaster 
board, but also powers it! We even 
include a built-in black burst 
generator for video sync with 5 BNC 

outputs. That's not all, the Cozzy 
hardware is set up to accept a 
second video card later this 
summer! All this while not voiding 
your warranty on the Toaster card 
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complete workstations based on 
the newest Commodore Amiga 
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Dos 2 Dos (Central Coast Software) on 
the Amiga, you can read MS-DOS disks 
using the Amiga's drive. 

Chroma FIX 
Chroma F/X always render into DV I. 

If you are rendering the effects from the 
Chroma FIX Slice, they will load into 
DV I on the Program bus. If you are 
rendering them from the Switcher using 
the user-defined preset effects on the F 
bank, they will render into DV I on the 
Preview bus. You can switch sources, 
selecting anything but DV I, and change 
the image that the Chroma effect is work­
ing on. Chroma effects can be brought on 
or off the prograitJ by using any effect that 
does not digitally affect the video source. 
As soon as a digital effect is attempted, 
the framebuffers have to be cleared and 
the chroma effect is lost. 

CG 
Key pages can be digitally flipped, 

tumbled, rolled, etc, onto or off of the 
program. Here's how: 
1) Enter the CG and create a key page 
(F3). When finished, ESCape back to the 
Switcher. 
2) Load the page from the S witcher (D V I 
or DV2 will be blinking on the Overlay 
bus). 
3) Bring the page up on program by 
pressing the spacebar and then press the 
spacebar again to take the page off of 
program. 
4) Click on any effect to get out of CG­
control mode. 
5) Tum on the luminance keyer and set it 
to key out black by clicking on the scis­
sors (or pressing the [ key) until they are 
blinking black. 
6) The key page you created is still in one 
of the buffers (unless you accidentally 
clicked on the freeze button). Bring this 
image up on the Overlay bus by clicking 
on the proper buffer. Make sure you have 
a different source selected on the Pro­

gram bus. 
7) Adjust the clip level until the black is 
keyed out and the image looks the way 
you want. Then tum off the keyer by 
clicking on the scissors or hiLLing the 0 
key on the keyboard. 
8) Select the buffer that contains the key 
page on the Preview bus and then tum on 
the keyer so it is set to black (there should 
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be no source selected on the Overlay bus 
and a different source se lected on pro­
gram). 
9) Choose any digital on effect (if you're 
not sure what that is read the Toaster 
Tricks column, AVID Vol #3, issue #5) 
and execute it. 

When you execute the effect you 
will notice that since the keyer was turned 
on, the source that was in preview auto­
matically gets keyed over the program 
and you see just the text coming on or off. 

Switcher 
Positionable effects can be se t up 

and executed two different ways: 
I) Choose a positionable effect (they're 
on the D bank) and using the right mouse 
button, sta rt to execute the effect. When 
the video image is the size you wish, let 
go of the mouse button. You can now 
move the mouse anywhere on the sc reen 
you wish. When the image is where you 
wish , press the left mouse button. This 
sets the " key Frame" for the effect. When 
you execute the effect from here on out 
(until you use the right mouse button 
again) the effect will come on (or off if 
you use an "off' positionableeffect) from 
the key frame position . 
2) If you go through the above process but 
set the key frame by pressing the spacebar 
rather than the left mouse button , you will 
create a "stop position" in the effect. When 
you now execute the effect, the image will 
stop at the position and size you set with the 
spacebar. Pressing the spacebar again will 
continue the effect from the stop position. 
If you hold the shift key and press the 
spacebar, you will send the effect back to 
where it came from. This is a great way to 
bring in an over-the-shoulder graphic and 
then send it back. 

Preferences 
If you've ever noticed that your pro­

gram or preview output appears "hot" or 
you sometimes notice ghost images, your 
termination settings may be to blame. 
Termination for the four live inputs can 
be set to on or off in the Prefs slice. 
Normally they should all be terminated 
(pushed in). The end of a video signal 
needs to be terminated - such as at the 
Toaster or at the last monitor in line. The 
only reason you would not terminate the 
video signal at the Toaster is if you were 
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teeing off to another device. For instance, 
let ' s say you were running one camera 
source to two Toasters. The video signal 
goes to the input of the first Toaster and 
tees off to the second Toaster. The first 
Toasterneeds to have its termination tumed 
off and the second should be turned on. 

LightWave 
The size and number of bitplanes an 

image (or a brush!) has determines how 
much memory it takes up when loaded as 
an image in LightWave. A 752 x 48024-
bit image from Toaster Paint always takes 
up 1058K of RAM when loaded. [t 
doesn't matter how many colors the im­
age contains. Therefore, you can scale a 
24-bit image down in a program [ike 
ADPro (ASDG) and even though the 
image is still 24-bit, it will take up less 
RAM when loaded into LightWave. The 
smaller you can get the image, the less 
RA M you wi II use. Another good way to 
sca le the image down is to use Toaster 
Paint's Texture Map mode and shrink the 
image down, and then cut it out and save 
it as a brush. Remember to always cut it 
out as a rectangular brush and try to keep 
it in increments of 64 pixels wide for the 
best results in LightWave. 

Modeler 
[f you cut a polygon, all the points in 

the polygon get cut also (unless they are 
part of other polygons). To cut the poly­
gon but keep the points, you would have 
to choose the polygon, then select all the 
points and then choose Remove Points 
from the Polygon menu. It 's easier if you 
just choose all the points in the polygon, 
choose Cut and then choose Paste. The 
points will be pasted back in without the 
polygon. 

Watch this space next month for 
more Toaster tricks. 

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

Tips, tricks techniques and questions 
can be sent to: 

John Gross 
Alpha Video 
7836 2nd Avenue South 
Bloomington, MN 55420 
Electronic mail on Compuserve 

71740,2357 



when you want the POWER ... 
"No other product takes advantage of the Amiga's graphics and sound 
hardware quite as wen. " 

New Media magazine, June 1992 

"The degree with which Direcor2 lets you fine tune your presentations is 
nothing short of incredible." 

.info magazine 

"I just can't say enough about The Director Version 2. I am completely 
overwhelmed at the amount of new material in this upgrade ... " 

AmigaworJd magazine 

"Director2's documentation is superb." 
.info magazine 

" ... this amazing piece of software is not only chock full of new features, 
but is also easier to use." 

Amigaworld magazine 
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. Column! 

FREE (or almost free) 
video and graphic software from the public domain 

Welcome to the first in a con­
tinuing series of articles about the vast 
universe of freely-distributable graphics 
and video-oriented Amiga software. This 
realm of programs and files is often mis­
takenly labelled " public domain"but more 
on that shortly. 

This column will have a narrower 
focus than the one I used to write for the 
late .info Magazine. You won't be read­
ing about games here, nor text editors or 
disk utilities or grocery list managers . 
You read AVID for news and articles 
about Arniga videoand graphics, and that's 
what this column's prime focus will be. 

We'H cover low-cost and free soft­
ware that can help you create and manage 
your still pictures and animations, tools, 
accessories and 3D rendered objects. And 
from time to time we'll take a look at 
what some of the most talented Amiga 
artists and animators are up to, and where 
you can set source copies of the work they 
choose to distribute to the public. 

One thing I'm not going to do is to 
presume to tell you that you should not 
buy commercial software. While there 
are literally hundreds, perhaps thousands 
of free or nearly free programs out there 
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for dealing with Amiga graphics, and 
many are written by extremely talented 
developers, often your best solution is to 
plunk down some cash for one of the 
better commercial offerings. 

Although free software is great, and 
many authors do care about and support 
their users, most of them aren't writing 
software for a living--they have a regular 
day job and limited time and resources to 
hand-hold you when you run into a snag. 
You often have to tum to other users for 
free-software support. 

Commercial products have compa­
nies who stand behind them. The better 
titles have been rigorously beta-tested by 
expert users before the disks are dupli­
cated. But if and when you have prob­
lems (and you almost always will), a 
commercial product comes with a safety 
net called "after sale support" which takes 
the fonn of a tech line phone number for 
registered owners, usually a more com­
prehensive printed manual, and, hope­
fully , the expertise of the dealer from 
whom you purchased it. And where 
freely-distributable programs usually 
have a somewhat limited range of fea­
tures, and it might take some scouring 
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around to find three or four programs to 
finish your job, one commercial package 
could have all the features you require, 
wrapped up in one nice interface. Finally, 
in many cases, there simply are no free 
programs or packages to do what you need. 

Let's return to that tenn "public do­
main". The software that will be dis­
cussed in this column falls under a num­
ber of categories that are often lumped 
under the heading of "public domain." In 
its true definition, public domain means 
exactly that: a program or file or picture 
or object belongs to the public. Every-

. thing the U.S . government produces is 
public domain, since it's all paid for with 
our tax dollars. 

By declaring software to be PD, its 
creator has explicitly given up all rights 
to it. Anyone who possesses PD software 
can use it, trade it, copy it, sell it, or 
modify it. It belongs to no one and to 
everyone. If you create software, think 
seriously about it before you release it as 
PD; you are giving up all rights to your 
creation, now and forever. I've seen 
programs with "about" windows or docs 
that say something like "Copyright 1992 
by Joe Schmoe and released into public 



ADVERTISEMENT 

Syndesis Corporation announces InterChange Plus! 
Syndesis Corporation annOlll1ces the Summer '92 release of InterChange Plus, the upgrade to its essential 
system for translating objects between 3D modeling programs. 

InterChange Plus includes Converters for lightWave objects and scenes, Imagine, Turbo Silver 2.0 and 
3.0 objects (including Terrain landscapes), VideoScape 1.0 and 2.0 ASCII and binary objects, Sculpt 3D 
and 4D scenes and scripts, PAGErender objects, Vista OEM landscapes, Atari ST CAD-3D models, 
structured drawing formats such as Professional Draw, Aegis Draw, and ImageMaster ISH custom 
shapes. Most Converters both import and export. 

Now it's easy to move between Imagine and lightWave. Convert a multi-object, hierarchical Imagine 
object into a lightWave scene for Toasting. Turn lightWave scenes into Imagine objects for ray tracing. 
Each lightWave object becomes a sub-object in Imagine, linked properly to its parent and children. All 
geometry moves easily between both programs, including lone points and edges, polygons and triangles. 
All surfaces and textures are translated with great accuracy, including RGB color, reflected and 
transmitted. color, smoothing, specularity, gloSSiness, refraction and surface names. InterChange 
automatically generates accurate surface names such as "ROOF: light red" from Imagine triangle colors. 
lightWave surfaces become Imagine "groups," making it easy to adjust the color of similar triangles 
within objects. 

In't~rChange Plus includes the InterFont Converter, a program that makes it easy to generate 3D text 
object~. InterFont uses outline-based fonts to make 3D objects, automatically generating precisely 
aligned text in the size and justification you want. Choose from one of twenty InterFonts, enter the text 
you want, set its height, curve smoothness, extrusion depth, and destination file format. Click a button 
and InterChange creates a ready-to-use 3D text object. No more auto-tracing! 

It doesn't stop there. InterChange Plus also includes Tools for manipulating and adjusting 3D models, 
including a Scale Tool for precisely sizing objects, a GridSnap Tool for re-aligning the points of an object, 
and a Point Reduce Tool to remove excess points from an object. InterChange makes it easy to batch­
convert dozens of files at once, too, even if they're in different formats. The new Surface Converter 
makes it easy to extract and alter surface attributes from one object and map them to another. The 
Statistics Converter translates any object to a readable text file for detailed study. 

All the limits are gone. Converters no longer open windows unless you open them, without gobbling 
precious graphics memory. InterChange uses less memory to convert an object than it takes to render it. 
It uses your numeric co-processor and runs under AmigaOOS 1.3 and 2.0. 

InterChange Plus is an expandable system. You can purchase Converters and Tools for other formats 
and everything you own works together. Syndesis also sells Converters for AutoCAD DXF, Wavefront 
.obj, and Digital Arts .AOB objects, with more formats to come in the future. 

Can you depend on InterChange Plus? Is it a professional product? NewTek, Inc. chose Syndesis 
Corporation's products to be part of the Toaster 2.0 system. lightWave now loads AutoCAD DXF, 
Wavefront .obj, Swivel 3D and 3D Studio objects because of Syndesis conversion technology. 
InterChange Plus is the perfect complement to lightWave and Modeler, making it possible to 
import and export objects in other formats from clients, friends, or add-on 3D object collections. 

InterChange Plus retails for $99.95. Look for it this sununer at your Amiga dealer. Upgrades are 
available to registered owners. For more information, write Syndesis, N9353 Benson Road, Brooklyn, WI 
53521, or call (608) 455-1422, or fax (608) 455-1317. VISA and Mastercard accepted. International orders 
welcome. Dealer and distributor inquires are welcome, too . 
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domain." This is meaningless. The terms 
"copyright" and "public domain" are com­
pletely contradictory. 

Many programs and files are released 
by their authors as "shareware." This 
means that users of the software are en­
couraged to send in a small monetary 
contribution, usually between $5 and $25, 
to the author. This encourages him to 
continue to write and upgrade his work. 
Often a shareware author will release a 
"crippled" version of a program; some 
feature have been left out intentionally, to 
get you to pay the fee so you can receive 
a fully-enabled and registered version. 
It's normally okay to pass unregistered 
shareware on to your friends. It's not 
okay to distribute a registered copy, since 
paying the registration constitutes a sale, 
and thus makes it a commercial product. 
Note that there is no legal recourse against 
you if you do not register a shareware 
product since "shareware" is not a legally 
meaningful term. It's an honor system. 

"Copyrighted but freely distribut­
able" is a phrase you'll see applied often 
to software. An author or publisher can 
declare a copyright over his work and by 
doing so, protect his ownership of it. In 
this case, if the software is also labelJed as 
freely distributable or sometimes "copy­
righted freeware", you are allowed to 
possess it and pass it around, but you may 
not change it, or sell it because you don't 
own it: by accepting it you've been granted 
a license just to USE it. You'll often see 
demos of commercial products circulat­
ing which are labelled this way. A pro­
gram demo might be missing just enough 
features, usually the "save" feature, to 
make you decide to buy the real thing. 

With the legal housekeeping out of 
the way, where do you GET freely dis­
tributable software? There are many 
sources. You'll frequently see magazine 
ads for companies whose specialty is 
building collections of FID software and 
selling it. These disks are usually just a 
kw dolJars each and often the publisher 
has taken the trouble to make nice 
c1ickable WorkBench interfaces forthem. 

Your local Amiga User Group is an 
excelleryt source of FID software. Most 
groups have the Fred Fish Collection 
disks which contain an absolute wealth of 
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software. Unfortunately, user groups tend 
to meet just once a month and often cannot 
supply their disk libraries upon demand. 

Probably the best way to acquire FID 
software is via modem. A modem and 
terminal software are, potentially, THE 
most useful peripheral and program you 
can attach to and run on a computer. 

With a modem, the world is your 
oyster. You can literally reach out over 
phone lines and grab programs and fi les 
from allover the world. Modem owners 
get the newest FID software first. You 
can dial up local privately-run Bulletin 
Board Systems (BBSes), usually for free, 
peruse their online libraries and then 
download files to your computer. While 
there are many excellent BBS's out there, 
most of them only have a ~ingle phone line 
meaning they can handle but one caller at 
a time. If you need something in a hurry 
and get a busy signal, you're out of luck. 

Then there are the commercial online 
services. I manage an area called "The 
Amiga Zone" on a pay service called The 
Portal Online System. Being a commer­
cial service, Portal is multi-user. Many 
hundreds of people can log in at the same 
time: no busy signals. And since Portal 
not only has its local direct dial modems 
but is reachable via the SprintNet and 
Tymnet packet switced networks, you 
can connect to it from nearly everywhere 
in the USA and Canada with a local 
phone call. Recently, Portal added a fea­
ture called "Internet Services" which al­
lows its customers to "FTP" files from 
hundreds of archive sites all over the indus­
trialized world at very high speeds. Many 
of these sites specialize in Amiga software. 

Soeven if the Amiga Zone's own 1.6 
GIGabyte library doesn't have what you 
want, you can use the Internet feature to 
source what you need and expand your 
software library till your heart's content. 

For more information on The Portal 
Online System, give them a call at 1-408-
973-9111. They'll explain to you the 
various ways to connect, the payment 
methods, and the remarkably low rates. 
REND24 - A Great Shareware 

Graphics Tool 
You've no doubt heard of the JPEG 

(Joint Photographic Experts Group) 
method of graphics file compression. 
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JPEG code for the Amiga saw the light of 
day within the last year or so and has been 
implemented in a number of commercial 
products such as ASDG's Art Depart­
ment Professional, and Black Belt Sys­
tems'lmageMaster. If you've been get­
ting into 24-bit graphics rendering, you 
know how huge the output files can be. 
It's quite common for a single picture to 
consume a megabyte or more of disk 
space. JPEG's reason for being is to give 
you back most of your disk space by 
performing image compression, using 
extremely intelligent algorithms which 
result in incredible space savings. 

A full overscan hi-res IFF24 image 
containing thousands of colors can be 
compressed into a JPEG file at a ratio of 
20 to I, turning a one Meg file into a 
50,000 byte file, and still maintain over 
99% of its visual resolution and clarity . 

What JPEG gains you in disk space 
savings, it does at the sake of speed. On 
a stock 68000 Amiga, JPEG algorithms 
are excruciatingly slow, taking a number 
of minutes to compress or decompress a 
single file. Accelerated Amigas do much 
better, often reducing the time required to 
load or save an IFF24 in JPEG format to 
half a minute, and if you're lucky enough 
to own an '040 system, mere seconds. 

Until recently, Amiga JPEG utilities 
came in the form of command- line pro­
grams. They had no interface at all and 
were invoked from a CLI/Shell prompt, 
often with a confusing array of "argu­
ments" or "switches" in order to perform 
the task . Many users, especially Amiga 
novices, sawall these enticing JPEG files 
they could download but when they tried 
to use the JPEGcommand-line un packers 
to tum them into IFF24 or ILBM files, 
they threw up their hands in frustration. 
Recently a new shareware program called 
Rend24 (latest version 1.04f) written by 
Thomas Krehbiel arrived on the scene. 
This wonderfully slick little product 
weighs in at about lOOK, and offers an 
easy to use Intuition interface for loading 
JPEG files and viewing them directly, as 
well as saving them back out to disk in 
standard IFF-ILBM formats such as 16-
color dithered high resolution, or HAM. 
Rend24 can also talk to both Black Belt's 
HAM-E device and Digital Creations' 

Continued on Page 58 



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

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

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

FireCraker-24 Light-24 Imagine 
FireCracker-24 is the easiest Light 24 is the only real time Professional 3D animation and 

to use 24 bit (16 million colors) 24 bit Paint system that allows rendering system for the Amiga 
high resolution (1024 by 482 you to see what you are working Imagine features: Multi-window 
maximum) graphics card for the on in full 24 bit living color. Light object editor, Comprehensive 
Amiga 2000, 2500 and 3000 24 offers professional features animation editor including key cell 
and the simplest to install. not found in any paint system. tweening & motion velocity, Ray 
FireCracker features: OIS 1.3 & With Ught 24's Render Paint trace model, Solid model, Wire 
2.0 operation, 8 bit alpha feature and Fire-Cracker, you can frame & polygon model, 
channel, Internal overlay genloc, load and render, 3D objects from Supports all Amiga graphic 
Real time display using Light-24 Imagine or Sliver. modes and 24-bit 

Broadcast Fonts 3D 
9 Imagine 3D object font sets. 

Each character has been 
carefully handcrafted to properly 
support Phong shading for the 
highest quality appearance. Font 
objects include: CAPS, small case, 
numbers and symbols 
!#$%&'O""'?© £/. 

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

~§i;;;~"~pu~eTO order or for more information call Impulse at (612) 566-0221 
--= _.1 ~ ~~ 6870 Shingle Creek Parkway, Minneapolis, MN 55430 

~n&!. 



Camcorder not InCILU6lI~,.,. 

I
ntroducing CameraMan ™ from 

ParkerVision, the remarkable new 

video system that's quietly 

revolutionizing event videography 

and desktop presentations. 

CameraMan empowers 

videographers and presentation 

professionals with a whole new 

palette of creative options. 

The CameraMan Wand™ creates an invisible 

lihk to the base unit, giving you total remote control 

of your camcorder from distances up to 100 feet. In 

autoTRACK mode, CameraMan tracks the action 

automatically, with perfect pans, tilts and zooms -­

while the Wand's professional-quality microphone 

captures sound at the source with brilliant audio 

fidelity. B~t that's just the beginning. 

The Wand's sophisticated Command Center lets 

you control CameraMan effortlessly from a distance -­

right down to the speed of camera moves. Plus, 

ingenious Location Pre-Sets store up to four locations, 

ParkerVision, pa,tiri~_fitJ.lt<-

including zoom settings, in memory 

for instant recall at the touch of a 

button. You can even cycle 

automatically between locations -­

panning, tilting and zooming 

simultaneously -- with camera moves 

precisely timed to meet your needs. 

CameraMan adds a new creative 

dimension to: Event videography • Business seminars 

and presentations. Educational video -- from school 

productions to distance learning. A/V and desktop 

productions. Casting sessions. Second camera 

POY. 

And that barely scratches the surface. To fully 

appreciate everything CameraMan's advanced 

robotics and revolutionary tracking system can do for 

your productions, you've got to experience it for 

yourself. For more information, call 1-800-532-8034. 

CameraMan 'M 

PARKERVISION 
ParkerVision, 8493 Baymeadows Way, Jacksonville, FL 32256 
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See all the exciting new products 
and get the most up-to-date information! 

MARK'rHESE 

AYS 

NEW 
HARDWARE 
RELEASES 

Hands-on 

• FRIDAY, SEPT. 11, 1992, 10 am · 6 pm 
• SATURDAY, SEPT. 12, 1891, 10am-&pm 

ON YOUR CALENDAR • SUNDAY, SEPT. 13, 1981, NOOD· 6 pm 
e P_dena Center, 300 East Green Street, Paudena, California 

_111IA1ION: 
----oaeUy,_tora three-daypa88 

For information, call Rami,. Manqement Group: (418) 285-5950, (ax 285-8830. 
~ 1992 World of Commodore Amiga is a regisured trademark of Commodore Electronics 
Ltd.; AmigaDOS is a regi.ured trademark ofCommodore-Amiga Inc.; Video Toaater is 
a trademark of NewTek, Inc. 

I Please pre-register me for 
World of Commodore Amiga in Pasadena I 
o one day ($10), 0 three-day pass ($25) I 

Name ____________________ __ 

Company (if applicable) __________ __ 

Address _______________ _ 

City ____ State ____ Zip ___ _ 

I 

X 
I 
I 
I 

Send form with your check, payable to Ramige Management Group , to I 
World of Commodore Amiga I 

3380 Sheridan Drive, Suite 120, Amherst NY 14226 
I Pre-registratIOn deadlme: August 21, 1992. I L ___ _ _______________ ~ 



AmiWare Toaster II Trainini: Tapes 

*Four Hours Of Comprehensive Instruction 

*Tools Disk With Eight Utility Programs 

*Free Upgrades For Utility Programs 

*Interviews With: 

Digital Processing Systems, 
Nucleus Electronics, 

Beyond Graphics, 
And 

AmiWare 

*Guaranteed Satisfaction 



AmiWare Toaster II Traininl: Tapes 
0 

Video Tools 1.0 

ID 
10 

It sure has been an exciting time at AmiWare for the last year and a half. NewTeks VideoToaster and 
RGBs AmiLink Edit Controlers have been hot sellers. With over eighty VideoToaster installations we 
have gained incredible knowledge of the products. You may remember the article in the January issue of 
Avid Magazine which we submitted on how to create cu tom VideoToaster wipe pattern . 

When we sell a VideoToaster system to our customers we include three hours of training. Now you too 
can attend the same training course. The AmiWare Toa ter II Training Tape cover the following areas: 
·to Detailed coverage of the switcher . Custom wipes with the art card .~ Composite video using 
ChromaFX Graphic artist Jeff Evans brings you through the powers of ToasterPaint * Each gadget, 
requestor, and slider will be explained Examples of 3D buttons, Embossing, Tiling, Compositing, 
Shadow Creation, and Image Compression will be given From A to Z will be covered in the ToasterCG 
slice Fly in titles with LightWave 3D * Using ARexx we will show you how to control your 
VideoToaster from an external computer. 

In addition to the three hour of VideoToa! ter training we have included an hour of interview with 
manufacturers. Meet Terry Smallwood of Nucleus Electronics, the inventor of the Personal SFC. Terry 
will bring you through the process of recording an animation to tape. A design engineer from Digital 
Processing Systems will talk about the use of the Personal TBC II, and VScope. Graphic Artist and 3D 
wizard Derek Grime will show you the Beyond Backgrounds Pro Set and we at AmiWare will 
demonstrate the AmiRoute Router. 

Alo\ng with the training tapes we have included uti lity program to help you with your VideoToaster. The 
tools alone are worth the investment. 

[ill 
- Fade with frame count. 

r 

- Select one of 4096 
,,-..... background colors. 

-

- Read data files from external 
computer. ---

- Write data files tu external 

~ I 
computer. 

--

- ToasterPaint is used to 

compress a frame,tore. 

J 
- From WorkBench jump to 
VideoToaster. 

- Composite up to 10 framcstores. 

I 
- Two transitions with delay. 

$79.99 

(416) 940 - 6H40 

Ami Ware 
3160 Steele A ve_ E. #216 
\1arlJtam, Omano. Canada 

LJR-IG9 



~Tutorlal! 

As a video producer in a Uni­
versity Media Center my responsibilities 
are many and varied, ranging from Direc­
tor to Videographer. One of the most 
exciting and enjoyable of my responsi­
bilities is as our resident Amiga artist. In 
this role, I recently had the opportunity to 
create the animated opening title for our 
PBS music series, "Video Cafe" (Figure 
I) . To create this multi-faceted animated 
logo, I took advantage of many of the 
powerful features of Deluxe Paint IV, 
including color ranges and cycling, color 
stencils , dithered fills, animation, and 
anim brushes. In Part I of this article we 
will explore these and other Deluxe Paint 
features as we go through the creation of 
the " Video Cafe" title. In Part 2 we will 
cover animation and anim brushes as we 
animate the title. 

The design of the title features a 
neon look for the "Video" title, the writ­
ing of the word "Cafe" on to the screen, 
a bright highlight which travels across 
the face of the "Cafe" title, and sparkles 
of light which flash as the letters of the 
"Cafe" title write themselves on the 
screen. 

~ July/August 1992 

© 1992 by Candace Lee Egan 

The first step in developing the title 
is to select the screen format and create 
the color palette. If you aren't already in 
the Hi-Res, Standard Overscan screen 
format, go to the Screen Format option in 
the Picture menu and select these set­
tings, along with the 16-color option. I 
always use Hi -Res and Overscan for logos 
and titles designed for video so I can 
maintain the highest quality possible and 
be able to take my image out to the edge 
of the television screen. 

The first thing to be done before any 
drawing or animating is attempted is the 
creation of the color palette. This is 
especially critical since we will be tak­
ing advantage of many palette related 
features. 
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Part 1 

Bring up the palette mixer using the 
lower case "p". The first color, black, is 
designated colorO with the far right color, 
dark blue , designated color 15 . Using the 
left mouse button, click on color I, the 
gray box just to the right of black. In our 
palette this color will be white. Move 
each of the RGB sliders to the far right so 
that the number 15 appears to the right of 
each slider. (Normally this setting would 
be too bright for video causing the color 
to bleed and flicker, however for this title 
the bleeding and flickering will work to 
our advantage for the neon, highlight, 
and sparkles .) Select the next color, num­
ber 2, and create a light yellow by setting 
red and green at 15 and blue at 9. Moving 
to the right, make color 3 a medium 
yellow by setting red at 15, green at 14 
and blue at 4 . These three colors , white, 
light yellow and medium yellow, will be 
used for the sparkles . 

Now we'll use the Spread function to 
create the colors which we'll cycle to 
create the moving highlight across the 
face of the "Cafe" title. The overall color 
tone for the "Cafe" title is red, but since \ 
video tends to "warm up" red colors, 



IFYOUCOULD 
ONLY HAVE ONE 
PRESENTATION 
GRAPHICS 
PACKAGE ... 
... wouldn't you 
still want it 
to do everything 
you need? 

Presentation Master does It AlII 

Are you tired of exporting your file lrom one application 
to another in order to get the job done? One program 
for outlines. another for lilling. another for charting. one 
more for animation. yet another for object-based 
images. lor importing clip art. for manipulating the clip 
art. for displaying your show. And wouldn 't it be nice to 
create a stand-alone slide show you could leave with a 
client or have played on a kiosk. have 24-biI color. color 
PostScript® output and Illustrator' · EPS clip art? 

Now with one program. you can completely design. 
display and output hard copy. slide. and computer 
display presentations. On-screen "hot spots" let the 
user redirect the flow 01 a presentation with a click. 
Stand-alone shows can be created. allowing display on 
an Amiga without Presentation Master. 

Presentation Master provides: 

" Titling with loads 01 screen transitions and special 
eHects 

• Slide creation with bitmap or Color PostScript® output 
• Business Charting with a built-in spreadsheet interface 
• Object-based Structured Drawing 
• Poster creation and Story-board oulput 
• a Clip art module that handles Illustrator'· EPS liles 

P'eH:II»OOn Mas~, afld PotvF~IS ar. nadel'narlo.s of 0 ..... Inc. Am.ga . a1f'8deltlaltl 01 Ccmmodor,·.t.miga In!: AOObe. 
Adobe IluI;lrr.or al'd Adobe Po31Satp! lIrelflldenJarb 01 Adobe. Inc IIIlalWOfIlt is . I:~ 01 CompuGfepilic Inc. 

Object-Oriented Paint System 

Presentation Master can import any IIlustrator™ EPS clip 
art image as an object-based paintlile. Objects can be 
grouped. regrouped or broken into components lor image 
manipulation and morphing. even point-by-point editing 01 
objects. Export Iiles as tFF images. B&W or color 
PostScriptliles. Standard drawing tools. plus spline 
curve drawing. allow user-delinable line widths. Color 
and shape morphing helps you create outstanding 
images. 

24-811 Color 

Presentat ion Master stores images internally in 24·bit 
color lor phenomenal PostScript output results. Quick­
choice palette with over 200 colors includes transparent 
colors lor overtays. 

Text and Titling 

Import ASCii oullines. or create them with Presentation 
Master. Word-processing capabilities include word wrap 
and indentation levels, as well as the ability to cuUpaste 
Irom one slide to another. Presentation Master handles 
any Amiga Font as well as a host 01 commercially­
available fonts such as Kara® and Zuma® lonts. Color 
lonts are handled easily. without conllict with background 
images. Rescalabte PolyFonts'· in faces similar to 
Times, Helvetica, Zapl Chancery. Palatino, and 
Schootbook are included with program. PotyFonts and 
Inteilifonls1M can be rotated, resized , and modified in the 
same ways as Clip Art . 

Presentation Master is compatible with the 2.0 and 1.3 
operating systems and both NTSC and PAL disptays. 

Requirements: 

Amiga computer with 2 MByle RAM. Kickstart t .2 or 
greater. 

PO BOX 90309, LONG BEACH. CA 90809 USA 
(310) 427-1227, FAX (310) 427-0971 

OXXI UK LTD. 
171 BATH ROAD, SLOUGH, BERKS, SLI 4AE GB 
(0)753-551-777, FAX (0)753-551-211 



How You Can Profit 
From Two Lucrative 

Video Markets 
My name IS Milch Lang, and when I slimed my video produchon bUSiness In 
1986 - working part-lime, WITh tow-end industrial VHS gear - I had a dream: 
to make a oood HVlno doing what I loveCl, working with video. 

And I disco'o'ered!Wo Ihill4Js which have helped me earn ovef 567 .000 a year 
for the pasl Three years : 

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

By locusing on this markel. I've brought in $91 . I 25 worth 01 business over 
the pas! JYl years. And the Industrial Video Package shows you how. 

2. THE WEDDING VIDEO MA RKF.T 
CAN BE INCREDIBLY PROFITABLE 

I've deve loped producticn and markeling strategies aimed ',Icllially at 
couples willing to pay a premium IOf a profeSSional they c.an ',ust. Today,l 
average SI ,OOO lor a , -camera ~ddino shoot. And I have mort bUSIlle5s than 
I can IIandit. 

WHAT ABOUT YOU? 
II you're ready to produc, profits - nol juSI spe cial effects - with your video 
equipment, Ihese mSltucrionaJ gUides will show you how. Each one is packed 
with splclllc. practical. II"t-h.ndmlormation . .. nol Jusllheory, 

(BOOk + video set) 

INDUSTRIAL VIDEO PRQDUCTlON­
A BUStNESS AND MMKDING GUIDE 

ThIS detai!td report has all the information you need to break Inlo this 
challenging & Iucrauve !ield. It uses 9 -case examples- 01 actual indus­
trial video projects to s~ow you: 
• ~Guerrma Marketing- strategIes lor finding prospects. 
• How to use direct mal! to reach your prospects (With actual duect mait 

marketing pieces that waTt). 
• How to develop real istic budgets (wilh examples) . 
• How to create effective Vellow Pages ads. 
• And much more! 

INOUSTRIAL VIDEO SAMPLE TAPE '\ 

This video contains 91ull-lenglh examples 01 industrial projtcts produced 
by my company. hom low-budget deSktop videos to tapes crealed on 
high-end systems. Includes detailed production notes and 4 complete 
scripts. 1'h hrs. 

Package price: $59 
-OnB 01 the best values we've encountered lor the independent VIdeo 
productr. ~ Valcon Associates, Pleasanton . CA 

(No Ie: Ihe Indu:ilfial Video Package is not available In Oregon & S.W. 
Wa shington.) 

This inlormation-packed. 87-page book reveals my company's marllet­
inO & business strategies In dllli!. For example. it includes: 

• How to use martetino to distinguish yoursell hom your competitors. 
• Samples 01 marlleting pieces that~. 
·6 strategies to maximite your profits 
• How to develop a relerral-based business. 
• A complete bndal shaN strateQY. 
• 17 common client proolems & how to aVOId them. 
• And much more ! 

Price: $39.50 

This In-depth. 2 hour VIdeo shows how to create Quality, prolessionll vid­
eos. It shows you: 
• Dozens 01 production & editing techniques. 
• Equipment demonstriltions, including the Video Toaster. 
• How to avoid disasters through j)fe-production planmng. 
• How to creJte receptIOn videos your clients will love. 
• The 4 keys to successful one-camera shools . 
• How to aVOid common audio problems. 
• And much more! 

Price: $29.50 
"The tape is GREA r. /";-e seen others but yours is lI'!e best. ~ 

Phil Woo&!. S"nl. WA I I 
"I've seen lots 01 instructional videos. and this is one 01 tile n·nBst. I haVB 
three videographers on my staff. and I'm going to make them all watch 
it. - Greg MuseU. Clearwater FL 

OFFER * 
Profit & The Video GUide to 

II you're leery about ordenno things by mall. I understand. So am I. Maybe 
th is will help: 

I oller an rroncJad 15 day money-back guarantee on aU items. 

To order Of request a free Information pack, call: (503) 251-4355 or write: 

COLUMBIA VIDEO SERVICES 
435 S.E. 851h Ave .. Sune E 

Portlancl, OR 97216 

Prices Include First Class postage. 
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making them look orange, I start with 
pink shades so that they "warm up" to red 
on the television screen. We also want 
the colors to cycle seamlessly from light 
to dark and back to light. Start by setting 
the next color in our palette, color 4, to 

light pink : red-IS, green-9, and blue-l3. 
Now go to color 8, Uust right of the third 
hash mark in Deluxe Paint 4.1) which is 
currently orange. Make this color dark 
pink: red-IS , green-I, blue-II . Click on 
SPREAD and then click on the light pink 
color. You now have a spread of color 
from light to dark pink. To finish this 
range of color, copy the second pink 
color, number 5, to color II. Click on 
SPREAD and then click on the dark pink 
color. You now have a range of pinks 
from light to dark and back to light. 
(We'll do more with this spread later.) 

To the right of the pink range, at 
color 12, we'll create a dark gray for use 
as a drop shadow behind our titles. Set 
each of the ROB sliders t04 to create dark 
gray. The final three colors will be used 
to create the neon look of the "Video" 
title. Color 13 will be bright yellow: red­
IS , green-IS, blue-O; color 14 will be 

VI DEO 
VIDEO 
VIDEO 

Figure 3 

medium green: red-9, green-l3, blue-O; 
and color 15 wi II be dark green: red-6, 
green-lO, blue-O. Once you have fin­
ished making your palette in the Palette 
Mixer, click on OK. Use the following 
ROB color chart as a reference when you 
create your palette. 
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color 0 2 3 4 5 6 7 
name Blk Wht Yell M Yel2 Pink I Pk2 Pk3 

R 0 15 15 15 15 15 15 15 

G 0 15 15 14 9 7 5 3 
B 0 15 9 4 13 12 12 II 
color 8 9 10 11 12 13 14 15 
name Pk4 Pk5 Grey Yel3Gm I Gm2Gm3Gm4 
R 15 15 15 15 4 15 9 6 
G 3 5 7 4 15 13 10 

B II II 12 12 4 0 0 0 

The final preparation step is to estab-
lish a color range. We'll use this range to 
color cycle our pinks to create the travel­
ing highlight across the "Cafe" title. Bring 
up the Range Requester by selecting Ctrl 
and lowercase "r". We ' ll use Range 1 for 
our pinks. First clear any colors already 
in the range. If you have Deluxe Paint 
4.1, left click on the first light pink color, 
then hold down the Alt key and left click 
on the far right pink color. Move your 
color bead to the first notch in the range 
bar and stamp it down. All of our pink 
colors will now in the in the 

order they appear in our palette. If you 're 
using Deluxe Paint 4.0, you'll have to 
select and stamp each color down one at 
a time. Be sure to arrange the colors in the 
same order that we created them in the 
palette mixer and make sure there are no 
spaces between colors. Before you close 
the Range Requester, set the Rate slider 
to 46 and position the Dither slider at 
about one third from the left. 

The first step in drawing the title is to 
create the look of neon for the word 
"Video". This effect can be created by 
using the Brush Outline command which 
is activated by pressing the lower case 
"0". Select the bright yellow palette 
color ( 13) with the left mouse button and 
use an Amiga font or make your own to 
create the "Video" title (Figure 2). This 
will be the inner part of the neon lettering. 
Start with a brush or font size somewhat 
smaller than the size you want for the 
finished title. (A simple and thin font 



works the best when using the outline 
function to build up a brush. Also. be sure 
to leave extra room between the letters.) 
Grab the "Video" title as a brush and 
select the medium green color (palette 
color 14). Outline your brush with the 
medium greencolorby pressing the lower 
case "0" three times (Figure 3), then 
select dark green (color 15) and again 
press "0" three times. Finish the neon 
look by selecting medium green (color 
14) and pressing "0" three more times. 
Save the neon "Video" title as a brush, 
then clear the screen if necessary . 

The next step is to create the hand­
written "Cafe" title . Select the largest 
circular brush and enlarge it by pressing 
" =" key once. Using the continuous 
freehand drawing tool and color white 
(palette color I), draw the word "Cafe". 
When you are happy with the look of the 
"Cafe" title, save it as a brush and stamp 

it on the page (Figure 4). 
Now we'll create the highlight that 

travels across the "Cafe" title using the 
color cycling range we set up earlier. Go 
to the Spare page. Click on the fill tool 
with the right mouse button to bring up 
the Fill Requester. Using range I, which 
contains our pink range of colors, select 
the Line dither mode, click on the box 
next to Random so the check mark ap­
pears, indicating that random dithering is 
turned on. Then set the amount of dither­
ing to about one third and click on Okay. 
Select the filled rectangle tool and draw a 
rectangle that is slightly larger than your 
"Cafe" title. A line will appear which is 
connected to your cursor. This allows 
you to select where the highlight will be 
in your fill. Move your cursor diagonally 
three quarters of the way to the upper left 
comer of your box and click the left 
mouse button. Deluxe Paint will now 
draw a box with a smooth fill diagonally 

across the box from light to dark to light 
(Figure 5). Press the TAB key to turn on 
color cycling and the colors should travel 
from top left to bottom right across your 
box. Remember to set the range I cycle 
rate to about 46. 

Grab your cycling box as a brush and 
go back to the page containing the "Cafe" 
title. Go to the Effect menu and select 
Stencil and Make. Click on black (color 
0) then click on Make. Stencil is a very 
powerful function that "locks out" por­
tions of the screen based on the colors­
by locking black, in this case, we prevent 
drawing over any areas of the screen that 
contain black. Move your brush over the 
"Cafe" title and notice that it's only vis­
ible where it covers the title. Position it so 
that it completely replaces the white color 
of your "Cafe" title and stamp it down. 
The "Cafe" title now has a highlight which 
travels diagonally across it (Figure 6) . 
Turn the stencil off by pressing the Tilde 
(~) key, grab the "Cafe" title and save it 
as a brush. 

Since the title will be keyed over 
video, a drop shadow will help separate 
the title from the video. You should still 

have the "Cafe" brush attached to your 
cursor. Tum this brush in to a dark gray 
shadow by selecting the dark gray palette 
color (12) and then pressing F2 to acti­
vate the Color mode. Your "Cafe" brush 
shoulci now be dark gray. Go back to 
Effect/Stencil/Make and clear the stencil 
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colors. Now select all of the colors in the 
pink range and click on MAKE. Move 
your dark gray brush under the cycling 
"Cafe" title and position it so that it ap­
pears as a drop shadow on the lower right 
edges of your title (Figure 7). Turn off 
Stencil mode, then save this new "Cafe" 
title with the drop shadow as a brush. 
Load your neon "Video" brush, stamp it 
down and repeat the drop shadow pro­
cess. 

You are now ready to combine the 
neon "Video" and cycling "Cafe" brushes 
in to the final layout of your title. A nice 
touch is to position the "Cafe" brush so 
that the "r' hangs on the bottom edge of 
the "E" in "Video". 

Clear your page and load the "Video" 
brush . Determine where the "Video"title 
will appear on you screen and stamp it in 
place. Go to the spare page, load the 
"Cafe" brush and stamp it down. Go back 

to the "Video" page and grab a brush of 
the bottom of the "E" where the "r' of 
"Cafe" will hang (Figure 8). Now go 
back to the spare page, go into stencil 
mode, click on Clear, then remake the 
stencil with the pink colors. Position the 
bottom of the "E" behind the "r' and 
stamp it down (Figure 8). Use the mag­
nify tool to zoom in on the "r' and draw 
in the part of the "E" on which the "r' 
hangs (Figure 8) . Grab this as a brush, 
swap pages and carefu Ily place your brush 
over the existing "Video" title so that the 
bottom of the "E"s match. Save this final 
title as a picture. 

Next month we'll tackle animation 
and anim brushes when we make the 
"Cafe" title write itself onto the screen 
and add sparkling highlights to the let­

ters. 
Candace Lee Egan 
525 E. Kelso 
Fresno, CA 93720 
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~Tutorial! 

CillTlli .... g th~ 

Anil~lIation File ----... 

Video people are, by necessity, 
visually oriented people. It is no wOflder 
that the idea of writing a script file is less 
then appealing to them. In fact the whole 
concept of entering the CLI or Shell and 
typing in text comes perilously close to 
the scary monster known as program­
ming! Programmers, as we all know, are 
a subspecies of hyper-cerebral social 
misfits whose complete nutritional de­
mands are met by caffeine and pizza. not 
to mention an abhorrence to sunlight, 
bathing, and the opposite sex. 
Enter The Director 2.0 

A program that attempts to de-mys­
tify the process of programming and 
manipulating Amiga graphics is called 
The Director from the Right Answers 
Group, now in version 2.0. The painful 
entry into the world of programming is 
eased by the numerous examples given 
in the manual and tutorial disk . This is 
the current release of the famous original 
Director that spawned some of the most 
amazing demos in Amiga land. The 
Director program is one way to get your 
computer to do all those things you knew 
it was capable of but didn't know how to 
tell it to do. 

The Director certainly appears in­
timidating at first glance, but the truth is 
that it is probably the easiest and most 
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useful computer language ever written 
specifically for controlling graphics. 
Don't let the term "computer language" 
scare you off either. Even if you have 
never before opened a CLI window, the 
Director will take you by the hand and let 
you immediately do useful work. 

The Plot 
Let'ssetupascenario: Yougetacall 

Friday evening from a frantic 
videographer. He needs to complete an 
instructional piece on a drilling machine 
for a client who will pick it up on Monday 
morning. The problem is that he still has 
some footage to shoot and must do it over 
the weekend and he can't add the graphics 
until he gets back Monday morning, just 
a few hours before the client arrives. 
Worse yet, because he hasn't shot the 
footage yet he doesn't know the exact 
length that the graphics have to run. He 
needs three pages of tex t screens that lead 
into an animation of machinery coming 
together. When the machinery stops 
moving a single frame with color cycling 
turned on is to give the impression of a 
rotating drill bit. Several pages of credits 
are then to be shown over the drill bit. 

The Director, with its interactive ca­
pabilities and complete control of graph­
ics makes this request possible. When 
working with The Director it is not neces-
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sary to 
under­
s tan d 
every 
com -
man d 
and function (there are many'), but once 
you start working with it you start asking 
yourself "how can [ get that to happen?" 
You then look it up and have learned one 
more aspect of the Director. Absorbing 
the commands a piece at a time becomes 
more of an adventure then a challenge. 

Let us break down our project into 
indiv idual tasks: 
-Four text screens to be page flipped 
-An animation that shows pieces of ma-
chinery coming together 
-A screen of the completed machine that 
begins to color cycle on command 
-A screen of credits 

A somewhat complicated task but 
well within the abilities of the Amiga. 
With the power of the Director we can 
complete the job using a script file to 
trigger events in real time and have all the 
graphics complete in a single animation 
file . 

Stacking the Deck 
The section of the animation that has 

the part of the drilling machine coming 
together is the most complicated of the 



graphics so that will be created first. 
Using Deluxe Paint IV and the Move 
requester we simply fly the parts in from 
off screen. We design the final screen 
with color cycling in mind to simulate the 
rotating of the drill bit. Remember that 
the color cycling will only be active dur­
ing this frame. We duplicate several 
frames of both the first frame and the last 
frame of the animation and add different 
text to each frame. Finally we insert a 
blank frame in the beginning of the ani­
mation. Be sure you make note of the 
exact number of frames of your anima­
tion as it will become important later. We 
will call ours 50 frames and label the file 
'Drill.Anim.' 

The Scary Part, Writing the 
Script 

To save yourself some typing you 
can load one of the example scripts sup­
plied with the Director program. You 
need only to change the name of the 
animation file to load and then save it 
under a new name. The script we will be 
starting with should look similar to this: 

Load "Drill.Anim" 
Copy 
LoadAnim 1, "Orill.Anim" 
ITop 
Anim 1, done 
IF done=1 THEN s k ipanim 1 
display 
goto top 

Here is what each of the those com­
mands mean: 
Load: loads the first frame of the anima­
tion into the display buffer currently be­
ing shown. Assumes the Anim is in the 
current directory 
Copy: Copies the displayed buffer into 
the unseen buffer. 
Loadanim 1: Moves the complete anima­
tion file into the same buffer as the 1st 
frame. 
{fop: This is the place the loop relUms to. 
Anim 1, done: Advance the animation 
one frame. The variable 'done' will only 
equal I if the animation has reached the 
last frame. 
IF done= 1 THEN skipanim I: when the 
last frame is reached and 'done' equals I, 
the skipanim command will skip over the 
last frame of animation. This is neces­
sary because there is a redundant frame in 

looping animations. 
Display: Takes the unseen buffer up­
dated by the ANIM I , done command and 
replaces it with the one currently being 
displayed. 
Goto Top: Retums you to {fop to con­
tinue to the next frame of the animation. 

You could have the script load the 
animation, play it once, then quit, but it is 
more convenient to have it loop back to 
the beginning. This saves time reloading 
the animation files when doing test runs 
in the edit suite. 

As the script is now, it simply plays 
through the animation completely in a 
non-stop loop. We need to make a few 
changes. To address specific frames 
within the anim file we need to tag them 
somehow. We do this by counting the 
number of times we go through the loop. 
The counting is done by adding a variable 
(we will use the word frame as a variable) 
whose value increases by one every time 
a the loop progresses to another frame. 
This sounds complicated but is as simple 
as adding two lines to our script, one 
before and one after the loop occurs. 

Raves ror the Cycle-Meister .... 
AVID- ..... Jor choracler anima/ion 

eycleMan is a musl." 

INFO- ..... as good as anYlhing you've seen 
from Robe,., Abel & Assoc ... , orPDI." 

A W- ..... oUlslanding, highly de/Qiled model 
... allows you Iremendous cOnlrol." 

Life-like animated WALK and RUN 
motion cycles for the figure come ready­
to-use; complete hierarchical design with 
moveable limbs, including the eyes, 
mouth, and finger joints. Easily build 
your own motion, poses, & apply any 
attributes, textures, brush maps . 

CYCLEMAN 

This is what we will change; 
frame =O 

(sets the initial value for the variable 
'frame ' ) 

IT o p 
frame = f ra me +l 

(this increases the value of the 'frame' 
by one) 

This is how we get the animation to 
start and stop at specific points. The IF­
THEN statement we used previously can 
now be used to stop the animation by 
keying it to specific values of 'frame'. 

I F f r a me = 48 THE N Ge tke y 
The get key command will wait for a 

keystroke on frame 48 before allowing 
the animation to continue. We can use 
this to manually page flip through the 
first four frames of our animation that 
include text. 

IF fr ame =1 THE N ge t k ey 
IF f rame =2 THE N g et key 
IF f r a me =3 THE N ge t key 
I F frame = 4 THE N get k e y 

A simpler way is to use the less-than 
sign «). 

I F f r a me <5 THEN get key 

Human Figure & Motion Cycles for Imagine 
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OK to use images and animation in 
commercial productions. To obtain a 
copy, contact your local dealer, or send 
$59.95 US funds directly to: 

Tim Wilson, P.O. Box 4691 
Crestline, CA 92325, 714-338-1786 

(CA residents add $4.65 sales tax, please 
allow 2 weeks for delivery.) 

Retail distribution by Micro-Pace, Inc. 
CycleMan works only with 

Imagine, Copyright 1991 Impulse, Inc. 
For info on Lightwave version contact 
Anti Gravity Products 310-393-6650. 
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This will cause the animation to wait 
for a keystroke every time the frame 
count is less then four. By turning it 
around and using it as a greater-then sign 
(» we can use it to stop and wait for the 
text that appears at the end of the anima­
tion. 

I F fra me> 4 6 THE N get key 
This will calise the animation to wait 

for a keystroke every time the frame 
count is greater then 46 

Our new script looks like this: 
Load "Orill.Anim" 
Copy 
LoadAnim 1, " Dr i l l.An i m" 
frame =O 
/ To p 
f r a me=fra me +l 
IF frame <5 TH EN Ge t key 
IF frame>46 THEN Getkey 
Anim 1, done 
IF done=1 THEN skipanim 
l:frame=O 
display 
goto top 

Notice the additional line frame=O. 

Toa~ter pros take you beyond 
theToaster User Manual and other tapes. 

TOASTER COMPATIBIL TY: Newest 
hardware and software products are pre­

viewed, demonstrated, and compared. 

Tapes CII1TellJIy Availahle: 
Sampler 1- TulbilsoJvols.1& 3 $19.95 
Sampler 2 - TulbiJs oJvols. 2 & 4 $ 19.95 
Sampler 3 - Tit/bils oJvols, 5&6 $ 19.95 
Vo!.! - Texture City, 3D Logo Tutorial, 
Fonts, and News. • Vo!. 2 - LW 3D 
Tutorial, 3D Fonts, Plus· Vol. 3 - LW 
3DIDCTV Tutorial, Fonts, and More. 
Vol. 4 - Basics, Pixel 3-D, Demo Reels, 
LW 3D Refraction • VoL5 - Toaster 2.0: 
What's new'? Nutopia's "Brain" reel and 
Thornton's LW 3D Demo. Vol.6 PV­
ScopelfYfBCll, BCD 2000 and more. 

All VoJum{'S are $34,95 Each 
Al/ltrp"'Wpprox.2hrs, VlISOllly .• 1·4 Tape,' 
Add $4.95,5+ Tapes Add $6. 95J'o" Sill. 

CA residents add H.2S'!o ~mle""lI:r. 

To order, please send check or money order 10: 

Toaster Crustaceans, 1730 Arcane 
Simi Vul/I)', CA 93065 • (805) 522-4864 
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This resets the frame count to zero when 
the last frame of the animation is reached 
so that it wi II continue to count the frames 
correctly during subsequent playing of 
the animation. 

We still want to turn on the color 

cycling on frame 46. We want the anima­
tion to stop at that frame, wait for a 
keystroke, and start cycling. We can use 
the same frame count method with the IF­
THEN command. 

IF frame=46 T HE Nge tkey: 
Cy cl el:Getkey:Cycl e O 

The animation waits at frame 46 for 
a keystroke. When a key is hit the Cycle 
I command turns color cycling on. The 
script then waits for another keystroke 
before it gets to the 'Cycle 0' command 
that turns the cycling back off. Note that 
we added a number of commands after 
the IF-THEN condition that are sepa­
rated by colons. We can continue to add 
commands until the end of the line and 
they would all fall under the IF-THEN 
condition stated at the beginning. 

Lets look at our completed script: 
Load "Or i ll .Anim" 
Copy 
LoadAn i m 1, " Oril l .An i m" 
frame=O 
/ Top 
fr ame =f rame+l 
IF frame<4 THEN Getkey 
IF frame>47 TH EN Getk e y 
IF fra me = 46 T HE N 
Get key : C y c 1 e 
I:Getkey:Cycle 0 
Anim 1, d o ne 
I E' don e =1 THEN skipanim 
l:frame=O 
display 
goto top 

It might be necessary to fine tune the 
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script by adjusting some of the frame 
count numbers of the IF-THEN state­
ments. I know I always seem to miscount 
somewhere. Now that we have our script 
tested and saved let's see how it works in 
the editing suite. 

The Test 
You show up at the editing suite 

bright and early Monday morning with 
your animation, script file, and a copy of 
The Director and its manual (just in case). 
You only have a few hours to add the 
graphics and complete the production. 
The footage is cued up and the animation 
is loaded. A couple of practice runs show 
that you can make the anim stop and wait 
at all the proper places. You are ready to 
start recording. 

The first frame of your animation is 
blank so that noth ing shows on the screen. 
At the proper point on the tape you press 
a key to bring up the first page of text. 
Three more hits brings you to the anima­
tion that plays until the frame that waits 
for the signal to start color cycling. Be­
cause the animation is waiting for key­
strokes to continue, you are able to syn­
chronize what is happening on tape pre­
cisely with the animation and graphics. 

After a few false starts (you always 
have false starts in editing) you have the 
graphics laid down perfectly over the 
video. The product is complete and de­
livered on time. 

Going Further 
This is just a taste of how you can use 

The Director. There are many changes 
you could make to this basic script. If you 
wanted the animation to run without the 
keystroke commands, you could replace 
each Getkey command with a Pause com­
mand to have it wait a specified length of 
time before continuing. Or use the Ifkey 
command to turn the color cycling on 
when a key is pressed at any point in the 
animation. 

Once you start working with The 
Director you wi II find yourself under­
standing more and more of the functions. 
Programming will become a bit less of a 
mystery. It may not be as immediately 
accessible as some of the more popular 
presentation programs, but for pure 
graphic power and control, nothing beats 
The Director. 



~Tutorial! 

T he quickest way to 
your prospective client's heart 
may be through his logo. People 
love to see the symbol of their 
company on TV . My first 
paid video production 
was for a short tape 
intended to be 
shown to prospec­
tive members of a 
fraternal organization. 
While we had a good 
overall concept to show 
the organization's offic­
ers, what finally made 
them eager to sign 
the contract was 
seeing their be­
loved logo 
flying onto 
a TV 

over a back­
ground of a beau­
tiful summer sky. 

May b e 
had similar expe­

riences . You can only 
scribe things so much; when 
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you need something to show 
your prospective client, an ani­
mated logo is usually the easi­

est, most effec-
tive deal 
c1encher. 

For some excellent advice on "video­
izing" logos, take a look at three articles 
in the March issue of A VID ("Going Solo 
- How I Did It ," " Logo Animation 
Project," and "Cartooning Up - Unique 
Effects for Logo Animation"). In all of 
these articles, the authors make use of 
DPaint, and two of them involve digitized 
images. 

Indeed, digitizing and DPaint are the 
foundations of many an effective video 
logo project. Using AVID's logo as an 
example, I'd like to share with you some 
techniques I use to speed up the process 
and improve the results, and also about a 
way to create "digitized" logos without a 
digitizer, and even to animate them . 

The image in Figure I was digitized 
from an AVID cover. Many digitizing 
devices are available. I used DCTV , then 
the "convert" feature of its software to 
end up with a 16 "color" (actually sixteen 
shades of gray) IFF file. In spite of your 
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best efforts at lighting the hardcopy and 
tweaking the software during the digitiz­
ing process, you'll probably have to use 
eight or more shades of gray to get a good 
"black and white" picture, and your re­
sulting image will most likely include a 
lot of dithering "noise," the byproduct of 
the software ' s efforts to reproduce the 
various shades it "sees" in the image. 

Once your file is loaded into DPaint, 
your first step will probably then be to 
"de-dither" the edges of the logo to create 
a clean image. The simplest way to do 
this is to select color 0 as your back­
ground color and draw or trace around the 
edge of the image holding down the right 
mouse button (see Figure 2). This has the 
effect of erasing. Continue until you've 
completely outlined the image with color 
O. To be as precise as possible, it may 
help to use magnify and the "N" key to 
move the "magnifying glass" around the 
screen . 

When you've completely isolated 
your image with the boundary of color 0, 
select Fill. Then, holding down the "{" 
key (Note: on early versionsofDPaint III 
you may have to use the All key instead of 
the "I" key), position the cursor over the 
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area to be erased and click with the right 
mouse button. This erases the whole 
unwanted area, right up to the color 0 
boundary you drew. 

Using Stencil 
Tracing around an image, although 

sometimes unavoidable, can be tedious 
and time consuming. A faster way uses 
Stencil. Notice that in Figure 3, the colors 
we want to keep are the darkest, while 
those we want to get rid of are the lighter 
ones. So we could use stencil to protect 
the darker colors and un-protect the lighter 
ones. 

Select Make Stencil and click on the 
unwanted colors in the image (here again, 
magnify may be helpful) . As you do so, 
you'll see those colors selected on the 
Make Stencil requester. After you ' ve 
selected all the colors you want to get rid 
of, click on the "Invert" then "Make" 
buttons in the Stencil Requester. This 
results in the colors you selected being 
the only ones unprotected. So when you 
erase, either by drawing with color 0, or 
by lifting off brushes using the right mouse 
key, only the unwanted colors will be 
removed. It's no longer necessary to be 
so careful tracing around the logo; its 
colors are protected by stencil. 

Un-Filling 
A third de-dithering method also 
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works well when your logo is surrounded 
by the sort of "randomized-blotches" ef­
fect (see Figure 3) created when the digi­
tizing software interprets what we see as 
a white, blank area as multi-colored (in 
spite of your best attempts to light the 
picture evenly). 

If you try filling such an area with the 
right mouse button (i.e. color 0), you'l] 
only remove one color. The other un-
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wanted colors wil remain as isolated pix­
els and groups of pixels, each having to 
be erased individually . Unless, that is, 
you fill again, using not color 0, but the 
next unwanted color in the palette as the 
fill color. 

To do that, press the comma key, 
then click on the next unwanted color to 
select it as the foreground color. Then fill 
with it. Now click the right mouse button 
again to fill with the background color. 
Repeating this procedure several times 
will remove all the pixels of the unwanted 
colors, leaving a clean-edged image. 
Genlock-and-Draw (Instead of 
Digitize-and -De-Dither) 

If you're still with me , you've prob­
ably learned more than you ever wanted 
to know about de-dithering . So don ' t get 
mad if I tell you that it all may have been 
unnecessary because there might be a 
better way than digitizing to get the logo 
from paper hardcopy to digital DPaint 
image. 

Actually, you'll still need digitizing 
often, because this method is only useful 
for relatively simple drawings. But for 
those kinds of images, it quickly yields 
super clean images, with a neat added 
side benefit I'll save for last. 

The technique involves another de­
vice found in the toolkit of all Amiga 
videographers: the genlock. To set up, 



start by pointing a video camera at the 
hardcopy of the logo and sending the 
signal from the camera into your genlock. 
Then run DPaint and configure it all so 
that the DPaint screen is genlocked over 
the video image of the logo. The trick is 
simple: working from the NTSC monitor 
(i.e. TV screen) hooked to the genlock's 
video-out rather than from the Amiga 
monitor, simply trace the logo. 

While tracing with the freehand 
drawing tools alone yields good results, 
also using the straight-line ("V" key) and 
curve ("Q" key) tools not only makes the 
job easier and faster, but results in an 
image that probably looks cleaner and 
better than digitizing would have pro­
duced, even with all that fussing with de­
dithering. And you can start right away 
using only two colors in your image, 
making everything go faster and require 
less memory (for instance, even with a 
Sl2K Amiga, you should be able to pick 
up an entire screen as a brush if you're 
only using two colors). 

Animating It 
But the icing on the cake is that, with 

almost no added effort, your traced logo 
can become a neat animated logo. Here's 
how: Before you begin to draw, open the 
Animation Requester in DPaint and set 
the numberofframes to "2." Move to the 

second frame of the animation you just 
set up and draw/trace one line. Now, 
before continuing to draw, go to the ani­
mation menu, select Add Frames and add 
one frame. Then draw another line and 
add another frame. 

Continue this process, letting the 
frames of your animation accumulate as 
you draw and add, draw and add. You 
can speed up it up by pressing the "A" key 
(for "again") to get the Add Frames re­
quester rather than moving the mouse to 
the menu bar every time. When the re­
sulting animation is played, it will look as 
though the logo is being sketched in real 
lime by an invisible pen held by an un­
seen artist. If your logo is to be in color, 
use fill as you go along for a different sort 
effect. In fact, there are many other 
creative possibilities for using DPaint's 
many powerful tools to do this kind of 
"accumulative" animation - use your 
imagination! 

As a final touch, save your anima­
tion and change the screen format from 
Hi-Res two colors, to Hi-Res eight col­
ors, and set the palette up as a range of 
shades of gray. Use those shades to re­
anti-alias any jaggy edges in the final 
frame of your animation, and you'll have 
a clean, broadcast-quality animated logo 
ready to impress your prospective client. 
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CSA'S 
40/4 MAGNUM™ 
The 40/4 Magnum™ isthemost 
powerful single-board com­
puter ever designed to work 
with the Video ToasterM. More 
powerful than an HP 9000/ 
380™or a NeXTTM workstation! 
CSA's 40/4 Magnum™ offers 
unbeatable performance and 
CSA has low cost models that 
are expandable for those on a 
budget! The 40/4 MagnumTM pro­
vides everything you need for 
serious productivity including 
memory expansion to 64MB'S, 
a 10MB/sec. Rated hard-drive 
controller, parallel and serial 
ports. There's nothing like hav­
ing all this on a single board. 
Don't settle for anything less 
powerful than CSA's 40/4 
Magnum™. 

Rocket Launcher ™ 

Do you need twice the speed 
from your Commodore 
A2630™ accelerator? The 
CSA Rocket Launcher™ 
gives you double the speed of 
both your processor and co­
processor on a small plug-in 
module! Perfect for speeding 
up Video Toaster" applica­
tions, desktop publishing, and 
entire system performance. 
This remarkable product adds 
new life to your Commodore 
accelerator and is compatible 
with OKB's A2632™ memory 
expansion. 
Don't wait .. accelerate with 
CSA's proven product line. 

CSA inc. 
7564 Trade Street 
San Diego, CA 
92121 
(619) 566-3911 
FAX (619) 566-0581 

All Iradcmarks are property oflheir f1: ':.>peuivc companic.". 
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Sin~le Frame 
AnImation 
(on the cheap 

© 1992 by Karl Fusaris 

Lyou want the colors and resolution 
you get from yourdisplay enhancer (DCTV, 
Toaster, Firecracker, etc.) to work in a real­
time animation (30fps)on the Amiga,your 
choices are few. You can opt to spend less 
and de-emphasize production values, us­
ing a device such as DCTV or HAM -E and 
limiting your color, resolution, and move­
ment enough to achieve near full-speed 
animation. You might be able to go a 
middle route, spooling frames from a high­
speed (and high-cost) fast SCSI-II hard 
drive into your frame buffer, at the prob­
able cost of speed and smoothness (and 
ultimately limited by the inherent speed of 
Chip RAM). Or you can spend a small 
fortune ($5,000 at the very least, if you're 
lucky enough to fmd used equipment), pur­
chase a single-frame controller and a single­
frame capable VTR, and pray that you man­
age to make enough money from your invest­
ment to keep you off the streets. 

There is one other way. There is, in 
fact, a way to make animations at the full 
color and resolution of any display en­
hancer that will move as smoothly as any 
30 frame-per-second animation you have 
ever seen. In case you haven't guessed, my 
method is simply single framing by hand . 
You may have wondered whether this was 
possible; you may have assumed that it 
was not, like I did at first (particularly 
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because 
dearth of information on the 
subject), or you may have wondered 
whether it could possibly be practical. 

Manual single-framing is quite af­
fordable, and, in fact, you may already own 
the equipment you need, especially if you 
have been doing any video work with your 
Amiga. There is a catch, though. You will 
need to spend some time perfecting the 
technique, and once you do, you will need 
to spend approximately one minute per 
frame sitting in front of your computer. 
That translates to about two-and-a-half 
hours per five seconds of video, not count­
ing creation, set-up, or rendering time. 
(Rendering time, of course, is time you do 
not have to spend in front of your com­
puter, or during which you can be doing 
something else with it , which is why you 
boughtan Amiga in the first place, isn ' t it?) 
Single frame recording with expensive 
dedicated equipment can take from about 
15 to 30 seconds per frame on average, so 
your production time will not be com­
pletely out of line with the pros. 

That said, if you can afford to spend 
some time but not a heap of money, read 
on. The equipment you will need, in 
addition to your Amiga, your display en­
hancer, and whatever software you are 
using to create your animation, is a 
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prosurner 
levelVTR. 

By this I 
mean simply a 

that offers l)ajog­
wheel (or some kind 

s ingle- frame advance, but the 
former is vastly preferable), 2) a video 
insert mode, and 3) a flying erase head. S­
VHS capability is a real plus also, as it will 
give you significantly improved recording 
quality. The deck I use is the Sony SLV­
RSUC, which has all of the above features 
at a street price just above $800. You might 
want instead to use the popular Panasonic 
AG-1960. which offers similar features at 
a slightly higher price. If you shop around, 
you may be able to find something very 
affordable ($500-$800) among the high­
end consumer decks. Whatever deck you 
choose, make sure you think about any 
other things you will want to use it for. If 
you are planning to use it for editing, for 
example, you should make sure that it 
offers at least some kind of control port, 
preferably control-L. 

For an example of my manual single­
frame recording technique, I am rendering a 
short (30 frame) animation in Imagine 2.0 of 
two cars racing down a road. I recommend 
starting out with a comparably simple (though 
not necessarily as unimaginative) idea for 



your first single-frdlTIe project, so that you 
can develop your technique without becom­
ing overly frustrated. 

If I rendered from Imagine using stan­
dard Amiga display modes, there would 
not be enough color and resol ution to make 
out the subtle detail and shading that the 
program is capable of producing. I do like 
to begin, however, with a standard Imag­
ineanimation in orderto preview my work. 
In order to get an idea of what the motion 
in your final animation will look like, try to 
preview it at a speed as close to 30 frames­
per-second as possible. In Imagine's Stage 
Editor, by selecting Make from the Anima­
tion menu and then Play Loop, you can use 
the Animation Controller window and a 
stopwatch to get the speed reasonably close 
to 30 fps. On my 68040-based 2000, I have 
found that setting the speed four notches 
below the fastest and turning off all proces­
sor caches except the data cache roughly 
reproduces this speed in the quarter-screen 
view. If you are agile with the buttons on 
your stopwatch, you can determine the 
amount of time it takes to cycle through 
your animation by watching the numbers 
in the upper left. Divide the number of 
frames by the number of seconds to deter­
mine the speed. Once you determine a way 
to get a speed of about 30 fps on your 
Amiga set-up, it should remain relatively 
consistent from session to session, assum­
ing the same processor configuration and 
approximately the same multitasking load. 

After you have proofed and are satis­
fied with your animation, it is time to 
convert it to 24-bit frames . If you have 
already created a rendering subproject in a 
standard Amiga mode, press the New gad­
get in the Project Editor to start a new one. 
In the Parameters requester, set the file 
format to ILBM-24 bit, and the rendering 
method to either Scanline or Trace, de­
pending largely on your patience. In this 
example, I set the picture size to 752 by 
480, since I will be using the Toaster for my 
24-bit display enhancer. If you are render­
ing for DCTY or the Firecracker, you may 
of course simply select the appropriate 
output from the Presets requester. 

Render your stills, paint your frames, 
create your animation in whatever way 
you choose. Make sure to make your 
frames available in a way that you can 

access them one at a time from your dis­
play enhancer's software. In this case, 
since output will be from the Toaster, I am 
leaving the still frames generated by Imag­
ine alone, and not producing a "movie" or 
animation from them. Imagine names 
stills in the format pic.ooo I, pic.0002 ... , 
which is fine for picking up the frames as 
a Lightwave animated background. 

If you are not using the Toaster, make 
sure that you will be able to view one frame 
at a time on your display enhancer (with an 
adjustable delay before the next frame is 

Figure 1: Laying down the frames 

Blank tape: 

as a backdrop, go to the Backdrop control 
panel. At the Background Image box at the 
top of the screen, cI ick either one of the arrows 
and the animation name will appear. Gotothe 
Camera control panel and select Medium 
Resolution Overscan (High Resolution won't 
gain you anything). 

Finally, go to the Record control panel, 
change the Record Delay to 60 ( seconds) and 
the First Frame De lay to 30. Press the Record 
gadget. These steps ensure that each image is 
displayed for a minute, giving you what 
should be sufficient time to set-up your YTR 

I 1 5 6 I 7 I 8 I 9 I 10 I 11 I 12 I 13 I 14 • 
,...-______________ ---;> ... recording oll irst stililr ame 

... recording 01 second Ifame 

1 

_______________ ---;> . third fra me, etc. 

(several seconds eaCh) 

start point of third Irame; put deck into record pause on Irame 5' 

start point of second Irame, put deck into record pause on trame 4' to account for back spacing 

start point (of recordong)oll irst Irame 

"this IIgure w ill vary, depending on the amount your VTR b ack spaces when placed into record pause . 

You w ill have to determine th is amount by tr ial and error ; once you do, you will simply always ad vance 
the tape th is many extra frames before putting the deck into reco rd mode . 

displayed), and that you will not have to go 
to any extra effort to call up each succes­
sive frame. Ideally, the entire frame dis­
play process should be automated, either 
by your software or by a program such as 
ARexx, so that you can concentrate on the 
YTR. If your display enhancer's software 
supports a single-frame recording mode, 
as does Lightwave, this should suit the 
purpose perfectly. 

Using Toaster 2.0 as a frame buffer, 
select the 3D slice and enter the number of 
frames in your animation into the Last 
Frame requestor. Now go directly to the 
Images submenu. Press the "Load Se­
quence" gadget and the "Load IFF Se­
quence Prefix" file requester will appear. 
Navigate through your d irectories and find 
the one containing your frames, then enter 
the prefix name pic. 0 if you are rendering 
from Imagine) into the File field , Click the 
OK gadget and you will notice that the 
Current Image field now indicates the pre­
fix name ~f your animation, followed by 
"(sequence)" . 

To tell Lightwave to use your animation 
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for the subsequent frame. The First Frame 
Delay gives you an extra half-minute at the 
beginning to get ready. 

Now your're all set at the Amiga end. 
At the video end, you need, of course, to 
connect your YTR to the Toaster's Pro­
gram output. You must also connect a 
composite monitor to the output of your 
YTR so you can see what you ' re doing. 
Use a high-quality tape, and if you intend 
to record in S-YHS, you must use an S­
VHS tape. Return to the Switcher for a 
moment and select an inputon the program 
bus that you have nothing connected to. 
The screen on your monitor should go 
black, as the Toaster is outputting a good 
quality black burst. Starting at the begin­
ning of your tape, hit the Record bunon on 
your YTR and record a few minutes of this 
black screen. You should record at least a 
minute more than the expected length of 
your animation, just to be on the safe side. 

Striping your tape with black is neces­
sary because you will be using the video 
insert recording mode, which requires pre­
viously recorded video to work with. The 
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advantage of insert editing is that the VTR 
can use the control track that is already on 
the tape, making it possible for the ma­
chine to start recording on a dime, rather 
than backspacing a randomly varying 
amount. Although it may work in theory, 
I have not been able to get this single­
framing method to work reliably without 
using video insert mode. 

The principle of what we are doing is 
this: if we lay down enough video each time 
we record a frame, we will always have an 
uninterrupted control track to work with. If 
we record (video insert) a frame for several 
seconds, rewind and then play through the 
tape (a frame at a time, with the jog-shuttle 
dial) to fmd the second recorded instance of 
this animation frame, then start recording the 
next animation frame at this point, the frames 
will overlap in such a way that it will not 
matter that each frame is recorded not just 
once but hundreds of times (Figure I). The 
viewer will only see the fITSt occurence of 
each animation frame, as the subsequent 
frames will erase the previous ones recorded 
"underneath." The result is real single frame 
animation. 

A complication of the above is that 
most VTRs (or mine, at least) will not 
begin recording at precisely the point that 
you hit the record button. On my deck, if 
I single-step through to a particular frame 
and hit the video insert button, the deck 
goes into record pause mode, but in the 
process rewinds the tape by exactly two 
frames as it does so. When I finally release 
the pause button to start recording, I am 
record ing over two frames of video before 
the one where I hit pause, thereby failing to 
create an animation. The solution to this 
problem is extremely simple. When I find 
the frame that I want my next frame to 
begin recording at, I advance the tape by 
exactly two additionalframes before hit­
ting the video insert button. This way, the 
next frame I record begins recording at 
precisely the point desired. 

By trial and error, you must determine 
the backspace amount of your own deck 
before attempting to single frame record. 
The easiest way to do this is just to follow 
the process outlined below for a few frames 
on a "scrap" section of tape. If you find that 
each frame of the animation keeps getting 
replaced completely by the next, increase 
(one at a time) the amount of frames you 
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move the tape for ward before hitting the 
record button. If you find that you are 
recording two or more frames of each 
animation frame, decrease the amount of 
"extra" frames you step forward before 
recording. If you have a great deck, it may 
not backspace at all, and you may be able 
to start recording on a dime; if you have 
one like mine, two extra frames will do the 
trick. Whatever the case, your deck must 
backspace by a consistent amount. Any of the 
decks fitting my description should be ca­
pable of this (in video insert mode, that is). 

Getting down to business: rewind your 
black-striped tape, zero the tape counter, 
play five seconds of the black signal, and 
stop the tape. This will let you use the five 
second mark on your tape counter as a 
clear starting point, and will (more impor­
tantly) prevent the video insert mode from 
stopping unexpectedly when it reaches the 
zero point, as it does on many decks. Put 
your deck into video insert pause mode, 
and with your single frames set-up to spool 
one at a time as described above, tell the 
Amiga to start playing them. When the fITSt 
frame is displayed, release the pause button, 
and record for approximately 10 seconds. 

Put a mark on your paper to indicate 
that you have recorded one frame. (Try to 
avoid getting into a situation where you 
are writing directly on your computer!) 
Rewind the tape to just before the point 
where you began recording, and play it 
frame by frame until the first frame of 
your animation is displayed. Once you 
stop at that frame, advance another frame 
or two (depending on your machine) to 
work around your recorder's backspace 
amount. Put the deck back into video 
insert pause mode, wait forthe next frame 
to be displayed by the frame buffer(hope­
fully you are working fast enough that it 
has not been displayed yet!), release the 
pause button, and record again for about 
ten seconds. The second animation frame 
records over the recording of the first 
animation frame, except for the one frame 
that we did not record over. Continue in 
this manner, and you will end up with a 
true single frame recording! 

The most difficult part of the job is 
invariably finding the last frame you re­
corded on the videotape, without going too 
far past its first occurrence. Marking off 
the frames you have recorded on a sheet of 
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paper as you go is part of the trick. Another 
trick, once you start getting further along, 
is to memorize the appearance of certain 
"key" frames. For example, I make a 
mental (and often written) note of the frame 
at which the edge of one object touches 
another, or a particular part intersects the 
edge of the screen. I try to find such a "key" 
about every five or ten frames. This way, I 
don't have to count offevery individual frame 
as I look for the last one I recorded, butcanjust 
seek out the last "key" frame I laid down and 
count from there. 

Your very first attempt will probably 
not be entirely successful, but don't give 
up! You can adjust the speed at which 
frames play back to make your job a little 
easier, and then, when your skill improves, 
you can speed it up to the point where you 
are spending less time recording. One trick 
to avoiding dropouts and "rainbows" while 
you are recording is to avoid rewinding the 
tape just before you record; try to keep 
stepping through frames in a forward di­
rection and hit the frame you want to stop 
at with out going past it. If you are willing 
to settle for animation that is slightly less 
smooth, you can halve the time you spend 
recording a fixed number of seconds by 
double framing. Simply record each (or, if 
you prefer, every other) frame of your 
animation twice by advancing one extra 
frame, after accounting for backspace and 
before going into video insert mode. This 
will result in 15 fps movement, which is 
smooth enough for many applications (par­
ticularly if you use motion blurring) and 
requires a great deal less work. 

That should be enough to get you 
started! You can. of course, alter this 
technique to suit your own equipment and 
software preferences. It is trivial, for ex­
ample, to change this technique to one 
where you render animations created in 
LighWave to your hard drive as frame 
stores, and then play them back with the 
"Play Frames" requestor in the Record 
menu. If enough Amiga users are produc­
ing 24-bit, 30 fps animations, and doing it 
cheaply, it could cause quite a stir in the 
video community! It may even help drive 
down the price of automatic single frame 
devices, by creating more of a demand for 
them. Until then, let'sdoittheAmiga way: 
better, easier, and affordable by real hu­
man beings! 
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With the addition of another 
hard drive, my new Toaster 2.0 software 
is finally is up and running. Along with 
DPaint IV, Pixel 3D 2.0 , and the latest 
version of Art Department Professional , 
things are looking good . At this point I 
feel comfortable in proposing a year ' s 
moratorium on computer technology. 
Digital obsolescence has to be right up 
there with death and taxes. I need a few 
megs of time just to learn the programs I 
already have! 

By way of introduction, my longest 
lasting career was as a professional pho­
tographer. Decades of dedication were 
transformed by an Amiga 1000 with 256K 
of RAM. It has been a few years now, and 
I've been uploading, upgrading, reinstall­
ing, reassigning, rereading, rethinking, 
re-financing and most dangerous of all, 
re-subscribing. 

II ive at the northern ti p of Michigan's 
lower peninsula among lots of lakes, 
streams, trees , small communities, a tour­
ist-oriented economy and low to lower 
video budgets. About a year ago I was 
possessed by Toaster 1.0. Mine was one 
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of the first shipped and installed in this 
neck of the woods. Through our local 
Amiga dealer, I showed off the system to 
potential users, one being a photogra­
pher, LaITY Brumfield of Brumfield Pho­
tography in Conway, Michigan. He spe­
cializes in portraiture (seniors , babies, 
families, pets, aliens, anything that 
moves) . We checked each other out and 
have been working together ever since. 

Project 1. Senior Portrait 
Video Presentation ... 

Because senior portraiture is a large 
and profitable chunk of his business, Larry 
works with several schools in the area. 
Annual presentation to each new gradu­
ating class consisted of hauling easels 
and framed enlargements of many posing 
options: indoor/outdoor, formal, casual , 
close-up, long-shot: the spectrum of hi s 
talents, over hill and dale. 

Objective: Create a video presenta­
tion using a projector and a pull down 
screen that is used to i'llustrate the variety 
and quality of his work. Larry's selection 
represented students from each school 
with poses of individuals in same situa-
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tions with slight variations in pose and 
expression: different locations, high-key, 
low-key , sassy, studious, colorful or not. 
The final selection consisted of about 100 
shots . Larry then furnished me with color 
negatives along with a 4 X 5 color proof 
of each. 

Remember we're talking low bud­
get. I used a Hi-8 camcorder plugged into 
the Toaster (no TBC), the Toaster con­
nected to a Sony Color Corrector, in tum 
connected to a Sony VHS recorder with 
tlying erase heads (I know, there are 
higher resolution formats). In the end the 
results were very acceptable . With the 
camera on a tripod and a color head from 
a photo enlarger placed horizontally on a 
counter top, I was ready to go to work. I 
used the color head to illuminate the 
r.egatives from behind, and used the fil­
ters in the color head to adjust the color 
balance and density of the images on the 
monitor. With the lens on macro focus I 
could move in tight enough to crop and 
fill the screen with most poses. Some 
cameras have a reverse or neg/pos set­
ting. In this case I used the reverse func-
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tion on my color corrector to convert the 
video from a negative to a positive image. 

The most difficult part of the entire 
production was deciding on the image 
sequence. First I spread out the proofs 
and selected several which covered the 
gamut. Next [grabbed and saved a frame 
of each and started experimenting with 
laying them to tape, trying different 
Toaster transitions and getting a feel for 
pace or timing. The close-ups and head 
and shoulder shots looked great. The 
full-length poses however, reduced the 
image size and tended to lose crispness 
and vibrance. Those photographed with 
high-key and low contrast lighting suf­
fered the most. All the portraits looked 
good as photo prints, but some just didn't 
translate well to video. It quickly became 
obvious that a still image held on video 
for five seconds became a boring still. 
Three seconds on the better shots was 
pushing it with some, and even one sec­
ond was almost too long. 

Going back to the proofs, I first se­
lected one of the best shots to use for the 
introduction; one with enough back­
ground to allow a crop which would work 
with text overlay. Next, I grouped varia­
tions of the same person to use the more 
subtle transitions between poses. Then 
came groups oflessercandidates forquick 
takes or cuts directly from camera with­
out grabbing and saving frames. The 
remaining shots were then dispersed be­
tween the groups varying the count with 
plans to use more dramatic transitions at 
these junctures. Don't overdo the effects; 
repetition is the enemy. 

One hundred proofs end-to-end be­
came a little overwhelming. I divided the 
project into three sections, making itmore 
manageable. Starting with the first sec­
tion, I went through grabbing and saving 
frames in an order that, in the final edit, 
allowed me to record transitions between 
the camera input and the two frame buff­
ers. 

Cropping to fill the screen looked 
best, but some of the full length poses 
didn't leave enough background to fill 

the screen horizontally. The first fix I 
tried was to center the image and use a 
partial wipe from the color corrector, 
bringing a background matte in from both 
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sides of the screen, blanking out the area 
on either side of the photo. Toaster wipes 
can be used to the same end by partially 
wiping Toaster backgrounds horizontally 
on to the screen. Three or four of these 
cuts in succession got old real fast, seemed 
to degrade the quality of the video image 
and took on an unprofessional look. 

A more visually pleasing solution 
was to grab the images off screen center 

in varying degrees dictated by the pose. 
Loading the frames into Toaster Paint, I 
used rectangular, gradated range fi lis to 
crop to the edges of the image. Using a 
vertical hotspot, gradating a black or dark 
grey from the edge of the photo to me­
dium or light grey at the edge of the 
screen gives an illusion of depth as if the 
photo were floating above the back­
ground. Alternating hotspots and muted 
color ranges that complemented the photo 
backgrounds helped break up the mo­
notony. 

A few of the images with plain color­
ful backgrounds lent themselves to fur­
therenhancement. Using the ToasterPaint 
pick color function, I set up color ranges 
that matched the background and spar­
ingly painted gradated squares, rectangles, 
and spheres, floating in the border and 
overthe edge of the photo background. A 
few other photos [ grabbed smaller than 
full screen, usually off-set from center, 
and [ used ToasterPaint to draw a frame­
like border around the image and fill 
outside the frame with range fills. All this 
grabbing, painting and saving can be­
come a little tedious and time consuming, 
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but can make the difference between a 
professional or amateur looking produc­
tion. 

Now comes the easy part, laying 
everything to tape. Fade up from black 
on the first frame and hold, using Toaster 
CG to fade in and out lines of introduc­
tory text: 

Brumfield Photography 
Senior Portrait Specialist 
The Class of "92" 
Then a simple dissolve into the sec­

ond frame and I'm on a roll. A couple 
more dissolves, a couple of images in and 
out with horizontal slats, a few quick cuts 
or takes, and then the whammy, one of the 
more colorful shots: small tiles zooming 
up to full screen and back out to another 
good shot. Enough excitement for a few 
seconds, back to a few dissolves, in this 
fashion, weave your effects in and out. 
Because of the short viewing time for 
each image I used the slow speed on 
transitions to lengthen the presentation. 
Working with live video, effects can be 
easily overdone. Working with stills, the 
effects give a sense of motion and seem 
more acceptable. Pausing my recorder 
and setting up the next frames, the re­
cording went smoothly. Putting every­
thing on tape went much faster than I 
expected. Viewing the work in progress 
every few takes helped avoid having to 
backtrack too far to redo a spot where the 
pacing didn't feel right. 

Part one, being a learning process 
took a couple days to complete. Parts two 
and three each went together in a com­
fortable workday. Last frame, hold, scroll 
CG credits over, fade to black. Seven 
minutes running time seemed to work out 
just right. Long enough to get the mes­
sage across and with the help of the Toaster 
effects, not so long as to start audience 
fidgeting. 
Audio 

What kind of music for high school 
students? What else? "ROCK AND 
ROLL!" My good fortune, along with 
having the Toaster to work with, is a long 
standing friendship with a dyed-in-the­
hair rock musician, Richard Schultz, who 
played bass with Question Mark and the 
M ysterians. Without having seen the tape, 
and only a brief description of content 



and duration, Rich came up with two 
pieces . "The Class of 92" was a mellow 
rap (if there is such a thing) extolling the 
virtues of maki ng it all the way, sticking 
it out to graduation. On the second tune, 
my man got down with "Rock and Roll at 
The High School Dance". The next step 
was a simple audio dub from cassette . 
The visuals, combined with the sound 
track, elevated the presentation to an­
other plateau . Richard and I must march 
to the same drummer. Throughout my 
Amiga years, his music has backed up my 
animations and video projects. Each time 
the music seemed to automatically sync 
with visual changes as though it were 
completely intentional. 

Epilogue .. 
A darkened high school auditorium, 

screen and projector set up on stage. 
Volume cranked up on stereo speakers. 
A full house, student body, faculty, jani­
tors, kitchen help, and a nervous client. 
Oohs and ahhs, toe-tapping, finger-snap­
ping, hand-clapping, cheers for a familiar 
face. A success to say the least. 

Project 2-Video Class Album 
I began by coordinating with the 

Senior Class representatives of a small 
community school (30 to 40 graduates), 
bearing in mind that many of these teens 
had lived here all their Ii ves and had been 
together since kindergarten . For the 
project, each student brought in a selec­
tion of snapshots, spanning a period from 
when they were toddlers to present. Pic­
tured were outings, slumber parties, 
school events, dances , groups, private 
moments, less than desirable moments, 
you name it. Many of these were of the 
drugstore print variety, over/under ex­
posed, off color, out of focus, out of 
frame , flash in the face compositions. 
Some were decent, some were not . Based 
on their budget the class made a final 
selection of 100 pictures which repre­
sented the whole class. 

Once I recovered from the shock of 
seeing the material I had to work with, it 
wasn't too bad. The class saved me some 
hair-pulling by numbering the photos in 
the order of appearance. Following the 
same procedure developed for the Senior 
Portrait Video, using a few longer 
stretches of qlJick takes right from the 

camera,l was able to complete the project 
in a couple hghtweight work days. 

For the introduction I grabbed a frame 
using the school's emblem, CG text over. 
Depending on the budget, this might be a 
good chance to show off your stuff. Con­
verting the emblem to a 3D object using 
Pixel 3D, with LightWave to show you 
the way, give in to those creative urges. 
Much to my surprise, with some cropping 
and video tweaking, most of the photos 
actually looked much better on tape . Like 
the Senior Video, running time was about 
seven minutes. The same music fit per­
fectly. This might be a good time to think 
about creating art for your end credits. 
Keep it generic--chances are you will 

have a chance to use it again. 
Upon viewing the end product, I was 

pleased with the assembly , but still had a 
difficult time removing myself from the 
esthetics. The school presentation fol­
lowed the same scenario as before, this 
time with even more response. The house 
rocked, the bleachers rattled, a standing 
ovation, pats on the back and students 
drying their eyes as the lights came up. 

I had overlooked something very 
important. These kids weren't art critics. 
It was about them. their lives flashing by, 
and with the help of my music man, they 
loved it. Thei r response was so over­
whelming that I got a little choked up 
about having been involved . 
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IOnic MXIO. MX12 & AVE5. 

. . odd 
T (])(. Save C. O. D. f .... older by Visa/Me. W. OCC<lpt 
personal or txnc chec~ 0< money orders. 
15 Day Money-&>C:k Guaront .. , not 100lI. Satlsfledl I 

TAPE" - EDmNG THEOIV AND PIlACTlCE 
Shootlna to edit. Edit declllorw & .xplanatlons. Audio 
editing Ii 0100 COIIOK<Id. 

TAn 17 - PRODUCING I MARKETING VIDEOS 
=~~:~klt Int."'" topes. Oldertok-

TAPE H - THE IUSINESS END Of VIDEO 

~~~~~~-=~~~:;,.on-
COll'Ored. 

TAn" - lROADCAST EQUIPMENT AND PRODucnON 
Using Tac ... w<:J\IOOfonn monitOfl. wctoncopet & 3 chip 
cameras fo< bfoodcoIt QUOIty. 

TAPE. 10 - LIGHTING FUNDAMENTALS 
A proctlcol oppl'ooch to lighting. Also shows ..... nllel 
.tort-up equIpm.nI. 

V1V1CON PRODUCTIONS, INC. 
1 CXXl WhItetail Colrl 

DlX1COnsville. PA 16635 

814-695-4325 
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The Merlin Transporter 

© 1992 by R. Shamms Mortier 

It'S not often that a software pack­
age looks like the Star-Trek transporter 
assembly, or that the developers of the 
software show themselves in a graphic 
with Spack-like ears, but then again, this 
is no ordinary piece of software either. 
Transport controller software is designed 
to address single frame controllers, those 
neat devices that allow you to dump ani­
mations a frame at a time to a recording 
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VCR. Up until now, the Amiga's main 
transport controller software has been that 
of the same name by Microlliusions. The 
Microlllusions software is nice enough (it 
works), but it has been priced very expen­
sively (almost $500.00) and it is rather 
bland in design, with no real Amiga graphic 
interface. The Merlin product is priced at 
$250.00, it does sport a nice graphic inter­
face (see Fig. I), and it does more then the 
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MicroIllusions product. 
Transporter provides a link to almost 

all of the popular SFCs (see Fig. 2) . 
There is one exception which should be 
modified soon. Although the first ver­
sion of the software addressed the Per­
sonal SFC, this version no longer does so. 
Hopefully, it will be remedied in the next 
upgrade. Transporter also addresses all 
of the popular Amiga display devices and 
frame buffers (see Fig. 3), and as a late 
release, the GVP 24 bit board was also 
added. Like MindWare's Page Flipper, 
Transporter allows you to generate a script 
of single frames so that animations com­
plete with loops and turn backs can be 
generated on the spot. There is even a on­
board module that allows you to "strip" 
an animation, that is, to break it up into 
single frames so it can be scripted. Trans­
porter can also display time-code (if your 
SFC allows for it) and can help in simple 
insert editing. 

Transporter comes with several 
ARexx scripts, and is fully ARexx com­
patible, meaning that addressing ASDG's 
ADPro for batch conversions is easily 
accomplished. A helpful example in this 
area is Transporter's ability to translate 
24bit IFFs on the fly and convert them to 

DCTV format for single-frame record­
ing. It is suggested that you also have a 



time-code generator to "stripe" (place a 
control track on) a tape. I use a local 
studio and stripe a batch of tapes at a time. 

The fi rst thing to do is to select the 
images to be used by interfacing with the 
req uester on the Transporter scri pt screen. 
By selecting appropriate commands after 
images have been loaded, animations can 
be constructed with loops and ping-pongs, 
in addition to inserting frames in any 
order. There is a nice little logo fly-rotate 
animation included as a tutorial refer­
ence. Conversions can take place as the 
images are addressed. The interface can 
even be colorized five different ways to 
suit yom visual comfortability. This soft­
ware is obviously great for Toaster users, 
because LightWave is one of the output 
choices. For those wishing to transfer 
LightWave images to the DCTY unit, the 
FireCracker, or other output dev ices, can 
make this call in the configuration. 

The Transport Screen (Fig. 4) is 
where you actually begin the process. 
The right half of the screen has basic 
editing controls. There is even a built-in 
"communicator" that allows you to issue 
direct commands to your controller. Three 
sub-commands make your Transporter 
video life more variable: "Frame Grab" 
(for Toaster owners and GYP IY24 own­
ers only), "Slide Show", and "Time 
Lapse". With the Frame-Grab function, 
you can grab frames from tape in real 

time for rotoscoping and manipulation in 
your script. The S I ide-Show function can 
send standard Amiga graphics (also in­
cluding DCTY and HAM-E) and AN IM5 
animations directly to tape. Time-Lapse 
is what it says, giving you the capability 
to record VCR orcamera images in a time 
lapse manner (i.e., aim your camera out 
the window at the sky and get some of 
those neat Spielberg sky movements). 
Simple insert editing can be accomplished 
with the aid of the "Set-In", "Set-Out", 

v'Toaster Paint ~P 
Toaster Switcher ~T 
AMiga Display ~A 
DCTV ~D 
Firecracker 24 ~F 
Colorburst ~C 
HAM-[ ~H 
IMpact Vision 24 ~I 

Bui ld Opt 5 AniM ~O 
Rip An iM Apart ~R 
Convert File ~Z 
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and "Set-Dur(ation)" controls. 

Conversion Heaven 
This software may be almost as valu­

able to you prior to your investment in an 

:AII New 
, For (( 
:Toaster 
, 2.0 
:" Quick Start" Tutorials 
, Shorten the ro •• fer 2.0 'e.m/n6 cUn'e, twe 
comprehensive rldeo. 6e' you productive , •• U , 

,Tutorial #1 $49.95 
1120 MIni .$3 SAH 

'Two Inpu/I withoul TBCl
l 

Switch., & Dlg/lal Effie/I, 
,ChromOVFX, CUI/OIf\lFlC, um""nel KIY" B.l/el. 

,Tutorial #2 $49.95 
,120 Mba 'S] S"H 
ChII,.",., al".,.,OI', To,,"r P.In~ CUllom 

,F,.mIS/orll, ca hgll willi D/f/"-' 'lid.,. Efflell, 
Ad.lnced LUm/Nncl Klylng, Art Cord EfflcL 

:Order Both $89.95 
," Lgokl New Tap" 

No Shlpplhl tNrle In 1...oWc:I 41· 

'No HIS Toaster Info $29.95 

'

CHIn 'S) Mit 
nred of Irrlne 10 nnd oul plain I.ell M1CIlnlo Iboul 

, thl VIdeo lo .. llr? D.llor 101 you contulld? Wlnt 
In unbluod opinIon? Wlntlome proeltcl' Idylcl? 

allth/l "'pe' 
, Wllh "No SIS" ,ou 1101 I coupon worlh In Iddiliono' 
, '100" aulck Bllrt wh.n you order bolh Tulorlllil 
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Buy Your Toaster 
for your A500 and 
~our A3000 Tower 
From the Toaster 
Experts ..... 

Video Toaster 2.0 $2050.00 
DPS TBC " $ 769.00 
Personal V-SClipe $ 749.00 
Imagine 2.0 $ 249.00 
SFC $ 349.00 
Chmma Key Plus $ 325.00 
Pixel 3D $ 79.00 
AI'! Dept Pro . $ 179.00 
Draw 4D Pro. $ 209.00 
DPaint4 $ 109.00 
ShowMaker $ 199.00 
Video Director $ 129.95 
Syquest88MB 11'/ 1 cartridge $ 629 .00 
Our Wedding $ 79.95 
Screen Maker $ 79.95 
GVP 68030140 Mh: $1049.00 
Call For All Other Video Products 

Ampex Systems Inc. 
Authorized Sales & Gold Service Dealer 
5344 Jimmy Carter Blvd Norrcross GA 30093 

. Orders 1-800-962-4489 
Questions (404) 263-9190 

Fax (404) 263-7852 

Hours: Mon-Fri 9:00 to 6:00 
Sat. 10:30 to 5:00 EST 

Prices are subject to change , Free Estimates on Repairs 

(4096 COLOR) INTERLACED OVERSCAN 
IMAGES FOR AMIQA GRAPHIC PROORAMS 

,VIDEO TITLING' 
'3D MODELING & RAY TRACING, 
, TEXTURE/SURFACE MAPPING, 

Excellent, memory-saving results wiltl 24 bit 
rendering and conversion to 736 x 480 x 24 billl 
with popular Amiga image processing software. 

Each image Is a single 'slab' at a different type and 
color, with lighllo heavy veining and high detail. 

Coming soon; Virtual Marble Volumes 3 " 4; 
736)( 480 24 bit JPEG files; 

PC and Mac format Wlf3ionsl 

VIRTUAL MARBLE Volumes 1 & 2 
OVERSCAN INTERLACED (368 x 480) HAM 

2 disks, 12 images $25.00 

~ 
sand check or money order to: 

_ RAPIO EYE TECHNOLOGY 
2313 -6th St.-Nt.f1 

Santa Monica, CA 90405 
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SFC as afterward. That 's because the 
conversion program alone is invaluable 
to Amiga animators. Using ED, or an­
other Amiga text editor, you must first 
update your Config file so that the pro­
gram knows where to send the altered 
images for storage. Then it's merely a 
matter of selecting a "conversion 
type" ... RGBtoDCTV , IFFtoDCTV, etc. 
Later, these sequentially numbered im­
ages can be turned into an ANIM5 file (by 
the way, during this process they can be 
edited further, creating a reverse ANIM, 
internal loops, or ping-pongs). In this 
way, a 24-bit animation can be displayed 
on your Amiga before you actually com­
mit the real 24-bit stuff to tape. 

But that ' s only partofit. If you have 
enough memory to run ADPro or 
·lmageMaster at the same time Trans­
porter is running, you can also batch 
process images and have them manipu­
lated by any of the dozens of manipula­
tions offered by these and other pro­
grams. All sorts of animation effects can 
be processed from Transporter and your 
image processing software. The results 
can be saved in a viewable format, or sent 
to a VCR for posterity. 

A clear and detailed tutorial is in­
cluded for Toaster users wanting to use 
Transporters Frame Grab capabilities. 
Also included is a Framestore-to-RGB 
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conversion script (!) , and a couple of nice 
ADPro utilities (you need ADPro run­
ning of course). These make batch 
rotoscoping from Toaster frame grabs a 
breeze, and many a Toaster owner would 
pay handsomely for this option alone. 

As long as you have a professional 
VCR (or the "Air-Link" unit attached to 
a consumer VCR), you can also use Trans­
porter to send IFF images and ANIM5s 
directly to tape with the "Slide Show" 
option. All of the scripting magic ap­
plies, including loops and reverses, time 
delays and ping-pongs. 

Conclusion 
Transporter is one of those accesso­

ries that may become a "must-have" for 
the Amiga videographer in the near fu­
ture. Certainly, its quality, price, and 
options are in the right perspective. By 
addressing the hardware options that it 
does, and by promising to upgrade as the 
technology and Amiga obsessions and 
fads call for, Transporter should find its 
way to many Amiga video user 's disk 
libraries, and should find a comfortable 
niche in the millennial marketplace. 

Merlin's Transporter 
Amazing Computers 
1441 East Fletcher Ave. 
Tampa, FL 33612 
(813) 977-6511 
Cost: $149.95 



~Tutorial! 

© 1992 by Matt Drabick 

F or a recent video project on a animation function to move text and ob­
custom software package written by a jects around the screen, comparable to 
local computer programming company, the way DPaint III and DPaint IV ma­
the client wanted an original logo anima- nipulate brushes in the X, Y and Z axes 
tion to be used at the end of the tape. The using the animation move requester. 
client even had some simple animations Afterexperimenting with DCTV 
of his own that he had done using his IBM Paint and its stencil tools, I 
Pc. While his efforts were commend- knew there had to be a way to 
able, I knew that I could do a better job combine an animation created us-
using DPaint IV and my trusty Amiga. ing DPaint with a DCTV background. 

When] went back to my studio after The results would be a near 24-bit quality 
our initial meeting] realized that] wanted background with smoothly drawn color 
to do something a little bit classier than gradients and layered objects (the name 
just animating some yellow text over a of the client's company is Objix) and an 
blue background. By chance I had been animated logo in the foreground. 
spending some time with my DCTV, For the background I first laid down 
mainly learning how to use the paint a blue to yellow color ramp using the 
program's stencil tools as well as compil- gradient requester found with DCTVPaint 
ing DCTV frames created by Scenery and then added some semi-transparent 
Animator2.0and then compressing those spheres and ellipses. The screen resolu­
frames into animations using DPaint or tion that] used was maximum overscan, 
PageFlipper. As] currently don't own the 736 by 482 pixels . I also used four 
necessary equipment to perform single- bitplanes for the color depth instead of 
frame recording (either a frame-accurate three bitplanes. In hindsight I probably 
VCR with an animation controller or an could have gotten away with just using 
optical disc recorder), the next best alter- three bitplanes instead . With four 
native was to create an animation using bitplanes more colors are present. This is 
my DCTV. important when trying to achieve 

While] am a big fan of DC TV, ] have photorealism. It's not so important wilen 
been surprised by the lack of a simple trying to achieve just a pretty background. 
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Using three 
bitplanes instead of 

four bitplanes decreases theamount 
of information your Amiga has to pro­
cess, resulting in faster and smoother 
animation playback. Once the DCTV 
background was finished I saved the im­
age to my hard drive for later use. 

To produce the animated title, DPaint 
IV was used to create both the title itself 
as well as the animation. The screen reso­
lution was set at 736 by 482 pixels, to 
match the DCTV background. The color 
depth was 16 colors to match the four 
bitplanes used for the DC TV background. 
Note that three bitplanes is eight colors, 
and four bitplanes is 16 colors. 

When animating titles with DPaint I 
have found that using thirty frames for 
the actual movement of the title (the pe­
riod that the title is actuall y mov ing across 
the screen before landing somewhere in 
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the middle of the screen) works very 
well. thirty frames equals exactly one 
second of video, and results in a fast but 
very smooth animation. Limiting the ani­
mation to thirty frames will also cutdown 
on the amount of work required to stamp 
each frame of the animated title over the 
background . Anotherconsideration is the 
number of colors that the title will have, 
again to reduce the amount of work re­
quired to stamp each frame over the back­
ground. I recommend using only two 
colors, perhaps white for the character 
faces and black for the outline and shadow. 
It really doesn ' t matter which two colors 
you use right now. I'll explain why later. 
To create the title click on the font too) in 
DPaint 's toolbox and choose a font and 
font size appropriate for the title. De­
pending on how many letters there are in 
each word and the final screen placement 
of the title , using a font size of at least 40 
to 50 lines for high resolution screens 
generally works well. Type the title in the 
middle of your DPaint screen using white 
as the foreground color. Once it has been 
typed , activate the brush tool and use the 
right mouse button to cleanly lift the title 
off the screen as a brush. Next select 
black for the foreground color and type 
"0" (be sure to use lower case and not 

upper case) two or three times on the 
keyboard to add a black outline around 
the title. Activate the straight line tool, 
hold down the left mouse button and 
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sl ightly drag the brush up and to the left to 
add a drop shadow to the title. Pick up the 
title using the right mouse button again. 
You should now have a white-lettered 
title with a black outline and dropshadow. 

Using the mouse, in the Animation 
menu activate "frames" and "set #" and 
type in thirty frames. Press three on the 
keyboard and type in thirty to advance to 
the last frame of the animation. Activate 
the Coordinates function and stamp the 
title onto the screen using the coordinates 
to properly position the title. Before actu­
ally stamping the title down, it's a good 
idea to first check the final position of the 
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title with the DCTV background. You'll 
find that the horizontal coordinates match 
up nicely but that the vertical coordinates 
are reversed and will require doing a little 
math to find the vertical DPaint equivalent 
of the vertical DCTV Paint coordinates. 

Next open the Move requester using 
the Animation menu or s imply press Shift 
m on the keyboard. Click on the "come 
to" button (the arrow with the dot at the 
pointed end) underneath the "Direction: 
Move" controls. This will tell DPaint to 
stop the animation on frame thirty with 
the title landing in the middle of the 
screen where you just stamped it down. 
Next type in the di stances for the brush to 
move in the X, Y and Z axes and the 
amount of rotation, if any, around the 
same axes. I like to move my titles in both 
the X and Y axes at the same time while 
spinning a full 360 degrees around the Y 
axis. After you have previewed the title 
as a wireframe to your satisfaction click 
on the draw command and wait for the 
animation to be rendered. 

Once the animation has been ren­
dered , the next step is to save the anima­
tion, preferably to a hard drive. First 
activate the stencil function by using the 
menu controls or press Shift and "tilde" 
on the keyboard. Once the stencil re­
quester has been opened click on the 
white color register and then click the 
make command. This will save the ani­
mation frames as individual stencils to be 



used with DCTV Paint. Use the Save 
command found with the picture menu 
instead of the Animation menu. Type in 1 
to thirty at the bottom of the requester 
where it says Frames and also type a file 
name. It ' s a good idea to use a file name 
that includes the initial "w" (for white) to 
indicate which stencil you are saving. 
When you click on the save command, 
DPaint will automatically save each ani­
mation frame as a seperate stencil and 
also add a number (wOO I , w002, w003) 
to the file name. Repeat the same process 
to save the stencil used for the outline and 
drop shadow. Be sure to clear the stencil 
first and then click on the color register 
used for the outline and shadow . Save the 
animation again using the Picture menu, 
setting the frame count from I to thirty 
and using the initial "b" (for black) as part 
of the file name. 

You should now have two separate 
animations saved as individual stencil 
files that conform to the exact shape of 
the title animation created with DPaint. 
The "w" stencil files carry the informa­
tion to recreate the letters of the anima­
tion and the "b" stencil files carry the 
information to recreate the accompany­
ing black outline and drop shadow. Re­
turn to DCTV Paint and load the DCTV 
background image previously created. 
You may want to use the RGB filter to 
screen out any potential NTSC color arti­
facts such as moire or edge crawl. 

Next load the first white stencil 
(wOOl). You will see (if the stencil isn ' t 
off-screen) a solid colored outline of the 
stencil on your video monitor. Activate 
the stencil command at the bottom of the 
screen and then click on the inv (invert) 
function. The screen will be filled with 
the same color as the stencil but now there 
will be a hole where the stencil was. That 
hole conforms to the shape of the white 
letter from the first frame of your DPaint 
animation. We can now fill that hole with 
any color from the OCT V Paint palette. 
Before explaining the next step, it's now 
appropriate to explain why we limited the 
animation to two colors. Because each 
frame of the animation has to be individu-, 
ally painted onto the DCTV background 
as a stencil, once for the white stencil and 
once for the black stenci I, and the anima-

tion runs for thirty frames, using more 
than two colors involves peJforming a lot 
of repetitious work by hand. There isn't 
any other reason why the title couldn't 
have more colors . If you're up to it, then 
by all means use more than two colors for 
your title. Of course, you can reduce the 
amount of work in half by using just one 
color, but I highly recommend using a 
black outline and a drop shadow with 
your titles, especially if the final product 
is going to be duplicated onto VHS vid­
eotape for distribution purposes. 

Once the stencil (wOOl) has been 
loaded and inverted, choose white or any 
other color that you like from the palette. 
By default the airbrush tool should be 
activated . You may want to increase the 
size of the airbrush by using the plus key 
on the numeric keypad. 

Hold the left mouse button down and 
fill the hole with the color you have 
selected. Don't release the left mouse 
button until the hole is completely filled . 
Now save the image, making sure to save 
the image as a display file and not a raw 
or 24-bit file. Once the image has been 
saved, click on the Undo button (you are 
using DCTV Paint 1.1, aren't you?) and 
the white letters will be removed from the 
screen. By immediately clicking on the 
Undo button after saving the image you 
eliminate the need to reload the DCTV 
background each time the next stencil is 
loaded. Load the next stencil (w002), 
click on invert and fill the hole with the 
same color. Then save the image and 
click on undo again. Repeat the process 
until you reach the last stencil (w030), 
remembering to change the file name 
every time you save the next image. Us­
ing the same file name and an increasing 
sequence of numbers (Objix l, Objix2) 
for each frame is a good idea. Once you 
have created the 30 background images 
with the lettering added and saved them 
as DCTV display files, the next step is to 
add the black outline and drop shadow. 
Load the first background fite (Objix I) 
and then the first black stencil (bOO I). 

Click on invert, fill the hole in the 
stencil with black, and then resave the 
file. Because the files have already been 
created, you wilt have to load and resave 
each image. Repeat the process until the 
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final stencil has been filled in. 
The next step is to condense the 30 

DCTV frames into an animation. I ini­
tiall y wanted to use PageFI ipper bu t found 
that while it works very well with DCTV 
frames created using Scenery Animator 
2.0, it doesn't work very well with DCTV 
frames created using DCTV Paint. You 
can use a utility such as MakeANIM and 
a text editor to write a script and then 
render the animation, but I prefer to use 
DPaint instead . Under the picture menu 
activate the load requester and type in 
threeO for the number of frames to be 
loaded . Using the left mouse button high­
light all thirty OCT V frames and then 
click on the load command. DPaint will 
automatically create an animation from 
the files you have highlighted. The ani­
mation can now be played back using 
DPaint by pressing the number four on 
your keyboard. Press the space bar to 
stop the animation. Once the animation 
has been rendered don ' t forget to save it 
to a floppy disk or your hard drive. 

While this technique requires a fair 
amount of work, the resu Its are well worth 
the effort. By combining the power of 
DPaint's animation move requester with 
a OCT V background plus the ability to 
play back brush animations in real-time 
using DCTV, smooth title animations are 
possible. Of course, for those 
videographers with two Amigas, a DCTV 
and a genlock, there is a simpler way to do 
the same thing. Connect your DCTV to 
one of your Amigas and your genlock to 
your second Amiga. Display the 24-bit 
image using your DCTV and take the 
composite video output from the DCTV 
to the input of your genlock. Run DPaint 
on your second Amiga and record the 
combined output from your genlock. 

Either way, I hope that this tech­
nique proves useful in your endeavors to 
produce high-quality real-time animations 
using your Amiga without the need to 
peJform single-frame recording. By the 
way, the client was very happy with the 
logo animation that I created for the vid­

eotape. 
Mall Drabick 
5909 North Hills Drive 
Raleigh, NC 27609 
(9 I 9) 781-0 158 
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~Review! 
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When the Amiga emerged in 
1985, integrated do-all packages were 
the rage, and products like GEOS still 
have their loyal fans . After seven years, 
the Amiga public I talk to, the ones who 
chat on BBS and on-line services, and 
magazine reviewers of all sorts of prod­
ucts have produced a consensus. The 
prevailing opinion is that modules which 
perfonn very well acquired from a vari­
ety of companies are usually preferable 
to any ambitious do-many-things pro­
gram. Presentation Master from Oxxi is 
a multifunction program that may fit your 
needs better than a conglomeration of 
products. 

Presentation Master incorporates the 
following functions: display and output 
presentations; object-oriented paint sys­
tem; sophisticated color management and 
text handling; data graphing and chart­
ing; supplied clip art as well as image 
importation; and ready-to-go templates, 
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© 1992 by Lion Kuntz 

which can ease presentation setup. 
In tenns of size , Presentation Master 

is an intimidating package. It contains a 
hefty manual with about 400 pages, and 
thirteen diskettes. Fully installed it wants 
12.2 megabytes of hard drive, much of it 
is optional structured clip art and fonts. 

Presentation Master does many 
things. Some of them it does very well. 
Some things it does probably do not even 
need doing and maybe were a waste of 
programming talent. Let's look at some 
of the things Presentation Master does. It 
is a slide oriented program. It makes 
slides. As a presentation program it puts 
on a slideshow (with optional Anims). 
Since CBM began packaging 
AmigaVision with every computer and 
most people already have some paint 
program, like DeluxePaint, a company 
has to throw in a mix of things to con­
vince you to buy their Slide-making pre­
sentation program. 
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As a slideshow it uses a slide rack 
metaphor. Picture a slide carousel with 
any slide being chosen to be the lead 
slide. Imagine that any slide in the carou­
sel can be the lead slide of its own carou­
sel of slides. Picture yourself examining 
icon-sized pictures of your slides, order­
ing and reordering your slideshow by 
moving icons in the slide rack. Similar in 
concept to HyperCard or Amiga Vision is 
the use of "hot spots" (either visible with 
some associated graphic, or invisible re­
gion) that, when clicked on, branch your 
slideshow to the "children" slides in the 
sub-carousel or rack of slides. Anims can 
take the place of any slide(s). 

Each slide can be composed in "lay­
ers". The computer holds these layers as 
separate so they can be revised and edited 
endlessly. You can keep notes in layers 
which can be printed out for lecture notes, 
with subsets of infonnation printed for 
handouts . At any time you can generate 



out the visual infonnation of a single 
slide to IFF image or Postscript. You can 
also output an entire computer sl ideshow 
presentation, including Anims, and dis­
tribute them with a standalone player 
module. (The output slideshow will no 
longer be editable, although the original 
will still exist for further editing.) 

Presentation Master is betting that 
you want real slides without jaggies, on 
film in 24-bit color output from Post­
script. They figure there is a rea] need out 
there to enter data into a spreadsheet and 
tum it into a variety of charts and graphs. 
They guess that you want to copy off 
handouts to accompany your speech and 
presentation. 

People that I know do not let price 
get in the way of equipping their busi­
ness , and cheerfully spend thousands on 
a Toaster or timebase correctors, if that is 
what their business needs. If they need a 
structured drawing program then they get 
one. This integrated package includes a 
structured drawing (paint) program. It is 
not as full featured as Professional Draw 
from Gold Disk, especially with all the 
new features promised in PDraw 3.0. 
Since Presentation Master is designed to 
produce slides, the structured drawing 
part is more important to a user who is 
outputting Postscript film slides. Assoon 
as you convert the structured drawing to 
IFF'image, or screen output to video, you 
have no higher or better quality than 
DPaint. 

One feature that Presentation Master 
includes to tempt you is PolyFonts, or the 
polygon structured fonts invented for 
VideoTitler. In many ways Presentation 
Master is the big brother, or overgrown 
sequel to VideoTitler. The same pro­
grammer, Gary Bonham, produced both, 
and incidently invented the Anim fonnat 
used by most modem Amiga Animations 
in his first effort. 

PolyFonts are fast to render and very 
mailable. They can be warped, twisted, 
stretched, bent, and even curved into a 
spiral (see example, Figure 1). 
CompuGraphic outline fonts can also be 
used, and the ones from Gold Disk are 
just as fast to render as the PolyFonts. 
However, the fonts produced by using a 
Gold Disk utility called FontManager 

Version 1.0, derived from Postscript 
Type-I fonts, took excruciatingly long 
times to render. For one ornamental font 
it took eighteen minutes for the program 
to draw four words to the screen with 
these home-made fonts. I find it strange 
that a product that provides templates for 
unifonnity of slides for the blue-suited 
corporate market added the option to warp 
text into a spiral. Since text in a spiral is 
very hard to read, it is an option one 
would not use very many times in a life­
time. 

Another temptation offered by Pre­
sentation Master is a library of over 100 
pieces of structured clip art in EPS (En­
capsulated Postscript) fonnat. All art in 
Adobe IIlustratorfonnat can be imported. 
Eight companies who sell clip art have 
provided an assortment from their cata­
logs ready to use in the object-oriented 
paint functions of the program. 

Although the program accepts EPS 
and uses EPS, it does not output EPS. In 
other words, all Postscript output is a 
page to be printed as a page on a Post­
script printer or film slidemaker. After 
carefully layering structured clip art and 
text in a spiral, you cannot export this 
slide jaggie-free to another program for 
illustrating a spot in your company maga­
zine. The output details controls appar­
ently do not pennit exact sizing of the 
output so you can use old-fashioned cut 
and paste techniques. There are a variety 
of Postscript output templates that are 
rigid and inflexible. 

One of the silliest wastes of pro­
grammer effort was the diskette label 
templates. There are three forms you can 
pick and have your slide duplicated in 
columns and rows of copies for disk la­
bels. There are three columns by four 
rows, three by five, and three by seven. 
Only the three by five is not distorted, and 
maintains the screen aspect ratio. The 
other two choices distort the image to fit. 
Since I print about 1,500 labels permonth 
I was interested in this feature, but I could 
not capture the image as EPS to import 
into my desktop publishing program. 
None of the templates are arranged to use 
standard nationally available "Avery" die­
cut laser diskette label sheets which I 
prefer. None of the templates match the 
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industry standards for three by three or 
two by three laser adhesive papers sold. 

The same rigidity is exhibited in the 
various tem plates for ou tputting 
storyboards. Without EPS you cannot 
bring the images into your desktop pub­
lishing software for any custom size or 
arrangements. I don't think this program 
should be judged as if people do not own 
any other software. It should be consid­
ered in how well it fits into an existing 
creative studio already containing an as­
sortment of computer tools. 

PolyFonts on screen are pixel graph­
ics, and so are scalable EPS clip art ob­
jects. They may exhibit fewer jaggies, 
but they still have them. Only Postscript 
output gives the truly smooth edges to 
curves and text. If you mainly want video 
output instead of Postscript pages and 
slides, than this program does not offer 
much that is notalso available from many 
other graphics composition programs. 

It does include a healthy supply of 
fonts and clip art, which separately sell 
for the price of this package, and consid­
ered as a structured art program it is one 
of the lowest priced. Compared to Elan 
Perfonner the presentation part of se­
quenced or random-access to pictures 
and Anims, this program does not make 
the grade. 

In Conclusion 
This software is created for the cor­

porate audio/visual department. That is 
evident from the package, manual, and 
advertising campaign. It is my hunch that 
the average AVID reader is not a cog in a 
corporate conglomerate. Any review for 
this audience is necessarily tailored for 
them. What might be strengths in a 
product designed for one market might 
be clumsy stumbling-blocks against use 
by another market. 

If you identify with one of the fol­
lowing scenarios this product will cer­
tainly be a useful, relatively low-cost 
solution to everyday challenges you deal 
with frequently. Let's say that you are 
involved with a graphic arts, audio-visual 
department in a vigorous corporation 
which has many executives frequently 
out making presentations to groups of 
people. These presentations might be 
sales presentations illustrating theadvan-
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tages of your product, or your presenta­
tions might be to upper management of 
the stats of company growth and strate­
gies. Maybe YQU have to make environ­
mental reports to concerned citizens 
groups to get political approval of some 
project, or the presentations are to con­
ventions and professional conferences of 
peers. In these examples there might be 

support staff organizing data for charts, 
and low-level artists making slides, over­
head transparencies and illustrations , with 
some purchase of art services from out­
side agencies. 

For more typical AVID readers with 
a small computer art and/or video studio 
this product might let you add a few 
services that you can sell to some of your 

A~iga Graphic Goodies 
Continued from Pa 28 . 

DCTV, via their "libraries" and thus ren­
der directly to either of those extended 
color hardware devices. 

Having seen and tried ALL the freely­
distributable Amiga JPEG implementa­
tions, I can tell you that Rend24 is by 
FAR the easiest to use. If you've been 
dealing with the command-line programs, 
toss them out and get this program. It's 
small and it's very slick. 

Besides loading JPEGs, Rend24 also 
loads the cross-platform GIF format. 

Loading JPEGs or GIFs and view­
ing/saving them as IFF are but a couple of 
Rend24's many features . It ' s also a batch 
processor. 

Feed it a list of input files (use 
wildcards if you like) and it can load and 
process each one and save them out sin­
gly or as an OpCode-5 Amiga animation. 
Floyd-Steinberg dithering is available, 
and Rend24 can also scale and rotate im­
ages, create animations with locked color 
palettes, and perform NTSC limiting. 
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One truly slick feature is Rend24's 
ability to wait for source pictures to be 
rendered and appear on your drives. This 
will let you use LightWave 3D, or Vista 
Pro, or Imagine, for example, to produce 
24-bit frames and sequence them into a 
standard-format Amiga animations simul­
taneously. You can even tell Rend24 to 
delete the 24-bit source files after it grabs 
and converts each one. 

Rend24 was originally a CLI pro­
gram with no interface, and it will still 
work that way. In fact, some of its fea­
tures are ONLY available when run as a 
command, though most users will not 
need them. 

The program does have a few limita­
tions: although it loads JPEGs and GIFs, 
it cannot save in those formats. Further, 
it doesn't load the SHAM, and Dynamic 
HAM or Dynamic HiRes file formats. 
Rend is also not really designed to deal 
with images larger than 768x480 and 
when loading in small images, the con-
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regular clients. The chances are that you 
wi II not want or use many of the features 
of this package, and the question be­
comes "Is there enough that I w to 
justify the price and the learning cu e?" 

It would cost $500 to $80 in re than 
this program costs to duplic II of the 
features of this program separate 
modules from various comp mes. How­
ever you might already own m lofthGse 
separate modules such as Director, I 
Performer, AmigaVision, DeluxePa' t 
PDraw, Professional Page, PageS 
SpectraColor, etc., and those other mod­
ules or programs might include the; own 
clip art, fonts and many uniq 
In the corporate world that 
ton of film slides this prod c is a good 
value. In the small business £Video and 
computer graphics studios do g IFF or 
video output, this integrated pro ram may 
be less than the sum of its parts 

Presentation Master $299.9 
Oxxi, Inc. 
PO Box 90309 
Long Beach, CA 90809-0309 
(310) 427 -1227 

version to Amiga IFF sometimes goes 
haywire producing undesirable results, 
so Rend is really best used with full 
screen-size images. 

The documentation supplied with 
Rend24 is written in a lucid, non-techni­
cal style and is complete enough to ex­
plain all of the program's features and get 
you going with it quickly. 

This is a terrific little program and is 
a good example of a quality product re­
leased as shareware whose author de­
serves to be encouraged and supported 
with your dollars. 

On The Portal System you'll find 
RENDID4F.LZH in our Graphics Utili­
ties library in the Amiga Zone. 

Portal: harv 
Internet: harv@cup.portal.com 

Thomas Krehbiel 
10747 Surry Road 
Chester, VA 23831 



Pro 
Quality 
Sound 

SunRize Industries· 
AD 1 01 2 © 1992 by Jaxon Crow 

I previous issues, I've attempted to 
emphasize the potential impact of profes­
sional quality aud io in any video project Atthe 
same time, we've examined some of the best 
software and hardware tools available for the 
Amiga, designed to enhance and facilitate the 
production of audio for video. And, if you've 
been with us for the last couple of issues, you 
should, by now, havea fairl y good understand­
ing of the theory and practice of ctigital sound 
sampling. (However, if Amiga sound sam­
pling is a somewhat foreign concept to you, 
you might want to check your back issues of 
AVID for some background on the subject) In 
this month's Sound-for-Video installment, 
we'll take a look at SunRize Industries' 
AD I 0 12, the fIrst high fIdelity sound board, 
and hard ctisk recording system for the Amiga 
Simultaneously, we'll also have an integrated 
preview of SyncPro, Blue Ribbon 
SoundWorks' SMPTE/MIDITimeCode syn­
chronization interface. (Next month, we'll fully 
explore the use of this powerful new SMPTE 
time code reader/generator for the Amiga.) 
Adctitionally, we'll examine in detail some 
real-world applications for this type of high 
quality recording and synchronization system 
in the video environment 

ADI012 & the U-Bit Difference 
We've been ctiscussing the use of the 

internal voice circuitry found in all Amiga 

models in the past issues of A VID. These 
native sounds are produced using eight-bit 
ctigital words, and their playback speed (and, 
therefore their sound fIdelity) is limited by the 
Amiga's processor speed. The new AD 10 12 
uses 12-bit words in combination with a 
variable high frequency recording and play­
back rate to produce sound of a much higher 
quality than those usually possible with the 
Amiga (By way of comparison, 8-bit digital 
words range in value from -127 to + 127, while 
12-bit words represent values ranging from-
2048 to +2048.) The ADlO12 can sample at 
rates up to lOO,CXX) cycles per second (also 
called kilohertz, or khz), though anything over 
44.1 khz, the rate used by CD players, will not 
really produce an audible ctifference, as the 
human ear can only percei ve frequencies up to 
approximately 20 khz. (The relationship be­
tween the sampling rate and the resulting 
sound's frequency range is called the Nyquist 
theorem. It states that a sound's highest fre­
quency cannot exceed twice the sampling rate. 

In other words, a sampling rate of44.l khzwill 
yield a top sound fIdelity of approximately 
22,CXX) cycles per second.) And of course, 
since the AD 1012 records samples directly to 
hard disk, the maximum sample length is 
determined by the amount of free ctisk space 
available, and the sampling rate chosen. If, for 
example, you use a sampling rate of 44.1 
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kilohertz per second , then i trequires 5.1 mega­
bytes of ctisk space per minute of audio. So, it 
would take just over 76 meg of disk space to 
record IS minutes of sound at that rate. 
However, if a sampling rate of 20 khz were 
used, then the same minute of audio would 
only occupy 2.3 meg, and 15 minutes would 
require approximately 34.5 megofctisk space. 
So, obviously. some consideration needs to be 
made for the fIdelity of the final waveform. and 
the amount of ctisk space available on your 
hard ctisk partition. 

The ADIOl2 also features a DSP2105 
digital audio processing chip, allowing the 
creation of real-time special effects such as 
echo, flange, and delay. The card also has a 
built-in StvIPTE generator for its own internal 
timing control, and it reads StvIPTE Linear 
Time Code from any external source, to 
facilitate easy, frame accurate synchroniza­
tion of audio and video. 

Studio 16 
SunRize Industries is also the maker of 

Perfect Sound 3 and Audition 4, so the 
company has years of experience in the design 
and manufacture of sampling hardware and 
sound ectiting software. Their expertise in 
\vriting sound software for the Amiga envi­
ronment is evident in Stuctio 16, the sampling. 
ectiting, and playback software used to control 
the AD 1012. The program handles the record­
ing of samples, and graphic sound ectiting and 
playback functions for both their 12-and (soon 
to be released) 16-bit sound cards. The Stuctio 
16 program is actually comprised of a set of 
interactive applications and utility modules. 
Each of these modules handles a particular set 
of functions and operations: monitoring or 
recording sound samples; graphically ectiting 
samples; and assembling cue lists which can 
be triggered from (frame-accurate) SrvtPTE 
time code. 
Program Structure 

In many ways, the program uses the 
analogy of a four channel tape recorder. 
Samples can be recorded separately, ectited 
and aligned, and up to four sounds can be 
played back simultaneously. Incti vidual sound 
samples can be recorded from either the 
Recorder or the Transport module. However. 
in the Transport window, up to three samples 
can be played back while recording a sound 
sample on the fourth track. This new track can 
either be recorded from the audio input (a new 
sound,) or by bouncing, or mixing down 
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the other existing tracks to the last "vir­
tual" track. Since you ' re dealing entirely 
with digital data, and not analog audio 
signals, no tape noise is added, and the 
signal-to-noise ratio remains consistently 
high. This ping-pong mixing technique 
can be used repeatedly to mix tracks of 
audio, thereby opening up tracks to be 
recorded again and again. 

Upon booting the program, you're first 
given some information about the program 
and its authors, Anthony Wood and Todd 
Majeski. Then you're presented with the 
Instance window, which contains a list of all 
of the modules which are currently loaded 
and active in the program. Modules can be 
added or deleted in the Instances list as they 
are needed. To initiate a module, its name is 
selected in the Instance list, and the appropri­
ate window opens for editing or manipula­
tion. Most of these module windows can be 
resized and moved on screen to suit your 
needs (or tastes.) 

The Master Preferences window con­
tains path assigrunents for the storage of 
sound and work flles-the directory to which 
sound samples are to be recorded. Buffer 
sizes can be adjusted to best suit your own 
Arniga system's hard drive and processor 
speed. An interlace screen can be selected, 
allowing more information to be viewed on 
screen, thoughone-pixellinescan cause flicker 
without the use of anti-flicker hardware. The 
color palette can be chosen from a number of 
preset palettes, or customized to your own 
personal liking. The SMPTErate (frames per 
second) is also selected in the Master Prefer­
ences window. 

The Open List window holds a listofthe 
names of the samples available in the current 
directory. This list is updated every time a 
new sample is taken, and it is saved as the 
default list when you exit the program, so it's 
there the next time you boot the program. 
Selected samples can be played from the 
Open List. Samples can be loaded into the 
Open List from any directory; they can also 
be erased or renamed. 

It is through the Open List module that 
you can reach the powerful sample editing 
features of Studio 16. The Editor module 
presents a graphic display of the currently 
selected sample. An excellent zoom function 
is also available for close inspection of the 
sound wave. A range of a wave Can be marked 
by simply dragging the mouse, and this range 
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can be edited in eitheroftwo different modes, 
each with aslightlydifferent setoftools. Edits 
can be either Non-Destructive, leaving the 
original sample data on disk intact, or De­
structive, making permanent changes to the 
data on disk. In the Non-Destructive mode, a 
highlighted range can be cut, copied, pasted, 
erased, or kept, discarding the remainder of 
the waveform which is not marked. In the 
Destructive edit mode, a range can be copied 
and pasted, and a function called Compress 
makes all edits permanent by removing any 
excess data that is notactuall y used in the fmal 
waveform. In either editing mode, silence 
can be added to a wave, and a marked range 
can be flipped or edited freehand. Both 
modes also allow volumes to be ramped by 
setting starting and ending percentages, caus­
ing smooth fades up or down in levels to be 
created. 

It is in the Cue List module that the 
samples in the Open List (and, therefore the 
current directory) can be sequenced, and 
synchronized to video. The timing reference 
for the playback of the specified samples can 
be either the internal SMPTE generator, or it 
can be synchronized with video through the 
use of an external SMPTE time code reader/ 
generator. To use SMPTE time code, a 
SMPTE generator is fITSt used to produce an 
audio reference tone, which is recorded (or 
striped) onto one of the audio charmels on 
your master video tape. Usually, this refer­
ence tone is recorded on the entire length of 
the master tape. The SMPTE stripe contains 
the exact information, in hours, minutes, 
seconds, and frames, of every frame on the 
videotape. (Any specific location on the tape 
can be accessed for synchronization by using 
a SMPTE Offset to lock to an exact time 
address.) After this SMPTE stripe has been 
recorded, the audio output from the tape is 
then fed to the SMPTE input on the AD 1012. 
Studio 16 is then able to track, with frame 
accuracy, the precise location of the video. 
Cue points for music, dialogue, and sound 
effects can then be noted by watching the 
video while monitoring the SMPTE time 
code numbers. 

After all of the required sounds and 
music are compiled and edited, a Cue List is 
then constructed which lists all of the samples, 
their relative volume levels, and the exact 
SMPTE time that they are to be triggered. The 
samples are played back directly from your 
hard disk, so extremely large (long) samples 
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can be played. Up to four samples can be 
accessed at one time, depending on your 
Arniga's speed. Then, the SMPTE stripe on 
the videotape can be used to control auto­
mated playback of all of the specified samples 
from your hard disk, creating a seamless, 
perfectly synchronized audio track. In prac­
tice, this function performed flawlessly . In 
fact, the entire time I used the AD 1012 I 
experienced no software malfunctions or 
crashes whatsoever! 

The SMPTE Monitor window displays 
the current SMPTE time (in the current frame 
rate,) whether it 's being generated internally, 
or coming from an external source. This 
window can be expanded in size to a very 
large readout. SMPTE time is displayed in 
standard Hours:Minutes:Seconds:Frames 
(Hl:I:MM:SS:FF) format. By routing the 
video source through my SuperGen genlock 
and making Color 0 (the program 's back­
ground color) transparent, I could produce a 
SMPTE window-burn, which is a graphic 
display of the actual SMPTE time on the 
videotape. This is an indispensable aid in 
precise synchronization of audio cues and hit 
points for a custom music score. 

Another welJ -designed feature of Stud io 
16 is its simulated audio meters. The Meters 
module provides up to fouron-screen meters, 
which can be used selectively to monitor 
audio levels at the card's input, output, or on 
any of the four v irtual audio tracks. Addition­
ally, a second Meters module can be loaded 
into the Instance window; these meters can 
also be opened to monitor all six audio levels 
simul taneousl y. These meters can be config­
ured in any combination of up to three 
different display modes. Simulated analog 
VU meters, give you a reading of levels as 
they vary. The Meters window can display 
digital peak meters, giving you an accurate 
picture of the levels' peak voltage, or, as a 
graph which shows a small representation of 
the soundwave. 

Either of two different mixer windows 
can be used to control the audio levels of the 
input, output, or any of the four tracks. The 
Mixer window also displays the status of 
each of the tracks, and a graphic display of the 
active waveform is shown. The Tiny Mixer 
module displays six sliders used to control 
any of the six volume levels in a very small 
(resizable to miniature) window. (The more 
windows which are used on-screen simulta­
neously, the greater the demands on the 



Amiga's processor. Depending on the con­
figuration of your Amiga system and its 
processor speed, it may be advantageous to 
reduce the number and/or size of the active 
modules for the for the greatest sound pro­
duction capacity.) 

Rea)-Time Effects 
High fidelity real-time effects are pro­

duced with the ADIOI2's Digital Signal 
Processing chip. If you do not possess a 
dedicated audio processor, the AD I 0 12 can 
be used to produce echoes, delays, or flange 
effects. Delay times are variable from .02 
milliseconds to just over one second, depend­
ing on the variable sample rate. (The higher 
the sam piing rate, the better the fidel i ty of the 
sound produced by the AD1012. But the 
trade-off for the higher sampling rate is a 
shorter available delay time.) A digital filter 
is also provided which can be automatically 
set to eliminate any unnecessary high fre­
quencies which add aliasing noise to the 
sample. Delaytimesbelowabout20miUisec­
onds create phase cancellation at certain 
frequencies. By adding modulation to the 
delay time, a sweeping (or flange) effect can 
be produced. Feedback and delay levels, and 
modulation speed and intensity are also 
variable. 

On the down side, the card is not stereo, 
so if that ' s a requirement in your audio tracks, 
you']J have to wait for SunRize Industries' 
16-bit STEREO card which is set for release 
in late 1992. However, if you 're using a video 
editing system with only two audio tracks 
(that is, with no provision for a separate time 
code track, such as a Sony Type 5 5850/5800 
3/4" system,) then this does not present a real 
problem, as one audio track wiU be used for 
SMPTE time code, while the other contains 
the audio track. If you purchase the AD 1012 
card now, you'U reportedly be able to up­
grade to the 16-bit card as soon as it is 
released, and receive full credit for the pur­
chase price of the AD 10 12 in trade for the 
more expensive 16-bit board. 

Unfortunately, the program does not 
yet aIJow effects to be added in the editing 
process, though this, and Channel Assign­
able effects are planned for a future release. 
Also, the current releasee version 1.02) handles 
24,25, and 30 frame per second SMPTE 
timing, but does not support drop-frame time 
code. (Drop-frame is, of course, the most 
common rate for NTSC color video!) Drop-

frame wiU be added in a later release, but for 
the time being, if a client is to provide a video 
or audio tape with a pre-recorded SMPTE 
stripe, be sure to specify one of the other 
frame rates. 

Breakthrough 
In spite of a few drawbacks, the AD 1 0 12 

and Studio 16 represent a real breaktlu'Ough 
in the field of professional quality sound 
production for the Amiga. Fortunately most 
of the current problems present with the 
system can be updated with future software 
updates. The ADI012 can play and save 
samples in a wide variety of different file 
formats, including the Amiga's native IFF-
8SYX 8-bit, AIFF 8- and 16-bit (common in 
Macintosh audio applications,) RAW, and 
CDTV RAW. So, if you have a large collec­
tion of IFF-8SYX samples they can be di­
rectI y accessed from the AD I 0 12 by assign­
ing them to the current working directory. 
Even though the AD I 0 12 card is a 12-bit 
recorder/player, the Studio 16 software uses 
16-bit words intemally in all its sampling, 
editing and storage. Therefore, all of the 
samples produced with the AD I 0 12 wilJ be 
completely compatible with SunRize indus­
tries' 16-bit sound card when it becomes 
available. With it's SMPTE compatibility 
it's an extremely valuable tool in the produc­
tion of many types of sound for video. And, 
with the ability to record and playback from 
hard disk, the length of samples is Limited 
only by the sample rate and hard disk capac­
ity. This makes the AD I 012/Studio 16 com­
bination ideal for the editing and production 
of music, narration and sound effects for 
video. 

The ADIO 12 card and Studio 16can be 
totally integrated and controlled from within 
Bars and Pipes Professional or SuperJam! 
This can be accompl ished through the use of 
a set of Tools and Accessories for B&P Pro 
which are included on the Studio 16 program 
disk. Samples can be triggered from within 
the Bars and Pipes or SuperJam! environ­
ment, aIJowing 8- or 12-bit samples to be 
played directly from your hard drive. Studio 
16 (version 1.02) does not yet support the 
playback of virtual tracks from within Bars 
and Pipes Professional, though that feature 
with be included in a later version. This will 
aIJow digitally recorded audio tracks from 
any source (whether music, spoken word or 
sound effects) to play from your hard disk in 
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perfect synchronization with a MIDI se­
quence. In other words, you'd be able to 
sample voices, guitar, narration or special 
effects tracks to your hard drive for frame­
accurate synchronized playback in conjunc­
tion with a MIDI song. The entire audio track 
could then be recorded to videotape without 
the need for an expensive, time code con­
trolJed multi-track tape system. 

Throughout my review and testing of 
the AD 10 12, I used SyncPro, the new 
SMPTE/MIDI Time Code generator/reader 
from Blue Ribbon SoundWorks. Nextmonth 
we'U take a detailed look at SyncPro, with 
special attention paid to the video production 
applications for this high quality, low cost 
device. This interface which reads and writes 
all formats of SMPTE code (including drop­
frame) as well as MIDI Smart Song Pointer 
Sync, was specifically designed to be con­
trolled from within Bars and Pipes Profes­
sional, or SuperJam!, however, it works just 
as well as a stand-alone SMPTE Reader/ 
Writer. And, used in conjunction with other 
ARexx-compatible software and hardware, 
it can be used to synchronize a vast array of 
Amiga applications. 

I'll be glad to provide working demo 
versions of Bars and Pipes, Bars and Pipes 
Professional, Synthia Professional, and M 
for the Amiga, if you'll send me (up to) four 
blank 3.5 inch disks, and the appropriate 
postage. 

AD 1012, Studio 16, Perfect Sound 3 
and Audition 4 are from SunRize Indus­
tries, 2939 S. Winchester Blvd ., Suite 
204, Campbell, CA, 95008, (408) 374-
4962. 

SyncPro, SuperJam! and Bars and 
Pipes Professional are distributed by The 
Blue Ribbon Soundworks , Ltd., 1293 
Briardale Lane NE, Atlanta, GA 30306, 
(404) 377-1514. 

Jaxon Crow has recently released his 
first tutorial videotape on producing Sound 
for Video projects entitled Amigo Musicfor 
Video, Vollime One. 

For questions or consultation Jaxon 
can be reached at: 

Neon Tetra Productions 
P.O. Box 876 
Hot Springs National Park, AR 71902 
(501) 321-1198 
Call or write for a free catalog of 

audio and video tapes . 

July/August 1992 



MARKETPLACE M MARKETPLACE M MARKETPLACE 
LIGHTWAVE 3D 
35 mm SLIDES 

Utilize all the quality of the new 
print reso lution 

3008 x 1920 

·Up to 4000 line Resolution 
·24 hour turnaround 
·Syquest support 
·In-house Photo Lab 

Lightwave 3D. Imagine. DCTV 
VistaPr02. all Amigafiles 

24 bit IFF. .. and more 

Industrial Color Labs Inc. 
10 years experience 

Amiga Imaging Dept . 
315-449-1/55 

AFFORDABLE 
ANIMATION? 

SUREI Custom 3-~ rendering 
of your or your clients logo 

in 16 million colors 
and full NTSC resolution. 

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

Call for information 
or demo tape prices (refundable). 

~ EMERALD 
~ VIDEO 
Quality Graphics and Animation 

at an Affordable Price 
(419) 898-0535 

570 E. Water St., Oak Harbor, OH 43449 

There's Finally an Easy Way to 
Make Professional Looking Video 
and Audio Labels and it's called ... 

LabelDex! 
A full featured mailing, floppy disk and 
audio/video labeling/database program. 
Manage your floppy, aud io/video and 

address informatIon the easy way. 
LabelDex! lets you print a large variety of 
professional looking labels with your lIP 

LaserJet, DeskJet, PostScript or Epson 
compatable dot matrix printer. Only $74.95 

00 EasyScriptl Softwtut 
10006 Covington DriVt, SJlitt AW 

HJlntsuillt, AL 35803 
(205)881-6297 FlU (205)881-1090 

Break the Bitmap Barrierl 
Cutom Conveuion. of 

Postscript® Fonts to 
3D Object Sets for 

Lightwave® or 
Caliga ri 2® 

at reasonable ratu. 

(510) 439-1580 

_
,r' 'liniCi Grap hies 

'.;r. . 143 Lorraine Avenue 
,,1 • Pittsburg, CA 94565 

mlga 
Power! 

Attn: A-3000/2000 
Toaster & Power 

Users 

Replacement Boards & Upgrades 
(Installed Prices) 

A-3000 200 Watt Upgrade $149.00 
A-2000 200 Watt Rep. $129.00 
A-2000 250 Watt Upgrade $139.00 
A-2000 330 Watt Upgrade $169.00 

(Save $20.00 If You Install) 
Stand Alone Power 

A-500 200 Watt BIGFOOT $129.00 
Call For Pricing On Custom Needs 

We Accept: 
Visa/MC or 

COD 
(800) 527 -8797 
(308) 745-1246 FAX 

en 1/ 1/0/./ hel iew 1/011 r ell" '? 

Video Calibration Set 
41 IFF tcs t pettcrns on disk for mcesurcmcnt. 
diftgnosis, (tnd c())ibrCltion of Amign RGB monitors, 
video monitors", v ideocClmems, (lna VCRs. Tune 
you r monitors ;md televisions ((lr optimum 
performnncc. 

• Turn :-; (tn Amig.1 into v ld\,.'o le,, 1 
l~luipm~ . .'nt. 

• T\.'s l im.l}-;cs (.in be ItI.,J\,.'d into p.lin! 
pro)-;r,)nb \)r Ji ::; pl,'ycd v ... ith th\,.' 
in Im:kJ tl'~ t sortW.1n: 

• n color tt'S! p.ltt ~rns. 
• h CIl n tr.ist cind bri).;hln\,.'"",,, h..·~ls . 
• T t's ls for (onVt'rgc nce;-, phosplwr 

SMPTE (otor ba rs 

b~rn . int~rl.1('~ fli cker, ilmplifJt'r lint..·.lri tY· 41 $49.95 
• VIJ~O C,i mcrcl tt;'..; t ( hM!:- . 

• Vhlr" fl'!-J:.. '1'11"1ft' II:', ' of SI'II/I)(k (If ('I/((I(I('f It) <'II //t 'erl AIIlIgn 

RCB ""II"" /"",, NTSC <is,,"I. $10 off w/ad . .............................................. 
VIOlA" .............................................. 

VidiCl • P.O . Box 1180 · Manh(lltan B~ach , CA 90266 

00 yOU ,..u.o Hl!.lI OI!TnHO "AAna wmt 

ARt! UEPARtJit11:'itJ PR<Dr(~~lKIJ:XAI 2 1' 
If "0.. ~fnlt)' p ..... I"N w<i Ito. I'nro.. ron .... ' " "" S"rh.l( (00"" ,"01'1/ "" .... muvrwn.on 

rr~~f l m lor l/Ior Jvr...'" you m. " f'ft'(j lOmf f'OU"' '''l Of'! "'""I;'I'\j, .nd"I""No.Otoif 
d .. ' .. • .. ,.. '·',J«'II' ·r l'lfl1 .or>l' 

SpecIal Offer/ll/ 
FOf C hmrle<l lime )'oo con gel EB££ fOf Ih4!I 05kll"lg . lips 10f Ih4!I novtC411 use, 

01 Art 8. ... rt.I,", "a Z I ond Ih4!I Conv"~ton p ock . 

Thols " ghl 011 yoU "'ave 10 do tl ask ond you con gel Ihi! .ntormatlon 
FREE FREE FREE" " 

SImply u ll 16021 893 -3988 
or WTtt le to: 

Art D,,~r1mrnt 'tiro Sp=clal OfTu 
503 7 EllSt Ku~san 
Phoc l\1.:lt; . A7. 85044 

and aak ((lr thle (r~ lr\ff)nnaU01l kJt. 



MARKETPLACE M MARKETPLACE ~ MARKETPLACE 
:1' 0 ~~I 0 ~_=\'O MPUTERS 

IS 
·TOASTER SALES 
·TOASTER SERVICE 
·TOASTER SYSTEMS 
·TOASTER SPECIALISTS 

YES! on the TOASTER in the AMIGA 3000 
We have the solutions for the power 

supply, case, TBCs, and by the use of a 
custom bracket to eliminate the hacking 

up of the A3000 or TOASTER. 
BASIC TO FULL ANIMATION SYSTEMS. 

CUSTOM SYSTEMS . SINGLE FRAME CONTROLLERS. 
AMIGA 3000 SOLUTIONS/INSTALLS. GPI HOOK UPS. 

RE·ENTRANT SWITCHER INSTALLATIONS. 
DELAY LINES. INSTALLATIONS. TRAINING. AND MORE 

Commodore® 
AMIGA ® 

AUTHORIZED DEALER & GOLD SERVICE CENTER 
NEW TEK 

IN CO RP O RA T ED 

WORKSTATION DEALER 

818-760-4445 
11300 Hartland Street 

No. Hollywood, CA 91605 

JLC Video __ _ 
-----Animation 
Toaster to tape ----

Logo creation.----­
---Frame by Frame 

Recording. 
--Call-----
__ (408) 268-2634 

ULTRA HIGH RESOLUTION 

3Smm 
COLOR 
SLIDES 

from Your Amiga Graphics 
• 24-BIT IFF 

from Toasl.r. DCTV. 24·BIT 3·0 rendering programs. Scanners. 
24·81T IFF painl programs 

• Standard IFF or HAM IFF 
• Postscript Slides 

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

4000·Line Resolution ' Nc Scanlmes 
Brrllant Color . No Curvature Dlstortfon 

Call or Wrilelor OrdBf Forms. Price Lists. and FREE Samples: 
H ...... OND PHOTOGRAPHIC SERVICES 

, 1280 Washington Place, Culver City , California 902:30 
(3101390-3010 

CATV Photo Ad Channels 
P-P-Vlew Barker" Channels 

In-house Info Channels 
P.O.S Display Systems 

Offer Remote UpdaHng and Date a nme 
programmable playback of Pages, 

AnlmaHons and VIDEO with 
CAPS-Xl CIM AC Product Guide) and our 

Video InMrHon modules. 

- COMPUTERS caIIJ~~r.:or a 
=V IDE 0= Info. Kit 
- SOL~~ONS 5= 1.-1 South 7th str.et 

Akron, PA 17501 = M",III/It.d!""m ••• ::. (71,7) 859-2049 = rlttJl "10ft, logtl.r = . 

1"01" l"sl'rs or Ill'llI\(;' Paillt 1\ 
.\ Rt·llIlutillll.lr) 't'll I ihw) III \1\llli·SI.I~l" \1111(>' 

FLICiI-tTP~TI-tS I 

lm.l!l;f':~~":I~~· ;~I!.~ .• ;:I:f~·:;.::.~.:~~rnll!l. 
Smop'h, ",wf'f'pln~ WIIU'~ ", rlylna rem .... 

Why jWII IrnA~lnf' II?? 
Tnk. orr ... llh Mrdf.,<op' FUGIITrATIIS I 

A rfrnnrknhlf' lihrnr,. Il( ornln. IV InO\," df~ill"f'd In 
f1:\!ound. Fl.IGIITJ-ATfIS hu ftVf'r I.lO fA<,-In-I"f' 

!tf'qufnc~. nvf1" 700 mo"f:' In 1111 r Itllndrf1h or pn'Rlhlr 
C"omhinnt\nn~. \'nrilltlon:'t, nnd "rrf"<'t. 10 fifth" lour "'drn 

litl~ ""lIh ~olld tUnc-h. for ~olid r~ull .•. Now ,flU un ,,"form 
Inmdlh 'lIJ1inl~~rr~ •. ~'U~tdiblumcllll 

IndlldH honu .• Color Fnnl~ 
2 !)I<k Sr1$49.95 'S.I.OO S& II 

Ch('('k or I\1U"f'), Ordf'r rhnnr nrdrn ftcuP..tf'd 

nlEDIA5CADErt 
7HI \\att \11' ~1I11l' III~ \lIP 111 Oil 'lit 3.1\ 
\1II1h lIi~hl.lI)(I' ( \ 9.(,60 (1) 1",1 \1) 19~~ 

PI.n your n.xt 
v/d." from cono.pt 
to compl.tlon with 
qulck.tIC ... to." th,., 

RELEASES: 5)TaJent""-, proptIffY BOCWI. 
tTIfIdicai conssnl. houBIIhokIlnVflnfDIY, indemnity 
CONTRACTS: 2)Video production, aeBtiVfl 
slHVice(voice taiBnt, music score" saipting etc.) 
duplication, agency agr_n!, conl7Bct WIth 
ind6Ptlfldant. ffHltaV/eBSB agreement. cntdit 
application, bill of sale, video fflci8pl, non­
disciosure 
PRODUCT7ON: 3)8udgflt BSrimste wor/(sheets, 
plBIIfling woriIsheet, video log sheet, wedding 
chfIdc6st. portBbIe shoot inWlfl/Dry, sroryboaid 
LETTERS: CoVf1f /etters lor corTBSPOfIdenoe with; 
video production, duplication, pricing policy, 
weddIngs, job desalp/lOnS, copynglll kxm, patWlt 
form, concept doaJment 

GAIl ,,- .,. ASCII .bnn., ~ v"- owllc:tni PlDflram ) ",._tnan .. __ ",onr"""""", _ 

$24.95 +2.50 SIH ViewFinders 
1(800)882~ P.OBOXlfJ90 
"'MIONIBM CElIE KWnIIth FiliI&, OR 97801 

Toaster Ready 

Bisclips 
for LightWave 

3D Oblects for the Vioeogiopher 
Nearly \00 objects and fOnTIS for the 
video service . Includes morphand move­
able objects as well as 7 ' image/bump 
maps. A must for the retail video service. 

I'R~I,,~'. I .The Fo~tosu Fonts Collection. 
Including Chise]wax, Chips and Planar 
fonts, as well as 20 text objects for the 
video service. Also includes 3 image maps . 

Either collection for $44.95 
or both for $79.95 + $3 SfH to: 

ANIMATICS 
Dept. AV03 
P.O. Box 158 

Oakhurst, NJ 07755 
Video ToaS"Ier & LighlWave arc lradcmarb of NcWTck Inc. 

ProfessIonal Royalty-Free MusIc 

Compond with the vldtlOgrspher In mlndl 

Enhance any video production· instructional, 
wedding, industrial, sports, home movies, or 
multi-media· with brolldcllllt-qullllty music. 

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

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

Call 1-305-872-3472 for demo & order, 
or 1-305-872-3872 order pili cement on Iy. 

$34.50 Cassette· $44.50 VHS· $54.50 S·VHS 
$64.50 DAT (check, money order, or COD) 

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

•••••••••••••••••• 

ADVERTISE 
YOUR PRODUCT 

OR SERVICE 

in the 

MARKETPLACE • 
for 

ONLY $75 
Call 408-252-0508 

for details! 
•••••••••••••••••• 



3 Good Reasons To Become An 
~ Subscriber 

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

2. We're FREQUENT 
Like most magazines, AVID is published monthly (except for a combined July/August issue). Unlike most magazines, AVID 
subscribers also receive the AVID LETTER. The AVID LETTER is a monthly Amiga- Video" fix" that is sent only to paid 
A VID 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 AVID are 
published within a week or two of submission. This editorial philosophy allows us to cover the timeliest subjects in the timeliest 
fashion. And, the AVID LETTER allows us to publish news and information that often falls between the cracks of other 
publications. 

If you would like to tap into AVID's focused,Jrequent & fresh Amiga-Video coverage,Jill out the subscription 
form below and send it with your check to: AVID PUBLICATIONS, 21611 Stevens Creek Blvd., Cupertino CA 
95014. For even faster response, use your Mastercard or VISA and call1-800-322-A VID to place your order. 

NAME _______________ _ 
COMPANY ________________________ __ 
STREET __________________________ __ 

CITY---------------------------­
ST A TE ---------- ZIP -------------
COUNTRY ________________________ _ 

NO PURCHASE ORDERS PLEASE 

r use an Amiga ~ 500 0 1000 0 2000 0 2500 C 3000 
The genlock ruse is __________________________ _ 

r am currently using the Video Toaster.· ······.D YES 0 NO 

I am planning to buy a Toaster soon············ .O YES 0 NO 

I use Deluxe Paint III/IV············ ··········· ·· ·····. ·O YES 0 NO 
I use Shereff Systems Pro Video GoldlPost : D YES D NO 

Other CG Software? ________________________ _ 

I use Imagine: 0 YES 0 NO Turbo Silver: [I YES C NO 
Which Digitizer do you own ____________________ _ 

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

(Overseas Subscribers add $36 US.) 
Make check payable to: 
AVID PUBLICATIONS, 21611 Stevens Creek Blvd., Cupertino, CA 95014 

To Subscribe by Phone Use Your Credit Card. Call: 1-800-322-AVID (2843). 
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Some of the Essence texture , over 60 in aU! 

Altitude Textures 
Raised square mesh 
Raised hexagon mesh 
Diamonddeck nonslip studs 
Fractal bumps (for everything from asteroids 
to concrete!) 
Flatten (cartoon shading) 

Fractal Noise 
Turbulent or smooth 
1, 2, and 4 color versions 
Over 20 variations! 
Fully animated for swirling clouds or smoke. 

- - - -

Bricks and Checks 
Radial and cylindrical checks (Amiga Boing balll) 
Cylindrical bricks (wishing wells or walkways) 

Miscellaneous 
Mandelbrot (infinite detail!) 
Marble (finally!) 
Polkadots 
Fractal tree bark 
Spirals and swirls (Fractal versions, too) 

Transitions 
Linear, band, cylindrical, ring, spherical, shell 
Smooth or fractally turbulent versions (animated, 
of course) 

Tllings 
Hexagons 
Floortile 
Stripes 
Triangles 

Utility 
Solid color 
Color swapping 
Hue rotation 

Contact your local Amiga dealer 
or call for information: 

Apex Software Publishing 

405 EI Camino Real Suite 121 
Menlo Park. CA 94025 USA 

(415) 322-7532 
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Power-. your Amiga with the Latest 
Hardware from DKB 

DKB Software 
50240 W . Ponliac Tra il 

Wixom, MI 48393 
Sales (3 13) 960 · 8750 
FAX (313) 960·8752 



LEITER 
Sunday July 26, 1992 
9:58 PM 
Silicon Gulch 

An AVID Sllbscriber 

SlljJpleme1lt 

Welcome back to another issue of the AVID LEITER, the subscriber-only supplement to AVID, 
the Amiga-Video Journal. While summer is traditionally a slow season for the general computing com­
munity, it is anything but that for the Amigalvideo magazine business. Every summer I swear I'm going 
to find the time to take a short break, but the pace never slows down enough make it happen. The 
summer of '92 is no exception. 

Actually, I did take some time off in the early part of July to stay home and help take care of our 
first new addition to the family. Laura and I are now the proud parents of Conner J. Plant. He was born 
at 6:58 PM on July 2; coming into the world at 9 pounds 10 ounces and 22 inches long. Right now he's 
not significantly contributing much to the AVID effort, but we hope to have him online in the near 
future. 

Unfortunately, Conner isn't the only reason I've been losing sleep lately. No, there's something 
else that has been troubling me for quite some time and it has really reached a boiling point in the last 
month or so. I'm referring to my concern for the future of the Amiga platform and the serious hits it has 
been taking in my neck of the woods. 

It started off a few months ago when longtime Amiga columnist, Matthew Leeds, submitted his 
"Last Amiga Column" for MicroTimes, a primarily California-circulated computer publication. Matt 
cited his growing frustration with Commodore's inability to successfully market the Amiga, as well as 
their failure to significantly improve its capabilities over the last six years. His difficulties in obtaining 
timely and accurate Amiga product information from Commodore added greatly to his frustration. 

Although I easily identified with Matt's plight, and agreed with most of his analysis of the sad 
situation, I was still saddened to see his abandonment of the platform. Why? Well two reasons: one, his 
regular Amiga column was one of the few reasons I picked up MicroTimes and, two, it felt like another 
nail in the Amiga's coffin. 

A few weeks later, to make matters ml.l~h worse, I opened up the Computing section of the San Jose 
Mercury News and was greeted by a fullc."age article with a headline that read "Commodore Lets Amiga 
Die Slow Death". My heart sank. The author, Phillip Robinson, covered much of the same ground that 
the MicroTimes column had covered, even referencing Matt's article at one point. The article pointedly 
blamed Commodore for massive neglect of its Amiga marketing and technological responsibilities and 
accused the company of killing the platform. Robinson concluded his article by suggesting that the only 
people who should consider buying an Amiga are those individuals planning to install a NewTek Video 
Toaster. ' 

Again, while I could not disagree with many of the author's points, I was depressed to see this kind 
of article being written about my beloved Amiga. Even worse, I knew that many technology editors at 
newspapers around the country looked to the Mercury News, Silicon Valley's preeminent newspaper, as 
a respected source of timely information. My worst fears were realized when I began hearing reports that 
the article was being reprinted in other major metropolitan papers (so far I've heard that the piece has 
appeared in the Washington Post and the Boston Globe). 



So, how much of this can we believe? Is Commodore really guilty of criminal neglect? Is the Amiga 
really on its last legs? Is the Video Toaster the only really good reason to buy an Amiga? Let's pull out 
our old analytical magnifying glass and take a closer look at the situation. 

Is Commodore responsible for the sorry position and condition in which we find the Amiga? Well, 
of course they are! The parent company is ultimately responsible for both the successes and failures of its 
offspring. When Laura and I brought Conner into the world we assumed a responsibility to do everything 
we are capable of to help him reach his ultimate potential. Naturally, there are no guarantees. Our guid­
ance and support, while absolutely critical and essential, does not ensure that he will become everything 
we want him to become. His future will be.shaped by many outside influences besides our own, including 
the powerful force of his own free will. However, these uncertainties and outside pressures DO NOT 
relieve us of our obligation to do everything we are humanly capable of doing. I know that I am forcing 
the anal<?gy to compare the parent/child relationship with the company/product relationship. While it is 
certainly true that parents cannot be held completely responsible for how their offspring turn out, com­
puter companies can! 

To be fair, however, that the Amiga has been the victim of forces outside Commo~ore's control. 
Jack Tramiel' s rape of the C-64 dealer network, for instance, is still haunting the Amiga dealer channel. 
Those pf you who had 64s may remember how Tramiel pulled the rug out from under 64 dealers by 
dumping the 64 into mass market at list prices below dealer cost. There were many computer dealers who 

. were severely burned by this maneuver and vowed never to carry any Commodore product again. (This 
action was technically not outside Commodore's control, but a distinction must be made between 
Tramiel- and post-Tramiel Commodore.) 

Yes, it's true that the Amiga started life with several strikes against it. The original Amiga company, 
while certainly innovative, was clearly not financed well enough to adequately support the tremendous 
marketing, manufacturing and continued research and development that a computer like the Amiga 
requires. While money is nowhere near as critical as love when raising children, with computers it is 
absolutely essential. This lack of adequate early funding was certainly detrimental to the development of 
the Amiga. In retrospect, it can be argued that this early retardation sealed the Amiga's fate (whatever 
that may eventually be). 

While Apple and IBM were racing ahead with new systems, new technological developments and 
new marketing campaigns, the Amiga's progress was put on hold while the adoption process took place. 
By the time Commodore figured out what they had brought into the family, precious time had been lost. 
Time that was being used by Commodore's competitors to solidify standards that effectively clit the 
Amiga off from the ~inputing mainstream. 

While many would argue that Commodore took far too long to assimilate and understand the 
potential of the Amiga (some say they still don't understand it), if it wasn't for them the Amigamight 
never have gone beyond the model 1000 stage and you wouldn't P.e reading this letter. So did COrlunO­
dore rescue the Amiga only to retard its growth and caUse'its~~f~iuaI denrise? The answers are: "yes" 
Commodore rescued the Amiga, "yes" they have retarded its gi$wtb.; and "no~' they have not killed it off 
(~. : 

There's no question that Commodore management has failed the Amiga in many ways. Techno­
logically,the Amiga was a wonder right from the start and even though it has been caught and even 
surpassed in many areas it still offers important features not yet available on other platforms 
(multitasking and NTSC compatibility to name a couple). But Commodore has never been able to create 
any kind of real demand for the Amiga. Its anemic dealer channel is testimony to that sad fact. I can't tell 
you the exact number of Amiga dealers in this country, but I'd be willing to bet that there are less than 
500 Amiga dealers in the entire U.S. that do any significant business with the Amiga. And I'll bet again 
that you won't find more than a handful of these dealers who are satisfied with the support they get from 
Commodore. I spent three years in the dealer channel, so I have a firsthand view of the workings of that 
arrangement. Here are a few of the all-to-common occurrences that I experienced durin~ my retail tenure: 

. ..;. 

.. ::.' 



I. Very slow implementation of programs and promotions. It was not unusual to get notification 
from Commodore of an upcoming promot~on with a promise of "details to follow" and then receive those 
critical details at the last minute, or worse, when the promotion was half-finished. 

2. Lack of availability of critical products. Commodore is notorious for putting a promotion to­
gether without any thought of how the manufacturing division is going to meet the production needs of 
the promotion. A case in point is the current Amiga 2000 HDAlIOO promotion. The program officially 
began in June and, as of one week ago, none of the dealers I talked to had received any of the units they 
had ordered. This situation is aggravated even further because,.in an effort to support Commodore's 
promotion, many 3rd party developers (DKB Software, Impulse, Virtual Reality Labs, A VID Publica­
tions and several others) had put together promotional offers to augment the program. Our offer might 
expire before Commodore starts shipping product. Unfortunately, this is not an isolated incident. 

3. Another nasty Commodore habit is their tendency to start promising programs and then prema­
turely pull the plug on them. Their aborted attempts to penetrate the education market is a good example 
of this type of behavior. Much of the blame for this action lies with another Commodore failing, which 
is the inability to keep top leadership in place for any significant amount of time. Programs which are 
started by one executive are quickly cancelled by his replacement. This kind of maneuvering is very hard 
on dealers who expend precious resources to support these programs and then a year or so later see their 
investments invalidated. 

I can go on for hours with Commodore horror stories, but what's the point? The bottom line is: 
Commodore has never been able to successfully market the Amiga in a way that creates enough demand 
to support a strong dealer channel. To make matters worse they've poorly supported the existing dealer 
base. We do a dealer mailing every few months and each time a frightening number of pieces come back 
marked ''undeliverable''. 

Marketing and distribution are not the only areas where Commodore has been deficient. They have 
failed to forge any significant alliances with any important 3rd party companies. They have also failed to 
fill gaps in the product line and they've failed to hold their early technological lead. Even the new 
machines due out later this year are simply too little, too late. In short, they have failed in their parental 
obligation to do everything possible to ensure the success of their offspring. 

Before I go on, let me make it clear where this blame really rests. It is NOT with the U.S. division 
of Commodore. While they must shoulder there share of the blame for many operational miscues, the 
West Chester office is clearly not in control of its own destiny. Their strategic strings are pulled by 
Commodore International, or more specifically, Irving Gould and Mehdi Ali. These two individuals with 
their visionless, accountant-like business mentality have steadily managed the Amiga into the ground, 
while paying themselves quite well in the process. 

So, is the Amiga on its deathbed? The short answer is "not yet". It is still alive despite what seems 
like Commodore's best efforts to destroy it. Its heartbeat is more a testimony to the tenacity and evange­
lism of its 3rd party developers and end users then anything else. In the next issue of the A VID LETTER 
we'll look further into the Amiga's future, especially as it applies to video and graphics. We'll also 
explore the question we asked at the beginning of the A VID LETTER: Is the Video Toaster the only 
good reason to buy an Amiga? See you next month. 

Sincerely-Jim PlantlPublisher 

P.S. Speaking of the Video Toaster, dealers who are interested in offering Toaster training and end 
users who are interested in attending Toaster workshops and seminars, should be aware that Lee 
Stranahan, founder and publisher of Bread Box (now Video Toaster User), has left NewTek to form a 
company that specializes in Toaster Training. He is currently working with Amiga dealers and autho­
rized T()~ter Workstation dealers around the country and has already scheduled a number of seminars 
aroundflle country. If you would like to organize or attend a Lee Stranahan Video Toaster seminar, 
contact Kathy at (913) 271-6039. Highly recommended! 
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Includes keybo~ ealihraIen!::over; 
-Switcher ' , 
-Toaster Paint 
-LightWave 3D 
-Modeler 
-ToasterCG 

=:-$19 
includes shipping • 
(CA residents add 8.25% sales tax) 
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