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Bring Home The Best 

If you're thinking about getting an Amiga' 
special effects or image processing 
product, here are some facts to consider: 

• ASDG's Art Department Professional 
was named the "Best Image Processing 
Program" for 1992 by the readers of 
Amazing Computing Magazine and "Best 
Video Software" by Germany's Am iga Plus 
Magazine. 

• American Software And Hardware 
Distributors and MicroPace Distributors 
(the two largest Amiga' software 
distributors in North America) cite ADPro 
and MorphPlus as the best sel ling 
products of their kind. 

• ADPro placed third among ALL Amiga· 
software products on the M icroPace 
1992 Top 50 Sellers List. 

• The Post Group, one of the largest post 
production houses in the world, has used 
ADPro and MorphPlus in the production 
of special effects for the prime time TV 
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show Quantum Leap and for major 
motion pictures. 

• Mark Swain, an AmigaWorid 
reviewer (and animator for Foundation 
Imaging, the creators of the special 
effects for Babylon 5), said, "MorphPlus 
produces the most realistic shape 
shifting special effects I have ever seen 
on a desktop." 

• David Duberman, Executive Editor 
of Video Toaster User, said in a 
comparative review of Amiga® 

morphing products, "MorphPlus is the 
Rolls Royce of Amiga' morphing 
softvvare ... it will pay for itself with one 
job." 

Consider the facts. 
Then bring home the best. 

925 Stewart Street Madison, WI 53713 
608/273-6585 

Art Department Professional is a registered trademark of ASOG Incorporated. MorphPlu5 is a trademark of ASOG Incorporated. 
Amiga is a registered trademark of Commodore4 Amiga Inc. 



GENLOCK AND OVERLAY SYSTEM 

• Only broadcast quality genlock for less 
than $1000 

• Two independent dissolve controls 

• Software controllable 

• Compatible with all Amiga models 

SuperGen 
$549.00 

SuperGen2000 s 
THE FIRST TRUE Y/C GENLOCK 
AND OVERLAY CARD FOR THE 
AMIGA 2000 SERIES COMPUTER 

• S-VHS. ED-BETA. Hi8 compatible 

• Broadcast quality NTSC RS-170A output 

• SCtH phase adjustability 

• Built-in sync generator 

• Two independent dissolve controls 

Paint. digitize and display beautiful full color 
composite video images on any Amiga. 

Capture an image in 10 seconds from any 
color video camera or stable video source. 

Full-featured pa int, digitize and conversion 
software included. 

Compatible with AGA 1200 and 4000 
Amigas in NTSC/PAL modes. Two to four " 
times the speed of AGA animations (DCTV 
v . HAM8) with greater color and resolution. 

Compatible with all popular 3D. rendering, 
and graphics packages including: 

AD-Pro, Aladdin 40. AmigaVision, 
Brilliance. Calligari , Cinemorph. 
Draw4D, ImageMaster, Imagine. 
LightWave. MorphPlus, Real 3D. 
Scala. Scenery Animator. Sculpt, 
VistaPro, and many others ... 

Allows the use of 
DCTV wi th standard 
RGB monitors (1084) 
in standard NTSC or 
PAL modes. Also 
pennlts the use of 
extemal genlocks like 
our SuperGen. 

~ 
The ~ 0 
Kitchen ~')-

, Sync' ~ i,S\ 

The Kitchen Sync provide:. two channels of 
time base correction - the perfect low cost 
TBe solution for the Video Toaster"' . 

With a Video Toaster. the Ki tchen Sync 
provides a complete AlB roll editing system. 

Two complete infinite window time base 
correctors on one IBM AT/Amiga 
compatible card. 

• Absolute 100% broadcast quality 

• Composite or Y/C video in 

• Includes easy to use external control panel 

• No waveform monitor needed 

• Variable speed strobe 

• Freeze Frame. two rock-solid Freeze Fields 

• Low power consumption 

• Lowest TBC price per channel 

• Works with consumer grade VCRs 

Kitchen Sync 
$1295.00 
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This time we pulled out all the stops. 

Until now, 3D modeling, 
rendering and animation was 

really 2D, enhanced with three 
viewing perspectives. 

• 
Unlike old programs, Caligari's 

direct manipulation actually 
mirrors the everyday world. 

Obj ects can be moved, rotated 
and scaled by simply pointing 

the mouse. No menus to access. 
Everything happens in real time. 

• 
In fact Caligari24 operates so 
much like the real world that 

you will be able to start creating 
and manipulating objects in 

minutes. Not just simple 
geometric objects. Organic 

Deformations, Point Editing and 
Extrusions can generate anything 
you can conceive. Of course your 

models are fully hierarchical. 
• 

As animations go, you can easily 
animate a battalion of marching 

soldiers with just a few mouse 
clicks and present it with 16.7 

million colors (plus 8bit Alpha). 
• 

You want Caligari24 because of 
what it will do for you ... its 3 D 
interface, its features, its speed, 

its photorealistic rendering, and 
its compatibility (including 
DXF) with other products. 

• 
You want Caligari24 because of 

who we are. Since 1986, 
profesional 3 D software for the 

Amiga has been our only 
business. Our commitment to 

Caligari and the quality of our 
customer support is simply 

unmatched by the competition. 

• •••••••••••••••••••• 

NEW! 
Hierarchical Animations, 

Organic Deformations, 

32 bit color, IFF textures, 

Multitasking and more ... 

39 .OO! 
MFG Suggested Lis[ Price 

The Power of Direct Manipulation 

The products mentioned ahove are rrademarks of rhe 

following compaoles: Caligari24/0ctree Software, Inc.; 

Amiga/Commodorc Bu_,inei>~ Machines. images created 

by Paul Safr (Kn;ght; Cybernetic Assassin) . 

Caligari Corporation 
1955 Landings Drive 
Mountain View, 
CA 94043 
Tel. 415. 3909600 
Fax 415.3909755 
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W oaaa! The new programs that are soon to hit the streets , are 
going to change the way the world views the Amiga . No longer 
will high-end graphics stations like the "Iris Indigo, " be able to 

boast that they are at the cutting edge of 3D rendering. With the emi­
nent release of Lightwave 3.0, and Real 3D 2.0, the world is going to 
start seeing a lot more Amiga Graphics. 

Already Octree has released Caligari24, which has one of the most 
realistic modeller I have ever seen. It is so simple yet elegant. In addi­
tion , Adspec Programming has sent out an update to Aladdin-40, soon 
after its first initial release. It is the first 3D rendering program on the 
Amiga, to have the capability to load Postscript Type- 1 fonts . Which by 
the way number in the thousands . 

Another item that is cha nging, is the making of animations on the 
Amiga. Up to now, the standard has always been AnimOp 5. But, 
AnimOp 5 was a eight bit Animation Compression system, developed for 
the A2000 and A500 computers . With the release of the Amiga A3000 
and A4000 , comes the release of AnimOP 7; which excels in the native 
32 bit systems of the new Amigas . It truly breaks the speed barrier that 
was encountered with the old compressors. With AnimOp 7, one can 
have a HiRes OCfV 4bi-plane animation running at a true 30 frames 
per second. 

Apple tote's the Macintosh Quadra, with it's 15 fps Quicktime, as 
being the state of the art in presentation animations . It's only acceptable 
if one likes looking at a 2" x 2" mOving picture in 256 colors. 

THE AMIGA CAN PLAY FULL SCREEN ANIMATIONS IN 
FULL COWR, AT 30 FRAMES PER SECOND WITH 

SOUND. 
This is what True MultiMedia means , and only with the Commodore 
Amiga 

Commodore has something here with the Amiga , that can set the 
world on fire. I think we have just seen the tip of what the Amiga can 
do . 

• Volume 4 issue 3 



Survival 

'TIe response to AVG has been sensational. Everyday we are 
showered with calls, praising the new magazine. Our tempo to 
become the best Video and graphics tutorial magazine is well 

received. I wish to personally thank everyone for their continued sup­
port and faith. 

Being lucky enough to be in the publishing industry, gives me the 
opportunity to consult with many of the leaders of the desktop Video 
world. The momentum at which the Amiga is seizing this market is 
phenomenal. The new things being planned for the Amiga proves to 
me that it is not "dead". Products such as Aladdin 40, Caligari 24, 
Imagine, and Lightwave are forging a shinning new path for the 
Amiga. 

Remember, no one product is paramount to the survival of the 
Amiga. What is foremost is the power of creatiVity. CreatiVity, like 
that of Paul Safr, Andrew Denton, Grant Boucher and others. These 
amazing young pathfinders, are pushing the limits of their machines 
to gain every ounce of artistic benefit. They put aside all the rumors 
about the Amiga's fate and cut a trail for all of us to follow. Take 
their lead and trust your imagination to unleash the power of your 

7~~1dd 
The Publisher 

creatiVity . 
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W elcome back to 3D 
Perspectives, the monthly col­
umn about all things related 

to Amiga 3D computer graphics. This 
month we start off with an exciting 
scoop-a new way to create accurate 
three-dimensional/light! 
FDPro Flight Recorder 
Unassisted /lying is likely near the top 
of most peoples' list of "Top Ten Things 
We Would Like to be Able to Do but 
Can't." That's one reason computer 
flight simulators are popular. Those 
with the required suspension-of-disbe­
lief skills can forget their earthbound 
state for a few hours and go soaring 
around in the digital skies , in real 
time, and without the risk of crashing. 
In some ways more powerful. 3D soft­
ware lets us create our own virtual 
worlds and move through them in 
ways not restricted by the rules of 
flight, although (alas) generally not in 
real time. But sometimes we want to 
simulate real-life flight, with all of its 
complex dynamics, which until now 
has required hours of painstaking 
setup. No morel 

The new FDPro Flight Recorde r 
from Jaeger Software is so cool they 
ought to rename the company to 
Absolute Zero! The concept is so sim­
ple, it's brilliant: Let the user fly a prop 
fighter of his chOice in a /light simula­
tor, record his motions, and then let 
the user save that data and convert it 
to motion and object formats for 3D 
programs including LightWave 3D, 
Imagine and other popular 3D applica­
tions for the Amiga. 

The concept of a computer-based 
/light simulator is not new, but using it 
to create data for 3D software is, and 
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Matthew Shaw, Bill Manders, Ted 
Jump of Jaeger are to be heartily con­
gratulated for a major contribution to 
the fine tradition of software innova­
tions that appeared first on the Amiga. 
You can bet you'll be seeing copycat 
versions on other platforms shortly. 
But unless I miss my bet, this is the 
first in-depth report on this software 
published anywhere. As (almost) 
always in this column, I'm not rewrit­
ing a press release: I've used the prod­
uct , or rather a pre-release version , 
and it's just as great as it sounds. 

Here's a quick rundown of how the 
program works. It installs on a hard 
disk and works great with all accelera­
tors and operating systems. After first 
running FDPPro Flight Recorder , you 
make choices from a series of drop­
down menus. The default Player Mode 
is one-player, but two can play over a 
modem, and flight path data can be 
saved for both. You can choose to /ly a 
training or combat mission over land 
or sea, and start on the ground (or 
deck). in the air, or from a catapult if 
by sea . Additional chOices for those 
using two-player mode include modem 
speed and scenery for three different 
locales; arches, towers, and isles . 

Next you choose your aircraft and 
those of one or two optional computer­
directed foes. You can let the computer 
choose any orall three at random, or 
select from 16 different prop fighters 
from four different countries, including 
an F4U Corsair, P51 Mustang , 
Hurricane, Spitfire I and IX, several 
Japanese planes including the infa­
mous Zero, and three German planes. 
Among the configuration settings are 
the sixteen different colors used for the 

• • • • • 
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David Duberman 

high-resolution display, input sensitiv­
ity for both digital and analog joy­
sticks, rudder type (mouse or pedals). 
size of ground dots , and save and load. 

Finally there's the all-important 
Recorder menu. The Recorder Control 
requester lets you tum on recording of 
demo data or demo and flight path 
data, and also shows available record­
ing times. Demo data is used directly 
by the /light simulator to replay memo­
rable dogfights , etc. Recording at 30 
frames per second is done directly to 
memory for maximum efficiency. With 
about twelve megabytes of free memory 
in my Amiga 2000 system, I could 
record over 14 hours of demo data in 
one-player mode, and slightly less than 
six hours of demo data in two-player 
mode. More importantly, I could record 
about one hour and 12 minutes of 
demo and flight path data in either 
mode. That means that even if you 
only have minimum required three 
megabytes of memory, you can record 
at least several minutes of /light path 
data, most likely more than you 'll need 
for short animations. 

Once you've set everything up, all 
that remains is to click on the big 
"Begin Flight" button, grab your joy­
stick , and start flying! Unlike most 
computer-based flight Simulators, 
there's no keyboard control. The pro­
gram uses a joystick for most direc­
tional controls and mouse movement 
to control the rudder and throttle. 
Push forward to go down-not too 
far!-and pull back to go up . The 
mouse buttons are also used for other 
controls, such as pause. The program 
contains all the features of Fighter 
Duel Pro , a popular Amiga combat 
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TIl(' Critics Agrc\(' 

"Extremely Professional. .. lncredible 
Results ... 1 highly recommend them" 

Video Toaster User 

"Spectacular. .. Professional and 
Excellent..." 

Amazing Computing 

"Just the Ticket...The Fonts look 
great when rendered .. . " 

Amiga Video Journal 

''3~ Font Heaven ... A Must..." 
3D World Bulletin 

when you should be 

· NEW! AQPoint® controlled curves 
for unsurpassed outline integrity. 
Get as close as you want without 
fear of "Facet Degradation"!! 

· Object Sides are built so that, with 
Phong Smoothing turned on, both 
"Soft" curves and "Hard" corners 
I'ook perfect from any camera 
angle. 

· 27 Exceptional 3D FONT SETS 
designed specifically for professional 
users of Lightwave 3D or Caligari 2. 

· Each set contains Upper & Lower 
case, Numbers and 29 Symbols 

· Complete Tutorial included! 

Available at 
Finer Amiga 
Dealers in 3 

Master 
Packs of 9 
Fonts each 

ora 
Specially 

Priced 
Professi ana I 

Pack! 

In the Business of Computer Graphics, Time Is Money. 
So Stop Wasting Yours and Step Up to the Best! 

Call Today (510) 439-1580 
0:1 S=-a-m-p--.--Ie-----=-Sc-e-n-e-=O::-:-i--.sk-A-:-v-a-:-;il'--a;-;bl'--e"! II Coming Soon: WaveWriter® A Scene Builder for Lightwave I 'liniCi Graphics 

Broadcast Fonts 3D, AQPoints & WaveWriter are Trademarks of Unili Graphics. All other products are trademarks of therr respectIve companIes. 1 43 Lor r a i n e A ve n u e 
Copyrighl c 1992 Unili Graphics. All Righls Reserved. Pill S bur g, C A 94565 



Figure J 

flight simulator. In fact, if you own 
that game, you can upgrade to Flight 
Recorder for a mere $25; contact 
Jaeger for details. 
Saving and Converting Flight Data 
If you're recording, an important con­
trol to remember is Control-Amiga­
Amiga. That's right-you have to reset 
the computer to end the recording ses­
sion. Once the WorkBench reappears, 
you run Flight Recorder again, which 
immediately detects the presence of 
data and memory, and presents a 
series of requesters for saving demo 
and separate raw flight path data files 
for yourself and any foes, including 
optional comments. If you opt not to 
save now, a Recorder menu option lets 
you save later. 

Another Recorder menu command 
displays the powerful but user-friendly 
Motion Path Conversion requester, a 
mini-program In Itself (see Figure 1). 
As you can see by the underlined let­
ters in the illustration, all controls are 
available from the keyboard as well as 
by mouse . You 're first prompted to 
load a raw data file, then are shown its 
basic statistiCS, including file name, 

Figure 3 
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aircraft name, 
number of anima­
tion frames in the 
data, date flown, 
and comments. You 
can save a subset 
of the data by 
changing the first 
and last frames, as 
well as reduce the 
overall detail (i. e. 
quantity) of the 
data by setting a 
sampling rate with 
the Frame Step 
value . Otherwise 
you get a tween per 
frame. 

The firs t set­
ting in the Destination section is out­
put file format. Motion path options 
include LightWave Motion Full, 
LightWave Motion Chase Plane, 
Imagine Staging 
Full, Imagine i 

Staging Chase 
Plane, and three 
different sizes of 
VistaPro camera 
script files for land­
scapes between 
7,650 and 30,600 
units. Although 
Figure l's 
Destination section 
indicates a reduced 
frame count 
because of the 
Frame Step of 4, 
this is somewhat 
misleading; it ' s _ ......... _ .... 
actually the number 
of tweens. In all cases, the full number 
of animation frames specified by the 
First and Last frame values is saved 
out as a motion file. Also common to 
all motion formats is the Frame Offset 
value, which delays the start of the 

motion from the 
start of the anima­
tion (useful for 
chase effects), and 
to all formats is the 
Units setting, 
which offers Feet, 
Meters , 10 Meters, 
and 100 Meters. If 
you're using 
Imagine, stick to 
Feet. 

LightWave 
Motion Full path 
files are straightfor­
ward enough and 
can be simply 
applied to any 

object loaded into LightWave, where­
upon it follows the original recorded 
movement and rotation as precisely as 
allowed by the amount of data saved. 
The Chase version is the same except 
that all values for heading, pitch, and 
bank are set to 0, so that objects to 
which these paths are applied follow 
the motion of the original while looking 
straight ahead. Of course, such an 
object can easily be targeted to any 
other object, such as a null point fol­
lowing the same or another path. 

Use of the Imagine formats, while 
relatively easy, isn't qUite so straight­
forward , simply because Imagine 
doesn't provide for a discrete motion 
file format. Instead, tweened motion of 
the sort created by Flight Recorder is 
saved as a series of tween values asso­
ciated with a Stage editor Object in the 
project's Staging file. So with both 
Imagine Staging file formats, Flight 

Recorder saves just that-a Staging 
file. You can create a new one , or 
append the new actor and motion to 
an existing file. The easiest thing to do 
is create a new project in Imagine, 
immediately exit, and then append to 
its Staging file. The Full format saves 
Align as well as Position tween data 
(see Figure 2), while the Chase format 
simply specifies 0 for all Align values 
at the beginning of the animation. In 
both cases, the object file referred to in 
the object's Actor timeline, which 
defaults to "RAM:Aircraft.IOB," needs 
to be changed (via the Action editor) to 
whichever object you'd like to follow 
the flight path . To set the camera to 
the flight path, simply delete the 
Camera object in the Action editor and 
rename the object to Camera . 
Other Output Fonnats 
As a child, did you ever run around 
with your arms outstretched, bobbing 
and leaning and imagining that you 
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were a plane, but then imagining your 
arms were defining a gigantic super­
highway swooping through the sky? 
Flight Recorder can create forty-foot­
wide curved ribbon objects called 
Wingsweeps defined by your flight 
path, saved as strips of single-sided or 
double-sided triangular polygons in 
VideoScape / LightWave and Turbo 
Silver/Imagine formats. Figure 3 shows 
an example of a wingsweep loaded into 
Imagine's Detail editor. The program 
can also create a Path Line Trace, 
which is a two-dimensional object , 
consisting of two-point polygons or 
edges connecting a string of vertices, 
in both formats. While not terribly use­
ful in LightWave, these can be used as 
extrusion paths in Imagine. In both 
programs, the flight-defmed "road" can 
be (for example) texture mapped, 
transparency mapped, and bump 
mapped. and then "flown" along for a 
breathtaking roller coaster ride. 

That's about all I have to say 
about FDPro Flight Recorder, except 
that if it sounds interesting, and you 
use LightWave or Imagine-or both!­
get this program. It's currently being 
wielded by special effects wizards 
working on a 1V project under one of 
the top Hollywood directors, and its 
use is bound to spread like wildfire. 
Once again, as an Amiga innovator, 
you get to play with one of the most 
advanced computer graphics tools 
before the Mac and PC me-too'ers get 
their greasy little paws on it. 
TexTiles 2 
Another exciting new product 
received this month was the latest in 
the TexTiles series, Volume II, from 
Manikin Sceptre Graphics. TexTIles is a 
wonderful series of intricate colorful 
256-pixel- square 24-bit images. Most 
of them are fairly abstract patterns , 
and aU are mathematically generated 
so as to be seamless. That means they 
can be tiled vertically and horizontally 
without any apparent join line, which 
makes them ideal for texturing large 
surfaces which don't appear in closeup 
views. Their interesting patterns in 
terms of contrast also for unusual 
bump-mapping applications, and of 
course the imaginative can find many 
other uses as well. 

Volume II's forty textures come 
compressed in JPEG format on two 
floppy disks, along with a program that 
allows hard disk installation with 
optional decompression. 
Uncompressed, each is about 200 kilo­
bytes in size, so the expanded collec­
tion requires about eight megabytes of 
hard disk space. Also included is a 
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A sample of textures from Textiles 2 

small manual with miniature color 
representations of all forty images, 
some of whose textures are lost in the 
dot pattern. Figure 4 shows six exam­
ples from Volume II; across the top are 
Gurp, Holymoly, and Fields, and 
across the bottom are Booger Ocean (I 
didn't make these names up!). Green 
Fibers , and Cell Structure . Both 
TexTiles packages are unusual bu t 

Pixel 3D Pro's Spin Function Menu 

wonderful, useful, and highly versatile 
additions to the 3D artist's library. 
Pixel 3D Professional 
I've often written in these pages about 
Axiom Software's Pixel 3D and Pixel 3D 
2.0. Lately I've spent a good deal of 
time with the latest incarnation, Pixel 
3D ProfeSSional, and I can vouch for its 
vast superiority over previous versions 
(there is an upgrade path-contact 
Axiom) . First, the range of supported 
3D formats has been expanded. The 
program now automatically recognizes, 
loads and saves all of these formats : 
LightWave 3D, 3D ProfeSSional, Turbo 
Silver, AutoCAD DXF, Wavefront, Digital 
Arts, VideoScape Binary, VideoScape 
ASCII, Imagine, Sculpt 3D, Draw 
4D/ Pro/Aladdin, Caligari, Vista Pro 
DEM, and Scenery Animator DEM. The 
program also loads IFF images from 
two to 32 colors, automatically con­
verting them to polygons on loading. 

The program uses a friendly, intu­
itive interface for everything from 
rotating objects-just click and drag 
the mouse-to selecting and manipu­
lating individual and groups of object 
vertices. All commands are right in 

• 

front of you-no drop-down menus­
and if you forget what one does, the 
built-in Help facility reminds you of its 
function . Besides object editing, there's 
all kinds of cool extrusion methods, 
spinning (lathe). a very powerful 
smoothing function, and the ability to 
create beveled edges, optionally with a 
custom router bit. 

Pixel 3D Pro's Data functions show 
an object's vital statistics, but more 
importantly let you flip, double. sub­
divide, and re-color polygons, as well 
as reduce object complexity by elimi­
nating unnecessary polygons and ver­
tices. And there's much more, includ­
ing a plethora of display modes, but 
you'll just have to fmd out for yourself. 
Don't miss Pixel 3D ProfeSSional if 
you're a busy Amiga 3D artist; it's 
bound to save you lots of time. 
So Long for Now 
Speaking of time, I'm just about out 
this month, but will be back next time 
with more news and hopefully a tutori­
al or two. Please write with your com­
ments, questions, and so on-I enjoy 
hearing from you. Thanks. 

Products: 

FDPro Flight Recorder 
Jaeger Software 

7800 White Cliff Terrace 
Rockville , MD 20855 

(301) 948-6862 

TexTiles Volume II 
Mannikin Sceptre GraphiCS 

3208-C E. Colonial Dr. , Ste. 285 
Orlando, FL 32803 

(407) 644-9547 

Pixel 3D ProfeSSional 
Axiom Software 

541 West 98th Street #322 
Bloomington, MN 55420 

(612) 888-0352 

If you have any question you can 
write to David Duberrnan in care 

of AVG. 

Amiga Video/Graphics Magazine 
365 Victor St. Suite "W 

Salinas. Ca. 93907 
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Techniques 
for 
LightWave 
3D Users 

© 1993 by 

David Hopkins 

All Right gang, it's time to get 
back into that LightWave thang and 
see where it takes us. If you're new to 
the magazine let me take a moment to 
explain Lighten Up. The purpose of 
this column is to provide you, the user, 
ways to make best use of your time in 
LightWave. For the most part, this col­
umn consists of a strange collection of 
hints and tips that will make your life 
a little easier and a lot more fun. Of 
course, your feedback is highly valu­
able to me so that I can point the infor­
mation into the areas you need it. I 
want to thank all of you who recently 
wrote encouraging me not to cease 
writing Lighten Up. In the process you 
have provided me with just what I was 
lacking ... your input. So, gather 'round 
the 01' campfire and let's start checking 
out some of these questions ... 

We'll begin with one from Eric 
Arnold who works with the Children's 
Medical Center of Dallas. His ques­
tions center mainly around the more 
complicated parts of Modeler, and this 
one regards the Bend option. 

Let's play with Bend a little bit. 
To start, enter the Modeler and clear 
out anything you may already have in 
there. (Remember to save anything 
you wish to keep before doing so, of 
course ... ) We'll use the ever popular 
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long cylinder for this experiment, but 
we'll make it a little differently than 
normal. 

Choose "Disc" from the "Objects" 
menu, then click "Numeric". When the 
numeric requester appears, click the 
"Reset" button to get rid of any strange 
settings. Change Bottom and Top so 
that they both read 0, click on the Y 
axis button, and ensure that all of the 
Centers read zero and all of the Radii 
read 1. Click "OK" and then "Make." 
Your screen should look like Figure 1. 

What you've just done is create a 
flat disc. The only problem we have 
now is that Modeler always puts two 
sides on a flat object which it gener­
ates. We're going to extrude this into a 
number of segments, and Modeler 
won't let you do that when the surface 
has two polygons, so we need to get rid 
of one. 

Switch to "Polygon Select Mode", 
(the button in the middle left of the 
screen) and click on the disc from any 
of the views. You should see two dot­
ted lines extending from the disc. 
These are the polygon Normals, and 
they illustrate which way a given poly­
gon faces. With both of those polygons 
selected, press the ''1" -key on your key­
board. This brings up the Polygon Info 
window. Click on the button marked 
"Deselect". It doesn't matter which one 
of the two polygons you deselect, but 
make sure that you only deselect one. 
You'll be zapped back to the main 
Modeler screen and you should see 
only one dotted arrow coming from the 
disc. Click Cut. You've just removed 
one polygon from the disc, leaving one, 
which will allow us to extrude without 
problems. 

Now then, choose "Extrude" from 
the "Modify" menu and then click 
"Numeric". Since we want to make a 
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long tube and our disc orientation is 
along Y, our extrude should be as well. 
Set the Axis to Y. Change the "Extent" 
to 20 (so the tube will be 20 meters 
long) and the Segments to 20 (so there 
will be 20 separate parts.) Click "OK" 
and "Make". Press the "A"-key on your 
keyboard to fit the entire object in your 
views. It looks like Figure 2 now, 
right? 

Here comes the fun part. We're 
going to experiment with the Bend 
function. First, though, let's make a 
copy of this object so that we can keep 
going back to it. Click "Copy", then 
press the "2"-key on your keyboard. 
This takes you to layer 2 where you 
can now "Paste" the tube back down. 
We'll use this layer for experimenting. 

When you click on the "Modify" 
button at the top of the Modeler 

Figure 2 

screen, its set of tools appear on the 
left side. The bottom of that batch is a 
button marked .. More ...... Click on that 
button and you'll see another set of 
ModifY options. (Isn't this fun?) Click 
on "Bend" and your pOinter will change 
into a cross-shape. 

In the view labeled "Bottom" you 
should see the end of your cylinder. 
Place your pOinter right smack in the 
middle of the circle (your coordinates 
should all read zero), click and hold 
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Figure 

the left mouse button down while mov­
ing the mouse. Hey, is this fun or 
what?? This is the proper way to use 
Bend. Let's see what other interesting 
things we can do with it. 

When you've had enough fun play­
ing with the bending tube, release the 
mouse button and click "Undo". 
Provided you hadn't already released 
the mouse button and then pressed it 
again to play further, you should have 
your original straight tube back. If 
not, click "Cut", go to layer 1, "Copy", 
come back to layer 2 and "Paste." 

This time, let's use the view 
labeled "Back". Ensure that you have 
the "Bend" tool active and then place 
the pOinter roughly in the middle of 
the tube in that view. Click and hold 
the left mouse button and move 
around. As you can see, this bends 
the tube in a completely different way. 
Release the mouse and click "Undo." 
Now try the same thing with the point­
er starting at the base of the tube in 
the same view. Behold, still a different 
result. Click "Undo" and try it with the 
pOinter starting at the top end of the 
tube in the same view. You may be 
asking, "This is really interesting, but 
why would I want to bend things like 
that?" That's up to you . The best 
thing you can do is sit in your spare 
time and experiment so that you know 
what type of controls are available to 
you. Someday you'll be confronted 
with a project that will click in your 
head and you'll say "Oh yeah, I think I 
can do that with ... ". By the way, you 
can see my results in Figure 3. 

When you've finished playing with 
the tube, go ahead and "Undo" it (or 
cut layer 2 and copy layer 1 back in 
there if need be). Now we're going to 
step a little deeper into the Bend func­
tion. Choose "Move" from the "ModifY" 
options, place your pOinter in the view 
marked "Back", and drag the object 
down 10 meters. (You can see the dis­
tance moved in the coordinate win­
dow). Make sure that you only adjust 
the tube's Y position, not X or Z. 
Changing those would result in the 
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tube being off-center and you'd most 
likely become very confused pretty 
soon. We moved the tube 10 meters so 
that its' center would be at ° on the Y 
axis. We know that moving 10 will put 

it there since we extruded it 20, right? 
Right. 

OK. here comes more fun ... click 
"Bend" from the "ModifY" menu again 
and then click "Numeric." Notice that I 

human animation 

• • 

Now, the designer of MotionMan and 
CycieMan rakes animation and rendering of 
the human form to a whole new level of 
sophistication and realism with an exquisite 
new set of 3D models for New Tek, 
Amiga & PC rendering software. 
Available in Lightwave or 

Imagine format, each 
kit includes 4 figures, 
a man, muscular man, 
woman and child, 
with an extraordinary 
depth of features. 

to design your v w 110,"'''' '''11 
with minumum 
.. Moveable eyes and eyelids. 

MORPHING 
.. Library of facial expressions to simulate 
speaking, smiling, frowning, surprise, etc. 
.. Fully morphable object construction, 
allowing a man to be morphed into a 
woman, or a child morphed into an adult. 
-- Morphable hand poses for various gestures. 

AND MORE .. , 
High detail versions of each figure for closeups, 
quality animation and stills. Low detail versions 
for faster rendering, and blocking. Designed to real 
world scale. Models may be used in renderings or 
animation for commercial applications, with no 
special permission required. Thorough manual 
with special instructions on morphing and 
hierarchical features. All at a suggested price 
of only 5195. Discounts are available for a limited 
time to owners of MotionMan and CycleMan. 

Available from 
Toaster & Amiga 

dealers. To purchase 
direct, send 1195 
check or M.O. + 15 
ship. & handling 
payable to Crestline 
Software. Allow 3 
weeks for delivery. 
CA res. add 7.25% 
sales tax. Please 
specify Lightwave 
format or Imagine 
(Amiga or PC disks). 
For more infor· 
matlon contact: 

CRESTLINE 
Software Publishing 

P.O. Box 4691 
Crestline, CA 
92325 USA 

Tel. 909-338-1786 
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keep dragging you Into these Numeric 
requesters. There are two good rea­
sons for this ... One: It lets me make 
sure that we are both putting in the 
same numbers and thus getting the 
same results. Two : There's a lot of 
power in the Numeric use of these 
options and I can tell by a lot of the 
questions I get that most of you don't 
use them. For shame! Well, come on, 
I'm gonna give you a bit more educa­
tion ... 

Subscription Problems 

Moving 
If you are having a problem with your subscription, or have 

moved please write or call us at: 

The best way I've found to keep 
track of which axis to use for a bend is 
to imagine that the bend operation 
itself is like a piece of wire. This wire 
runs along the axis you specifY and if 
you bend it, it will become an arch. 
For our example, we want to stick with 
the Y axis . 

ATIN: SubSCriptions 
Pacific Media Publishing 
364 Victor St. Suite "H" 

Salinas, Ca. 93907 

or call: (408) 758-9386 

The "Range" option allows you to 
set limits for the bend. When auto­
matic is chosen, the entire object will 
be affected. Let's set the Range to 
Fixed. Surprise! Two more options pop 
up! The Low and High values allow 
you to set the area of effect. Set the 
Low to -1 and the High to 1, then click 
OK. Now place your pOinter in the 
middle of the tube in the view labeled 
"Bottom" again and drag the mouse 
with the left mouse button down . As 
you can see, this provides a much 
sharper bend in the tube (Figure 4) . 

When you're done playing, "Undo" and 
return to the Numeric requester. 

This time, set the Low to -5 and 
the High to 5. This time, we got a 
more controlled bend that easily cre­
ates an archway or magnet. (Figure 5) 
This is as far as I have room to go in 
this installment, so I'll leave you to 
experiment on your own. Just remem­
ber only to change one thing at a time 
and you'll be better able to see what 
results ... 

As usual, if you have comments, 

Desktop Video Production 
Switcher MediaPhile' Controllers 

Create professional video productions with MediaPhile® edit controllers and 
software. Perform automatic edits with any prosumer SVHS, Hi-Bmm or Beta 
video deck or camcorder. Features include an intuitive graphical interface, 
preview, insert and assembly edits, special effects including A-B roll dissolves, 
wipes and title overlays, synchronized audio, and accurate SMPTE time code 
tape positioning. MediaPhile programs support most popular controllers 
including VISCA, VBOX, Video Director, Future Video and MediaPhile. Send 
for our free catalog or call to discuss your needs. 

Complete Systems Edit Control From 
Call For Quote $200. 

Interacltve MlcroSystems. Inc Telephone' (603) 898 3545 
9 Red Roof Lane. Salem NH 03079 FaCSimile (603) 898·3606 

14 Amiga Video/Graphics • 

questions, suggestions, tips, tricks, or 
anything else of interest. please con­
tact me at the following address: 

Mach Universe 
3019 Pico Blvd. 

Santa Monica, CA 90405 
Attn: David Hopkins 

Writer's Wanted 

If you are interested in writ-

ing for Amiga 

Video/Graphics Magazine. 
I 

Call (408) 758-9386 or write 

for a 

Writer's Guide to: 

Writer's Guide 

Pacific Media Publishing 

365 Victor St. Suite "H" 

Salinas, Ca. 93907 

We're looking for tutorials, 
reviews and any interesting 

uses you havefoundfor 

using your Amiga. 
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Ami a 
UP "A 5 

as of April 1993 

Welcome to Arniga Updates. Every month we're going to 
keep you informed on the lastest versions of Arniga creative 
applications that were shipping by the time we went to 
press. 

Product Version 
3D Pro 

Aladdin 4D 

AmigaVision Professional 

Aminatrix Mofeler 

ANIM Workshop 

Broadcast Titler 2 

2.0 

2.1 

2.5 

2.Oe 

3.0 

2.0 

1.2 

1.0 

2.3 

1.0 

4.12 

1.01 

2.0 

1.0 

2.0 

ItbttfhfJ"igiiiH¥1t.,U_ 3.0 -----CanDo 2.0 

1.0 

5.0 

1.1 

DeluxePaint IV AGA 4.5 

Directory Opus 4.0 
I • • • 4.0 

Director 2. The 2.0 

2.1 

4.2 

3.0 

1.0 

1.0 

Product Version 

1.3 

1.0 

1.1 

1.01 

2.0 

1.3 

9.24 

LightWave 2.0 

Lissa 1.0 

2.Oc 

1.0 

1.0 

Morphplus 1.1.2 

Opalvisions Software 2.0 

'#410*!,,_ 2.2 -------
I • • . 1.03 

PhoneFax Software 1.0 

Playmation 1.47 

Presentation Master 1.0 

Professional Page 4.0 

QuarterBack 5.0.2 

Real 3D Classic 1.4.2 

Rend24 1.05 

Scala MultiMedia 200 2.0 

ShowMaker 2.2 

Studio 16 s oftware 2.0 

SuperJam 1.1 

Toaster Syetem Software 2.0 

ToasterVision 2.01 

Trexx Professional 1.0 

TruePrint/24 1.0 

Turbo Silver 2.0 

TypeSmith 1.0 

Video Director 1.05 

Vista Professional • 
To have your product listed in this column, send a 
press release to: 

Amiga UpDates 
365 Victor St. Suite "U" 

Salinas, Ca. 93907 
Or send a fax to (408) 758-1744 
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© 1993 by 

Dr. Shamms Mortier 

Another month passes, and the dead of Winter promis­
es to motivate the seeds of Spring. In Vennont the snows 
are falling, and the landscape is covered with a blanket of 
blue-white wonder. Downstairs the wood fire crackles and 
glows, while upstairs in my studio, three Amigas allow 
entrance into a digital world whose seasons obey my wish­
es. As in the past, this is the time of the year when I ask 
readers to submit Amiga configurations that they use to 
create their projects. This includes specillc ,l\miga hardware 
and software as well as peripheral devices (cameras, VCRs, 
etc.). A selection of these are published so that your peers 
are aware of how others configure their Amiga studios for 
work and fun . This year, I will make the task more enjoy­
able by awarding the two most interesting submissions the 
January issue of the JPEG Deluxe disk set, newly issued by 
Eyeful Tower Communications. Send your submissions to: 
Eyeful Tower Communications 
15 Rockydale 
Bristol, Vennont 05443 
Man Alivel-
New from Apples Animation (2216 Terracewood Lane , 
Escondido, CA 92026 619-740-0035) is "Mannequin Man", 
a sculpted Toaster fonnat object that replicates the man­
nequins that artists traditionally use to study human 
motion. Though not in any way as detailed as other figures 
that are being released on the market for your Am.iga ani­
mation libraries and creative aid, mannequin man sells for 
far less then its competitors (only $29.95) and just may be 
what your next project requires. Though less complex, 
mannequin Man is fully usable in tenns of movement hier­
archically in LightWave. He can also be radically altered to 
appear more (or less) human in LightWave's Modeller by 
stretching and twisting his parts. Included are motion flies 
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and two textures (chrome and wood) . I also loaded his parts 
into Pixel-3D and translated them into Aladdin compatible 
flies. It worked fine. See Figure # 1. 
Bad Mouse! 
Though the A-4000 is my pride and digital joy, I am totally 
bummed by the Amiga mouse that ships with it. It was 
designed by a sadist, as its buttons are placed in such a 
way as to make suitable movement next to impossible, and 
all too often the buttons slip at the last moment. I would 
strongly suggest that when you get your A-4000, you get 
another mouse to go with it. The "Golden Image" mouse is 
nice , as are other varieties. 

Speaking about the A-4000, one user reported to me 
that after going through several that didn't function proper­
ly for unknown reasons, the cause was stumbled upon. It 
seems that some were shipped with inadequate cooling 
fans , and after about two hours of use, would start to com­
plain by slowing down (if not stopping) processes in action. 
The short tenn result is to buy a good fan at Radio Shack. 
The best solution is for Commodore to either ship those 
users with this problem a new fan or to refund the money 
spent on one (ha-ha). The best of all worlds is for 
Commodore to quality check their A-4000's for this problem 
before shipping. 
GVP-
Announced is a new accelerator for the fast selling A-1200 
and upgrades for Image FX and CineMorph, as well as a 
new genlock . The new accelerator (the A1230 Turbo) is a 
40Mhz 030 with two SIMM sockets that allow for expansion 
of up to 32 megs of 32 bit wide 60ns DRAM. The cost is 
$499.00. 

The new genlock is called the "G-Lock" and allows 
Amiga Video obsessive to connect both composite and s­
video sources as well as RGB lYUV with separate syncs. All 
Amiga monitors from the 1080's to the 1960's are support­
ed. It has 2 video inputs (either 2 composites or 1 Y IC), 3 
outputs (composite , S-Video, RGB or YUVl. 2 monaural 
audio inputs, 1 mixable audio output, and both a 25 pin 
and a 9 pin control cable. Software comes with it to save 
various configurations for different hardware combinations. 
It has built-in color splitter capabilities, which is automatic 
when addressed by ARexx to the output. It also works if 
you have a deinterlacer on your system. 

The main additions to the GVP Cinemorph and ImageFX 
packages is that of adding modes for the A-4000 users (256 
and HAM8), as well as sharpening the morphing tolls a bit. 
Hopefully, GVP win realize that grid morphing alone is not a 
professional solution when morphing, and will address this 
situation in their next upgrade . Contact Sheila Kirby at 
GVP for more details (215-337-9922) . 
The Great eScape-
ScapeMaker 2.0 is the latest upgrade from MegageM, and it 
adds a bucket of new features to this already popular pack­
age. What ScapeMaker does is to transfonn IFF images into 
DEM (Digital 
Elevation Map) files 
that either Vista-Pro 
or Scenery­
Animator can load 
and render. For 
instance, you could 
create a logo that is 
transla ted in to a 
mountain that can 
be "flown over" in 
an animation . 

Man Alive 
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Software Hut Commodore 

AMIGA 
Folcroft East Business Park 313 Henderson Dr Sharon Hill, PA 19079 

Info 
FAX 

215-586-5701 
215-586-5706 Orders 800-93-AMIGA Hours: Mon-Fri 9 to 6 

Sat 9 to 5 - Eastern 

We do not publish a cataloq. . Please call 
if you don't see what you want. 

• The largest Authorized AMIGA dealer in the United States 

Accelerators & RAM Boards 
All GVP Products In Siock 
DalaFlyer 8Mb Board w/2Mb 
Derringer 25Mz w/Math Co & 4Mb 
MBX board lor A120D 14MzlOK 
MBX board for A 1200 25MzlOK 
4MB & 8MB RAM for MBX boards 
Progressive Accelerators In Stock 
Supra 5DORX RAM 2Mb 
VXL Accelerator & RAM In Stock 

Call 
$165.00 

499.00 
149.00 
249.00 

Call 
Call 

189.00 
Call 

Power Supplies, Video, & More 
A3070 Tape Backup 150Mb Call 
Sony 6150 Tapes $21.95 
A590 Hard D~ye Call 
Syquest 88Mb Removable Orive 389.DO 
Syquest 88Mb Cartridge 119.DO 
Syquest 44Mb Cartridge 75.00 
Dual Bay Exl . Case w/Cabling 109.00 
A·Max 2 Plus Emulator 345.00 
Mac 512K ROMS Call 
Big Foot Power Supply 89.00 
A2oo0 3DOW Power Supply 179.95 
Golden Image Amiga Mouse 29.95 
Janus 2.1 Upgrade Kit 35.00 
Krait Triple Track Trackball 40.00 
Miracle Keyboard Learning Syslem 329.00 
Personal TBC 3 789.00 
RocGen Plus 279.00 
Speed king Analog Amlga Joystick 21 .00 

Motherboards 
A500 w/swap·AII Revs 
A2000 w/swap·Rev 6 or above 
A2000 w/swap·Rev 3.9to 4.5 
A2000 Rev 6.X Motherboard 
AJOOO 25Mz w/swap 

RAM & Other Chips 
Moto rola 68030 RC CPU SOMz 
Motorola 68882 Math Co 50Mz 
Both Above Motorola Items 
Multi·Start 2 v6A 500/600/2000 
1 x4 Stallc Zips for A30DO 
1 x4 Page Zips for A2386 Bridge + 
1 x8 SIMM All Speeds Availab le 
lx32 SIMM 70Ns for A4000/MBX 
2x32 SIMM 70Ns 8Mb for MBX 
4x32 SIMM for DKB 2632 Boa rd 

$150.00 
225.00 
400 .00 
499.00 
449.00 

$199.00 
139.00 
299.00 

45.00 
Call 

19.00 
33.00 

149.00 
299.00 

Call 

HARD DRIVES 
A2091 SCSI Controller 
2MB Ram tor A2091 
Maxlor 120Mb LPS HO 
Conner 212Mb LPS HD 
Maxlor 213Mb LPS HO 
Quantum 240Mb LPS HD 
Toshiba, Fulltsu 
Other 10E & SCSI drives 

$69.00 
80.00 

269.00 
359.00 
369.00 
439.00 

Call 
Calt 

Looking for LARGE Hard Drives? 
We have the BEST prices on 
Toshibas. These compact drives 
are rated highest in speed and 
dependability. Toshiba 540MB, 
877MB or 1.2Gig 3.5' HH. .. CALL 

SPECIALS ON 
A500 PARTS 
Limited Supply of Specially 
Priced and Selected A500 

Parts. All are New and with a 
1 Year Warranty. 

A501 512K RAM ASOO 
A500 Keyboard 
A500 Inl. Floppy Drive 
A500 Complete Case w/Shleld 
A500 Motherboard Rev 5 

$35.00 
29.95 
49.95 
24 .95 

119.95 

• Full line of Hardware, Software, & Peripherals ... IN STOCK 

EXCLUSIVE 
CBM A2024 Hi-Res 

Monochrome Monitor 
• 1008 x 600 Resolution 
• 14" Paper White 
• NTSC & PAL for ALL Amigas 
• Supports AGA Disp. Modes 
• Originally $895.00 

NOW $189.00 

CBM PARTS & 
PERIPHERALS 

A2320 Delnterlace Board 
A2386SX Bridgeboard 
A2232 Mulli Serial Board 
A2065 Ethernet Card 
A520 Video Adapter 

A2000 Keyboard 
A3000 Keyboard 
Al000 Keyboard Adaptor 
A2000 Complete Case NEW 
A2oo0 Int Floppy Drive 
A3000 Int Floppy Drive 
A500 Power Supply 
AI 000 Power Supply 
A2000 Power Supply 
A3000 Power Supply 
Al050 256K RAM Al000 

$134 .00 
479.00 
225.00 
265.00 

29.00 

59.95 
59.95 
16.95 
59.95 
69.95 
69.95 
35.00 
62.00 

109.00 
109.00 
39.95 

MONITOR SPECIALS 
1802 - CompOSite NTSC Color 
Perfect 2nd/3rd Toaster monitor 

$145.00 
1 084S - Current color stereo 

model w/Amiga cable 
$275.00 

A 1960 . Multiscan Monitor 
$489.00 

DIGITAL 
CREATIO 

OCTV 
RGB Converter for DCTV 
Kitchen Sync TBC 
Gen lock Option tor Kitchen Sync 
S·VHS Opllon lor Kitchen Sync 
SuperGen 
SuperGen 2000S 

N 5 
$295.00 

195.00 
1279.00 
145.00 
99.00 

539.00 
1179.00 

WB2 Upgrades 
DOS 2,1 Kit w/ROM 

$86_00 
2.1 Enhancer - no ROM 

$47.00 
A2620/A2630 Eprom Kit 

$35.00 
2.1 ROM Upgrade Kit A3000 

$42.00 

NEW! AMIGA 1200 
- AGA Chips & 14 Mz 68EC020 
-16 Million Colors & OS 3.0 
- PCMCIA Card Support 
- Flicker Free Support 

• HDs installed by our Commodore 
trained technicians 

• Commodore Gold Service 
Warranty is fully maintained 

• Our Prices Include All cabling & 
complete installation 

We have ALL Amiga A 1200 models IN STOCK! 
• A1200 prices include 

FREE SHIPPINGI 
• Never any hidden charges 

A600 - A1200 
Upgrades 

MBX120068881 14Mz OK 
MBX120068881 14Mz 4Mb 
MBX1200 6888114Mz 8Mb 
MBX1200 68882 25Mz OK 
MBX1200 68882 25Mz 4Mb 
MBX1200 68882 25Mz 8Mb 
MBXI200 68882 50Mz OK 
MBX120068882 50Mz 4Mb 
MBX1200 68882 50Mz 8Mb 
MBX1200z (w/Clock) ADD 
Microbotics 12 A'Clock 
PCMCIA Card 600/1200 2Mb 
PCMCIA Card 600/1200 4Mb 
Quanlum 2S 40Mb IDE HD 
Wesl. Digital2S 60Mb IDE HD 
Conner 2S 84 Mb IDE HO 
Maxlor 2.5" 85 Mb IDE HO 
Maxlor 2S 128 Mb IDE HD 
Seagate 2.5' 235 Mb IDE 
IDE Cable lor 60011200 
IDE Cable w/HD purchase 
15' 23 Pin Converter 
GVP 1230 Turbo+ (All) 
GVP 1200 SCSI/RAM+ (All) 
6011Mb RAM w/Clock 
601 RAM w/Clock • No RAM 

$149.00 
289.00 
459.00 
229.00 
379.00 
529.00 
339.00 
489.00 
645.00 

20.00 
35.00 

145.00 
229.00 
159.00 
209 .00 
249.00 
249.00 
349.00 
599.00 

20.00 
10.00 
19.95 

Call 
Call 

84.95 
34.95 

Software Top 20 
Ami·Back 2.0 
Aml·Back Toots 
Art Departmenl Pro 
Arl Elpntsslon 
Brilliance 
Broadcast TItier 2 
Caligarl24 
CrossDOS 5 w/CrossPC 
Deluxe Paint 4.5 AGA VerSion 
Directory Opus V4 
Elcel1ence 3.0 
Imagemaster 
Image FX by GVP 
Imagine 2.0 
Morph Plus 
Pixel 3D Pro 
Pro Write 3.3x 
Quarterback 5.x 
Scenery An imato r 2 
Vista Pro 3.0 

$42.00 
49.00 

159.00 
159.00 
159.00 
239.00 
279.00 
39.00 

135.00 
68.00 
65.00 

149.00 
239.00 
229.00 
169.00 
159.00 
59.00 
43.00 
65.00 
59.00 

2630 ACCEL 
·68030 & 68882 Math Co 25M2 
• 4 Megabytes of 32 Bit RAM 
• 1 Year Warranty by Commodore 
• Fully DOS 2.0 Compatible 
• Originally $89~00 

NOW $489.00 

A1200 
A1200 w/40 Mb Quantum HD 
A1200 w/60 Mb Western Digital HD 
A1200 w/84 Mb Conner HD 

$599.00 
778,00 
828.00 
868.00 
868.00 
968.00 

A1200 w/85 Mb Maxtor HD 
A1200 w/128 Mb Maxtor HD 
A1200 w/235Mb Seagate HD 1218.00 

Il1illl 
Ujt::~:::~::::~:::::~:: : :: ::~::::::·:::::·:·::J 

External Model: $124.95 
A200013000 Internal: $99.95 

Software Hut 
EXCLUSIVE 
Hi-Density 

Floppy Drives 
You no longer need an MOOO to use high density floppies. Any Amiga with WB 
2.04, or higher, can now use these external units. hiDex floppy drives feature 
CBM's approved hi-density mechanisms and a full 1 Year Warranty. They also 
perform as normal 880K drives & support A·Max2 Plus & 386 BridgeBoard . 
They come in a sturdy, complimentary painted, metal case . Why buy a regular 
drive when a few extra dollars gets you a hiDex Hi·Density model. 

AMIGA 
CUSTOM CHIPS 

Newly Reduced Prices 
Call for Quantity Discounts 

1Mb Agnus 8372A $38.95 
Super Denise 8373 29.95 
CIA 8520 chip 9.95 
Gary 5719 chip 13.95 
Paula or Denise chip 19.95 
2.05 ROM chip 42.95 
1.3 ROM chip 23.95 

Megachip board 
w/2Mb Agnus 

$219.95 
Please call for 

Entertairmt:nt Software. 

OUR POLICIES 
No waiting tor your orders to snip. Orders 
In by 2PM go out the same day. Second 
Oay & Overnight shipping Is available. 
Internalional orders are shipped by Air 
Parcel Post or DHL. Domestic orders are 
shipped UPS or Federat Express. 

• Alt orders are sublectto credit card 
veri/ieallon • 

Due to advert isi ng sc hedules, all prices 
are subject to change . we accepl Visa, 
Master Card, and Discover. We also ship 
COD, accepting Cash, Certll ied Check, or 
Money Order. Software and accessories 
shipping Is $4 .00. Hardware shipping Is 
$6 .00 for small lIems. $12.00 tor 
Monitors. Call l or larger items. COD add 
$5.00. Minimum COD order Is $50.00. 
Canadian . APO. & International orders are 
welcome. We will bill only lor aClual 
shipping charges & Insurance at time of 
order. 15% re·stocklng fee on all returns 
nol exchanged. 

o Copyrighl1993. lechWrilers Inc. All Righls Reserved 



Scapemaker is also a great utility for 
Aladdin-4D owners, as Aladdin-4D 
(ADSPEC Programming) can load DEM 
files in the Scenery-Animator format 
and render them in an infinite number 
of ways. Other enhancements offered 
by the new Scapemaker software are as 
follows: Converts any picture area up 
to 258 x 258 into a DEM file in either 
NTSC or PAL, four types of conversion 
(IFF pixels to DEM pOints by color 
palette number or 12bit color values, 
extrude, carve). scaling from 1 to 99, 
smoothing, ARexx, double exposure of 
DEM files , and more. All of this for 
$39.95?! Unreal. Call MegageM at 805-
349-1104 for the full scoop. 
VMB-
Video Music Box from Digital 
Expressions Research (414-733-6863) 
has released version 1.6. It adds full 
support of dynamics, expanded MIDI. 
and unlimited pattern generation for 
sequences . A disk of IFF instruments 
is included. This is great software for 
the video producer needing a quick 
soundtrack. I played with it for hours, 
and even loaded in some of myoid 
SMUS saves for editing and playback, 
tweaking as they played back. It works 
well with B&P Pro and Music-X too . 
Call Dr. David Strohbeen at the num­
ber above. By the way, VMB sells for 
only $111.00. 
Don't Delay-
Allen Avionics has added yet another 
product to their nanosecond delay 
interface, or "Switch Variable Video 
Delay Line" products. This one allows 

In! 
you to fine tune the signal by 
plus/minus one nanosecond (the TDL 
488-T). The Toaster, as many of you 
know, has a 400 nanosecond internal 
delay which causes havoc if not timed 
out correctly. Call them at 516-248-
8080 for the latest info and prices . 
Sound works-
Probably the most exciting news to 
Amiga music buffs and producers is 
that sparkling out of Blue Ribbon 
SoundWorks, the famous creators of 
Bars and Pipes software. This is their 
"One Stop Music Shop", a virtual E-MU 
Proteus sound engine on a plug-in card 
for your Amiga. It has two stereo outs, 
a MIDI Out/In interface, over 210 
samples stored in 4 megs of ROM 
(including 128 presets and 64 drum 
maps). and expected compatibility with 
all of the software gems that Blue 
Ribbon has designed. The price is 
$649.00, which is really cheap if you 
compare it with other ways of accom­
plishing the same thing. Contact them 
for info at 404-315-0212. (By the way, 
you also might want to check out the 
upgrades to Bars and Pipes and 
SuperJam ... 2 .0 and 1.1 respectively, 
and the new list of drivers added to the 
PatchMeister) 

By the way, Blue Ribbon's new 
address is Blue Ribbon SoundWorks 
Limited, Venture Center, 1605 
Chantilly Drive/Suite 200, Atlanta, 
Georgia 30324. The phone is the 
same. Blue Ribbons seminal work for 
the coming Olympics makes it no sur­
prise that they've moved to Atlanta, 

shipping and handling. To order send check or money order to: 
Dimension Technologies, 2703 Vineyard Drive, Erie, PA. 16506 

Or call at (814) 838-2184 
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which is where the coming Olympics 
will take place. 
BFVF-
The Boston Film-Video Foundation is 
one of the oldest and best associations 
of professionals for funding and sup­
porting the production of new media. 
Some years back, I was able to get a 
grant from them to produce my ani­
mated short called "The Secret Dreams 
of Older Men", and I've been receiving 
their literature ever since. They offer a 
great series of workshops every year. If 
you're a member, the fees for the work­
shops are less . As I list some of the 
workshops coming up, the prices I 
mention will be the un-discounted 
ones offered to non-members: Non­
Linear Editing on the Desktop 
($110.00). How to get Grants for Film 
and Video ($65.00)' ScreenWriter's 
Workshop ($240.00) , Basic Video 
($255.00), Time-Code Editing 
($190.00) ... and on and on . Contact 
them at 617-536-1540 for details and 
their promo packages. It's weI! worth 
it. 
Parallel Motion-
Parallel Motion Graphics has a video 
that demonstrates their amazing new 
SignEngine software, produced by Paul 
Boden of the Graphic Works in Buffalo, 
New York. This 3 to 5 minute piece 
should demonstrate what sign profes­
Sionals are already discovering, namely 
that SignEngine is placing the Amiga at 
the front of the line as a platform that 
creates quality cut vinyl and plotter 
signage. If you are interested in using 

your Amiga in this fashion , make 
it a point to contact Jeff Ginn at 
519-942-8822 as soon as possi­
ble. He'll give you details on the 
video and on the software. I have 
it...and it is wonderful! 
At the Helm-
Many of us older Amiga types 
remember with great fondness 
the Butcher software from Eagle 
Tree technologies some years 
back. I was very pleased to find 
out that they're still at it, and are 
releasing "HELM', a new entrant 
into the Amiga MultiMedia 
authoring system market. From 
the looks of it, HELM will hit the 
ground running at lightspeed, 
offering serious competition to 
others in its field. HELM hopes to 
be used in education, business, 
SCience, and the arts by creating 
interface screens that are fun 
and easy to design and use. 
There is a wealth of painting tolls 
included as well as ways to 
design your own image process-
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ing features. HELM is different because 
you do your design and application in 
one area, on the single page of a HELM 
"Book" . Textfields , Imagefields , 
Selectors (control panels). and other 
HELM attributes are all resident and 
ready to address . Pre-programmed 
mouse actions are also included for 
applying to objects. With its ability to 
address Amiga art, animations, and 
music, HELM looks like it'll be great for 
doing professional presentations. 
There's a lot of other tools and 
processes involved that you might 
want to ask about. Just write Eagle 
Tree at PO Box 164, Hopewell, Virginia 
23860 for the real scoop. HELM looks 
like a natural ou tgrowth of Butcher, 
which was itself a high end Amiga 
product and the first of its kind . I can't 
wait to sample HELM. 
BlackBelt Newsflash-
The new version of BlackBelt ' s 
ImageMaster software (9.24) renders 
10-20 times faster then 9 .23. It works 
in AGA, has an ARexx help feature, 
and TIFF load/saves. It also has a 
Poster Printer module. Version 10 is on 
the way, and that will finally sport a 
brand new manual. A bunch of new 
features are being added to the morph­
ing functions, and a new IBM "FLY" 
format loader/saver will be supported. 
Single upgrades run about $20 .00, 
while you can buy a years .upgrades for 
$100.00. Considering the number of 
times this software gets upgraded , I'd 
suggest the yearly fee . Places to see 
this software at work include the NBC 
movie "Danger Island", and the films 
"TaIes oj Regis" and "The MaIlers". It's 
also reported that the producers of 
"Jurasasic Park" looked at it. 

Rumors in the Wind ... 

Word has it that ImageFX 
and Art Department 

Professional will soon have 
the capability to load and 

save NewTek Video Toaster 
Framestores. They will let 

you directly access the 
Toaster's Framestores and 
modify them without having 
to go through ToasterPaint. 

~------
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TheDa 
Bookerations-

For those of you who learn 
through books, there's a new one out 
that looks promising. It ' s called 
"Today's Video" , and it's the second 
edition by famed video commentator 
Peter Utz. It covers everything from 
shooting to TV cameras and lenses to 
lighting and audio, and is an accompa­
niment to Mr. Vtz's other works for the 
aspiring professional and experienced 
videographers. It costs $24.95 and is 
available from Prentice Hall, 
Professional Technical Reference 
Division, Box 11073, Des Moines, IA 
50381-1073. 
Terran Designs-
Fred Hurteau of DigitaI Designs fame is 
working on a CD ROM version of his 
Pixel 24 Amiga graphiCS library of 
images . It contains many formats , 
from IFF24 to TARGA and BMP . 
Availability should be by the end of 
February. Over 700 maps are also 
available in a new 16 meg library is 
also on the way . As for his PP24 
images, as I've said before, "well done, 
Fred!". Digital Designs, PO Box 593, 
Whiteville, NC 28472 
Aladdin-4D 
I can't hide or deny my admiration for 
ADSPEC's Aladdin-4D 3D/4D software, 
as many of you are well aware . My 
obseSSion with it has been recently 
rewarded with the latest upgrade, ver­
sion 2.1. I would call this a "speed fix", 
because that's the first thing you'll 
notice. It was never a laggard in this 
area anyway, rendering frames faster 
then many other packages. Now the 
speed is really mega-fast. I compared 
the new version to the 2 .0 software on 
my Amiga-4000. An animation that 
took twenty-six hours (120 frames) 
now renders in less then six hours! 
That's a 400% increase, and some stuff 
renders with a 700% speedup! There 
are also some minor bug fixes includ­
ed, as well as a very new rendering 
mode that should prove very useful to 
Amiga logo deSigner/animators. The 
new mode, called "Line Types" and 
there are five choices: Normal-renders 
a polygonal object in exactly the way 
you'd expect. "Edges: Only the edges 
of the included polys will render (like 
"girders". "Centers," no edges will ren­
der. Points-Only the polys crossing 
points will render. Point Centers-Only 
poly non-centers will render. 

But that's just the beginning. 
Because entry/exit values can be 
input, all of these processes can be 
animated. You've got to see it to appre­
ciate the looks, and you can't see it 
until you buy the Aladdin-4D 2.0 soft-

• • • 

ware because only registered users can 
get the upgrade. It is not available in 
the stores. Also added has been sup­
port for the new AGA graphics modes, 
including using 256 color pics as tex­
tures . Other features have been added 
as well. Call old Greg at 216-337-1329 
for the succulent details. 

Well, that's all for now. Time pass­
es nanosecond by nanosecond, and 
the digital details appear in hi-res. 
Enjoy! See you in ROMulan space. 

Dr. Shamms Mortier 
EYEFUL Tower Communication 

15 Rockydale 
Bristol , VI 05443 

Apples Animation 
22161 Terracewood Lane 

Escondido, Ca. 92026 
(619) 740-0035 

Great Valley Products 
600 Clark Ave 

King of Prussia, PA. 19406 
(215) 337-9922 

Digita ; Express Research 
W6400 Fireland 8 

Menasha, WI 54952 
(414) 733-6863 

Blue Ribbion Soundworks LTD 
Venture Center 

1605 Chantilly Drive Suite 200 
Alanta, Georgia 30324 

(404) 315-0212 

Magazine the most infor­
mative magazine your 

money can buy. 

Get the latest and most up­
to-date information con­
cerning the Commodore 

Amiga. 
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Patrik Beck 

Video applications of the 
Advanced Graphic Architecture 

H ello and welcome to round two 
of "The AGA Connection" . My. 
there certainly is a lot of talk 

about the new AGA machines! In fact. 
I have heard talk of little else. I have 
been receiving qUite a few questions in 
their regard. Though many of the 
questions are concerning compatibility 
with existing hardware and software. 
most are from current Amiga owners 
wanting to know whether they should 

either the A4000 or the A1200 are des­
tined to receive Final Copy II. an excel­
lent word processor that makes use of 
some of the new graphic screen modes. 
The AGA version of Deluxe Paint will 
be sent to A1200 purchasers. while 
A4000 buyers will receive Art 
Department Professional. Again. these 
are excellent programs and very good 
choices for the respective machines. 
Art Department Pro has had the ability 
to convert images to the HAM8 months 
before anyone had a clue to what it 
was for. and for most graphics people. 
DPaint is only slightly less important 
to their Amiga than its power supply. 
The only problem I have with the AGA 

dump their current 
models in favor of the 
advanced machine. The 
answer to these and 
other questions will be 
answered shortly. Now 
I would like to address 
a problem that has 
come to my attention. 
Power (Up) Supply 
Problems 

Purchasers 
of A1200 will 

version of Deluxe Paint is 

As of January 1st and 
continuing until March 
31 of '93. Commodore 
Business Machines 
(from now on to be 
referred to as CBM) 
instituted the infamous 

recieve the 
AGA version 

Of Dpaint. 
and A4000 
buyers will 
recieve Art 

Department 
Power Up program . P f . l 
Previous trade-up pro- ro esslona 

that I have not seen it 
yet. Nor have I seen 
Brilliance. the paint and 
animation program from 
Digital Creations. Both 
these programs where 
promised to be available 
by January '93. Not only 
are the new software 
titles behind schedule, 
the computers them ­
selves are almost impos­
sible to get. Both the 
A4000 and the A 1200 are 
back-ordered at nearly 
every distributor in the 
US . Word is that the 
Power Up people and 
those in charge of pro­
duction did not coord i-grams required you to 

turn in your current 
computer. The Power Up program 
instead lowered the price of the A4000 
and promises to send complementary 
software to anyone who buys an AGA 
machine by March 31. Purchasers of 
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nate their efforts very 
well. I usually try to refrain from the 
well established practice of Commodore 
bashing (anyone can be a Monday 
morning quarterback). but it does 
seem that the folks at CBM are not 
well aquatinted with sales promotions 

• • 

that actually work. Hopefully, by the 
time this issue of Amiga 
Video/Graphics leaves the printer, 
both the software and machines will be 
aVailable . If your dealer is still back­
ordered on the March 31 Power Up 
deadline. you may want to have an 
invoice that says you had paid for it in 
full before that date to keep you eligi­
ble for the free software. 
Hardware Confusion 
Rule of thumb # 1 to those of you 
chOOSing to upgrade is that as long as 
the hardware is not specific to a partic­
ular model of Amiga. or involve the 
removal of any of the chips on the 
motherboard, you should have no 
trouble using it on the new machine. 
For instance. many people who cur­
rently own the A500 are planning to 
upgrade to the A1200. Anything that 
was designed to plug into the side 
expansion port of the Amiga will not 
work. as it has been replaced by the 
PCM slot. The belly slot is a different 
size so none of the previous 501 style 
cards will fit. Likewise the popular 
Adspeed from DKB can not be properly 
installed because it involved the 
reseating of the 68000 chip. which is 
now surface mounted to the board. 
Surface mounting is a more effiCient 
and reliable way of producing circuit 
boards and I am glad to see it, but it 
does make it more difficult to hack 
your computer into tiny little pieces. 

The good news is that most of 
your stuff will still work. The standard 
ports remain unchanged. so anything 
that plugs into the parallel . serial. 
RGB. mouse. joystick. or floppy drive 
port should work without a hitch . The 
internal expansion slots of the A4000 
are electrically identical to those in an 
A3000. including the notorious Video 
slot. As explained last month. the 
Video Toaster will not work with the 
new AGA chipset (yet). mostly due to 
the software's intimacy with the origi­
nal chipset. Other display cards. such 
as the popular Opal Vision card from 
Centaur Development and Digital 
Creations DCTV unit. have no problem 
with the new machines. Time will tell 
whether the new AGA graphic modes 
will render these devices obsolete. 
What about Monitors? 
This is a big question. The simple 
answer is that any monitor will work to 
some degree. even a VGA monitor off of 
an IBM! The 1084s will work just as 
well on the new machines as it does on 
your current Amiga. The reason for 
this is that the type of monitor is no 
longer determined by the hardware. 

Volume 4 issue 3 



Switching between 
different printers is 
now as easy as just 
changing the printer 

drivers in the 
Preferences. 

- - ---- -- - - ----

You can switch from a 9-pin dot matrix 
printer to a PostScript laser printer 
simply by changing the printer driver 
in your preferences. Using a monitor 
is now very similar to using a printer. 
Simply by changing the preferences 
driver, you can switch monitors, so 
you can use any monitor that has a 
driver WIitten for it. Which monitor will 
work best is a much more complicated 
question. To get the advantage of the 
flicker free modes, you will need a 
monitor capable of displaying those 
resolutions, such as multisyn c and 
some VGA monitors. To use a monitor 
that has the VGA style connector you 
will need to use a special cable, or the 
VGA adapter that Commodore pro­
vides. This adapter (Commodore part 
number CBM390682-01) is supplied 

The AGA Connection 
=-===:........E::::~~. 

with the A4000, but works also with reason to not use an Amiga . This 
the A1200. While these anti-flicker paves the way for the next generation 
modes are a great relief on the eyes for of the Toaster (or its successor) into 
things like word processing and col- the professional video world . 
umn WIiting, be advised to avoid them Software Compatibility 
when working on video projects. Many Though it is silll early, the word from 
of the new modes can not be used with the trenches is that everything you 
an Amiga genlock. How do you know if need works. The fact that you can 
you can genlock it? All the original choose which chipset to emulate sim­
Amiga resolution were designed to ply by holding down the mouse but­
work on either a NTSC or PAL screen. tons during boot up greatly enhances 

Rule of thumb #2 is that if you the chances that the program will run. 
can view it on a 1084 monitor you can I have polled a number of AGA owners 
genlock it. Of course, if YOU rea llv and they claim that there are very few 
wanted to lay a VGA sig- You CO n software titles that they 
nal to video tape , you can not coax into work-
could run it back choose wh ich ing. The problems come 
through a scan r a te from programmers that 
converter or use one of chipset to break Commodores offi-
those IBM genlocks . I cia I programming rules. 
see no reason for this emu late by European games are 
not to work, and there notorious for doing this 
are many video produc- si mply hold- and are there for more 
tion houses that are likely to cause problems. 
designed around the ing down the There is also the 68040 
IBM. These are the CPU inside the A4000. 
places that have the mouse but- Many pieces of software, 
hundreds of thousands mostly games again, just 
of dollars in eqUipment ton during do not like running that 
that the Video Toaster fast . Unfortunately, there 
has been replacing. b t is not a "game switch" 
With the ability to put 00 Up. that exists on many third 
out an IBM comparable party accelerator cards. I 
sie:nal. these places no lone:er have a know that most people will not be buy-

ULTRA HIGH RESOLUTION 

4xS EKTACHROME COLOR TRANSPARENCIES 
4xS VERICOLOR COLOR NEGATIVES 
3Smm EKTACHROME COLOR SLIDES 

3Smm KODACOLOR COLOR NEGATIVES 
from YOUR Amiga Graphics. 

4000-Line Resolution· No Scanlines· Brilliant Color· No Curvature Distortion 
• We produce the highest quality fitm output of ALL Amiga Computer graphics. 
• We support ALL Amiga graphic formats : IFF, HAM, 24-BIT IFF, AGA IFF (256-color and HAM-8), Toaster RGB, and COLOR POSTSCRIPT from 

Professional Page, Professional Draw, Pagestream, and Presentation Master. 
• We can output to film ANY size bitmap image up to and including the Toaster Lightwave "print resolution " of about 3000x2000 pixels . 
• We can accept data on 88 and 44 megabyte Syquest cartridges, 20 megabyte Floptical disks, high-density 1.76 megabyte floppy disks, and 

standard floppy disks. Files on floppy disks may be archived with Quarterback, Splitz (with ADPro), JPEG, or LHArc If necessary. 
• Normally, turnaround time is overnight in-house . We ship by U.S. Mail or Federal Express. Extenuating circumstances may require longer 

processing time. 
• Costs range from $5 up based on size and quantity; the larger the order, the less the cost per output. 
• We output your image directly from an Amiga 4000 to a professional quality Agfa PCR II film recorder. We don 't use a cheap, low·quality tabletop 

fitm recorder! We service ONLY the Amiga computer, so your files are NOT converted to any other computer format and NOT transferred to any 
other computer platform. We speak YOUR language ... AMIGA! 

If you are interested in the BEST film output of YOUR Amiga graphics, call or write for price lists, order forms, and 
FREE sample 35mm color slides: 

HAMMOND PHOTOGRAPHIC SERVICES 
11280 Washington Place, Culver City, California 90230 

Product names ate the lIademalb oIl1'1&lr r€tspedive ~lIClu!or: bUl Voo knew ,nat didn't vou? 
(310) 390-3010 
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The AGA Connection 
ing A4000's as game machines. but 
everybody needs to relax and blow 
away a few aliens now and then. 
AGA. should I or shouldn't I? 
Believe me, a lot of people are asking 
themselves this question. At this point 
I will leave the realm of cold hard fact 
and venture into pure opinion. If you 
have a system that is working well for 
you and you are satisfied with the 
results , you can sit tight and see what 
tomorrow brings. Assuming you can sit 
back and watch others have all the fun 
of finding all the problems and the new 
applications. There will be new appli­
cations that we cannot even imagine 
today. Could the people who bought 
the original AlOOO imagine that they 
would be running morphing programs 
that produce broadcast quality 
images? If you are not currently an 
Amiga owner and you are trying to 
deCide between the new AGA models 
and the "Amiga Classic", say a fully 
loaded used A2000, I would strongly 
sugges t the AGA. While even an AlOOO 
will multi-task better than any other 
computer on the market, it is a tech­
nology that is over seven years old . 

The Amiga is designed around the 
68000 family of CPU·s. In ca se your 
not up on your semi-conductor theory, 
CPU stands for Central Processing 

Tb(~ GRAPEVINE 

~"''f~M 
WORLD'S 

BEST SELLING 
ASOO/2000 

ROM SELECTOR 

Electron Ic ROM Selec to r Switch by Global Upgrad es. Inc. allow s 
lor compallbihly of All your software. Automatically switc h 
between 1.3 or :2 0 ROM from your keyboard. Built-in speaker 
confirms I 3 or 2.0 ROM. Does nOI overlap the 68000 chip , which 
means complete compatibility with AdSpeed or Mega Midget 
Racer. etc. Simple plug in, no solder ing. Lowest priced keyboard 
SWitch available. Instruc tions Inc luded .......... ...... ..... $29.95 

FANTASTIC BONUS: 
• Buy the SWitCh-III Wi th 1.3 ROM upgrade@ $49.95 
• Buy the SWitch- III wit h 2.05 ROM upgrade @ $56.95 
• THE Ul TlMATE DEAL' Buy the SwitCh-III wi th 1.3 and 2.05 @ 

$79.95 (Want entire kit? Add $4 7.50) 

A2000 AMIGA COMPUTER 
Imagine an Amiga 2000 with art the lalest chips (8372 Agnus, 8373 
Super Denise , New 2.0 ROM operaljng system. 2.0 Workbench 
di sk. new keyboard. mouse & manual) for hundreds 01 dollars less 
than a dealer pays! This A2000 recondlfloned demons tra tor oilers 
you a lanlaSlic sav ings over bUYing a new one with a full 90 day 
wty NTSC or PAL. ThiS is a once ·ln ·a- litellme oller will save you 
hundreds of dOllars. Getlhem beiore supply runs oul ••. $549.95 

MEGACHIP 2000™ 
Wllh 2 Meg Agnus Chip Included 1 MB REBATE 

2 MB of Chip RAM for A500/ 2000 
InCludes FREE Gol18 th chip puller (a neceSS ity), Final Test 
dlagnosllC Ag nus dlskelle program. new Amiga Troubleshooter & 
2 me) Agnus chip InSlali ed & tesled _ . . . ....... . .... ... ... $264.95 

Buy the MegAChip from us and we'll give you 
the new 8373 Super Denise (ECS) 'or $25 .95. 
NOTICE: The Goliath chip puller/diagnostic 

software is available exclusively from Grapevine. 

:e l! VIS4 I iii III 

Unit. The CPU is the main brain of 
your computer. There have been sev­
eral generations of improvement in the 
68000. Without getting into specifics, 
the larger the last two digits of the 
680XX. the more efficient and faster 
the CPU. The progression thus far has 
been: 68000, 68010 , 68020 , 68030. 
and 68040. 

If you have an Amiga based sys­
tem and you are about choosing 
between harddrive or an accelerator, it 
is a hard call. Some 68040 accelerator 
cards that actually cost more than the 
entire A4000! Hard drives are not 
cheap, and the controllers necessary to 
run them are usually computer specif­
ic. Check price lists and compare the 
cost of getting an A1200 with an inter­
nal IDE with the cost of adding a hard­
drive to your current system . An 
A1200 Is built around the 68020, and 
by adding the optional math co-proces­
sors and some fast RAM, it can match 
the speed of an A3000 . It also has 
that built in composite video output, 
which in many cases will replace a 
stand alone genlock. For video pro­
ducers who already have a video mixer 
to key out the background color. this 
eliminates a redundant and expensive 
piece of equipment. People who just 
want to lay some titles or record ani-

GROUP AMIGA Inc_ 

ADVANCED AMIGA ANALYZER 
by W;lcom Aus tralia lid. 

A complete diagnostic hardware and sollw8re analyzer. Displays 
slatus 01 all dala tra nsmissio n/signals. lesls the integrity of any 
disk drive. checks a ll ports. buffe r Chips. alignment and 
joysllck / mouse. Reads diagnos tic status 01 any read ( wnte erro rs 
Irom track 0 to !rack 79, So flware aUlomallcall y lells whal errors 
are fou nd and the ch ips responsible 85% 10 90% ollhe problems 
prese nted to service centers are lound With th is analyzer. Saves 
you lots 01 money on repa irs and no repair shop can a fford to be 
withou t one Oon'l be 100 led by Its low cost Simply plug in cables 
from the analyzer box Th is IS a sophis tica ted diagnostic used by 
Amiga repair centers world wide lor atl Amigas .• ••.• ••• ••• $79.95 

em AMIGA TROUBLESHOOTER 
The Amiga TroubleshoOler is a Simple. east-Io-use symptomatic 

guide to diagnosing laulty com ponen~ (especially res) on Amiga 
com pulers 

It lakes you Ihrough logica l steps leading you direclly 10 the source 01 
your problem In seconds. Over mnety percent of Amiga problems are 
readily fixed by simple subbstitullon of Integrated circuits (ICs) in eXisting 
plug ·ln sockets. The novice as well as Ihe experienced technician wi ll 
lind it simple to use No other lOOlS or eqUIpment are needed. 

Developed by a group 01 Amiga Technicar,s for the A500 /2000. the 
AMIGA TROUBLESHOOTER addressedo"er Ihirlyof the mosl common 
failures in Ihe following ca tagories. power·up problems. Amiga 
keyboard. mouse /Joystick pon. " ideo display, senal port parallel port, 
disk dn"e. and audio problems 

Don' t be misled by the low price. This is a [rue diagnostic 1001 that 
performs well. saving you lime and money on repairs •••••••••.• $12.95 

MISCELLANEOUS PRODUCTS 
200 WaH "Big Foot" by Micro A & D: A500 Uni"ersal Swilchmg 
Power Supply with Ian and ex ternal cabling for hard disks. etc. An 
absolute musl lor those adding on more memory / peripherals 
(hard drive) ......... ........ . ..... . ... .... ... ... ..... ... . . .. . . $86.95 
8373 New Super Denise with dlag. ins tructions / so/tware .. $29.95 
8520A CIA ch ip. Conlrols 12 major functions ............... $9.95 
2.05 ROM chip only; NEW. lalest revision lor high denSily d rives. 
PCMCIA SIOI. elc Just released .... _ ... _ . ... ............... $35.95 

I ANNOUNCEMENT: NOW YOU CAN PLACE YOUR GRAPEVINE ORDERS 24 HOURS A DAY. I 
OUR NEW BBS SUPPORTS SPEEDS BETWEEN 300 AND 9600 BPS. SIMPLY CALL THE GRAPEVINE BBS AT 9T4·343-VINE 

3 CheS lnu t Street Sut1e rn. NY 1090 1 Customer Service' {91 41368·4242 Fax (9 14) 357 -6243 ORDER LINE ONLY 1·800·292·7445 Interna liona i Order line: (9 14) 357·2424 Add UPS Charges 10 Above 15% restocking charge 
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mations for distribution will also 
appreCiate the ability to go directly to 
video tape. 
Now What? 
O.K. , so maybe I did not answer your 
question for you as to whether you 
should upgrade to an AGA machine or 
not, but at least you are more informed 
about what you are confused about. 
The AGA machines are causing more 
excitement in the computer and video 
worlds than anything has in a long 
time. I am anxiously awaiting the soft­
ware that its power will inspire. 
Hopefully companies that ha ve sup­
ported the Amiga in the past will con­
tinue to do so. This leaves us with my 
last point of the day. There are several 
companies, like Supra and CVP, who 
have been providing the Amiga com­
munity with excellent third party hard­
ware. The bulk of their products are 
specifically designed for the A500 and 
the A2000 , but both those models 
have been discontinued! I am not so 
enamored of the new machines that I 
do not believe there will not be short 
comings in their design. It will not be 
long before people start pushing the 
performance of their n ew machines 
and additional hardware will be 
required . The A1200 was designed to 
be much more expandable than the 
A500. How about replacing the RF 
modulator with a true genlock? Or an 
adapter that Changes the PCMClA slot 
into an A500 style expansion bus? All 
the same connec tions are there, it 
should only be a matter of running a 
few wires . I personally am anticipating 
the first AGA titling software. Send 
your questions and smart remarks to: 

Patrik Beck 
Electric Crayon Studio 

3624 N 64th st. 
Milwaukee W1 53216 
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ImageFX is a new image processor for Amiga print and 
video applications created by Nova Designs and marketed 
by GVP. The program offers a wealth of powerful image-pro­
cessing tools and operators. as well as morphing capability. 
While not being promoted as a paint program. ImageFX 
does have a full complement of standard drawing tools 
capable of creating original images as well as performing 
touch-up work. With a well -designed user interface plus 
fast and accurate rendering of images. ImageFX should pro­
vide some serious competition for Art Department 
ProfeSSional from ASDG. While only released last December. 
ImageFX has already been upgraded to version 1.03 and 
now offers complete support for the AGA chipset and can 
render images to the OpalVision display device. 

Formerly called Mirage. ImageFX requires a minimum 
of 3 megabytes of fast RAM and will work with either 
Workbench 1.3 or 2.0. Like any other image processor that 
works with 24-bit images an accelerated CPU (68030 or 
68040) is highly recommended. The program is distributed 
using four floppy disks and includes the standard 
Commodore install program utility for automatically loading 
the program onto your hard drive. While it's possible to run 
the program using floppy disks. operations will run much 
more slowly compared to using a hard drive . 

Once installed and loaded into memory. ImageFX dis­
plays its main screen called the gadget screen. ImageFX can 
be broken down into five primary gadgets or modules; 
Toolbox. Palette. Scanner. Render and Printing. Secondary 
modules include Load. Save. and Preferences. ImageFX 
loads its images into a preview buffer or working display for 
image-processing. touch-up work and original image cre­
ation. The finished image is stored in the main image buffer 
for fmal rendering and display purposes. Because ImageFX 
is designed to work with variOUS video display boards. 
scanners and printers you will need to identify which device 
you are working with. Unlike Art Department ProfeSSional 
you can load an image directly into memory and preview it 
as you perform any image processing and painting func­
tions . 

Preview options include native Amiga display including 
full support for the AGA chipset found in the Amiga 1200 
and Amiga 4000. the IV-24 from GVP. the Firecracker from 
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Impulse and the HAM-E from Black Belt Systems. Scarmer 
options include the Framegrabber from Progressive 
Peripherals and Software. the framegrabber function of the 
IV-24, the JX-100 scanner from Sharp and the ES300C 
scanner from Epson. Render options are qUite extensive 
and include native Amiga display including AGA chipset 
support, DCTV from Digital Creations, EGS from GVP. 
Firecracker, HAM-E. N-24. the SAGE environment for the 
Resolver and Vivid-24 from DMI and the Rambrandt from 
ProgreSSive Peripherals and Software. and the OpalVision 
from Centaur Development. Printer options include stan­
dard Amiga printer drivers and Postscript printers . Note 
that while lmageFX provides rendering support for most of 
the popular Amiga display devices such as the F'irecracker 
and DCTV. only a handful of those devices have preview 
modes. You will need to preview your images using your 
native Amiga display (16 colors, HAM. etc) for image cre­
ation and image-processing work and then send the fin­
ished image to the main image buffer for final rendering 
and display purposes. Having an Amiga 1200 or Amiga 
4000 with their HAM-8 display mode available at all resolu­
tions will give you a near 24-bit display for preview purpos­
es while performing image-processing operations on 24-bit 
images. 

In addition to supporting various scanners. printers 
and display devices, ImageFX works with most Amiga fIle 
formats and even a few IBM-PC and Macintosh formats as 
well. Some of the file formats that can be loaded include 
Alias for Alias Animator, ANIM for Amiga ANIM-OP 5 ani­
mations. BMP for Microsoft Windows, DCTV. GIF for 
CompuServe files, HAM-E files. ILBM for standard Amiga 
images including 24-bit files , Impulse for both 12-bit and 
24-bit color Turbo Silver files, JPEG files. PBM for Unix 
files, QRTjPOV JOKE, Sculpt for separate red . green and 
blue Sculpt3D files, Rendition for Caligari files. TARGA. 
TIFF fIles for graphics applications on the Mac and PC and 
finally VMEM for virtual memory files. Image files that can 
be saved include Alias, ANIM, BMP, GIF, ILBM. JPEG. PBM. 
Rendition , Sculpt. TARGA. TIFF and VMEM. Virtual memo­
ry support is a fairly new concept on the Amiga and means 
that part of your hard drive can be used to act like addi­
tional RAM. While not qUite as fast as true RAM. having 
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Product Review! 

lmageFX's Toolbar (s loaded withjeatures. 

this extra "memory» can be qUite use- mostly commonly used by video sig­
ful when performing memory-hungry nals . Up to 256 colors can be dis­
image processing. The virtual memory played by the palette at any given time. 
function with ImageFX can be turned with up to 8 user-defined color ranges 
off, used only when needed. used all as well. Color spreads can be easily 
the time. or only used after the com- created . and colors can be copied and 
puter gets the user's permission. moved around within the palette. 

After the program is loaded into Palettes can be s aved and loaded for 

~ 

lmageFX's pa1ettebar j eatures all the rendering resolutions the AGA chipset provides. 

memory it defaults to the toolbox dis­
play where all of the image-processing 
and image-creation tools are located. 
The toolbox occupies the lower half of 
the screen and can be made to disap­
pea r and reappear by simply clicking 
on the right mouse button. At the top 

later use. 
The real power of ImageFX is 

found with the wealth of image-pro­
cessing tools found with the toolkit 
gadget. Essentia lly all of the image­
processing tools offered by Art 
Department Professional are included 

ImageFX's prej erence bar (sjeature packed and also (s one ojthefirst to offer buill in Virtual Memory . 

of the toolbox is a horizontal row of 
drawing tools . Standard straight line 
and arc . freehand draw. line and fill 
tools are ava ilable. as well as fllied and 
unfilled rectangles. ellipses. and poly­
gons with the size and shape of the 
pen easily adjusted. Rounding out the 
list are flood fill. airbrush . text and 
scissors tools as well as the undo but­
ton. The undo button will restore an 
image to its previous state before the 
last operation was performed . Most 
operations can be canceled at any 
time. useful for stopping any mistakes 
or allowing the user to simply change 
their minds without having to wait for 
the operation to be completed . With 
such a full complement of drawing 
tools. it's easy to create original images 
with ImageFX as well as perform 
tou c h -up work after processing an 
image. 

The palette gadget provides RGB. 
YUV. YIQ. CMY and HSV sliders for 
controlling the various color spaces 
that lmageFX supports. YlN and YlQ 
are provided for working with the lumi­
nance and two color-difference Signals 
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with ImageFX. lmageFX also has some 
unique functions such as converting 
an image into an oil painting of itself or 
adding a wave effect to an image . 
Fifteen gadgets or buttons are included 
that a ctivate pop-up requesters . By 
clicking on the convolve button . for 
example. the user is presented with a 
list of choices including custom . 
sharpen. blur. motion blur. relief map 
and edge detect. Of the other fourteen 
gadgets. the region selector gadget 
defines the areas of the image to be 
processed. By default the entire image 
is processed. but the user can define 
any region of the image to be 
processed. Regions can be defmed by a 
rectangle. polygon. any freely drawn 
area. or any area drawn by a paint 
brush. The balance gadget adjusts the 
separate color levels in an image. using 
either RGB (red. green and blue). 
CMYK (Cyan. Magenta . Yellow and 
Black) or HSV (Hue. Saturation and 
Value) color space sliders. Contrast 
and gamma controls are also provided. 
For RGB values. a brightness control is 
also available. 

• • • 

The composite gadget combines 
images together with varying degrees 
of transparency. Ranges of color can 
be either included or excluded when 
compositing or matting images togeth­
er. A closeness slider is included for 
defining how close a color has to be for 
inclusion or exclusion . With the add 
function . bright areas in the second 
image lighten the image in the first 
image and d a rk areas in the second 
image darken the corresponding area 
in the first image . The image map 
function replaces the hue and satura­
tion of each pixel in the first image 
with the hue and saturation of each 
pixel in the second image wi thou t 
affecting the contours and textures of 
the first image . Finally. the alpha 
channel can be used to control the 
amount of blending between images. 
The composite controls with ImageFX 
are very useful and effective. 

The rotate gadget allows an image 
to be rotated by any angle and the size 
gadget provides for scaling and crop­
ping functions . The transform gadget 
allows an image to be flipped or mir­
rored both vertically and horizontally 
as well as wrapping the image either 
left. right. up or down around itself. 
The brush gadget allows for brushes or 
objects to be imported and applied to 
the image. as well as applying a one­
pixel outline around the edges of the 
brush using the current pen color or 
trimming a one-pixel outline from the 
edges of the brush. The buffer gadget 
creates a user-defined area (640 by 
400 pixels. etc) for painting an original 
ima ge with. as well as a button for 
clearing the screen. All of these various 
functions provide a great deal of con­
trol over the size or orientation of the 
image. bu t the other gadgets provide 
for the more painterly effects that the 
program has to offer. 

The color gadget provides for some 
very powerful special effects including 
negative, solarize. posterize. false color. 
convert to gray, and halftone . The 
halftone function has its own requester 
for applying various options such as 

Rendering formats that are supported 
by ImageFX include: 

Amiga Hires. Lores. Extra Halfbrlte. 
and HAM. 

DClV 3 or 4 bitpJanes 
EGS 

Firecracker24 
Foreign 
Ham-E 

Impact Vision-24 
SAGE 

OpaJvision 
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The input file formats currently 
supported by ImageFX are as 
follows: 

-ALIAS 
-ANIM 
-OCTV 
-BMP 
-OPIIE 
-FLI 
-GIF 
-HAM-E 
-ICO 
-AIIILBM formats 
-Impulse 
-info 
-JPEG 
-PBM 
-PCX 
-QRT/POV/OKB 
-Rendition 
-UNIX 
-TARGA 
-TIFF 5.0 
-VMEM 

spiral or line clusters as well as using 
brushes or the alpha channel for creat­
ing vaIious effects. A custom requester 
offers vartous color transforms such as 
compress. gamma. and negative pos­
teriZation for applying yet other special 
effects to your image. You can even 
create your own color transforms uSing 
the graph available with the requester. 

The convolve requester provides 
convol u tion matrices for replacing 
each pixel in the image with an aver­
age of its adjacent pixels . Images can 
be sharpened or blurred or have an 
embossed relief map created . Like the 
color gadget . a custom requester is 
available for loading either 3 by 3 or 5 
by 5 ready-made matrices that include 
guassian . spackle. jiggle and bas relief. 
The user can create their own convolu­
tion matrices and save them for later 
use as well. 

The filter gadget applies various 
filter effects to an image. The dynamiC 
range or the range of colors in the 
image can be changed for removing 
either the lighter or darker colors in an 
image. The anti-alias function will soft­
en or eliminate the jaggiesin an image. 
The RIP or remove isolated pixels func­
tion will remove stray pixels that occa­
sionally appear after processing an 
image and can also be an excellent tool 
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for slightly reducing the file size of an 
image without sacrificing any signifi­
cant image quality. 

The effect gadget offers some of 
the more interesting effects that 
ImageFX is able to perform. The oil 
transfer tool performs an averaging 
function that turns in image into an oil 
painting version of itself. While one of 
the more time-consuming operations 
included with the program. it is also 
an unusual and rare effect . The dis­
perse function randomly moves pixels 
in the image to produce a grainy or 
blotchy texture. The distort function 
adds noise to the image for creating 
depth with flat colors and adding tex­
ture to smooth areas. And fmally. the 
distort tool adds rippling concentric 
Circles to an image. 

The alpha charmel gadget is used 
to create and manipulate the 8-bit 
buffer included with the program. The 
alpha channel is used to create a mask 
for compositing images as well as cre­
ating shadows and textured gradients 
in an image. 

The hook gadget functions as a 
modular special effects requester that 
allows future image-processing fea­
tures. animation tools or other effects 
to be easily added to the program. 
Currently a number of hook programs 
are offered and include a blackhole 
effect that shrinks an image inward as 
if it were being pulled in by a gravita­
tiona l force . an explode function that 
causes an image to explode outward 
from a user-defined center point. and a 
number of spiral effects that rotate 
either clockwise or counterclockwise 
and can implode or explode. Also 
included is an animation batch proces­
sor program called IMP or ImageFX 

• 

Multi Processor that automates some 
of the steps involved in applying 
image-processing effects to a sequence 
of frames. Frames can be created in a 
program like LightWave 3D or Imagine 
and then loaded one frame at a time 
using IMP for batch-processing. 
Frames can even be converted from 
one file format to another using IMP. 
The output can be either 24-bit 
frames. rendered frames or Amiga ani­
mations. 

Finally. for those talented ARexx 
programmers among us . ImageFX 
offers an ARexx gadget for launching 
ARe xx program using ImageFX. 
Various ARexx scripts are bundled 
with the program and include scripts 
for adding a beveled border around an 
image, creating a star field. and creat­
ing wipes or transitions between 
images. An extensive reference section 
in the ImageFX manual is devoted to 

continued on page 60 

The 24-bit buffer can be saved 
in these formats: 

-ALIAS 
-BMP 
-Clipboard 
-ILBM 
-JPEG 
-PBM 
-Rendition 
-Sculpt 
-TARGA 
-TIFF 
-VMEM 
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Font Flyer by Thorn Robertson 

Tool \'tul\ something (as an instrument 
or apparatus) used in performing an opera­
tion or necessary in the practice of a vocation 
or profession s n see FONT*FLYER. 

When I heard that 0 

MD Grafix had come out with a 
software package titled "Font 
Flyer," my thoughts began to 
wander. The name alone 
evoked an image of 3D logo's 
created in a carefree and effort­
less setting. In an atmosphere 
where a computer artist need 
never concern themselves with 
the tidiest task of building fly­
ing logo scenes again. The new 
procedure would be to simply 
enter a strtng of text, and with­
in the click of a few icons, a 
scene file would be created. 

F I 

'JI ' +"-

0 
n 

My daydreaming was 
interrupted by the editor of 
AVG magazine. He placed a 
package before my still adjust-
ing eyes. He probably never 

t 

fully understood my excitement as my 
pupils became fIXed on the label of the 
package. It was the review copy of 
Font Flyer, and he wanted me to do 
the review. Dreams do come true! 

The packaging provided me 
with a »ense of the simplicity that 
awaited me. Installation of Font Flyer 
is as simple as clicking and dragging to 
the drawer· of your chOice. I placed 

F1gure 1 

mine into my Toaster drawer, as I like 
to keep utilities close to their applica­
tions. After your original disk is 
tucked away in a safe place, double 
click the Font Flyer icon. The work­
space you wiIl be greeted with is sim-
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pIe and pleasing (Figure 1) . Every 
function you'll perform, will take place 
either here, or in a requester that is 
appropriate to the operation being exe­
cuted. In keeping with a simplistic 
theme, and rather than provide you 
with a written rendition of a visual 
medium: I will present the review in a 
algOrithmic form. 

_ Now click on the following 
icons, and you will see just how simple 
FONT-FLYER is to use. 

This is where you deCide which of the 
three master fonts, included with this 
package, you wish to use. Nter the 
requester appears, you'll need to click 
on the 3D fonts directory. Now make 
your choice. Available fonts are 
Clarendon, Times, and Dom. Confirm 
your decision by clicking OK. (I spoke 
with Font Flyers creator , Mark 
Drummond. He informed me that the 
people at "POP ART,lnc. ," creators of 
3D fonts, have prepared two propri­
etary fonts that will be included for use 
with the FONT FLYER. This means 

• • • 
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that, now there will be five fonts 
included. Wow, Marks ofTertng is gain­
ing momentum as I type!) 

The characters you wish to 
logolize are inputted now. Respond to 
this requester by typing in up to 32 
characters . Remember here, that 
spaces count. So if you press your 
space key after your finished line of 
text. it will be applied to the scene. 
Notice that when you OK your way out 
of this one, that the text appears in the 
workspaces' grid window. 

OPERATOR- AHHH! the core of the 
package. This is what it's alI about. 
Under the horizontal button heading, 
these icons represent the nine scene 
set-ups available . Take a moment to 
study figures 2 - 10. By providing a 
sample of each operative, you can 
visually realize the effectiveness. Make 
your selection now. Note in the work­
space, that the middle black box 
(located on the bottom). verifies your 
selection by indicating your preference. 
The INLINE operator establishes your 
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Inline Figure 2 

Break Figure 5 

Plate 1 Figure 8 

characters in a straight line. This is 
the default application . If no other 
selection is made, this one is activated. 
You'll need to re-establish your opera­
tor each time a scene file is saved, as 
Font Flyer defaults back to INLINE. In 
the Circle (Cir) applications, your char­
acters will wrap around the X or Y 
axis. The same is of the ARC (Arc), 
with the difference being that CIR 
wraps objects around a complete cir­
cle, and the ARC completes only a half 
circle . BREAK functions by placing 
any characters, that appear after a 
space in the text string, below and left 
justified. The PLATE's will provide a 
flat circle of text. Object orientation, 
for these and the other operators, will 
vary. Again, note figures 2-10. 

••• The Stars option, when acti­
vated, places a star where a space 
exists in the character string (figure 4). 
An asterisk, seen in the left black box, 
verifies your decision. 
---- Also available are the "EXT" 
(extension) and "PRE" (prefix) buttons: 
Operators that make it possible to use 
other popular 3D font sets on the mar­
ket. These fonts use prefixes or exten­
sions as part of their character. 
Clicking on these icons will bring up a 
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Circle X Figure 3 

Arc X Figure 6 

Plate 2 Figure 9 

requester. You simply enter the appro­
priate preflX or extension (use under­
score if applicable). and your set. If 
your fonts use both, well that's OK too, 
just click both. 

Sizing operators are included in 
the form of up and down arrow keys. 
This will enable you to load fonts in 
the 40m , 20m , 10m, 5m, 1m, and 
200mm range. If you'er not sure of the 
size of your 3rd party 3D fonts ; use 
Lightwaves modeler to determine 
which size selection is appropriate to 
your font set. If you don't address this 
sizing concern, then you'll run the risk 
of characters too far apart or too close. 
Sometimes this can be an advantage. I 
liked playing with these options to 
cause the letters in my scene to appear 
formed or molded together. 

_ In this requester, you indicate the 
directory In which to save the scene 
file you just created. (Le. your toasters 
3D scene directory). Make sure you 
give your scene file a name, or a 
"Could not open a file for output, " 
message will appear in the grid win­
dow. 

That's it! After authorizing the 
quit by clicking OK. go to Lightwave . 

• • 

Circle Y Figure 4 

Arc Y Figure 7 

1 
PIa te 3 Figure 10 

Open up your scene and display all 
that hard work. One after note; don't 
let your clients know just how easy it 
is for you to create these flying logos. 
Just let them stand there in awe . 
Relish the gratitude they display : 
Knowing the countless hours you must 
have endured to complete their pro­
ject. When you view your scene file, 
you'll notice that the camera has an 
established vantage and that a point 
light is provided to highlight the logo. 

In lhe special inter sl ection 
There Is the ability to load other 
objects in place of characters. In a 
tribute to my favorite cartoon, the Far 
Side by Gary Larson, I created a scene 
where cows have gathered to examine 
a mysterious light that has appeared 
in their field. I created a TEMP direc­
tory in my toaster drawer. Then, in 
Lightwave and after bringing the object 
into the layout, I rename the cow 
object (found in the 3D objects drawer, 
under animals) to the character "A" in 
the TEMP drawer. If you're using mul­
tiple objects, then save those objects 
using a different letter of the alphabet. 
You'll also need to copy a nullobject to 
this TEMP directory. The null object (1\) 
can be found in any of the Font Flyers 
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fonts directory. I use the indispens­
able program OPUS, to accomplish the 
copy. Now go to the previously out­
lined procedure to create a logo scene 
using Font Flyer. I loaded (LOAD) my 
temp drawer. vVhen entering (ENTER), 
the character string as in my case, I 
entered A A A A A - I needed five cows. 
I chose Cir Y (OPERATOR) as the oper­
ator, and then saved (SAVE) the scene 
file to my toasters 3D scene directory. 
There you have it, a cow-wheel. While 
my example may seem absurd, you 
can see the many possibilities . How 
about having your 3D soldiers line up 
in perfect fonnations for their pass and 
reviews? Or, as mentioned in the man­
ual. ferris wheel effects. 

Font Flyer uses null objects 
wherever a space exists in the charac­
ter string. All objects in the scene will 
have a parent object; a null Object 
found at X=O, Y=O, 2=0. Manipulate 
the parent null object, and you can 
control all objects. For instance: After 
bringing in your scene into layout, you 
decide to spin your logo around its 
axis. Simply click the objects icon , 
make sure the parent object. the first 
null object (ll\) is the object selected. 
Then create a key frame at 0 ( for this 
exerCise, all Objects are fine). Now 
click on ROTATE , and then the 
NUMERIC INPUT. When the requester 
comes up , type 360 ([or 360 
degrees),into the heading (H) line. 
Click OK. Now create a key frame at 
frame 30 for all items. What we've 
done is created the motion for our 
log%bjects. Spin around the axis, 
360 degrees in 1 second. Make a pre­
view and then play it. Wow is right! 

I understand that some users 
of Font Flyer have expressed a need to 
convert these scene files to object files 
to better take control of the objects as 
a whole. Mark, has infonned me that 
"Interchange Plus," by SyndeSis, has 
the power to make this conversion. 
Since I'm on a deadline , I won't have 
the opportunity to report on this. You 
present users might want to investi­
gate this yourselves. Mark also said 
that a "read me" file will be included in 
the software for review. A quick men­
tion: pay close attention to the files 
included with Font Flyer. Mark has 
provided a PARTICLE GENERATOR, 
for use with Lightwave, as part of the 
Font Flyer package. Use this program 
if you have a complex shape you want 
to fonn from random particles. 

I think you get the impression 
that I not only liked , but enjoyed this 
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tool; and who wouldn't? When a utili­
ty comes along that assists us in what 
we do: Providing a means to quickly 
and easily execute what before was a 
dreaded procedure, you have to take 
notice . If you doubt this, here is a little 
inside infonnation . AVG is using this 
program to create title work seen in 
their magaZine ( see this issues 3D 
perspectives, IMAGE F /X column), At 
a cost of $89.00, you can stop turning 
clients away. 

If you would like to contact Thorn 
Robertson Wlite to clo 

Pacific Media Publishing 
365 Victor St. Suite "W 

Salinas, Ca. 93907 

ACS, Inc. 
Computer & Video 
5344 Jimmy Carter Blvd 

Norcross, GA. 30093 

Phone: (404) 263-9\90 FAX (408) 263-7852 
Toll Free \-800-962-4489 

Aut1wrized Dealer for 
Corn.modore, NewTek and RGB 

For editing we carry AmiLink, 
TAO Editizer and Sundance. 

~!!!!!!!!!!!!!!!!!!!!!!!!~ Complete AlB Roll Editing System 
For Under $13,0001 

MD GrafrxTEXT 
P.O. Box 1991 

Spring Valley, CA. 91977-1991 
(619) 463-5853 

Use the Video Toaster with Your 
Macintoshl Call for Details. 

~~~~~~~~~~~~~~~~we offer: r oCustom ConfIgurations 

POP ART, Inc. 
28 Main St., Suite 200 

Radford. PA 16701 
(814) 362-7413 

oOn-Site Installation 
oTraining 
oAmiga Hardware & Software 
oBest Toaster Prices 
024 HR Tum Around on All Toaster 
Related Problems. 

IN STOCK NOW! 
Our NEW 
PC Card Family 
(Amiga and PC Compatible) 
• PC-219 DLACKDURSTGENERATOR ....... ... ............ $175 

GENLOCK YOUR SYSTEM! 
5-RS170A Outputs. Tone. Sync and PAL also available 

• PC-207A VIDEO DISTRIBUTION AMPLIFIER ... .... ........ $145 
GOING TO MORE THAN ONE MONITOR? 
1 Input 4 Outputs. ~roadcast Specifications. Adjustable Gain 
and Equilizotion 

• PC-217 AUDIO DISTRIBUTION AMPLIAER $95 
Dlsml~VTE AUDIO OR TIME CODE TO MULn'pu:' LOCATIONS!' 
1 Input 4 Outputs. ~roadcast Specifications. 
Adjustable Gain. 

• ES-770 REAL TIME OR SMPTE TIME CODE 
READER/COMPARATOR ........... .... ...... ... ...... $995 
AUTOMATE YOUR POST PRODUGION! 
5000 Event Programmable Reader (DOS. Sfv\PTE, ESE) with 
Contact Closure Outputs for Automation. 

• PC-2~7 WIDEDAND (120 MHz) 
VIDEO DISTRIBUTION AMPLIFIER ....................... $240 
~ CALL NOW FOR FREE BROCHURE (310) 322-2136 
~ 142 SIERRA STREET. EL SEGUNDO, CA 90245 

See us at NAB. booth 13401 
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Hello and welcome to the first install­
ment of my OpalVision column. Each 
month we will take a look at what's new 
with the OpalVision from Centaur 
Development. OpalVision has the poten­
tial to become one of the best-selling prod­
ucts on the Amiga, for performing desktop 
video production, thanks to its 32-bit 
frame buffer with alpha channel support, 
compatibility with the Amiga 2000, 
3000 and 4000, and "Opalpaint" the 
exceptional 32-bit paint program. Unlike 
the New Tek's Video Toaster, OpalVision is 
designed to work with both NTSC and 
PAL Amigas, allowing OpalVision to be 
used in Europe, Australia, and New 
Zealand. An external version may be 
developed for use with the Amiga 500, 
600 and 1200 as well. 
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OpalVision Malo opening screen. 

The big news is the impending availability of the video 
hardware modules that will allow the OpalVision to grab 24-
bit images, and genlock it to an external video signal , per­
form DVE (digital video effects) and input up to nine video 
and ten audio inputs. Included will be composite video, Y IC 
video, RGB and component video. While the release date for 
the video hardware modules has been delayed, I believe 
that it's simply a matter of Centaur Development wanting 
to get everything just right the first time around and not 
releasing expansion modules that don't perform as adver­
tised. 

While waiting for the video modules to begin shipping, 
the next best thing is to take a look at the excellent 32-bit 
paint program bundled with OpaLVision. OpalPaint pro­
vides the Amjga video user with an outstanding paint pro­
gram for creating original images and performing touch-up 
work and image processing. OpalPaint has been compared 
favorably with the best paint programs used on the Mac 
and PC platforms, and competes with 7VPaint by Tecsoft, of 
France , as the best 2D paint program available for the 
Amlga. 

When you first begin working with OpalPaint, the 
power of the program is not always self-evident. Standard 
drawing tools such as dotted and continuous freehand, 
curved line and straight line tools are included as well as 
filled and unfilled shape tools . Additional standard drawing 
tools include a paint bucket, magnify , text tools and the 
ability to cut out and paste brushes or objects onto the 
screen. After spending some time with the program, howev-

OpalVis ion's palette screen lo its 16M colors glory. 
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er, and discovering that clicking on the right mouse button 
brings up special requesters for addressing the program's 
advanced features, the versatility of OpalPaint becomes 
very clear. OpalPaint provides 8-bit alpha channel support 
for variable transparency of objects and images, variable 
anti-aliasing, including both color and area stencils, and 
brush wrapping, which can hold up to three different 
brushes or objects in memory and creates an outline of the 
brush for easy screen placement. and offers beautiful gradi­
ent fills . OpalPaint provides an excellent color palette for 
creating new shades of color and defining color spreads. It 
also creates color thumbnail images for quick visual refer­
ence when accessing your hard drive's 24-bit images, 
OpalPaint offers advanced drawing tools such as airbrush, 
watercolor, text, chalk, splatter and various paper textures 
for adding to images and objects. Support is also provided 
for the Wacom pressure-sensitive drawing tablets and an 
extensive collection of image processing tools and convolu­
tion matrices are available for creating embossed images, 
lightening or darkening an image, colorizing a black-and­
white image and much more, 

OpalPaint also allows more than one tool or operator 

OpaIVision's gradient palette. 

to be Simultaneously applied to Objects and images. For 
example, whjle stamping down a 24-bit object over a 24-bit 
background the degree of transparency, the amount of anti­
aliaSing and even a texture can be applied to the object. 
Opal Paint includes an undo command for reverting back to 
the previous version of the image in the event of a mistake, 
An effect can be stopped at any time by pressing the space 
bar and the screen will return to its previous state, Some of 
the program's operators offer small preview windows to see 
how a particular effect will look before applying it to the 
actual image. OpalPaint works with up to 768 by 480 pixels 
resolution for video applications, but can work with images 
as large as 32,768 pixels by 32,768 pixels, memory permit­
ting. 

Many Deluxe Paint conventions are followed when 
using OpalPaint's keyboard commands. "FlO" will make 
the toolbox disappear and reappear, "Shift..r will advance 
the screen to the spare page, pressing "m" will magnify the 
area under the cursor, and pressing "p" will bring up the 
palette requester. While the user interface and general lay­
out of the program are very well done, (because of the many 
tools and operators available to work with). OpalPaint has a 
panic button that restores the program to its default set-

contined on page 35 
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, -~===-=-==--=-===-=--=- - -

l'ltwesome, Spectacula" Amazin9, Brilliant, Wonderfulll 
Choose any positive adjective and chances are it's already been used by both critics 
and consumers to describe OpalVision and OpalPaint - the most professional 24-bit 
power you've ever seen! 

And now, Centaur Development and Opal Technology , whose dedication to excellence 
created OpalVision and OpalPaint, are pleased to give you complete details on all of 
the OpalVision modules ... 

OpalVision's state-of-the-art modular design gives you unequalled versatility. start with 
the OpalVision Main Board and included software. Then easily add additional modules 
if you require more capabilities, spending only what you need to get the results you need. 
Each of the modules fully integrates to create a seamless system. 

- -- ---- ---- --~~----------~ - -- -----

The OpalVision Main Board 
A true 24-Sit frame buffer and display device with 16.8 million 
colors available for every pixel and a maximum resolution of 768 
x 480 (580 PAL). An internal card, it operates automatically in 
NTSC or PAL mode in any Amiga computer with a video slot 
(Including the Amiga 4000) . It's powerful VLSI graphics 
coprocessor enables stencil modes, a host of transition effects 
and smooth, hardware-controlled priority switching and 

Includes OpalPalnt and OpalAnlmMATE lor slale-ol-the art painting and 24-bi/ anima/ion. 

scrolling/panning effects. The boord's 
state-of-the-art design allows smooth 

fading of pictures, color-cycling 
effects, and 

smooth , 
double-buffered 

24-S it animation. 
Includes connectors for 

all of the optional 
OpalVision components. 

MAIN 
BOARD 

AVAILABLE 
I NOW 
~ 

Included Software: 
• OpalPaint V 2.0 - 32-BIt painting and 

Image processing. 
• OpalAnlmMATE V 2.0 - B, 12, 15. 18 and 24-Blt 

animations from frame sequenc es. 
• Opal Presentsl - Comprehensive, Icon-driven 

presentation package. 
• Opal HotKey V 2.0 - Display OpalVlslon graphics 

anytime with key combinations. 
Satum 5 Image courtesy • Miscellaneous Utility software 
01 Carmen Rizzolo, 
strawberry Graphix, San 
Diego, CA 

Inputs/Outputs: 
• RGB output via standard Amlga 08-23 connector 
• Compatible with most external genlocks 



The OpalVision Video Processor 
Plug this card into the OpalVision Main Board and add a wealth of additional features and functionality. It's 

a high-quality. real-time 24-Bit framegrabber which doesn·t require a time-base corrector. And. it's a 
professional-quality genlocker with chroma and luma keying. The 256-levellinear transparency key allows the 

definition of transparency between two live video sources on a pixel-by-pixel basis for smooth vignettes. anti-aliased 
text and super-smooth effects. The Video Sandwich key allows you to insert chroma or luma keyed video between 

definable foreground and background layers of a 24-
Bit image. It also provides real-time color processing of live 

video and an unlimited number of transitions and Digital 
Video Effects using the included OpalVision Roaster Chip and 
software. These include cuts. wipes. fades. and 
special organic effects (soft- or hard-edged). 
plus an infinite range of flips. tumbles. picture-in­
picture. page peels and image wrapping. 

o 24-blt real-time Ira meg robbing Irom 
composite or S-Vldeo. 

o Prolesslonal quality genlocklng. 
o Real-time. live-video color processing 

and chromlnance effects 
o High-quality Digital Video Effects 

New Features: 
o Now Includes powerful, VLSI microcode processor "Rooster Chip" lor 

Digital Video effects 01 unequalled quality. 
o Luminance keying with deli noble upper and lower levels 
o Chromo keying on any color range 

Alpha Channel functions wiffl OpaIPaint and wiffl the Videa Prac9$$O( lor transparency overlays. 

o 256-level "Alpha Channel" (transparency) key. 
o 24-blt, 35ns character generation sottware 
o 24-Blt Plcture-In-Plcture and Video Sandwich Keying 

Included Software: 
o apal Charocter Generator 0 Special Effects Manager 
o apalVlslon System Sottware 

Inputs/Outputs: 
o 1 Composite in/out 
o 1 S-Vldeo In/out (S-VHS, HI -8, Y/C) 
o 1 expansion connector lor Video Suite 
o 1 RGB out via DB-23 connector 

Modules 
Available 

Spring 
'93 

----~ -- ~~~~~~- -------------- -~--

The OpalVision Video Suite 
A power-packed video and audio mixing. switching. and transcoding device. This 19-inch. rock mountable unit is so advanced that 
it has its own internal computer and every aspect is software-controlled for precisely timed and accurate functionality. The Video Suite 
includes a wealth of inputs and outputs. There are 9video and lOaudio inputs available. plus the 24-bit frame store. Professional quality 
video inputs and outputs are available simultaneously in RGB or Y /R-Y /B-Y. Composite and S-Video. Choose any 2 sources from these 
inputs. assign a transition or special effect. and then trigger it manually or automatically. All of the transitions and effects provided by 
the OpalVision Video Processor are available for use by the Video Suite. 
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Audia Inputs Sound FIX Stereo 
or 5th Audia output 

Input 

RGB 
or V/R-V/B-V 
Inputs and 

master sync 
Input 

4 Composite and 
4 S-Video Inputs 

Preview Main Main RGB 
composite composHe or V/R-V/B-V 

Key OpalVlslon Power 
in/out Inpull ConneclOl 

output and and and 
S-Vldeo S-Video sync 
outputs outputs outputs 

The linear transparency key (Alpha channel and transparency effects) can be taken from the Video Processor or an external video 
source. and/or outputto another production switcher. This allows transparency control between 2 video sources on a pixel by pixel basis. 
The 10 Audio inputs (5 stereo pairs) are fully software sequenced with smooth fades and full, 5-band stereo frequency equalization. 

Video Inputs: 
(All available simultaneously) 
• 4 composite Inputs (8 composite Inputs il S-Video Inputs are used os 

composite) 
• 4 S-Vldeo Inputs (S-VHS, HI-8 or Y/C) 
• 1 or 2 RG8 Of Y /R-Y /B-Y Inputs (2nd source uses the 4 composite Inputs) 
• 1 master sync Input (mosier sync can be selected Irom 

any video source) 
o 1 Innnlte level linear transparency key 

Video Outputs: 
• 1 composite main output 
o 1 S-Vldeo main Output 
o 1 RGB or Y/R-Y/B-Y main output 
• 1 IIneor transparency key 
o I composite preview (automatically transcodes composite 81 S-Vldeo) 
o 1 S-Vldeo preview 
Audio: 
o Inputs: 10 mono Of 5 stereo pairs 
o Output: Stereo with 5-bond equalizer and VU meters 



OpalVision Scan-Rate Convertor 
Add this card to the OpalVision Main Board and achieve 31 kHz, 
non-interlaced output of Amigo graphics, OpalVision images 
and any incoming source in either PAL or NTSC. And, we've 
added full time-base correction of incoming video. Time base 
correctors are used to synchronize two non-synchronized video 
signals, or for cleaning up the timing of a "dirty" video signal . The 
on-board memory also seNes as a separate frame-store for 
dual frame buffer applications. 

• Converts interlaced PAL and NTSC to 31 kHz non-Interlaced, 
flicker-free display. 

• Plugs Into the OpalVlsion Main Boord. No external 
power supply needed. 

• Works with any multl-sync/multi-scan monitor. 

New Features: 
• Includes full , Infinite window nme Base Correcllon 
• Operates In RGB for superior quality 

OpalPalnl's Intuitive. versatile palene control panel. 

-- - - ------~--~--------. 

Typical OpalVision Configurations 

Opal Character Genera/or provIdes 35ns, professional-qualify video titling. 

OpalVision Video Effects, Digitizing 
and Titling Workstation 

Add the Opal Vision Video Processor board to add new worlds 
of video capabilities to the system. Grab frames from live video. 
Modify them in OpalPaint , add titles, colo r processing and real­
time chrominance effects, outputtovideo tape, use the powerful 
"Roaster Chip" for real-time Digital Video Effects to transform 
one incoming video signal in composite or S-VHS format. 

Applications: 
Animation Overlays 
Video Trttlng 
Video Processing and color correction 
Digital Video Effects 
Multimedio Applications 
Simpler Video productions of any sort 

To achieve 31 kHz non-interlaced output and 
time-base correction of incoming video, you 
can add the OpalVision Scan-Rate Convertor. 
And you can a lways obtain third party software 
or hardware (like Art Department Professional or 
a pressure-sensit ive tablet) for addit ional 
functionality. 

OpaJVision Paint and Animation Station: 
Put an OpalVision Main Board in your Amigo and you've 
upgraded your system to include complete 24-bit functionality. 

• The best available 24-BIt paint and graphics software 
• Works with all Important Amigo graphics software 

Including Art Department, Imagine, ImageMaster, 
Morph Plus, Aladdin, Caligarl, Real 3D, and more. 

• Supports pressure sensitive Input tablets. 
• Mixes Amigo and OpalVlsion graphics and 

animations simultaneously. 

Included software: 
• Opal Paint V 2.0 for 32-Blt painting and 

Image-processing 
• OpalPresentSI for professional-qualHy 

24-BIt presentations. 
• OpalAnimMATE V 2.0 for full 24-blt anlmallon 

creation and playback 
• OpclHotKey to display 24-Blilmages anytime by using key combinations 

Applications: 
Graphic Artists 
Fine Artls1s 
Vldeographers 

Multimedia 
Animators 

Desktop Publishing 

Education 
DeSigners 
Hobbyists 

This set-up can also be enhanced through the use of third party 
software and hardware. Add a 24-Bit scanner to import hard­
copy color images for applications like photo-retouching and 
image enhancing. Add the OpalVision Scan-Rate Convertor for 
de-interlaced output. Use third party Amiga-compatible genlocks 
for simple video applications. Or, include a pressure-sensitive 
tablet with your system for unrivalled artistic creativity. 

Chromlnancs sffecls (or real·Hms control oIlmags palens., contrast, brill/once and CoiOf (e·mopplng. 



OpalVision Desktop Video System 
After installing the Video Processor board, you can greatly 
increase your input and output capabilities by adding the 
OpalVision Video Suite. Perform cuts, fades , wipes and DVE's 
between any two sources selected from nine available inputs, 
We've also added full mono and stereo audio mixing. 

Applications: 
Professional Video Production 
Wedding, Industrial and Educational videos 
Audio Dubbing and Mixing, Sound Effects 
Coble and Professional Television Production 
Multimedia Presentations 
Home Video Production 

MocUaity 
equals 

Versatility 

If your need 31 kHz (non-interlaced) output or time base 
correcting, you can add an OpalVision Scan-Rate Convertor 
to complete your system. 

Opal ~oasllH Chip creates unlimited Dlgffal Video Effec/s and r,ansitlons. 

Video Performance 
Video Input Standards 
(User selectable): ... NTSC, NTSC 4.4, PAL, SECAM 
Video Output Standards: .. .. ....... NTSC, NTSC 4.4, PAL 
RGB output Bandwidth ....... .. ........................... >7 MHz 
Composite (Luma) Bandwidth ..... ,," "" " "" ...... 4.5 MHz typical 
S-Video Bandwidth"................ .. ... 5.5 MHz typical 
Hue Control. .. .... ........ . """ " .... ",, ........ +30 to -30 degrees 
Video lock jitter .... .. ... """ " ." ... ,, , .. , ....... <15ns 
Horizontal position adjust ...... ,, ' '''''''', .... ,, ' ........ -320 to + 1000 ns 
Horizontal lock range .... .."""", .. "", ... +/- 1200Hz typical 
Subcarrier lock range ......... """"""" ........ +/- 350Hz minimum 
Linear Keyer input speed ........ , ........ ,.... ... >7 MHz 

Audio Performance 
Audio Inputs ......... 10 inputs (5 left, 5 right) line level 20k ohms 
Audio Outputs ...... 2 outputs (Left, Right) line level 70 ohms 
Input Mode .... ,,,.. ... Differential for very low noise 
Frequency Response, .... ,., .. ,', ................................ 20Hz - >20kHz 
Frequency Equalization points ........ " .. , .... 59 Hz, 205 Hz, 790 Hz, 

2.95 kHz, 12 kHz 
Equalization Range .............. , .. " ....... " " ................. +/- 15db 
Total Harmonic Distortion ..................................... 0.05 % typical 
Mixing level control ..................................................... 0 to -70db 
(independent software controlled DAC's) 
VU meters " ................................ lOsteps-20dbto+3dbrange 

Video Sandwich keys puts chloma- olluma-keyed video between 24-Blllaye". 

Third Party OpalVision Software 
(Available now or coming soon I) 

Aladdin 4D, Ami Link Video Editing Products, Art Department 
Professional , Caligari 24, Cine Morph, Fractel Pro, Image FX, 

ImageMaster, Imagine, Mlchtron Entertainment 
Products, Morph Plus, Real 3D ,Scala InfoChan­
nel, Scala MultiMedia 200, Texture City Image 
Libraries, 3D Professional. Transporter, N Paint, 
Vista Pro, Video Visions and morel 

OpalVision Distributors 
Argentina: Phanta, Buenos Aires Ph./Fax: 54 1 650 0228 
Canada: BMD., Ontario Ph:(519) 539-0200 Fax:539-9725 
DenmarkScalaComputerN,HenevPh:44531177 Fax:44531173 
France: CIS, Pessac Ph:56 36 34 41 Fax:56 36 28 46 
Germany: VideoComp, Overursel Ph:61 71 59070 Fax:61 71 590744 
Italy: KB sn, Bologna Ph:51 765563 Fax:51 765568 
Japan: Omni Inn Seattle, WA Ph:(206) 628-2924 Fax: (206) 628-4324 
Netherlands: Take One Prods .. Heenen Ph:45 22 57 83 Fax:21 2263 
Norway: Capella, Oslo Ph: 22200 806 Fax:222 00 805 
Portugal: Chroma, Coimbra Ph:351 3927343 Fax:351 3927401 
Spain: Arkofoto, Barcelona Ph:33 01 00 20 Fax:33 1802 77 
Sweden: Karlberg & Karlberg, BjaTTed Ph:4647 450 Fax:4647 120 
UK: lCL,Uchfield,Staffs., Ph:543414817Fax:543250713 
USAAmericanSoftware,llIinoisPh:(217)384-2050Fax:(217)384-2055 
USA MicroPACE, Illinois Ph: (217) 356-1884 Fax:(217) 356-f1F7 
USA Vertical, Texas Ph:(214) 466-0048 Fax:(214)466-0428 

Manu/actured and Distributed by: 

Centaur Development 
P,O, Box 4400 

Redondo Beach, CA 90278 

Created by: 

Opal Tech 
Sydney, Australia 

For information: 
1-800-621-2202 

Phone: (310) 542-2226 
FAX: (310) 542-9998 
BBS: (310) 793-7142 

Amiga 2000/ 3000/ 4000 Compatible 
0p0I\'IIIon.()potPonI.()poIPfOtOnt5.()paMIIonV\deoSU"e.000MII0n VloeoPrOCBUO! ondOpaVIJIon ~lOfChlp Ole " ~jO' Opal 'ecfYlOk)QY l rd. OooIAt'IitnI'MTE 11 o Iladomor1o:: 01 Cen1aur Development. Inc 

O~r. OJonds and Pfoducl narnet. ore ' fOrn!lmClli:I Of fegll '!lfed " edema: ollhetf rMOeC!I\.-a hIJideCJ lectncCilIOeClI~OIION WI.1 10 c:! not """ ltlOul nol~e 



continuedfrom page 30 modes as well. Like DPaint, OpaZPaint's flood fill tool fills 
those areas of the screen that share the same color with 

lings in case the user becomes confused with what they're either another color, gradient fill or brush pattern. An alter­
doing. OpalPaint is actually very easy to use and simply native method is the tolerance flood fill which defines a 
requires a little time to learn and master how the program's range of colors to be filled with another color, gradient fill or 
various tools and operators work by themselves and with brush pattern. Separate hue, saturation and value (HSV) 
each other. sliders are used to define the range. By picking a center 

The program's various tools and operators are dis- color from the area to be filled, any of the surrounding pix­
played by the "Main Menu Bar" at the bottom of the els that approximate that shade of color will take on the 
screen. All of the program's filled shapes (rectangle, ellipse new fill color. gradient fill or brush pattern. 
circle, polygon and freehand) work with _---------... When cutting brushes from an imag e , 
either solid colors. gradient fills or brushes A. special driver is OpaZPaint allows the freehand . rectangle, 
using a special window. The solid color ellipse/circle and polygon filled shapes plu s 
mode uses the current pen color and fills the included with the flood fill tool to be used as the cut-out 
shape with that color. The gradient fiIl uses Opalpaint that shape of the brush. Brushes can also be cut 
a range of colors using various fill patterns. from the background by defming either a sin-
Colors can be selected from any of the 20 allows a Wacom gle color or a range of colors to be ignored 
paint pots currently displayed above the Tablet to be con- when cutting and picking up brushes. Up to 
Main Menu Bar. The first and last shades of three different brushes can be cut and held in 
color in the gradient and any intermediate nected to the memory to be selectively used as fill patterns 
shades can be easily added (or deleted) from as well as stamped onto the screen. Once a 
the spread. A horizontal preview strip shows A.miga's serial brush has been cut from the backgrou nd. it 
how the color gradient looks like, and the port. can be easily resized, warped, or rotated. The 
amount of dithering can be adjusted for handle or the "center" of the brush (the corre-
smooth or coarse looking spreads. Gradient lation between the cursor and the brush) can 
fill patterns include horizontal, vertical, automatic radial be changed as well from the middle of the brush to any of 
and user-defined radial, and user-defined linear patterns. its four comers. 
Filled shapes can also use brushes or objects, and wrap In addition to cutting out brushes and using them to 
them around any user-defmed shape. Brushes can also be paint the screen with, OpaZPaint offers various nozzles or 
variably warped, resulting in a bulging effect towards the shapes when working with the various drawing tools 
viewer. (straight line tool, etc) . Fou r round, four 'square and two 

Instead of only filling the screen with the current pen rectangular ready-made nozzles are provided that can b e 
color, the flood fill tool can use the gradient and brush fill- readily resized by using the plus and minus keys . By click­

Wacom Graphic Tablet 

To a traditional artist a drawing tablet and pen are his 
Ufe. To a compu ter artist the video screen is his can­
vas and the Wacom Tablet is h is brush. Wacom 
Technology makes a myriad of tablets for use with the 
Amiga through Opal Vision or a third party software 
driver. The sizes of the drawing surfaces range from a 
6 X 9 inch to an 18 X 25 inch tablet. The tablets have 
an optional pressure sensitive pen to accep t every 
nuance of your painting stroke. This provides the flair 
and accents not found before on compu ter generated 
art. Also you can get the tablets with an electro-static 
surface that will hold a piece of pa per down with static 
electrictty for you to trace over. The Tables range in 
price from as low as $695 to $3995 and comes with a 
one year warranty. 

Wacom Technology, Inc. 
501 S.E. Columbia Shores Blvd. Suite 300 

Vancouver. WA. 98661 
(206) 750-8882 
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ing on the desired nozzle first with the left mouse and then 
with the right, a requester appears showing the different 
artist's tools, paper textures, vertical sliders for adjusting 
the pressure tablet settings and the "depth" or degree of 
paper texture to be added to the image. Paper textures 
include rice, hairy and rough. Wacom Technology was kind 
enough to send me one of their "SD-42" series pressure­
sensitive drawing tablets with a cordless pressure pen for 
this review. A special driver is included with OpaZPa int 
that allows a Wacom tablet to be connected to the Amiga's 
serial port. All of the artist's tools (airbrush, watercolor, etc) 
included with OpaZPaint benefit from having a pressure­
sensitive tablet available. For example, when u ing 
OpaZPaint's airbrush tool, (by applying varying degrees of 
pressure with the tablet's pressure pen). the airbrush tool 
will a pply varying amounts of "paint" onto the image , The 
amount or degree of the tool's effect can be adjusted as a 
percentage using a vertical slider. Both the artist's tools 
and the paper textures can be applied to an image at the 
same time, along with varying degrees of transparency and 
anti-aliasing. One of OpaZPaint's biggest strengths is its 
ability to perform multiple operations on objects a nd 
images at the same time. 

Creating a color palette and selecting the pen color is 
very easy. Above the "Main Menu Bar" is a horizontal row 
of 20 paint pots. 

The pen color can be selected by using the mouse or 
using the left and right bracket keys , with the active color 
highlighted by a white border. Thirteen different rows wi th 
20 different colors or paint pots are available to choose 
from. By holding down either of the bracket keys the pro­
gram will cycle through all of the different color rows. 

conitued on page 55 
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Co nectivity 
Fusing The Power! 

© 1993 by 

Tony Moschella 

As more and more Videographers and 3D 
Artists start to add a PC, Mac or another 
Amiga to their rendering or editing systems, 
they begin to develop the need jor connecting 
these computers. The term "Connectivity" 
comes to mind. Connectivity is to connect your 
computers to get the maximum productivity out 
ojthem, and in the next jew pages I will cover 
some oj the products out on the Amiga market 
that allows you to become more productive. 
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Network software acts as the 
interface between a user and a pro­
gram to the network hardware. Pretty 
simple, but the magic is that the soft­
ware will allow the user at one com­
puter to share hard drives, printers, 
modems and information found on 
other computers linked to the network. 

The four major types of hardware 
connections used by the small com­
puter market today is the RS-232C 
port (serial port). parallel port (printer 
port), ARC-Net, and Ethernet. The 
major difference to each of these four 
topologies is the speed at which they 
can transmit data, and the cost of each 
setup. 

Basically there are two ways of 
setting up a network. The first is a 
dedicated network (see FIG. 1) . In 

Figure 1 

most configurations of this type, the 
whole nehvork is setup around a single 
computer called the "ille server," who's 
only purpose in life is to send data to 
and from work stations or nodes on 
the network. This type of setup allows 
for a fast response to requests for data 
by the work stations. However, the 
major drawback of this type of setup 
is the requirement of a microcomputer 
with a hard disk (often very large in 
size) to be used exclusively as a file 
server. This greatly increases the cost 
of the nehvork. 

The second type of network is a 
non-dedicated network or "peer-to­
peer" (see FIG. 2). This type allows all 
the computers to act as a file server 
and a workstation at the same time. 
This setup also allows a much greater 
sharing of peripherals within the net­
work. The major drawback for this 
type of system is that it is slow. When 
a computer is running a program, and 
is requested to send data to another 
work station at the same time, a time 
sharing situation appears. Thus, the 
users will notice a slow down in their 
system. 

Well, now how does all this fit into 
the needs of a 3D artist or 
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Figure 2 

Videographer, you may ask. With the 
dropping costs of hardware, many peo­
ple are finding the advantages of hav­
ing another Amiga setup to either 
assist in, or dedicated to 3D rendering. 
This will reducet the time needed to 
complete your projects at least by half. 

Many a times, a production house 
may need to transfer graphic files from 
an Amiga to a Macintosh or even to a 
PC. So what makes this all possible on 
the Amiga? Well, let's start with some 
of the hardware. 

Hardware 
There are four types of networking 

ports on the Amiga. Some may say 
that the floppy drive is the ruth, but I 
do not conSider "SneakerNet" (carrying 
a file on a floppy to another computer) 
as a form of networking. The first part 
I want to cover is the RS-232C port 
(serial port) . The serial port is standard 
equipment on all Amiga and most all 
other computers today. Most of you 
may already be using the serial port 
with a modem. A modem allows the 
transfer of data to and from the com­
puters attached at speeds of up to 
57,600 baud. The data transferred is 
in blocks of 8-bits in most cases. The 
recieving computer must send a Signal 
before the sending computer can begin 
to send the data. This is known as flow 
control. 

Another way to use the serial port 
is with a Null Modem cable (for pin­
outs see FIG. 3) which is Just a direct 
computer to computer connection. In 
any case, you will need to run a termi­
nal program (such as JRComm for the 
Amiga) on each computer. This setup 
will allow you to transfer data from an 
Amiga to either a Mac or a PC. The 
inconveniences, with this setup are: 
One, it requires alot of user monitoring 
and setup to get data to and from com­
puters. Also, it will not allow for shar­
ing of peripherals. Nor will you be able 
to call up programs located on another 
computer's hard disk. 

The parallel port (printer port) Is 
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Network or Not 
To Network? 

Do you need 10 manage very large flies qulcl<ly? 
Do you need 10 share peripherals? 
• printers 
• lape bacl<up sySlems 
• large storage devices 
• ploners 
• modems 
• fax 
• video equlpmenl 

Do you need 10 share files wilh PCs, Macs or 
olher Amlgas? 
Do you want to remotely access your computer 
and files from home or work? 
Do you need file access security? 
Do you need 10 quickly bacl<up large flies? 

You need access to a Novell® NetWareu" 
nelWor!<1 You need Amlga Client Softwarel 

Amiga Cllenl SoflWare Irom Oxxl will meel your 
nelWOrking needs by allowing any Amiga 
conligured wilh a LAN card 10 wor!< wilh Ihe besl 
selling, mosl reliable, extensively supported 
nelWOr!< availabl~ovell' NeIWare· . 

ProduClivily and projeC1 managemenl can be 
greatly enhanced--whelher a program 
developmenleffort. VideoToasler' applications, 
database management, order entry, extensive 
desk lOp projeC1s or any leam effort requiring lile 
sharing. Amiga C lianl SoflWare wil l allow your 
Amigas 10 access super·large hard disks, share 
expensive peripherals such as laser printers, and 
perlorm dala en1ry 10 cenlral liles. 

Requirements: 

Software: Novell lB NetWare· Version 2.15 or 
higher, inslalled on a nelWork lila sarver; Amiga 
Wor!<Bench Version 1.3 or higher, KickSlart 1.2 
or higher. 

Hardware : Amiga com puler wilh 512K memory, 
PC·AT File Server, LAN ARCNe!" , or Elhernel 
communications cards (1 for each workstation. 1 
for server). cabling and other connection 
hardware. 

Now Shipping! 

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

OXXI UK LTD. 
171 BATH ROAD, SLOUGH, BERKS, SL1 4AE GB 
(0)753·551·m, FAX (0)753·551·211 
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Null Modem Coble 

Pln·Outs 

Figure 3 

much the same as the serial port. 
Fortunately, with the use of a ParNet 
cable and software, an Amiga user 
would be able to have a peer-to-peer 
network. I will talk about ParNet later 
in this article. 

ARC-Net and Ethernet cards are 
both aVailable for Amiga, Macintosh, 
and PC . Amiga network cards are 
made by Commodore and others . 
These Zorro II cards will plug into 
any Amiga 2000, 3000 or 4000 unit 
(there is also an ARC-Net box for the 
A500) . They both have BNC connec­
tions, but the similarities end there. 
The A2060 (ARC-Net) card by 
Commodore has a data transfer rate 
of 2.5 megabit per second. While the 
A2065 (Ethernet) card by 
Commodore has a data transfer rate 

of 10 megabit per second. The clear 
speed difference has allowed Ethernet 
to emerge as the new standard in the 
networking world by replacing ARC­
Net. 
Cabling 

Cabling is often over looked in net­
working. The truth of the matter is, 
that it is one of the biggest problem. 
Ethernet is setup with RG-58 coax 
cable (Thin Net). If a connection 
should fail you might fmd yourself on 
your hands and knees checking each 
connection (not so bad if you have less 
than 10 machines) to find the loose 
connector. An Ethernet system must 
also be terminated at the last machine 
in the chain. This is accomplished 
with the use of 50 Ohm BNC termina­
tor on each end of the cable. If termi­
nation is lost the whole network will 
shut down. If you use good quality 
parts and take your time making the 
cables, you should have no troubles. 
ParNet 

As I touched on before , ParNet is 
the software/hardware system that 
works with the parallel port. The 
ParNet software is the least expensive 
way of setting up a two Amiga network. 
It requires only a cable and the ParNet 
software. The most difficult part of the 
setup is making the cable (for pin-outs 
see FIG. 4). Fortunately most Amiga 

TSSnet@ 
DECneC for the Amiga" 

TSSnet makes your Amiga 
a Phase IV end node in a DECnet network! 

-Ethemet or serial communications. 
-Multiple concurrent Virtual Termjnal sessions over DECnet's CTERM. 
-Fully Supports X Window System from GfxBase. 
-NetMail sends and receives mail to any DECnet address. 
-Network File Transfer provides copy, list, print, rename, delete, type and 

submit commands across the network. 
-Graphical Network Control Program for all set-up and monitoring. 
-Completely programmable via fully documented AmigaDOS device . 

Thunder 
Rid e g N9353 BENSON ROAD 
Inc. BROOKLYN,WI53521 

TEL: 608-455-1039 
FAX: 608-455-1317 I 
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dealers have the cable already made 
for ParNet. The ParNet software is a 
public domain program found on the 
Fred Fish disk number 400, and most 
BBS's. 

ParNet is a peer-to-peer network 

2 
3 
• 5 
6 , 
8 
9 

-;=====~ " ..." , :~ 

PorNet Cable 
Prn-Ou1s 

Figure 4 
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setup. Meaning, it not only allows you 
to transfer files bu t, it will also allow 
you to start programs located on the 
other Amiga connected by ParNet. 
ParNet also multi-tasks quite well. 
However, the disadvantage to ParNet is 
that it ties up your printer port and 
you are limited to linking only two 
Amigas. Even though , with these 
minor disadvantages, ParNet is a ideal 
solution for a small production house. 
Alan-FS 

Alan-FS is by Canadian Prototype 
Replicas. Alan-FS was one of the first 
quality networking software for the 
Amiga. The program comes on one 
disk that also includes has the docu­
mentation on it. The software requires 
Amiga DOS 2.0 or higher, and the AS-
225 TCP /IP networking software from 
Commodore . Alan-FS will only work 
with Commodore's A-2065 Ethernet 
card. 

The installation is very easy. Nter 
instalIing the Ethernet cards and con­
necting the cables . You then install 
AS-225 TCP/IP software on each of the 
Amigas. Installing Alan-FS is simpli­
fied, as it uses the standard Amiga 
install progra, and after the installa­
tion finishes you will then need to 
make a few edits to your user-startup 
file which can be found in your S 
directory. 

Alan-FS will operate as either a 
Client/Server or peer-to-peer setup. 
Also with the use of the TCP /IP soft­
ware you will be able to setup a cross 
platform network with a Mac or PC 
running TCP/IP. Alan-FS sells for 
$500 with an unlimited site license for 
the number of stations linked at one 
location. TCP/IP sells for $199 . Tech 
support is provided by the dealers sell­
ing Alan-FS. Alan-FS is a good choice 
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for medium to large systems. 
ENLAN-DFS 

ENLAN-DFS is developed by a pro­
gressive company called Interworks. 
ENLAN-DFS is my choice for a peer-to­
peer network system. ENLAN-DFS use 
Commodore's Ethernet card. The soft­
ware comes complete on one disk. 
After installing the software and mak­
ing a few assigns you will then need to 
number each node in the startup fUes. 
You then use the Export/Import com­
mands included with ENLAN-DFS to 
select the hard drives , modems, and 
printers accessible to the other users. 

ENLAN-DFS is completely trans­
parent to the users and therefor, less 
prone to damage by user induced 
errors. I liked ENLAN-DFS's security 
system. It's password protection allows 
you to open certain parts of your work­
station to everyone , while allowing 
other parts to be used by a select few. 
Tech Support is outstanding, any and 
all questions I had were answered 
quickly. Anyone planning to start an 
all Amiga network should get ENLAN­
DFS. 

Amiga Client Software for Novell 
Netware 

ACS is a product of Oxxi Inc . 
Novell's Netware is the giant in the net­
working world. There are thousands of 
Novell networks setup around the 
world, most serve only the IBM PC 
markets. The major advantage to 
Netware is that it can very easily 
become a multi platform network . 
Netware can be setup as a non-dedi­
cated or dedicated system, but work 
best as a dedicated system. Netware 
comes in two versions 2 .2, and 3 .11. 
ACS will work with any version, but 
must be linked to a dedicated system. 
ACS will also work with either 
Commodore's Ethernet or ARC-Net 
cards. 

In setting up several dedicated 
Novell Network, I've found ACS to be 
a joy . ACS comes on several disks . 
The install program is the standard 
Amiga install . When installing an 
Amiga on the network for the first 
time, you will need to install a "key" on 
the Novell server. This key will deter­
mines the number of Amiga users 
allowed on the network at ant one 
time . The number of nodes is deter­
mined by the node license you buy 
from Oxxi. Nodes are sold from one 
user to ftfty or more users . 

After everything is setup, you can 
login onto the file server. You simply 
click on the login icon, and type your 
name and password, and a icon shows 
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up representing the server's harddnve 
, which is called NDO. Presto! You are 
now part of the network. You can now 
send files and programs to be stored 
on the server's harddrive . You can 
also use any printer on the network, if 
it is setup correctly by Netware. 
(Netware commands can be executed 
by a graphic interface .) You can add 
users, change password, or check 
print queues. 

Oxxi has done a fine job with this 
product as with all of their products. 
My recommendation is if your require­
ment is to have Amigas, Macs, and 
PC's all linked together, then this is the 
product to get. We at AVG use ACS 
everyday. 

TSSNet 
TSSNet is produced by Thunder 

Ridge Inc. TSSNet allows the Amiga to 
become a work station on a VAX. or 
DEC net network. TSSNet communi­
ca tes through the serial port or 
through an Ethernet card connected to 
the VAX. or DECnet. The installation 
procedure requires the use of CLI to 
execute a script file to do the rest . 
Some of you who have had experiences 
with a VAX. system will instantly see 
the advantages of TSSNet. The main 
features to TSSNet is that it takes 
advantage of the Amiga's "multi­
tasking" operating system. A user can 
log into several DEC-net nodes to 
retrieve data while running other pro­
grams locally, without any noticeable 
slow down. TSSNet is also compatible 
with GfxBase's X Window System for 
the Amiga. TSSNet had the best writ­
ten manual, with very easy to read 
instructions. A lot of time went into 
this product. TSSNet sells for $395. I 
feel TSSNet is a good choice for the 
education or scientific markets with a 
VAX. system needing a graphic work­
station for computer generated models. 

Conclusion 
As you can see, there are many 

choices for a network solution for the 
Amiga. Each solution could have an 
entire article devoted to it, but due to 
the space and time requirements. I 
was only able to briefly touch on each 
of these products. 

We at AVG run a Novell Netware 
system using Oxxi's ACS. We do this 
because we needed a multi platform 
network. If I were running a graphic or 
video production house I would be 
inclined to get ENLAN-DFS. All of these 
products are very good, but your 
choice would have to be based on your 
budget and needs. 
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A-2060, A2065 
Commodore Business Machines 

1200 Wilson Drive 
West Chester, PA. 19380 

(215) 431-9100 

ALAN-FS 
Canadain Prototype Replicas 

P.O,Box 8 Breslau 
Ontario, Canada NOB 1MO 

(519) 884-4412 

ENLAN-DFS 
Interactive Softwaorks 

2521 S. Vista Way Ste. 225 
Carlsbad, CA. 92008 

(619) 434-5327 

Amiga Client Software for Novell 
Netware 

Oxxi, Inc. 
P.O. Box 90309 

Long Beach, CA. 9809-0309 
(310) 427-1227 

TSSnet 
Thunder Ridge, Inc. 
N9353 Benson Road 
Brooklyn. WI 53521 

(608) 455-1039 

Rumors in the Wind ... 

Commodore Business 
Machines are currently 

working on a built-in net­
working system for new 

Amigas. Also NewTek may 
have a built-in networking 

interface for newer versions 
of Toaster Software. Which 
will allow parallel process­
ing of LightWave 3D images 

to a central location for 
dumping to tape or film. 
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ALLIED STUDIOS has over 150 disks of font products for the 
Amiga market. That is more megabytes of software than GVP, 
Gold Disk, ASDG, and Electronic Arts all combined are selling. 

ALLIED STUDIOS supports more programs directly than any 
other Amiga fonts product manufacturer. Software in ready­
to-install form is available for the Video Toaster (todays & 
TOMORROWS versions); PPage going back to version 1.3; 
PageStream, Art Expression & TypeSmith from Soft-Logik; most 
paint programs sold since 1985; graphical word-processors like 
ProWrite, Excellence, PageSetter; and many video title I' softwares 
such as AmigaVision, Director, CanDo, Scala, etc. 

DID 
Y'OI(N'W 

THAT THEilE AilE IVEII IDD MllllIN 
VIEWING ,",IITIJNITIES TI SEE FINTS 
'Y lllN IlIJNTZ I). AllIED STIJDIIS IN IJSE 
EVEIIY WEEIl~ JIJST WATCH YIIJII TV! 
Lion Kuntz, founder of ALLIED STUDIOS, made the fonts 
used by the California Lottery for their state-wide network seen 
in every comer market that sells tickets. The lottery gives away 
$50 million prizes at one time, and can afford to buy any 
computer and any brand fonts they want. They could buy a 
CRA Y super computer and every font ever made, with change 
left over. They picked the Amiga and Lion' s Fonts because of 

the high legibility under adverse viewing circumstances that 

ALLIED STUDIOS sells fonts at lower prices per "d b 
font than any competing company who produces ~ 0 f<J; 
packaged software for retail store distribution. • 'S:>~ ~~ion l ~;~ 

the fonts were designed for. Millions more people 
view Lion's fonts on network television credits 

like a primetime show on CBS or a syndicated 

Many Allied Studios fonts have a cost-per-font ~ ~ ..... ,'('t , J'pt>,£,""L 
lower than the costs of downloading equivilent ~ ..$' ~ to 
software from CompuServe or similar pay- ~ ~ ~~ ~~ .-d 
for-connect services. ~. jt :.: => 

-~ ~ ~ ~, ~ ~ 
ALLIED STUDIOS uses minimal packaging ~ ~ r !b" fO_ 

~~ .. ,~~ 

TV show about a priest who uses Kung Fu. 
Scores of Cable TV operators use Allied 
fonts, as do hundreds of art studios who 
make local TV commercials. Yet for all 
this, 9 out of 10 Amiga software stores 
have never stocked a single copy of Allied 
Studios products! 

which saves you money, and is easy on the v:.;; Qf ~ ,oJ 
environment. Most packaging is recycleable. ~J " .. l>UO!SS\'I)\)}. "\~: YOU do not need to wait for a dealer to learn V! ad r, ~ what they have been missing . Start your own 
ALLIED STUDIOS has more years experience in l\. J,.. library of fonts by ordering directly from Allied 
Amiga computer typography than practically anyone else. Studios. Try one of these low-cost packages: 
Lion Kuntz, founder of Allied Studios, joined the Amiga 
developers program in 1985, helped develop the Calligrapher 
Colorfonts Font Editor, but was using computer typography as far 
back as 1972. 

YOU can try these high quality fonts products by getting the new 
promotional disk with 12 Video Toaster sizes, 12 AmigaDOS 
bitmap sizes, 4 Colorfonts sizes, PPage postscri pt type-I , and Art 
Expression, PageStream, TypeSmith postscript type-l fonts for only 
US $14.95. Mail your check or International Money Order for 

STAR DECK - DEEP 
SPACE MINE 

PROSTREAM PLUS: 70 type-I PSfoms for $70. Ready to install 
for PPage, PageStream, Art Expression, TypeSmith . 

CONDENSED PS FONTS: 19 condensed Type-I postscript type­
faces for that popular thin look, or those hard to fit situations. Wide 
range of faces, and styles. Only $30. 

FANCY PS FONTS: 14 type-l fonts for invitations, logos, 
letterheads and stationary, certificates, diplomas, posters, etc. $30. 

1st PRIZE TOASTED FONTS - SET I. 42 Video Toaster CG 
fonts. Good variety of typeface styles, 

to the address given. For a 
limited time this disk is 
free by renewing your 
subscri ption to this 
magazine (see your 

ALLIED STUDIOS 
weights, and sizes for profes­

sional results at a budget 
price. Only $39.95. 

Send check or money 
orders only. Add $3 
shipping per order. 
Calif. residents must 
pay sales tax (7.75%) order form). -"00.-.. 

482 Ha,'es SLI'eel, San Francisco, CA 94t02 

(415) 863-1781 



Art Expression and Aladdin-4D: 

There are many reasons why the Amiga has reached a 
place of leadership in the videographic field, but chief 
among these is its ability to engage in what I call intramur­
al handshaking. That's a big tenn for what most Amigans 
know as the availability of the IFF standard. Having stan­
dard me fonnats makes it possible for software to exchange 
saved data among several different packages. The Amiga 
software that cannot exchange data with other packages is 
severely limited, in fact. I would say this is a limitation that 
leads directly to capping its own potential market and the 
eventual extinction of the product. Sometimes, it is neces­
sary that graphics software develop its own proprietary for­
mat because of the way that it goes about doing what it 
does in a more timely manner. For instance, ray-tracing 
objects takes a lot of time, so developers are always looking 
for ways to get around the standards or the suggested for­
mats. This leads other developers to produce "translation" 
packages like ADPro from ASDG and Pixel 3D Pro from 
Axiom Software . But the excitement for the Amiga 
artist/animator is to use the software that does this or that 
task best. and then to port the results over to another 
package that does another task better. 

Included in this affection for handshaking is the ability 
of very different kinds of packages to exchange data. Lately, 
it has become the rage for certain software used for high 
end CAD (Computer Assisted Drafting) to port its results to 
an Amiga 3D renderer/animator, and even for some unique 
software (Like Centaur's PIXound) to translate graphic data 
into sound. One of the most relevant exchanges of data 
incorporates vector drawing programs and Amiga 30/40 
software. A vector drawing program typically is dedicated to 
DTP (Desk Top Publishing) and output devices like plotters 
and printers, so there is much on board for treating 20 
graphics and text not nonnally found in video software. 
Video software, on the other side, renders 3D work quite 
nicely, but has little if any effect on the DTP market. All of 

1& Art Expression! 

we see the Art Expression screen 
s tring that has been wrapped around an oval. 
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this has changed with the Amiga, and especially with the 
program that started out as Draw-4D and has lately 
assumed the persona of Aladdin-4D from ADSPEC 
Programming. Even in its infancy, Draw-4D users could 
render their graphics and save them out as ProDraw 
"Clips", ready for importation into ProPage and other DTP 
software. But that was a one way street until Aladdin-4D 
came along. Aladdin , in its first release, allowed the Amiga 
user to input EPS (Encapsulated PostScript) draWings pro­
duced in ProDraw, giving the Amiga video user all sorts of 
finely crafted shapes and text blocks to play with, extrude, 
and animate. It also gave Aladdin-4D users a way of achiev­
ing shapes that looked like splined curves, which are by 
their nature very smooth and almost unachievable within 
Aladdin itself. But PDraw "Clips" are specific to ProDraw, 
and ProDraw as a structured (vector) drawing program lack 
some creative tools that other Amiga structured drawing 
programs offer. One of the newest and nicest of these is the 
Art Expression software from Soft Logile, a long awaited 
package that was specifically developed for ProPage's main 
DTP competitor: PageStream. ADSPEC, realizing that the 
user base of PageStream owners probably crossed over into 
its own user base, and also being aware of the new list of 
creative options being offered to users with the release of 
Art Expression, dedicated itself to finding a way that Art 
Expression and Aladdin-4D could cooperate. The result is 
with us in Aladdin-4D 2.1 (available only to registered 
Aladdin-4D 2.0 users). Now it is possible to export work 
done in Art Expression and import it directly into A4D . 
Caveats-
There is some tweaking that has to be done if the work in 
question is text based. especially if that text includes letters 
with open areas ("0" ... P ..... R ... etc.). The same caution to add 
some post-import work occurs if a graphic has a surround­
ed open area . What happens is that A4D imports all the 

of the drawi on a level plane. so the circle that 

Figure I B. After roialing the graphic represen ted in Figure I to A4D. It appears 
on the screen in its proper orientation. 
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Figure 1 C. The imported lettering can be given 
"thickness" by extrusion and rendered. Here is a 
rendering oj the text stTing in 16 color Hi·Res. 

makes up the "inside" of the letter "0", 
for instance, is filled as a separate poly 
just like the circle that makes up the 
"outside". After "Joining" the targeted 
polys, it's best to do a test render (with 

Pigure 1 C2. Here's how the same string looks 
when extruded on the A4D Editing screen. 

"Fill" turned on). If the poly doesn't 
show up at all, then choose a new 
"FirstPoint" on one of the polys (I usu­
ally choose the "outside" one) . If it ren­
ders as a solid with noticing the "hole", 
then reverse the order of pOints on one 
(again, 1 usually choose the "outside" 
poly, and even do this as a matter of 

Figure 1 C3. This is a close·up oj the letter "d". The 
top Jorm had two separate polys, and would have 
rendered without the "hole-. Notice the connecting 
line that joins the polys. This causes it to render 
with the "hole" intact. The bottom figure shows the 
singLe poly pulled apart so you can appreciate the 
unitary nature oj the figure. 

course before 1 see a test render). It's 
best to clone these polys first and send 
them to another space or hide them, 
since mistakes made at this juncture 
can then be redressed. 
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Figure 2. Text can also be written on any curve 
deSired in Art Expression. 

A4D loads an Art Expression 
"Adobe Illustrator" format as if it were 
an standard EPS drawing. Before writ­
ing the drawing to the screen. a 
requester pops up asking you several 
things about the import. The most 

Figure 3. Art Expression has a great smoothing 
Junction Jor curves. allowing Jor the creation oj 
flOWing graphic shapes. 

important question concerns the "reso­
lution" of the imported graphiC. other­
wise known as "curve fitting" . The 
default number is 10, but I typically 
choose 20. This creates more points 
(larger file size). but is far better on a 
drawing that contains curves. The 

Figure 4. Here we see an A4D rendering oj the 
shape in Figure 3. It has been placed against a 
cloud background aJter being extruded. rotated. 
and textured with a "wood" surface. 

drawing comes in as separate pieces, 
that is, a string of text is imported as 
disconnected letters. Before grouping 
the graphiC for extrusion or other 
effects, the parts of the graphic with 
open holes inside have to go through 
the "Poly Joining" procedure. This 

• • • 

allows the software to know that a poly 
has an open space in it, and is not 
made up of two or more solids. 

The number of creative options in 
Art Expression are almost infmite. One 
of my faVOrite tools is the "Transform" 
mode , which allows you to target a 
graphic and spin it any amount of rev­
olutions and degrees while it writes 
over itself. creating amazing designs in 
the process. Know that A4D will not 
read Art Expression "fills", so save 
yourself the time of creating them. Fills 
are best handled once the drawing has 
been imported into A4D. You can out­
put Art Expression in three different 
formats at the moment: as a D2D file, 
as an Adobe n/ustrator file, and as an 
IFF picture or brush . A4D needs the 
second alternative for import. For the 
Arniga artist/animator who owns both 
packages, the creative options are truly 
ifinity times two . • 

Dr. Shamms Mortier 
EYEFUL Tower Communications 

15 Rockydale 
Bristol, vr. 05443 

Art Expression 
Soft-Logik Publishing Corp. 

11131 S Towne Sq. Ste F 
St. Louis, MO 63123 

Adspec Programming 
467 Arch St 

Salem, OH. 44460 

On The Fly! by Thorn Robertson 

The art of rendering' 

Volume 4 issue 3 

I 



~ T -~H E -~----~ 

0--N E 1S T -o· I 
~: . ~ ~ 

M U~ :I-C--~-~; ::\.:z~' 

SHOP -
© 1993 by 

Jaxon Crow 
This month, I had the good fortune of receiving a 

review unit of the new 16-bit sound card from Blue Ribbon 
SoundWorks called the One-Stop Music Shop. It's being 
promoted with this phrase, "Now Amiga audio can rival 
Amiga Video!" I believe they may be right. The One-Stop 
Music Shop is basically an Emu Systems' Proteus 
SoundEngine (synthesizer) on a full length card which fits 
into any open slot inside your Amiga 2000, 2500, 3000, or 
4000. The card also has a fully functional MIDI interface, 
allowing your serial port to remain free for use with other 
peripherals . The One-Stop Music Shop also includes some 
very good sound editing and storage software, as well as the 
Tools and Accessories necessary to operate the One-Stop 
Music Shop from within either Bars and Pipes Professional 
or SuperJam! This time in Avid's continuing coverage of 
cutting edge Sound-for-Video tools for the Amiga, we'll have 
an in-depth look at the structure and applications of this 
professional quaJity sound synthesizer. And, I'll fiIl you in 
on the latest update/upgrade news in Amiga sound soft-
ware. 
TIlE HARDWARE 
The One-Stop MusiC Shop is a 16-bit digital synthesizer 
with 4 megabytes of sounds in ROM, in the fonn of 213 
sampled wavefonns. The sounds are organized into banks 
of 128 user-defmable preset locations. The sampled sound­
waves are played through a system of envelopes, modula­
tors, and amplifiers to produce a rich palette of musical 
tones and percussive sounds. The board is capable of pro­
ducing up to 32 sounds Simultaneously. These sounds can 
be linked or grouped together in stereo pairs, and a maxi­
mum of 32 individual voices (sometimes called partials) can 
be played at once through the board's stereo audio outputs. 
It is a multi-timbral syntheSizer, so it can respond to MIDI 
messages on all sixteen channels at once. This means that 
complex arrangements can be worked out using lots of dif-
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ferent sounds playing together, even with no 
other MIDI eqUipment or instruments. 

The One-Stop Music Shop is really an Emu 
Proteus synthesizer that fits inside your Amiga. 
Emu, the maker of the Proteus Sound Engine, is 
one of the most respected names in professional 
audio synthesizers. You'll easily understand why 
when you hear the One-Stop Music Shop. This 
thing has some beautiful sounds taken from 
Emu's vast libraries of samples for their 
Emulator and Emax lines of professional audio 
samplers . The sampling rate of the One-Stop 
Music Shop soundcard is 39khz. producing a fre­
quency range of approximately 20-20,000 cycles 
per second, the maximum range of the human 
ear. (This last summer I had the opportunity to 
purchase and program an Emu Emax II sampler 
for Jim Stafford's Theater in Branson, Missouri. I 

was completely blown away by the sounds and the flexibili­
ty of that machine. The One-Stop Music Shop uses the 
same sampling/playback rate, has basically the same 
architecture, and even some of the same sounds as that of 
their $6000+ professional audio machine. Of course, the 
Emax II does have 8 Megs of RAM, a SCSI port, and a 120 
Meg hard drive loaded with sounds .. . ) 

The One-Stop Music Shop conforms to the universally­
acepted General MIDI speCifications. These standards 
determine a set of gUidelines which outline the aSSignment 
of voices among PC-compatible sound cards and MIDI syn­
thesizers. The standard is designed so that a specific set of 
sounds is chosen from the General MIDI standard preset 
voices for use with a particular piece of music. Then by 
using a standard MIDI song file, including program 
changes, in conjunction with a multi-media presentation, 
game, or graphiCS program, the same (or at least similar) 
voicings will perfonn the proper parts, even on a different 
computer/synthesizer platform. The MIDI specification pro­
Vides for 128 preset synthesizer sounds which can be 
accessed on any of the sixteen MIDI channels, and for 64 
drumkit settings on channel 10. These banks of sounds 
can either be composed of factory preset sounds or they 
can be user-created sounds. In the General MIDI speCifica­
tion, the first voice, or program number 00, is nonnally 
reserved for acoustic piano, and program number 12 is a 
marimba. (Each of the 128 preset locations is to assigned a 
specific voice. The actual sounds of those voices will vary 
somewhat, depending on the manufacturer and model of 
the sound card or synthesizer being used. The preset voices 
found in the One-Stop Music Shop SOUND REALLY 
GOOD!) According to the General MIDI specifications, MIDI 
channel 10 is reserved for drumkits, with each unique per­
cussive sound assigned to a specific MIDI note number. 
(For example, the acoustic bass drum is assigned to MIDI 
note #35, or C4, while the tambourine is #54, or G5.) This 
insures relative compatibility between different hardware 
configurations, allowing MIDI files to be played back on any 
other computer/MIDI platform which also supports the 
MIDI standard. 
THE SOF1WARE 

Half of the One-Stop Music package is the software 
which is included with the sound board. The disk contains 
about twenty demo songs created with SuperJam! (using 
Blue Ribbon's new series of Styles disks, more on those in a 
moment.. .) These songs can be played by using the MIDI 
File Player program on the disk, and, if you have AREXX on 
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One Stop Music Shop! 

Inteljace of The One Stop Music Shop Editor. 

over twen ty min­
utes! This is an 
indication of the 
compact amount 
of disk space nec­
essary for a high 
fidelity music 
score which is to 
be used with the 
sounds present in 
the General MIDI 

your system disk , you can use the Specification. Most of the demo songs 
supplied AREXX scIipt to automatical- are in fact extremely complex arrange­
Iy play all of the demo songs. This is a ments coveting a wide range of musi­
great example of the portability, and of cal styles. The songs really demon­
the potential offered in using the MIDI strate the sonic potential of the 
file standard to reproduce high-fidelity Sound Engine's voices, as well as the 
sound in a computer/synthesizer envi- compositional power of SuperJam! 
ronment. By composing for a specific And, Blue Ribbon SoundWorks sup­
set of standard instruments, it is pos- plies a demo version of SuperJam! 1.1 
sible to transfer a relatively miniscule with the One-Stop Music Shop. (If 
MIDI song file to a remote machine you 'll send me the blank disks, and 
where it can be played back "live" by the proper return postage, I can also 
the same basic instrumentation. A CD- provide you with that demo disk, along 
quality sound sample of the same with any or all of the following: the 
piece of music could occupy MULTI- Bars and Pipes Demo, B&P 
MEGABYTES of disk space to repro- Professional Demo, the M 1.0 Demo. 

duce a digital 16-bit recording of the 
same song. Since the MIDI File Player 
can be controlled through a fairly 
extensive set of AREXX commands, it 
can easily be linked to other Amiga 
graphics and multi-media programs 
for synchronized CD-quality sound 
playback. 

The demo songs on disk are inter­
esting. They average in length from 
about :30 seconds to just under two 
minutes. The file sizes of these demo 
songs are relatively small, ranging in 
size from 4000 to 18000 bytes . The 
total Size of the demo songs provided is 
just over 220k, or about one-fourth of 
a standard Amtga floppy disk. The 
demo songs on disk play for a total of 

Synthia 
Professional 
Demo, and the 
Video Music Box 
1 .6 Demo. All 
work with the 
Amiga 's internal 
sounds and do 
not require the 
use of a MIDI 
in terface . This 

way you can try ou t some of these 
dynamite programs for yourself.) 

A program called Loopback allows 
the One-Stop Music Shop 
SoundEngine to be used as a stand­
alone MIDI sound module, with access 
available through the card's MIDI In 
and Out ports. This way you can still 
use the One-Stop Music Shop , even 
with Amiga music programs which do 
not directly support it. The MIDI data 
being produced by the program can be 
routed out of your standard serial 
MIDI interface and back into the One­
Stop Music Shop, This way the 
SoundEngine functions exactly like 
any other MIDI sound synthesizer, 
with all of it's controls accessible 

The One Stop Musil:: Shop 's Links screen . 

through the 
Amiga's graphiC 
interface. And , 
after working with 
the usual backlit 
two-line LCD 
found on all bu t 
the most expen­
sive MIDI synthe­
sizers, having the 
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ability to view lots of parameters at 
once on the Amiga's screen is absolute 
heaven. 
There is an excellent editor /libraIian 
program in the One-Stop Music Shop 
for the creation and storage of banks of 
custom voices on disk. The program 
lets you graphically edit the attack, 
decay, sustain, and release settings for 
the various envelopes . The One-Stop 
Editor program can be run from the 
Workbench and is virtually identical to 
the Editor programs which are avail­
able in Bars and Pipes Professional or 
SuperJam! (All of the information 
about voice editing included here is 
true for both the stand-alone version of 
the Editor and the versions which 
operate with.in B&P Pro or SuperJam!) 

The Editor holds the Main 
Window, giving you a diagram showing 
a graphic representation of the archi­
tecture of the selected preset voice. 
(Only one voice at a time can be 
opened for editing.) Every preset voice 
is actually compIised of two sampled 
waveforms, the prtmary and secondary 
instruments. Each of the two instru­
ments is selected from among the 213 
waveforms in the ROM (Read Only 
Memory) of the One-Stop Music Shop. 
All of the controls for these two instru­
ment samples can be reached from the 
Main Editor Window. These controls 
included the note range, volume tun­
ing and pan for each of the two select­
ed instrument sounds. Envelope set­
tings can also be manipulated here. 
These two waveforms can be com­
bined, panned in the stereo mtx, or 
crossfaded according to the MIDI note 
number or note velOCity using the 
modulation controls settings . Up to 
four voices can be linked together, or 
layered out in zones over the full MIDI 
keyboard. The low and high notes for 
each linked voice can be set, and a dtf­
ferent sound selected for each of the 
linked voices. 

The One-Stop Music Shop fea­
tures an extensive set of controls for 
the assignment of modulators and 
envelopes and of the vartous real-ti.me 
MIDI controllers. The Real-Time 
Modulation Control window contains 
the names of eight MIDI controllers 
that can be used as modulation 
sources for each of the voice presets. 
MIDI Pitch Bend, Control Changes, 
and Mono- or Poly-Aftertouch can be 
used to control various functions of 
the SoundEngme. You can make up to 
eigh t connections between the ten 
Modulation Sources a:nd the twenty­
four Modulation Destinations. For 
example, LFO One could be assigned 

Volume 4 issue 3 



2:000 
6: IS 

One Stop Musi 
can be utilized to It's the perfect platform for an dyna­
create a complete mite MIDI Sound and Music 
music soundtrack Workstation. The One-Stop Music 
for video, all with- Shop retails for $649.00 
out the need for UPDATE NEWS 

The One Stop Music Shop's ToolBox and Trnnsport Controls screens Jar MIDI out 

any additional 
external MIDI 
synthesizers or 
sound eqUipment. 
All of the compo­
sition and sound 

Here's a brief list of some of the 
latest updates available in Amiga 
music and sound software. Digital 
Expressions has upgraded The Video 
Music Box to version 1.6 . Blue Ribbon 
SoundWorks has just released 
SuperJam! 1.1, (which fills three disks) 
and three new disks of Styles for 
SuperJaml entitled World Music 
Styles, Movie Soundtrack Disk, and 
Dance Mix Styles. And, they've 
announced the imminent release of 
Bars and Pipes Professional version 
2.0. which will apparently have some 
real advantages for scoring audio-for­
video. SunRize Industries has also 
upgraded Studio 16, the software for 
their AD516 and AD I 0 12 Hard Disk 
Recording Systems to version 2.06. 
The program now supports the use of 
multiple AD516 and/or AD 1012 cards 
in a single Amiga. (If you're editing 
sound for a quad sound system envi­
ronment, for example, and you need 
more than two discreet audio chan­
nels. Or, if you need more than eight 
digital audio tracks. though that 
apparent limitation can be worked 
around by bouncing tracks .. . ) SunRize 
also promises a software module for 
Studio 16 which will generate MIDI 
timecode from the Amiga's audio out­
put. Both the ADlO12 and AD516 read 
timecode at the SMPTE In port on the 
cards. I'll keep you posted here of fur­
ther details. 

to Pitch modulation. giving the voice a 
vibrato effect. Aftertouch could also be 
assigned to LFO One Rate, so, by 
pressing harder on the keys after the 
initial attack velocity, you could vary 
the vibrato speed (provided by LFO 
One Rate.) The Key/Velocity 
Modulation Controls window gives you 
the ability to use Key Number and 
Velocity as modulation sources. For 
example, you could assign Velocity 
Modulation to control the Crossfade 
between a bright-sounding Violin 
waveform selected as the Primary 
Instrument, and Viola sample with a 
darker tone as the Secondary 
Instrument. This way, the harder you 

be accomplished production can 
quickly and easily 
INSIDE your Amiga. 

In order to use the One-Stop 
Music Shop with Bars and Pipes 
Professional, the Tools and Accessories 
for B&P Pro must be copied from the 
One-Stop MusiC Shop program disk 
into the appropriate drawers contain­
ing your other active Tools and 
Accessories. Then these Tools and 
Accessories must be loaded from with­
in Bars and Pipes Professional in order 
for them to be activated and used by 
the program. The Tools included are: 
the General MIDI tool, used to select 
specific preset voices in memory to be 

One Stop Music Shop Realtime Modulation Control Screens. 

played by the 
soundcard, the 
SoundEngine In 
Tool, which sends 
note and con­
troller information 
to the soundcard, 
the SoundEngine 
Out Tool. for 
external voice 
storage, and the 

strike the keys, the brighter the tone 
produced. Six connections can be 
made from the key number or velocity 
to thirty-three different Destinations. 
Many of these are also Modulation 
Sources. For example, you could con­
nect the velocity to the Pan, thereby 
allowing the note velocity to control the 
position in the stereo field. 
SUPERJAM! BAND AND TOOLS FOR 
B&P PRO 

The One Stop MusiC Shop comes 
with a Band configuration to use with 
SuperJam! This Band automatically 
assigns the proper voices to each of the 
six players. In other words, the drum 
parts will actually play drum sounds, 
and the bass part will playa bass 
sound . Again, I cannot emphasize 
enough the sound fidelity of this pro­
fessional soundcard. Comparing the 
One-Stop Music Shop to the native 
sounds produced by the Amiga's 8-bit 
sound circuitry, the difference is about 
like comparing CDs with AM radio. 
This thing sounds great! With 
SuperJaml, the One-Stop Music Shop 
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One-Stop MIDI In and Out Tools, 
which give access to the cards built-in 
MIDI interface. The AcceSSOries are the 
Control Panel Accessory, used for mas­
ter volume, transposition and tuning 
settings, and The One-Stop Editor 
Accessory, which gives access to the 
complete voice editing and librarian 
functions of the program. 

The One-Stop MusiC Shop also 
comes with the drivers required to use 
it with Blue Ribbon's universal patch 
librarian program, The PatchMeister. 
The PatchMeister will run as an 
Accessory under Bars and Pipes 
Professional or SuperJam!, giving you 
access to this powerful librarian for all 
of your MIDI synthesizers and drum 
machines. In fact, in combination with 
The One-Stop MusiC Shop and Bars 
and Pipes ProfeSSional PatchMeister 
and SuperJam! you have a total sound 
and music production environment, all 
inside your Amiga. Sounds can be cre­
ated and stored, songs composed, edit­
ed and printed, and fully orchestrated 
CD-quality soundtracks can be played. 

• • • 

The One-Stop Music Shop. PatchMeister, 
Bars and Pipes Professional. and 
SuperJam! are distributed by The Blue 
Ribbon Soundworks. Ltd .. 1605 Chantilly 
Drive NE. Suite 200. Atlanta, GA 30324. 
(404) 315-0212. 

The ADI012 and AD516. and Studio 16 
(Hard Disk Recording Systems) are from 
SunRize Industries. 2939 S. Winchester 
Blvd .. Suite 204. Campbell. CA. 95008. 
(408) 374-49621. 

Jaxon Crow has released his first tutori­
al videotape on prodUCing Sound for Video 
projects called AMIGA MUSIC FOR VIDEO. 
Volume One. Other video and audio titles. 
including a new Buy-Out library of elec­
tronic music entitled NEON NETWORK 
MUSIC. are also available. Jaxon can be 
reached for questions. comments. or con­
sultation at: Neon Tetra Productions, P.O. 
Box 876. Hot Springs National Park. AR 
71902. (501) 321-1198. Please call or write 
for a free catalog of our audio and video 
tapes. And don't forget the free demo 
offer ... 
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Adventures in True Multimedia 

© 1993 by 

Dr. Shamms Mortier 

For as long as I can remember, I have had the experi­
mental urge to engage in "writing" music by using color and 
graphic symbols, and then to ask my fellow musicians to 
interpret the results . The PIXound software makes you a 
real MultiMedia composer, and the Amiga/MIDI connection 
becomes the attentive orchestra. You can either ask the 
computer to playa graphic screen, or you can involve your 
own sensibilities to intervene in the making of the music 
(by taking control of the movements of the mouse). 

If you desire, you can create your own graphics 
screens in 32 color lo-res, translate them into a fonnat that 
PIXound can "read" (with an on-board module). and then sit 
back and watch/listen to the results. Once activated, the 
visible cursor jumps from section to section of your graphic, 
all the while activating sounds as it goes. There are graph­
ics screens already configured for sound stored on the disk 
for instant play and experimentation. The visual designs 
are based upon both the hue (color "name") and the inten­
sity (brightness values) of a color. These parameters are 
what PIXound uses to translate visual information into 
sound. The principle is simple, but the results are truly 
astounding. To add to your playful mystery, the whole key­
board is mapped out with different possibilities for interact-

Figure 1. Some oj the convoluted keyboards that PlXoWlli. makes use oj are 
shown here. 

ing (in real time) with the music. 
For instance, the function keys are dedicated to specif­

ic scalar patterns (augmented scales, Major/Minor scales, 
modes, and other patterns) that automatically remap the 
visual so that it responds to color and outputs dedicated 
scale patterns. The interaction is limitless, and will definite-

46 Amiga Video/Graphics • 

ly promote an inter-disciplinary attitude in the artist that 
utilizes this software. Musicians can investigate color and 
visual fonn, while visual artists can experiment with the 
amplitude and waveform possibilities of "hearing" their 
paintings . When you hear the partially controlled/partially 
random results through a good MIDI device, you will be 
especially thrilled. 

PIXound is advertised as a "MIDI musical art inter­
preter". I use it in conjunction with the "Midi Musicbox" 
and also with my Casio-lOOO or my Yamaha TG-33 synthe­
sizers. When I fmally purchase the new Blue Ribbon Bakery 
E-MU Proteus sound card, you better bet that some of my 
first experiments will use the PIXound software with it . 
PIXound can playback Amiga sounds too if you don't have a 
MIDI device. There's no way as yet to load in your own 
Amiga samples, so you'll have to settle for the samples on 
board if you are lacking a MIDI box. 

Basically, PIXound uses the Amiga keyboard as a 
macro converter, so that by depressing a key or a combina­
tion of keys, you can cause a defined animated action to 
take place that is translated into amplitude and frequency. 
A manipulation of the Amiga sound chip occurs, and a 
MIDI command is sent to a synth, soundbox, or triggers an 
internal Amiga voice. PIXound 1.0 was enjoyable but sim­
plistic. "Playing" the picture before you was easy because 
the commands were somewhat limited . After a cursory 
reading of the manual , you were anxiety free and on your 
own. PIXound 2.1 has a myriad of additional options, and 
the "cost" is a longer study of the manual in order to 
become even quaSi-familiar with expected results . PIXound 
1.0 was a nice toy. PIXound 2.1 has very professional ori­
ented and has high-end perfonnance applications with the 
right peripheral sound engines. 

There are three different keyboard maps that have to 
be referenced in PIXound, as I have attempted to show in 
Figure # 1. The first is a general mapping of the standard 
keyboard keys, the second shows applications addressed by 
Shift/Key functions, and the third is a roadmap of more 
complex Alternate and Amiga-key combinations. There are 
far too many options to rely only on extemporaneous exper­
imentation. Either you work with the manual in front of 
you, or you do your planning and practicing beforehand. 
The ordinary keys are comfortably assigned in a logical 
first-letter-of-a-command intuitive marmer, but more com­
plicated musical patterns require less intuitive multi-key­
stroke operations. 
Operation-
The first thing you'll want to do, if you have a MIDI device 
that will actually produce the sound, when the program is 
on screen is to toggle MIDI to "on" . You may be more com­
fortable accessing some of the commands from the Title Bar 

Volume 4 issue 3 



various musical 
attributes to each of 
theml Harmonies. 
Rhythms can also be 
assigned and altered. 

Figure 2. Here is a sample oj a screen I createdJor PIXound with the 
Symmetry tool in DPaint. 

There are two 
additional functions 
in PIXound 2.1. The 
first. GRAB SCREEN, 
Imports the art from 
your paint program 
as it runs in the 
background and 
dumps it onto the 
PIXound screen. I use 
it with Electronic Arts 
DPaintN. The second 
option is an OVER­
LAY SCREEN that 

menus at the start, and substituting 
the keyboard equivalents as you learn 
them. There are several ways a picture 
may be "played", either interactively or 
by computer randomness. At the start 
you will no doubt be focusing upon th~ 
pictures that are included (some are 
generation programs that create mov­
ing images). In no time at all though 
(especially if you study the included 
graphics and their sound capacities) 
you'll be experimenting with your own 
visuals as well. Whichever way you 
choose to have the screen sound out 
the data, you can also record the 
musical pattern and replay it later 
(nice for recording direct to a tape 
player). The entire -pattern can also be 
saved as a sequence and ported to 
other software. I have yet to do this 
with both Bars & Pipes and Music)(, 
and Video Music Box is also on my list 
as a post-player. Graphics screens can 
also be saved to disk, and loaded in 
later. 
PIXound Options-
MIDI users can address P[)(ound's out­
put channels and patch bays, so the 
various harmonies can travel on a path 
to a specific sound. No reason you 
couldn't also address other MIDI 
devices like drum machines, lights, 
and anything else that can be driven 
by MIDI Signals. Not only do colors 
relate to sounds, but various satura­
tion's of color also manipulate the 
audible signal. Pastels, for instance, 
actually sound "lighter", while areas of 
muddy color sound dark and forebod­
ing. Think of what you can record to 
videotape in this fashion right on the 
spot. Another way to vary the playback 
is to color cycle the picture, which will 
cause the sound to speed up as the 
colors rush by the blitter that senses 
them. Colors in the palette can actual­
ly be "tuned", allowing you to assign 
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imports your own art 
screen and blends it with the P[)(ound 
screen already visible, thereby 
abstracting in surprising ways both 
the visual and the sound. The self 
explanatory LOAD PIX loads a previ­
ously saved IFF graphic from disk. 

PIXound always lets you know 
where you're at by giving you echoed 
data on the Title Bar (Pitch, Scale, 
Octave, Patches, Sustain toggle, and 
Cycle toggle). This is vital. Without it, 
and because of the way that the resi­
dent options can complicate matters 
rather quickly, there's no way you 
could remember what you did to get 
where you are. The "F" keys at the top 
of your keyboard determine specific 
modes and scales, from Major/Minor 
to more esoteric choices ("Gypsy" and 
"Whole-Tone" scales). I miss having a 
"Blues" scale option, but maybe that's 
planned for another revision. The 
Delete key can be toggled to begin and 
end the recording of a sequence. From 
there, it can be saved to disk. 
Color Transforrnations-
PLXound "plays" your visuals from an 
assignment of specific note qualities to 
on-screen colors, and it makes sense 
that there should be global ways to 
alter the colors, thereby giving you 
even more options in the audio play­
back. PIXound allows you to change 
from one system palette to another (it 
has eight varieties), or you can create 
your own palette. Colors can be cycled 
in any of five ways, and each produce~ 
a different harmonic result. The "8" 
key initiates multi-cycling. Colors can 
also be reversed and inverted, and the 
background color can be operated on 
separately. 

In conclusion, I am mesmerized 
by PIXound. I have been since its 
release some years back. Since 
Centaur has taken it under wing, there 
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will hopefully be more frequent 
upgrades offered, and a better market­
ing strategy that will get it into the 
hands of creative Amiga people. I look 
forward to having it address the new 
AGA alternatives , though I'm some­
what afraid of what expanded options 
might initiate in terms of learning a 
whole new set of interface options. If 
you have a half-once of risk and cre- ' 
ativity in your Amiga bones, you 
should buy this software. For under a 
hundred bucks ($99.00 retail), you'll 
be busy for years creating the music of 
the spheres . • 

Centaur Software, Inc. 
P.O. Box 4400 

Redondo Beach, Ca. 90278 

Send any inquires to 
Dr. R. Shamms Mortier 

C/O Pacific Media Publishing 
365 Victor St. Suite "W 

Salinas, Ca. 93907 

USE OPAl NT IV ? 
~i ir.i.iT~ftTU"e __ .'"-liII'_."" w_ .......... 

IS FC>A VC>LJ 

Tired of the same old flying logos? 
Too busy to be more creative? 
Tired of typing in those X,Y,Z values? 

..... or just confused by the move requester? 
I FLiGHTPATHS is a whole new twist! I 

range moves 
ricochets to graceful curves! Ripples, 

bounces, loops; over 130 multi·stage sequences!!! 
Elegant, sophisticated animation is about as simple as 

starn a brush and in a few moves! 

Order Toll Free 
1-800-242-1984 

FREE BONUS COLOR FONTS: 
Eighl HiRes, 8 color, anliasliased headline lonls 

IndudinQ Chrome, Metal, Gradient, and Gold Nugget 

2 DISK SET $49.95 + $3.00S&H 
CHECK OR MONEY ORDER . PLEASE 

OPAJIT IS A TlWlUARX Of E ECTAONIC ~IHS INC 

M,OIA§~AP~ 
7471 VI, aU Ave Ste 109 Dept 333 

North Highlands CA 95660 
(916) 339-1984 
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Lightwave 3D Tutorial Tapes 
By Thorn Robertson 

We all remember sometime ago when the Video 
Toaster, by Newtek, hit the market. This "REVOLUTION," 
was indeed just that, a revolution. When I set my eyes on it 
for the first time, I remember seeing a vision of the future. 

Other toastees I've spoke with share the same sen­
timent: A visceral feeling. One that compels them to pur­
sue an uncharted dream. In the movie, "Close Encounters 
of the Third Kind," the characters were implanted with a 
vision of a place they've never been before. Yet, they tried 
to realize this vision without knowing why. I often feel this 
way. I don't ask why, I just try to see where this vision is 
taking me. 

Anned with the equipment that might compel me 
towards some distant discovery: My Video Toaster now 
stands ready to serve. But this vehicle can not do it alone. 
I have to set into motion the forces that have the gas to 
power my engine. This fuel is knowledge. 

I have studied the manual, but find it so consum­
ing. Others have offered packages to help me thrust for­
ward my desire to excel in this endeavor. But they seem to 
fall short on their promises. Enter Rave Video's production 
of "Desktop Images." Featuring Lee Stranaham, a profes­
sional Video Toaster artist and instructor. In this four tape 
series, Lee covers the Video Toasters main functions. 
From the essentials and Toasterpaint to Toaster Character 
generator and professional techniques. In a sense, Lee was 
the gas station attendant who "gassed" us up with knowl­
edge. Desktop Images' videos allowed us to begin our jour­
ney. 

Respectfully, this journey is long. We needed more 
information. The Lightwave 3D portion of the Video Toaster 
seem to go untapped. Largely due to it's intimidation on 
us. Again enter Rave Video Productions, Desktop Images, 
and Lee Stranaham. They have just released a four volume 
video set on Lightwave 3D. Covering essentials, surfaces, 
modeler, and nying 3D logos; these tapes excel. They have 
answered our pleas with this excellent offering. So much 
information is contained in these volumes , that I have 
included the item cards in this announcement so you 
would believe me. These cards are included with each tape. 
They provided a means to not only monitor your place while 
watching the video, but also as a reference card; to find a 
particular item you may need refreshing on in the future. 
The tapes are masterfully produced, with a quality we've 
come to expect. Desktop Images set a standard on tutorial 
tapes that others have found hard to compare. 

The true Video Toaster visionary would be hard 
pressed not to have a set of these in their possession. It is 
said that a true professional can be measured not by his 
wealth or stature, but by the books and video's in his 
library. 

Now with my tank on full, and the path before me 
lit, I can fulfill my vision . At $49.95 each, you too can have 
the knowledge to experience the Video Toaster in full. 

LIGHTWAVE 3D 
MODELER 

LIGHTWAVE 3D 
SURFACES 

LIGHTWAVE 3D 
ESSENTIALS 

Us~ I"i~ handy rdefence guide to qu ickly 10<",«: 
speclfk ,ubjccts for review. These tltlu (listed In 
funning order) correspond with Ihe lilies on tht 
videotape. 

loading & Unload ing Modeler 
Disk runction s 
Loading an Object 
The Edit Windows 

OlsJHay runclioM 
Keyboard Shorleu!:. 
The C;;od 
The Prev ie w Window 

Stllte! Functions 
Selecting Points 
Selecting Polygon s 
Sele-<ting byVofume 
Su,tin ics Dis play 
Info Oispl.y 

Edit Function s 
layers 
Separating Object Eltmtnn 

e,uting Objech 
80x Object 
Ball Object 
Disc Object 
Cone Objeci 
Cruting Poinu 
Crutlng Polygons 
Removing Polygons rrom Points 
Crealing Curved Objects 
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Muhlply runctlOn5 
[xl rude 
Lathe 
I Sided Polygon~ 
2 Sided Polygon~ 
Mirror 
Clone 
SkIn 
Morph 

Modify runct ions 
Move 
Rotate 
Siu 
Stre tc h 
MdgnCl 
Shur 
Tw;H 
Taper 
Bend 

Polygon Functions 
Surraces 
Attach ilnd Del.u:h 
RemOve Point 
Add Point 
Tr iple 
Complex Objects 

U~e this handy rderence gu id e 10 quickly local e 
~pecific subjects for rtv~w. These litles (listed in 
running order) conupond with the litles on the 
vidcolape . 

(Uffen' Surface 
RcnAme Surface 
Surfacc Color 
Spccular 
Classiness 
Color Highllgha 
Diffuse 

RenHtlon Mapping 
Crabbing an Imagc 
Savi ng An Image 
Loading an Imaqc 
Renec1lng .. n Image 

Texture Mapping 
Planer Image Mapping 
Au'omalic Sizing 
Texture Size 
Imagc [dge MAt c hing 
NegAtiVe Image 
Pixel Blending 
Anlialiuing 
Cylindrical Image 

MApping 
Width Tiling 
Sphuical 'magc Mitpping 
Height Tiling 

Procedural Texturu 
Texture Color 

Chcckerboard 
· Proced urar Te x'ure Size 
Tex ture Center 

Velocity 
rallo(f 
world Coordlf1ate~ 

Crid 
Line Thicknus 
Crealing A Color 

C,....:Iient 
Diffuse Te llt ure 
Crutlng A Strtak 

Object 
Underwater 

Texture VAlve 
Undcrwllter Texture 

SiZe 
Wave Sources 
Wavelength 
w.vc Speed 
Band Sharpncss 

rractals 
Fract.' rrcquencie~ 
rrdclal Conlra~1 
Sharp Term'niltor 
Outline Only 
Wirdumc Render 
Polygon Edgu 

Bump MoIpp;ng 
Ripplu 
Fractal gump~ 

Sample Projcci 

Desktop Images 
Rave Video Productions 

P,O. Box 10908 
Burbank. CA 91505 

(800) 377 -1039 

• • 

Usc thl'S handy referenCe gu ide 10 quick ly locale 
'Spccific subjccts fOI revicw. The Se titles (Ii:ued In 
running orderl co rr espond with the litlu on the 
videOldpe. 

1IU.o!;!'fI1ritl9W...-.,.U..,. 
lOldr .... lOghlw ..... 
[ ul 1ft9 l l!f"\W .... 
\/nlo.lod i..., lI<3 hlW ...... 

n. ..uin x,,"'" ~ndc . .. " 
l.o.6tI " "9 .. .,ObjoH:\ -...... [dltn ..... ·V_ 
Moot\.Cf",O'I( liotI l 
kcybo.o.d (.q ... I".,,"nl\ 

(c"Ilttm · Ob)tcl, 
Mow )(. , . 4, 
RO' .lf" · II . p" b 
'i,{ .. 
SU~I(I'I 

Con .... in' ... UOf'l\ 
R'l41 

(401 I' ..... c..II'WI. 
( dul lOlln UgI'Il 
~O'I ' m Uyoul 
C.",.r 
"' l ml!'WjlhI!C.m~ r. 
Nu ... ,"(lnpUI 
Clod!.!.-
v ...... .., 

K~y'hl'flhog 
C.utt key 
eolorr ...... 
NUl ktf" "'~I,"", 11. .. , 
M4uPlC\lww 
f'k( Pr .... "'w 
Orit 'tK ..... 
r" " r,.". &u." I, ...... 
O¥r;IMOoIlon 

s,.'fi"", ,,,Su_ 
CIor., Sc: .. n .. 
t~Sc:r" .. 
I nt In/lnc O", 

SpI_UnttQh 
T.".oon 
CaM" .... r, .. " 
lIn«r 
h l lt"II"", 
11.'9'1.1"9 

• 

(Scotn,) 
, ...... ~ SI.p 
MOt' fIn, fr .... rc /L.au , •• "' ~ 
"" bo:Iu'l'9h1WI'''' 
' ..... e (nd ..... p 
1)0;1 . ... 11 fo.n.ion 
l _ top" c._. 
kc:kd.otI' 

(Obi«\) 
t}It., """ Obj«u 
Cl<u.obj...;t 
s..wO~"" 

{Ufhu.) 
", ... rAIi UriI",n 
Adrt l l9''11 
""mbl.nl Ug"1 
.... "'bo.nt I"I~n. ir, 
A_.""Color 
O.U.lnll'lIht 
f'or;nlUgl'lt 
SpOIllojhl 
UrJ I'I'''''oIlon 
l "\I hl Color 
I jgl'lIIl'llltnllfY 
,.11011 
CQnl" (d94' ""n\lll" 
Coni" ldglt A"g" C, ."",( 

c...-u 
loomf.C'lor 
$11 .... 110" 
S,W'.1I0 nC •• pllic 

l-IoI.oonlllll 
If.clt SI'I-"-' 
Hoq" .. ,,01 .. 1100\ 
P""1 R •• ~1ItiarI 
0...,\(." 

O ... pull,"'9 ""' .... IIon '0 - .. It,,eOl'd 
S .. , ... 'mMJc.fS,I .... r.~. 
"'·V',,"'·, 
Sing l, fr ...... Rt<Ofdl"'J 
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Produ ,.-' .'~ AVG 

vs FT 
. Box 22517 Carmel CA. 93922 

MEMORY 
1x4 - 80 SC ZIP 
1x4 - 70 SC ZIP 
1 x4 - 70 PG DIP, ZIP 
256x4 - 70 PG ZIP 
256x4 - 70 PG DIP 
1x8 - 80 SIMM 
1x8 - 60 SIMM 
4x8 - 70,80 SIMM 
4x8 - 60 SIMM 
GVP SIMM 32 
MOOD 32-BIT SIMM-70 

BaseBoard 

UNIT 2MB 4MB 8MB 
18.50 148 292 
19.50 148 292 
19.00 76 152 300 
5.00 80 160 304 
4.25 68 136 256 

34.00 68 134 268 
40.00 80 150 300 

139.00 139 270 
145.00 145 280 
185.00 185 365 
145.00 145 290 
1 .00 31 

Supra 500RX 425 
DataFlyer RAM 385 

GVP A530 Turbo.... .... 799 A2000c..... .................... 699 
GVP VO Extender...... 229 A600 HD................. ..... 599 
GVP G-Lock...... .... ...... 429 A1200 ............ .. ....... ...... CALL 
G-Force03OCombo ... CALL A4000 ........................... CALL 
GVP PhonePak...... ..... 409 1.76meg Floppy Drive 99 
GVP ImageFX............. 259 A2386 BridgeBoard..... 529 
GVP CineMorph......... 89 A570 CD ROM............. 399 
ASDG MorphPlus.... ... 169 2.1 ROM Upgrade Kit.. 89 
ASDG AD Pro. .... ... .. ... 169 2.1 Software.......... ...... .. 49 
Video Director.. ............ 149 2.5" 40meg HD........... . 189 
AmigaVision...... ........... 299 2.5" BOmeg HD............. 269 
ToasterVision............... 169 340meg SCSI HD........ 650 

I Video Toaster System ......... $27991 

MBX 1200 159 339 DFlyer 500 Express 
L...G_V_P_A_1_23_0 ___ ----lL-C_A_L_L-l..._---1 __ L-_..J Dpaint IV AGA 

175 
149 
159 
295 
CALL 

AT Once Plus 
SupraFax V32Bis 
C-Net BBS Software 

Orders 
Info & 

Only: 800-735-2633 
Tech: 408- 899-2040 

FAX: 408-899-8760 BBS: 408-625-6580 
Plrices & Availability of Products 

Subject to Change Without Notice 

I The Personal SFC 2.0 I 

I 
I 
I 

I 

I 

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

ALL COMPANY NAMES AND TRADEMARKS 
ARE REGISTERED AND COPYRIGHTED. 
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The Personal SFC version 2.0 is a full-featured, 100% accurate single frame 
controller that interfaces your Amiga with professional VTRs for anirnatjon 
recordjng. In addition to standard single frame control , it features: direct I 
support for a variety of display devices (V ideo Toaster, Impact Vison 24, 
DCTV, Firecracker, etc.) and image formats (IFF24, FrameStore, JPEG, etc.); 
full-featured animation sequencing with lists that can be edited, printed, and 
saved; onscreen VTR interface control panel with joystick or keyboard I 
shuttle; video frame grab, time lapse and stop motion recording ; miniature 
B&W 30fps preview; ARexx program control; and more. 

Now includes FrameStore compression and FAST FrameStore Preview 
generation! 

$425 - The Affordable Single Frame Solution! 

The Personal Editor 
The Personal Editor builds upon the functionality ofThe Personal SFC 
to add fmme accurate two-deck video editing control to your Amiga. 
Standard editing features include clip logging and straight cut editing. 
When used with a Video Toaster, The Personal Editor can also perform 
modified "Live" edits with Toaster DVEs and FrameStores. Generated 
editing lists can be modified, printed, and stored on disk for later retrieval. 
Contact us for a full feature list and VTR compatibil.ity. 

$645 - The Affordable Video Editing Solution! 
Available 1st Quarter 1993 

'On a scale % ne 10 ten, Ihis product rales a nine/or innovation, ami an 
eleven/or ajfordabiliry. ' - AVID Magazine about The Personal SFC 

I 

I 

I 

I 
I 
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David Hopkins 

Own 
Your Own 
Network 

software, and since there are more than one "type" of net­
work that can make use of this card, it makes sense . In 
any case, who you get it from isn't nearly as Important as it 

I've found an item that you've absolutely GOT to have if performing competently, right? Right. 
you use multiple Amigas In your working environment. There are currently two companies that I am aware of 
What I'm referring to, of course, is a local-area-network that offer software supporting the LAN Rover. One of them, 
(LAN) to connect them all together. If you think this is a lit- OXXi, Inc., offers Novell-compatible (very mainstream) net­
tle rich for your blood, keep reading! working software developed to allow you to fit your machine 

In my office here at Mach Universe I'm currently using in as a client on what is called a "Client-Server"-type net­
three Amiga 2000 systems, all tricked out with plenty of work. This means that you must have one machine (usual­
speed, lots of memory. and many gigs of hard drive space. ly a cheap IBM clone) which acts as a Server, dOing nothing 
The only problem up to now has been the lack of communi- but handling the system management. It holds all the files 
cation between the machines. You know how it is ... you've and passes them out to whichever Client machine may 
got items you want to use in your scenes scattered amongst need them. This is a powerful method of operation which is 
the machines, an image here, an object there. The only used by large corporations worldwide. but I prefer the other 
way to get all of your stuff together is to slap each thing choice. 
onto a floppy (hope that image Isn't too big) and cart it all Peer-To-Peer(PTP) Networking is the ideal for the type of 
over to the other machine. Or use software and cabling situation I described earlier. PTP means that every 
such as ParNet to connect 'em, but only two machines can machine controls it's own drives just as a non-networked 
be on such a setup. machine would, but is also able to treat the drives and 

Enter EtherNet. EtherNet is a networking system that peripherals on any other machine as its own. 
has been around just about forever for IBM compatible Interworks produces the software for a PTP connection 
machines, and since Apple and IBM have become so using the LAN Rover. With the creative name of ENLAN­
buddy-buddy, Macs are sprouting EtherNet about as fast DFS (EtherNet Local Area Network-Distributed File 
as you can say "clone." System), this package allows you to connect up to 5 

The first items you've got to get your r----------__. machines sporting LAN Rovers. If you want 
hands on are the cards themselves . ASDG, aM " d t more than 5, you buy another copy of 
company that keeps surprising me by produc- OVI ng a a ENLAN -DFS and you can have 10. This goes 
ing extremely professional solutions to things, on a network on until you reach the ENLAN maximum of 
has just the ticket.. .The LAN Rover. These around 10,000 machines or so. There 's 
cards have actually been shipping for quite system is J' ust always a limit, isn't there? You know, I 
some time now, but hardly anybody in the US remember when that many connections 
knows it. In Europe, the LAN Rover is very f t would have allowed every Amiga on the face 
popular, where they are used in many of the a s a s a s of the earth to be connected ... Time flies when 
Virtual Reality systems being developed there. "t you're having fun ... 
I'm here to break the silence on this out- moving I Anyway, to install the ENLAN-DFS software 
standing product. f h d is about as simple as copying a few files to 

The LAN Rover Is actually based on Thin rom a a r your drive and editing a couple of text files . 
EtherNet (CheaperNet) technology. While d r'lVe, The documentation is clear and reasonably 
there is a difference between Thin and Thick simple to follow (you don't need to be a rock-
EtherNet in a technical sense, I won't attempt et-scientist to do it , lucky for me). Once 
to explain it here because it's not terribly you've got it all set up, however . then the 
important. vVhat is important is that the system works! A work begins. Well, if you want to call freeing up gobs and 
single card that slips quickly into one of the expansions gobs of hard drive space work. That's right, you only need 
slots on your 2000 or higher machine (even the 4000) gives one copy of EVERYTHING . Of course, this is the point 
you total connectivity. Connect them together with 50-ohm where I need to remind you that it is illegal to use most 
BNC cable and you're almost done. There's only one thing commercial software on a network without either buying a 
misslng ... the software to drive the network. copy of the software for every machine that will be using it 

Why doesn't ASDG supply the software, you might be or paying a special network fee that some manufacturers 
asking. Simply because other people already make the offer. If you have any questions about the legality of using 
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the software in this fashion, consult 
the product's Licensing Agreement 
which you "signed" the instant you 
opened the package in most cases. Or 
you could just call the manufacturer 
and ask ... 

With that out of the way. you can 
set up your system in such a way that 
means you only need to have one copy 
of each program, but you 'll be able to 
use those programs on any machine 
connected to the network. If you don't 
think this could be that big a benefit, 
take the Toaster as an example. Each 
installment of the Toaster is well over 
twenty megs of hard drive space. On a 
three-sys tem setup such as mine, that 
just freed forty more megs of hard 
drive space for me. (If you're one of the 
people sitting there saying "Yeah, but 
you've got gigs, what difference does 
40 megs make?", the answer is 
this ... every little bit helps. Those 40 
megs mean 45 or 50 more rendered 
frames if you think about it.) 

I'm going to emphasize once more 
that you CANNOT run off one copy 
without owning the rights to do so. 
This is a big issue in the computer 
marketplace and with the advent of 
affordable networking it is only going 
to get bigger ... 

So, the next question is ... how does 
it work? Well, you've got to init the 

Networking 
boa rd s fi rs t 0 f a II, a s imp I e:-:s:-;c:-:r~i :::p~t --;:::::::=:::::::::::::::======~= 
which you can stash in the WBStartup 
handles this for you so the process will 
be automated . When you installed the 
software you set up a number of 
"NetWork Assigns" which boil down to 
"Export (Device)" where Device is the 
name of the drive you wish to make 
available to the network. On the 
machine that is gOing to be working 
with the now available drive you would 
say "Import (Device)" . That's it. Of 
course, all of this can be accomplished 
with sCripts as well. Once that it out 
of the way the operation is completely 
transparent. You'll never know it's 
there except for the fact that you have 
lots of drives available from every ­
where. 

If you think this sounds interest-
ing, just think about these concepts 
for a minute ... All of your LightWave 
default directories can be the same 
allowing you to simply click "Load 
Scene" and select your Scene file, then 
let ALL of your machines render differ­
ent portions of the same animation (ps. 
Here's where you'll fmally want to use 
that Frame Step option on the Scene 
pane!!). In my situation this means 
that I can have an animation fully ren­
dered in 1/3 the time it took me previ­
ously. If you're worried that the color 
output from the Toasters won't match 

By having multiple 
Toaster machines 

networked ,you can 
render files in paral­
lel thereby reducing 
rendering time by a 

considerably 
amount. 

when you go to tape, think about this : 
All of the machines can render, one of 
the machines can lay it off to tape 
meaning one output, one video level , 
one NTSC -e ncoder. In other words 
every image win look like it was ren­
dered on one Toaster since it only 
came OUT of one Toaster. Meanwhile 
the other machines have begun ren­
dering the next project. 

Next question ... how fast is it? 

continued on page 60 

PUBLIC DOMAIN LIKE YOU'VE NEVER SEEN ... 
VIDEO 

& 
GRAPHICS 

TOOLS 
Six Disk Set 

I) VIDEO & 
GRAPHIC TOOLS 
Top Video PD & 
three disks of 
Video Fonts. 
6 Disk Set $25.00 

VT 
Series 

2) VIDEO TOASTER 
PD UTILITIES 
22 Directories: 
Utilities, Fonts, 
Lightwave Object. 
6 Disk Set $25.00 

3) LARRY KEENAN 
AMIGA MATH ART 
Amiga Graphics -
Math Art of Chaos 
by Larry Keenan. 
3 Disk Set $15.00 

I PARBENCH I 
BREMIER 

SOFTWARE 
AMIGA 

PUBLIC DOMAIN & 
)HAX/:,IYAK, 

AGA 
PDSET 
BESTPD 

4 Disk Set 

4) AGA PD SET 5) WORKBENCH 2.0 
PD UTILS & PRGS. The Best of the Best! 
Includes FREE disk. Over 20 Programs, 
Three full disks of Utilities, and Tools. 
compressed prgs. Need WB 2.04-2.10 
4 Disks $15.00 Single Disk $5.00 

- --~ - . ,\ ,..-- -- ~IUT~1~~IESI~ 
PS Utilities 

Virus Checke 
Display Prgs 

6) AMIGA POWER 
MUSIC MODULES 
Amiga Music Mods 
Greatest Hits - Two 
Sets Modern/Classic 
5 Disks $20~ach.S.e1! 

7) "ODYSSEY" #1 8) HARV LASER'S 9) PARNET & 10) TOBIAS RICHTER II) PREMIER 12) ANIMATIONS 
PAL EURO DEMO BEST OF I992! PARBENCH GRAPHICS SCIFI. UTILITIES SET JAMES M. ROBINSON 
Star Wars Movie! The best PD & Network Filesystem Science Fiction, Star This fantastic set This Animation Set 
Runs 45 min. Must Shareware Picked ParNet, connect two Trek Graphics by the includes Utilities, includes: Lost in Scap 
Have,Hot Graphics by PORTAL sysop. Amigas or CDTV. masterToblas Richter. Virus Prgs, more. & Station at Khern . 
5 Disk Set $17.00 5 Disk Set $17.50 2 Disk Set only $8.00 4 Disk Set 14.00 3 Disk Set $10.00 6 Disk Set $20.00 

PREMIER SOFTWARE You have questions! Premier Software has 
P.O. Box 3782 Answers about AMIGA Public Domain and 
Redwood City, CA 94064 Shareware. Shipping & Handling add $3.00 pre order. 
(415) 593-1207 Fax (415) 637-0400 Amiga Dealers and User Grou s send/or FREE catalog. 
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ADPro 2.3 
ASDG the makers of Art 

Department Professional will soon be 
shipping an ADPro upgrade. The new 
version 2.3 has a long list of added fea­
tures. Among the most exciting is the 
ability to load and save frames to res by 
the NewTek's Video Toaster. Some 
other additions is an "undo" command, 
ANIM-8 support, Painting support with 
Opal/Paint, and a more powerful 
FRED. Call ASDG for the upgrade 
requirements. 

ASDG, Inc. 
925 Stewart Street 

Madison, WI . 53713 
(608) 273-6585 

Tilling with Montage 
Innovision Technology 

announces MONTAGE a new 24-BIT 
video titling program for the Video 
Toaster. Montage is an exciting new 
software solution for video titling, 
image composition and effects presen­
tation for the Video Toaster. Montage 
integrates smoothly into the Toaster 
environment and provides professional 
quality text display, DVE transition 
sequenCing and 16 million color graph­
ics output. Montage is a must have 
for any toaster user. 

Innovision Technology 
1933 Davis Street 

Suite 238 
San Leandro, CA. 94577 

(510) 638-0800 
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MultiMedia Sound 
If you are planning to buy a 

set of speakers for your Amiga look no 
further than Twin Sound by Sound 
Minds Technology. The Twin Sound 
unit will fit nicely into your Amiga's 5-
1/4 inch dlive bay. A short cable con­
nects the output of the Amiga to the 
Twin Sound device. You have dual vol­
ume control on the front case for the 
proper stereo sound. Twin Sound sells 
for $119.00 and is an ideal multi­
media addition. 

Font 

Sound Minds Technology 
1600 Dell Avenue 

Suite S 
Campbell. CA. 95088 

(408) 374-7070 

New from Allied Studios is 
ProStream Plus. ProStream Plus is 
a collection of Postscript Type-l type­
faces and graphics fonts for use with 
ProfeSSional Page PageStream, Art 
Expression. and TypeSmith. The pack­
age contains over 70 font and sells for 
$70. Also aVailable from Allied Studios 
is Hot Foil Effects. These th.in sheets 
of foil with the use of your laser printer 
will produce an exciting rainbow of 
color over toner. The foils sell in either 
a 8" X 30 foot color rolls for $12, or a 
8" x 20 foot holographic roll. In addi­
tion Allied Studios has lower it's plice 
on it's hot selling 1st Prize Toasted 
Fonts package from $69 to $39. 

Allied StudiOS 
482 Hayes Street 

San Francisco. CA 94102 
(415) 863-1781 

More than the Essentials 
Rave Video of Burbank 

California, makers of the Essentials 
tutortal selies, are now shipping tutor­
ial tape covering Lightwave 3D. The 
tapes are hosted by Lee Stranahan. 
Starting with the essential of 
Lightwave, and progreSSing through 
the Modeler, and the use of surfaces 
these tapes will help you master 
Lightwave. Also soon to ship will be 
another tape covering flying logos. 
These tapes are HOT. Every Toaster 
owner should get the whole series. 
The cost are $49 each and are avail­
able direct from Rave Video. 

Desktop Images 
Rave Video 

611 North Orchard Dlive 
Burbank,CA.91505 

(818) 841-8277 

• • • • 

A3D BBS 
If you ever thought of starting 

a electronic Bulletin Board System for 
profit. Then get The Premiere BB$ 
Profits Video by DreamWorks Video. 
This tape covers the setup, mainte­
nance. and marketing of a BBS. The 
potential customers of BBS would be 
3D Animators in need of objects. sur­
faces, and flight paths. The special 
introductory price is $69.95. Orders 
are made direct to DreamWorks Video. 

DreamWorks Video 
AV Bulletin Board 
5037 East Keresan 
Phoenix,AZ.85044 

(602) 893-3988 

S crets of the Pana ollie AG-1960 
On the video tutorial scene, 

Kingsway Productions has released 
their latest contlibution. Narrated by 
the ten year video veteran Andrew 
Timmins: His two hour offering uncov­
ers the many hidden facets of 
Panasonic's S-VHS editing VCR. The 
basic setup and operation, features. 
accessories and modifications are 
explored . This is a must-have for the 
video professional who wishes to take 
control of their AG-1960. 

Kingsway Productions 
2427 Hart Avenue 

Santa Clara, CA 95050. 
(408) 244-9692 

Speeding up Your Disks 
Silicon Prailie Software in now 

shipping HyperCache Professional. 
If you ever had to wait too long for a 
frames tore to load, then get HyperCahe 
Pro. This product improves the data 
transfer rate as much as 5 times . 
HyperCache will also speed up CD ­
ROM drives, this will help if NewTek 
ships the new Toaster software on CD­
ROM. HyperCache is only $49.95 plus 
$3.00 S/H 

Silicon Prailie Software 
2326 Francis Street 
Regina, SK S4N 2P7 

Canada 
(306) 352-0358 

If you would like to have your 
product listed here in the Vidbits 

column please send a Press 
Release to Pacific Media 

Publishing, 365 Victor St. Ste "H" 
Salinas, Ca. 93907 
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This is the second part of two articles on how to 
improve the look of your graphics by adding shadows. Part 
one concerned itself primarily with some fairly common 
techniques with the color and shade modes in Deluxe Paint. 
It also included some suggestions on how to utilize these 
powers of shadowing in creating animations. If this is new 
to you, please refer to the previous article, because this 
time we will use those methods in unconventional ways to 
achieve some unique effects. 

Hopefully you will be trying these things while at your 
computer. Some of the things described will make much 
more sense if you are attempting it while it is being 
described. 
Putting Things in Perspective 
If you have never played around with the perspective mode 
before, he is your chance. To start with, load a nice big 
color font and type in some text. Pick up the text as a 
brush and save it. Using the F2 color function, convert the 
brush to a single dark color and stamp it down. Pick up 
this single color text as an alternate brush. When you pick 
up this second brush, be sure to closely crop the top and 
bottom of the brush, so that the top and bottom edges of 
the brush are right at the edge of the text. Pull down the 
top menu bar and select "Perspective>Oo from the effects 
menu. You wiIl notice that a cross hair appears in the cen­
ter of the screen and that a wire frame has formed around 
the brush. 

For our purposes we will want to handle the brush by 
the bottom edge. This can be done either from the pull 
down menu or by hitting AIt-X on the keyboard. The 
mouse pOinter should now be at the bottom edge of the 
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brush. This is the axis upon which we want to rotate. The 
Amiga's numerical entry pad are used to rotate the brush 
in one degree increments (you A600 owners are on your 
own here). Keys seven and eight control the rotation on the 
X axis. 

If you are not a master of geometry, just start punching 
numbers until you get the right slant. At some point you 
will be totally confused. When this happens you can reset 
all the rotations by hitting the "zero" key on the key pad. 
Notice that by entering different values of "X" rotation and 
moving the brush around the screen you obtain different 
amounts of "leaning". By having the brushes handle in one 
of the lower comers and performing the rotations on only 
the "X" axis, the bottom of the bottom of the perspective 
brush should always match the bottom of the original 
brush. When you get an angle that you think is appropri­
ate, stamp it down. Place the full color brush on top of it to 
complete the picture. This gives the illusion that the text is 
standing on a plane. The Shadow can be in front of or 
behind the text, depending on where you want your imagi­
nary light source to be. (See figure one.) (Bonus: This is 
nothing to do with shading, but if you use the full color 
brush and use the same perspective settings, you can sim­
ulate the text standing on a reflective surface.) 
Getting Crazy With Animated Brushes 
Remember last time when we created animations with a 
brush and the Fl and F5 keys to simulate shadows? Hold 
on to your hats, because now we will be doing the same 
thing with animated brushes. The most difficult part of cre­
ating shadows using animated brushes is getting the shad­
ow brush and the full color brush to match up. What tends 
to happen is that the act of initializing the placement of the 
brush by stamping it down progresses the animbrush one 
frame. Also, if the number of frames in the preview are not 
an exact multiple of the number of frames of the anim­
brush, the shadow and the full color brush will be out of 
sync. (See figure two.) Where would you use this? How 
about when a plane flies in front of a cloud, or a bird flying 
in front of a building? I would like to give you some nice 
easy way of making sure that the shadow will always match 
the movement, but the best I can offer is a few tips to mini­
mize the damage. Always start your animbrush on the 
same frame. This gives you a point of reference. When the 
animbrush has been placed in its shadow form by the use 
of the F5 shade fUf!ction, it is sometimes difficult to deter­
mine which frame it was on at a particular poin t. 
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Figure 2 

Remember that our aim for using the 
shade function to create shadows is 
subtly. I have been known to include 
a small number "I" in the comer of the 
first frame of the animbrush to help 
match frames. This number is later 
removed. If you have the shadow form 
moving across the screen the way you 
want it, SAVE [T!' I have yet to use this 
technique and have it come out cor­
rectly the first time. As long as you 
have it saved, it does not matter what 
tenible thing you proceed to do with it. 
Walking Things 
Or bicycling things, it does not matter, 
as long as it is a cyclical brush that 
touches the ground. We will repeat the 
steps performed in the perspective sec­
tion. This time we will be creating a 
full animation that we will be picking 
up as a new animbrush. Blank the 
screen and set the number of frames 
the same as that of the animbrush. 
Use the F2 function to give you a solid 
color animbrush. When you have the 
perspective setting you want, stamp 
down the brush. Go to the move 
requester and zero out all the settings. 
You will then tell the move requester to 
put the animbrush in the same place 
for all the frames. When the rendering 
is completed, leave the perspective 
mode and place the original anim­
brush over the recently generated 
shadow. The bottom of the shadow 
should touch the bottom of the feet 

Figure 3 
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See us at NAB booth 13401 

_ DLACKGENERATOR 
TOASTER $195 COMPATIBLE! 

• Sync Your Entire Studio 
• Unbeatable Cost Performance 
• 4 - RS170A Outputs 
• R.ugged All Metal Enclosure ES-219 

• Optional R.ackmount 

Prodlcol Solutions Since 1971 
142 SIEPJ>.A ST., EL SEGUNDO, CA 90245 (31 Q) 322-2136 

when it touches the ground (that's 
what they do, isn't it?). Pick up the 
whole deal as one animbrush. You 
now have an animbrush with an accu­
rately rendered shadow. These work 
very well when you have the brush go 
walking off into the distance. If you 
are VERY ambitious you could render 
the animation with the subject and the 
shadow moving separately. This would 
be appropriate if you were to have a 
character walking in front of a street 
lamp on a dark comer. The top of the 
shadow would move drastically as it 
passed the light, and the using the 
perspective mode you can reproduce 
this effect accurately. (Figure three 
shows the difference between the use 
of F5 shading as a drop shadow and 
the use of perspective.) Whether it is 
easier for you to use the perspective 
mode or to manually create these 
shadows depends on your current 
mastery of the functions of Deluxe 
Paint. I would recommend that you at 
least give it a try to get a taste of the 
power that it represents. 
Not for Sissy's 
Using perspective to create shadows, 
whether static or animated, is not 
something you master all at once. It is 
easy to come up with cool stuff right 
away, and much longer to get the 
things you want on purpose. You may 
have to bite the bullet now and then 
and actually open the manual. 
Though once you have the basic con­
cepts mastered, you will find yourself 
using them more and more. These con­
cepts will stay the same no matter 
which Amiga you use. In fact, it is not 
even necessary to use an Amiga with 
Deluxe Paint. While they may seem a 
bit complicated now, they will allow 
you to create more attractive graphics 
more quickly . • 

Patrik Beck 
Electric Crayon Studio 

3624 N. 64th St. 
Milwaukee, WI. 53216 

DeluxePaint 
Electronic Arts 

1450 Fashion Island Blvd 
San Mateo, Ca. 94404 

Wanted 
Amiga Artist, 

Amiga Video/Graphics 
Magazine is currently 

accepting submissions of 
art for its up coming issues. 
We are accepting artwork in 
2D and 3D or a montague 
containg Arniga generated 
work. If the possiblity of 
having your artwork dis-

played on the pages of AVG 
interests you, don't delay 
and send in your artwork 

now to: 

ATTN:Art Submissions 

Pacific Media Publishing 
365 Victor St. Suite "H" 

Salinas, Ca. 93907 
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continued from page 35 

Working with OpaLPaint's Palette 
Menu is easy and very intuitive. 
Clicking the palette button on the 
"Main Menu Bar" reveals the Palette 
Menu requester. The requester has a 
window in the upper left corner that 
displays the entire spectrum of hues 
available (red, orange, yellow, green, 
blue, violet) with a moveable pair of 
crosshairs for easily selecting a specific 
shade of that color. The vertical slider 
next to the window adjusts the black 
level or saturation of the selected color. 
Underneath the window are RGB and 
HSV sliders which are constantly 
updated as the crosshairs and the sat­
uration slider are moved. A color can 
also be selected by adjusting the RGB 
and HSV sliders as well. 

A separate mixing area is included 
with the "Palette Menu" for blending 
new colors together, just like using an 
artist's palette to stir and blend two or 
more colors together, to create a new 
shade of color. Colors can also be 
smoothly blended together by using 
the "wash" function, much like mixing 
watercolors. Color spreads can be cre­
ated by picking two end colors and 
clicking on the spread control. Twelve 
ready-made palettes are included with 
the program including pastels, metals, 
skintones, camouflage, red, yellows, 
greens and blues plus the default 
palette for easily selecting specific 
ranges of colors. Palettes can be saved 
and reloaded for later use as well. 

An outstanding feature of 
OpaLPaint is its ability to work with 
both area and color stencils. Area sten­
cils allow for user-defmed areas of the 
screen to be masked or protected and 
prevents those areas from being paint­
ed on. This is very useful when a spe­
cific area of an image can be easily 
defmed such as a rectangular or circu­
lar area. It's not so easy when the area 
to be masked isn't an easily defmable 
shape. 

Color stencils can be used instead, 
to define which colors of the image are 
to be protected and which can be 
painted on. Up to six different ranges 
of colors can be defined using hue, sat­
uration and value sliders to set the 
ranges. Colors can be either included 
or excluded from masking. The process 
is much like the color stencils found 
with DPaint except that more colors 
can be masked. A tutorial included 
with the program shows how easy it is 
to work with color stenciIs by changing 
the face of a clown from red to blue 
without affecting the rest of the image. 
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Color stencils are part of the Paint 
Mode found with OpaLPaint. The other 
main modes are the Stencil and 
Alpha-channel Modes. All of the draw­
ing tools and opera tors described 
above are part of the Paint Mode 
including the anti-aliasing, trans­
parency and texture operators. The 
anti-aliasing operator uses a vertical 
slider that determines the percentage 
of anti-aliasing to be applied while 
painting and performing operations. 
(Anti-aliasing is not performed unless 
the operator is activated.) The trans­
parency operator uses a vertical slider 
as well to set the percentage or degree 
of transparency to be applied to an 
operation, such as pasting semi-trans­
parent objects over the background or 
blending two images together. Either 
normal. ReB or HSV can be selected. 
Normal simply defines the degree of 
global transparency with objects and 
images, while ReB can be used to 
selectively filter the red, green and blue 
components of the objects and images 
being affected. HSV is similar to ReB 
in that it also selectively filters the 
Hue, Saturation and Value compo­
nents. For example, without changing 
the hue and saturation components of 
an object. and by only using the value 
component, the texture of an object 
can be transferred to a image. 
The texture operator allows the texture 
from a brush to be applied to an 
image. A second image occupying the 
spare page can also be used with the 
rub-through option. Tile patterns can 
be created using a brush and applied 
with the texture operator. Remember 
that the various operators found with 
OpaLPaint can interact with each other, 
allowing the transparency operator to 
work with the texture, to apply a semi­
transparent texture to an image, as 
well as applying anti-aliasing at the 
same time. 

The Stencil Mode controls the 
area stencil function of OpalPaint 
(color stencils are part of the Paint 
Mode). The Alpha-channel Mode pro­
vides an 8-bit transparency mask over 
an image and allows the user to define 
the degree of transparency of objects 
and images when using the genlock 
module, and overlaying computer 
graphiCS with an incoming video sig­
nal. The Alpha-channel allows the 
edges of objects and images to be soft­
ened relative to the video signal and 
performs an anti-aliasing function. The 
Alpha-channel also allows images to 
appear semi-transparent over the video 
signal, useful when keying graphics 
and text boxes. 

In addition to the Paint, Stencil 
and Alpha-channel modes. OpaLPaint 
offers image-processing capability via 
its Modes option. By clicking the 
Modes button (at the bottom of the 
Main Menu Barl. another window will 
appear with seventeen image-process­
ing and effects modes including con­
trast, posterize, additive. subtractive, 
brilliance. tint, gamma, mosaic and 
sharpen. Spare modes are available 
that provide access to twenty-five addi­
tional modes such as emboss, oil paint, 
gaussian, speckle, woodcut and add 
noise. The spare modes are similar to 
the convolution matrices found with 
the latest version of Art Department 
Professional. All of the various modes 
modify the image and provide an easy 
way to create dramatic looking results 
using framegrabbed images or images 
loaded from an image library. The lat­
est version of Art Department 
Professional (2.3) offers the ability to 
directly support OpaLPaint. All of the 
various operators found with ADPro 
can be directly used with OpalPaint, 
meaning that both ADPro and 
OpalPaint can work on the same 
image. 

Finally, by using the "a" key, an 
operator can be repeated over and over 
to achieve the desired effect. Brushes 
can be made either bigger or smaller 
by using the plus or minus keys, and a 
small window in the far righ t comer of 
the Main Menu Bar will always tell 
you what tool you are currently using. 
When using the Modes window, each 
of the various image-processing tools 
and convolution matrices are briefly 
described as well. While not intended 
as a tutorial, hopefully the above infor­
mation wiIl give a good idea of what an 
excellent 32-bit paint program 
OpaLPaint really is and just how power­
ful all of its different draWing tools. 
operators and image-processing func­
tions are. In future columns we will 
look at OpalPaint again and provide 
some helpful hints and useful tips on 
how to get the most out of this ou t­
standing program. Until next time, 
enjoy your OpalVision! 

entaur D velopment. Inc 
4451·8 Redondo Beach Blvd Lawndale. CA 

90260 
(3 10) 542-2226 

ASDG 
92 5 Stewart Streel 
Madjson. WI 537 13 

(608) 273-6585 

Wacom Technology 
501 SE Columb k"l Shores Blvd Vancouver. \VA 

98661 
(800) 922·6613 
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We listen! 
If you have an article or area of interest that you 
would like to have included in future issues of 

AVG please let us know. 
Send suggestions to: 

ATTN: We Listen! 
Pacific Media Publishing 365 Victor St. Suite "H" 

Salinas. Ca. 93907 
or call: 

Tel(408) 758-9386 Fax(408) 758-1744 
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DREAMWORKS VIDEO PRODUCTIONS 
Presents The ~ 

BEGINNERS GUIDE TO 
ART DEPARTMENT PRO 2.+ 

Video Tutorial 
$S9.95(includes shipping) 

To·urder or receive a fllliE. infonnation packet 
call anytime 602-893-3988 

rtllij ;:i~;::~ ( VISA) 

@I 5037 East Keresan ® 

Phoenix, Arizona 85044 

call or write for samples & info 

Industrial Color Labs 
6890 Highbridge Rd 

Fayetteville, NY 13066 
(315)449-1155 
amiga imaging dept 

AutoPaint™ 
FOR YOUR TOASTER 

Point & Click Templates 
that put your pics in the right place 

Features Include: 

• Auto Layout - Over 20 Screens 
• Adjustable Auto Beveling 
• Adjustable Drop Shadows 

Automatically composites your pictures in 
justA Few Key Strokes using Framestores 

& 24 Bit RGBs in Toaster Paint 
Demo VHS Tape: $5 + $4 S&H 

Introductory Price $79.95 
VISNMC M.O./C.O.D. add $4 S&H 

708-654-0321 
A+ Development 

7970 S. Madiaon Burr Ridge, IL 60521 

BATCH PROCESSING 
FOR ADPro2! 

This easy-to-install multi-purpose AREXX script 
will save you hours of loading, saving & mouse­
clicking by directing ADPr02 to do it all for you! 
- Perlorm any & all operations & format convertions on a 

series 01 images or an entire animation 
- Save your manipulated results as a new series of files 

or as a fully assembled an'lmation lile 
- Extract frames from an animation, perlorm operations, 

then save them out in any format, size or resolution 
- Lock a series 01 files to a specified palette 
- Rename or renumber a batch of liles and add appropriale 

suffixes (ie ".LBM") lor use on other systems 
- And much more .... 
Simply set up the parameters and then sit back and watch 
while AREXX and ADPr02 do the rest! 

ALL THIS 
FOR ONLY 
$14.95 

Send check or money order to: 
JAYMANIMATION 
1105 S. Barrington Ave #5 
Los Angeles, CA 90049 

Please add $3.00 to cover sales tax & shipping & handling 
. Free upgrades will be available for registered owners -

. ADPro & REXXMAST are for thiS . i to wor1<-

AcIl<iI $~~~ ~ 

ANI MATTES: 
WEDDING SERIES 

DISKS Fu.l ff HIGI WAun ANlMTED 
lilPES - HATTES - TRANSlTlOOS 

FOR PROOlXThG IIEDDING VIDEOS 

POINT & CUCK OI'ERA nON 
RlJNS FROM WORXIJENOI 1.2 & 20 

lJSE AS IS OR PEIlSONALlZE 
WORKS ON ANY AMiGA/GENLOCK 

COMBINATION 

Volume One (3 disks) $39.95 
Volume Two (4 Disks) $59.95 

for ordf'r~ or Info: 
Elf'ctrlc Crayon 5tudlo~ (414) 444-9981 
3624 \i 64TH 5t.- >oillwaukee WI 53216 
·df'mo dl!!k $1\ (credited toward!! purchMe) 

Amiga 
Power! Toaster & Power 

Users 

ReDlacement Boards & UDgrades 
(Installed Prices) 

A-3000 200 Wan Upgrade $ 149J)() 
A-2000 200 Wan Rep_ $ 129J)() 
A-2000 250 Watt Upgrade $139_00 
A-2000 330 Watt Upgrade $169.00 

(Save $20J)() 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 

AMIGAC> 
CONTROLLED 

ROUTING 
SWITCHERS 

ROUTE MEISTER" 
Software controllable via 
Workbench, eLi and any 
program that talks AREXX 

RM4x4VC - 4x4 matrix AIV 
SwItcher with Stereo 

Audio-follow-Video or Audio 
Break-Away, RS-232 port 

and Software 

$499.00 II 
=-=--:::-:-:=-"=01"",h"...er models available soon 

;;:; COMPUTERi 14-8 South 7th Street 
iii VSOILt9TT OE 0 i! Akron. PA 17501 
-=:....-""'I~ (717) 859-2049 
117b:1;~;r:j FAX: (717) 859-1075 



The Pseudo Time Code, Window 
Dub System .. , 

Now you can Insert a time stamp on your dubs for 
general reference. without the expense of costly 
time code equipment. No longer will you need to 
declper those ambiguous descriptions thrown into 

you r lap by clients who wish to have Input w~h 
post production. 

TlmeStamper also serves as a "polite" way to 
"stamp" your outgoing copy as a wor!<: copy. 

You can also preset the start time address and 
optionally bum in the tape number. 

TImaStamper Is calibrated to run "rime accuratelY 
on an 030/33 acclerator. but Is accurate ~hln 4 

percent on stock systems. Ehher way, 
TlmaStamper will save you hours of wasted time 

and confusion. All you need is the genlock. 
$19.95 + $3 SIH to: 

AnlmaUcs 
P.O. Box 158 

Dept. 1'8 I 
Oakhurst. NJ. 07755 

ULTRA HIGH RESOLUTION 

4xS 
COLOR TRANSPARENCIES 

and 

3Smm 
COLOR SLIDES 

from Your Amiga Graphics 
• 24-BIT IFF 

• Standard IFF or HAM IFF 
• Color Postscript 

4000-Line Resolution • No Scanlines 
Brillant Color. No Curvature Distortion 

Call or Write for Order Forms. Price Lists, and FREE Samples: 

HAMMOND PHOTOGRAPHtC SERVICES 
11280 Washington Place, Culver City. 

California 90230 
(310) 390-3010 

Video Pro's, students, people on the go ... 
Are you tired of dragging your 

Amigas around in a box? 
If the answer is YES!, we've got 

the solUlion. 

Ami Tote™ 
Soft carrying cases! 

• AmiTote 500 
• AmiTote 600 
• AmiTote 2{x)()Nideo Toaster 
• AmiTote 3000 
• AmiTote Monitor 
• AmiTote Baby(f'iJSItG-I960 VTR's) 

I 
Can'tfind it at your dealer? 

Call lIS direct. 

Thinker Tay!m Suite 720 Shadle Cenrer 

heml-Sphere™ JJ:,~:5J9 .fz1_~}~5 
Fax# 509 325-6989 
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Mannequin Man 
3D Object . 

for lightwave 3D 

$29.95 
• Complete Hierarchical 

Motion 
• Walk & Run Motion 

Scenes Included 
• Each body part is a 

separate object 
• Wooden & chrome 

surfaces 
• Manual included 

Send check to: 
APPLES ANIMATION· 2216 Terracewood Ln. 

Escondido, CA 92026· (619) 740-0035 
S&H add $2 .00· CA residents add 7.75% tax 
Lightwave 3D is a trademark of New Tek Inc. 

~ Visa M/C orders 

VERTEX 1.73 
Object Design and Conversion Software . 

Vertex has many POWERFUL Features 

• Bevels ·File Formats: 
• Bezier Curves -J Imagine 
• Multiply Conunand -J Lightwave 
• Fast Interface -J Wavefront 
• Arexx Port -J Sculpt +more 

Only' $40.00 check or money order to: 

The Art Machine 
4189 Nickolas 

Sterling Heights, MI 48310 
(313) 939-2513 

New! eclips2 
Electronic Clip Art for the Professional 

Now in ProDraw format. Works with 
ProDraw, ProPage, & PageStream. 

Check or MO to: 
AlohaFonts, PO Box 1112, 
Rancho Cordova CA 95741-1112 

Ava 

T.S. Computers 
., is 

TOAnER JALEJ 

~. TOA.fTER IYJTEMJ 

" TOA.fTER JERVICE 
.~ TOA.fTER JUPPORT 

TOASTER JPECIALUTJ 

IS1Sn60-444SI 
11300 Hartland St. 

i .1 
No. Hollywood, CA 91605 

W [ Off[/\ IlAlK TO FUlL ANMA T10N SY S-
'f[M5, QJSTOM S(11)PS, SINGLf FRAI-'E CON­

TROlURS, GPI HOOI(UPS. l\f-tNTRANT 
S'lfITG-EI\ INSTAlLA11ONS. DELAY ut-U, TBC's. 
040 ACaLfRATORS, MAc TOAS11l\Ln· .... 
VlIlWT APES. TRAINING ANI) MOtIf. 

;WiGA· N~r!T~~ -....... 
At last! I'lli'll allY ftmiga illto a 

FULLY FUNCTIONAL 

TELEPROMPTER! 
t: \l'l'~ \ilh,'u I)I'Hfl'~:"oIiUlml hm; ni:"thcd tur.-

(d'llrOIllI)I, ... 1'O,m "ith A-PI{O~II'TER ewo ~"ur 
.. Id disused AmiJ.:il WUO l'iln he~"lIle il \aluahle 
prtl(luctiuli tool! Ynu·1I " onder hu" ~ou Ihed 
"ilhoul il. Re.ul, e\ en PC-.. " .... ,.,I le,1 liIes. An 

indisl"nsihle IDDI fOlr an~ farilil~! 
- Use any Arniga font: variable scroll & delay rates 
- Build mirror box for under S20, or order a lei! 
- Talent uses mouse buttons for speed control 
- Embedded commands offer even more power 
- Designed for simple. NO HASSLE operation 
- Automatically remembers custom configurations 
- Designed by creator of the famous SKYPIX protocol 
- Turns "impossible" shoots into easy ones! 

A·PROMPTER $49, MIRROR JUT (add II ... '" aaIIs) S15 
Adel S5 shlppiD& ror exh, S10 .... \sIde US- US fILIodI oaIy. 

CVI TELEPRODUCTIONS 
PO Bo~ 13417. EI Paso. TX 79913 (915)833-7073 
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continedfrom page 51 

Let's just say that it's almost as fast as 
having a hard drives physically con­
nected to your system. I can move a 
500K image in around 2-3 seconds. 
What I'm trying to say to you is that 
it's fast enough that you'll hardly 
notice your using a network. There 
are some times that the systems slow 
down a bit, but I fmd it no worse than 
any normal multitasking operation. If 
you think about it, you are many times 
asking a particular drive to load some­
thing from one machine while another 
machine is writing to it. This is where 
you get to discover how well your drive 
"multitasks". Again, I have no com­
plaints about the speed of operation. 

In fact , the fine people over at 
Toaster Marmalade use exactly this 
technology in the production of their 
weekly television show "Mysteries 
From The Other Dominion" for the 
SclFi Channel. In addition, I would 
like to thank Mark and Ken there for 
their help in enlightening me to the 
possibilities of networking Toaster sys­
tems. Mark and I are currently work­
ing in conjunction with InterWorks on 
the development of some extremely 
cool network tools for LightWave users 
which will make the system even more 
useful. 

So here comes the final ques­
tion ... how much is it? Well, ASDG's 
LAN Rovers go for about $349 SRP per 
board . The InterWorks ENLAN-DFS 
software goes for a little over a hun­
dred, allowing 5 systems per package. 
If this still seems too rich for your 
blood and the concept of how useful 
this would be to you hasn't clicked in 
your head, you should rethink it. I've 
got a WHOLE LOT of really, really good 
stuff in and for my LightWave systems, 
and I feel that this may well be the 
best investment I've ever made. 
CONTACT: 

LAN Rover Thin Ethernet Card 
ASDG 

925 Stewart StreetMadlson, WI 537 13 
(608) 273-6585 

INFOENLAN-DFS Networking Software 
InterWorks 

43191 Camino Casillas, Suite B2469 
Temecula, CA 92592 

(714) 699-8120 
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Back issues of 
Amiga Video 

Journal! 

Available for $5.00 Each. 

of vectors can be added to the grid if 
they are needed. When one of the vec­
tors on the source image is activated it 
changes color. The corresponding vec­
tor on the destination image changes 
color as well , making it easy to see the 
relationship between the associated 
vectors on both the source and desti­
nation images. 

The user can easily define the 
number of frames to be used when 
generating the morph and each of the 
images in the morphing sequence can 
be generated and saved as either 
Amiga native-display or true 24-bit 

Get the most information 
pack Amiga magazine out 
there: 

I files . ANIM OP-5 animations can also 
be generated and played back in real 
time as RAM animations. Finally, a 
single user-defined frame from the 
morphing sequence can be generated 
before rendering the entire sequence 
for previewing purposes. 

• In depth tutorials 
• Through Reviews 
• How-to Projects 
• and much, much more ... 

The supply of back issues 
are limited and will soon be 

gone forever. 

continued from page 25 

explaining how ARexx scripts can be 
used to control most of the drawing 
and image-processing functions found 
with lmageFX as well. 

While the above is a good overall 
deSCription of the various image-pro­
cessing and touch-up tools included 
with ImageFX, the program is so full of 
effects and other capabilities that it 
only barely scratches the surface . 
Suffice it to say that this is one pro­
gram that will continue to both sur­
prise and delight the user every time 
they work with ImageFX, 

Also included is an external hook 
program called CineMorph which is the 
morphing capability included with 
ImageFX. CineMorph is also sold by 
GVP as a standalone program and lists 
for $89.00. When preparing to create a 
morphing sequence using CineMorph, 
both the source and destination 
images are displayed side by side. The 

ImageFX has a very good manual 
that clearly explains how the program 
really works and how it should be 
used. Each of the various image-pro­
cessing and drawing tools are well­
defined and thoroughly explained. 
Various appendices are included that 
explain the various file formats that 
the program supports, how the 
ImageFX. Multi Processor (IMP) works, 
and also a collection of useful tips for 
creating different image-processing 
effects such as creating a charcoal 
drawing of an image or turning an 
image into a neon version of itself. A 
glossary of image-processing terms is 
included as well as an extensive .index. 

As an alternative to MacroPaint. 
1V-24 users will fmd lmageFX to be an 
excellent choice as both a paint pro­
gram and an image processor. Able to 
both preview and render images direct-
ly with the IV-24's 24-bit frame buffer, 
lmageFX also offers morphing capabili­
ty as well. ImageFX is a superb all-
around image processor, offering stan­
dard effects such as scaling and image 
compositing and then adding addition­
al effects such as converting an image 
into an oil painting of itself or adding 
ripples to an image . While compar­
isons to Art Department Professional 
are inevitable, ImageFX belongs in a 
category by itself. Given the program's 
extensive list of painting, image-pro­
cessing and morphing functions plus a 
list price of only $369.00, ImageFX. is 
one program that should be a part of 
your everyday software collection. 

vectors for controlling the motion of r----------------..., 
the morphing sequence are applied lmageFX, by GVP 
over both images using a grid or mesh 600 Clark Avenue 
with pre-attached vectors at regular King of Prussia, PA 19406 

intervals. Additional rows and columns ,. •••• (.2.1.5.).3.31i7ii-.8ii7ii7iiOiiiiiiiiiiii ... 
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IT HAD TO HAPPEN ... 
We put the creators of Deluxe Paint 
S"pM

, Deluxe PhotoLab™, and DCTV 
PainfM together with the goal of 
developing the most awesome paint 
and animation software ever for the 
Amiga. After many man-years of 
inspired design and programming, it is 
simply ... BRILLIANCE! 

IT'S AMAZING ... 
By far the best paint program ever 
created for the Amiga. Paint and 
animation features you wish you had 
before are here now. You can paint and 
animate in virtually every Amiga 
graphics mode including all of the new 
AGA modes! Brilliance also has a 
unique true color mode allowing you to 
create and modify full fidel ity 24 bit 
pictures. Your Amiga has never shined 
as bright as it will with BRILLIANCE. 

IT'S POWERFUL. .. 
Multiple levels of UNDO allow you to 
experiment without fear. Written in 
assembly language for the quickest 
response, smallest program size and 
the most sophisticated features. A rich 
set of drawing modes will unleash your 
full creative potential. Multiple paint and 
animation buffers can be worked on at 
once, limited only by memory. The more 
memory you have, the better Brilliance 
becomes. Power, features, sophisti­
cation , ease of use, Brilliance has it all. 

:. ~J-~ . '< '.: 
~. ~~. ,,' , ~ . "". 
t ,. . -~ ~". "..... .~ ... o. ... 

l~~~~~~~~ 
IT'S EASY ... 
The user interface was designed to put 
YOU in control , not the program. 
Quickly and precisely control all paint 
and animation features with the 
dynamic menuing system. It gets out of 
your way at the press of a button. A 
help window assists in identifying 
controls as well as current modes. The 

P.O. Box 97, Folsom CA 95763-0097 

Artwork by Jim Sachs. Created 01 640x480 in 256 colors on an Amigo 4000. 

stacking menu bars can be user 
configured and recalled with function 
keys . You can even save your own 
configurations. 

IT'S BRILLIANCE ... 
Once and for all, in one easy to use 
package, the total paint and animation 
system for the Amiga. 

Best of all , it's from Digital Creations. 

Works with all Amiga models. 
Minimum memory requirement: 1 Meg. 

Graphics modes supported: 
Register based 2, 4, 8, 16, 32, or 64EHB 
Colors. 6 bit HAM, 12 bit true color, 24 bit true 
color. 

With the new AGA Amigas: 
Register based 2, 4, 8, 16,32, 64EHB, 64, 
128, and 256 Colors. 6 bit HAM, 8 bit HAM, 
12 bit true color, 24 bit true color. 

(True color modes are represented with HAM 
mode displays however they are maintained in 
full fidelity internal representations.) 

But hurry, thIs Is a Rmlted offer! 

Call ~DI_G~l~cT 
1-800-645-1164 

ORDERS ONLY 
Dealers! Interested ill participatillg ill this 
competitil'e IIpgrade program? Call Digital 
Creatiolls at 916-3444825 to find 011/ how. 

DIGITJ~I. 
Phone 916·344·4825 FAX 916·635·0475 CREATIONS 

Brill iance and DefV Paml are trademarks of Digital Crealions. Inc. 
Deluxe Painl ST and Delu};e PhOioLab are rcgislered trademarks of Electronic Ans. Amiga is a registered Irademark: of Commodore-Arni ga. Inc. 



3 Good Reasons To Become 
An AVG Subscriber 

1. We're FOCUSED 
AVG is all about one thing and one thing only: Amiga-Video. You won't fmd game reviews, program listings, or any other 
topics covered in AVG, unless it directly affects the Amiga-Videographer. You won't have to skim through AVG searching 
for the occasional Vldeographic article . By focusing on the 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 FRESH 
AVG is up-to-date and up-to-the-minute. There is no 3 -month lead times for AVG articles. Most articles in AVG are pub­
lished within a week or two of submission. This editorial philosophy allows us to cover the timeliest subjects in the 
timeliest fashion. 

3 . FOR A LIMITED TIME ONLY!! If you subscribe now you will receive your chOice of complimentary Font 

disk from Allied Studios or a disk full of Video Goodies from Premier Software. 

If you wouLd Like to tap into A VG's focused, fresh Amiga-Video coverage, flU out the subscriptionJonn below and send it with 
your check to : Pacific Media Publishing, 365 Victor St. Suite "BOO Salinas. Ca. 93907. For even faster 
response, use you Mastercard or VISA and caLL 1-800-233-4A VG to place your order. 

Subscribe for ONLY $36.00 (Can.$44.00 US) 
Yes No 

Name: ______________________ 1 am currently using the Video Toaster.O ........ O 

Company: _____________________ I am currently using Imagine .. .. ........... D .. ... .... O 

Street: I am currently using Caligari24 ............ 0 .. .... .. 0 

• I am currently using Aladdin 40 .... .. .... 0 ........ 0 Clty: ____________________________________ _ 

State: _______________________ ___ I am currently using Joumeyman .. ...... O ........ O 

1 am currently using Real 3D 2.0 .......... 0 ....... . 0 
Country: ___________________ Zip: __________ __ 

1 am currently own OpalVision ............. O .. ...... O 
Telephone #: ___________________________ _ 

I am planning to buy OpalVision .......... O ......... O 

Yes, I'd like to subscibe and recieve the Amiga Video/Graphics Magazine and the free disk offer. 
D 12 issues of the Amiga Video/Graphics Magazine for $36.00 (Can. subscribers $44.00 US) 
D 6 issues of the Amiga Video/Graphics Magazine for $20.00 (Can Subscribers $24.00 US) 

(OVerseas Subscribers add $40.00 US.) 
Make check payable to: 
Pacific Media Publishing, 365 Victor Street. Suite "H", Salinas, Ca. 93907 
To Subscribe by Phone Use Your Credit Card. Call 1-800-233-4AVG (4284) 

Credit Card Orders: (VISA) (MASTER) Acct. No: ___________________ _ 

EXp. Date: ______________________ _ 

Signature: ____________________________________ _ 



Framestore Operators for GVP's ImageFXTII Software 

ToasterFX for your Video Toaster! 

The ToasterFX framestore loader, saver and render modules, 
and GVP's ImageFX software are a complete paint and image 
processing package for NewTek's Video Toaster. 

Replacing ToasterPaint, GVP's ImageFX offers comp'lete 24 bit 
painting tools with an 8 bit alpha channel, airbrush tools, color 
balancing, composition controls, special effects filters (oil paint, 
ripple , disperse, distort ... ), morphing and more. 

The ToasterFX LOAD module allows DIRECT loading of framestore files 
into ImageFX as 24 bit images. View the ENTIRE image on screen while 
painting, or choose any zoom level for detail work. 

The ToasterFX SAVE module saves any image loaded or created in 
ImageFX directly to NewTek's framestore format. 

Convert Video Toaster framestores DIRECTLY to and from Amiga IFF24, 
JPEG, Targa, TIFF, GIF, Alias formats and more. 

The RENDER module can directly display to the Video Toaster's 
framebuffers without leaving the ImageFX interface. (choose between DV1 
or DV2). 

ToasterFX completley integrates the operation of ImageFX 
with the Video Toaster, allowing direct access from the 
Toaster's switcher screen. 

ToasterFX also includes stand-alone utilities for: 

• Converting Framestores to IFF24 images 
• Converting IFF24 images to Framestores 
• Displaying any Amiga screen directly to 

a Toaster framebuffer. 
Not just for painting, ToasterFX 
with ImageFX is also a powerful 
image processing and special 
effects generator for Toaster 
framestores. 

ToaaterFX 18 available your Video Toaster and Amlga dealer or directly from: 
Byrd' Eye Software ~ .. rtIM .. Blvd. '135, Austin, TX 78758 (512) 835-4811 

VfdIO • of GIwt Val.., Products, Inc. 



DKB Software 
50240 W.Pontiac 'fr. 
Wixom, MI 48393 

Sales (313) 960-8751 
FAX (313) 960-8752 

Technical Support (313) 960-8750 

~~~--------------------------~ 

"The MegAChip 2000/500 should be standard equipment on 
every Video Toaster System." 

Jim Plant - Publisher/Editor Video Toaster User 

'''The MegAChip 2000/500 is a must own for anyone that wants to . 

use Toaster Paint'" or Multitask with the Video Toaster." 

Lee Stranahan - Former NEWTEK employee & writer of the tUlOrials for 
the Video Toaster 2.0 marlllal. Featured ill the Desktop Images Video 

Toa 'Ier Tutorial series. 

"I would advise Toaster users who make use of Toaster Paint 
or LightWave'" to add DKB 's MegAChip 2000/500 to your 
system as soon as possible." 

Tim Doherty - Video Toaster User 

The MegAChip 2000/500 allows you to upgrade your Video 
Toaster, Amiga A500 & A2000, and CDTV'" to 2 Megabytes of 
Graphics Memory. 

The MegA Chip 2000/500 is a needed addition if you are using 
your system for Desktop Video, 3D Rendering & Animation, 
Multimedia or Desktop Publishing. 

The MegAChip 2000/500 is compatible with the Video 
Toaster"', OpalVision"' , VLab ... . IV-24"' , DCTV"' , Ham-En<, and 
most genlocks and framebuffers. 


