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Bring Home The Best 

If you're thinking about getting an Amiga' 
special effects or image processing 
product, here are sorne 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 Softw are" by Germany's Amiga Plus 
Magazine. 

• Ameri can Software And Hardware 
Distributors and M icroPace Distributors 
(the two largest Amiga& software 
distributors in North America) ci te ADPro 
and M orphPlus as the best selling 
products of their kind. 

• AD Pro placed third among ALL Amiga' 
softvvare products on the MicroPace 
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 

-

show Quantum Leap and for major 
motion pictures. 

• M ark Swain, an AmigaWorld 
reviewer (and animator for Foundation 
Imaging, the creators of the special 
effects for Babylon 5), sa id, "M orphPlus 
produces the most realistic shape 
shifting special effects I have ever seen 
on a desktop." 

• David Duberman, Executive Editor 
of Video Toaster User, sa id in a 
comparative review of Amiga· 

morphing products, "M orphPlus is the 
Ro lls Royce of Amiga' morphing 
softw are ... it w ill pay for itself w ith one 
job." 

Consider the facts. 
Then bring home the best. 

925 Stewart Strt"'Ct Madison, W1 53713 
608/273-6585 

Art Dep<-u1ment Professional is a regislered trademark of ASOG lncoqx>raled. MorphPlus is a trademark of ASOG Incorporated. 
Amiga is a registered trademark of Commodore-Amiga Inc. 
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Sound and vision unite 
to form Bars&Pipes 
Pro/essionaI2.0) 
software to look and 
sound your best. Our 
engineers and musicians 
combined their expertise 
to design the Amiga:s­
most sophisticated 
sequencing package yet. 

I3ars&Pipes Professional 
encompasses the finest tools 
available to music and 
multi-media artists. It's 
expandable architecture comes 
complete with multi-track 
recording, notation, graphical 
editing, automated mixing) 
time-line scoring and more. 

Plus, we've added dozens of 
new features like tempo tap, 
groove quantize, rubato, and 
sequence trigger. Pattern-style 
rhythm design with drum 
mapping, event-specific 
recording, guitar tablature, and 
global transport. We've even 
included dozens of updated 
Tools and Accessories from our 
best-selling Add-on Series. 

In addition to Bars&Pipes 
Professional's powerful lineup of 
composition features, 
Bars&Pipes Professional now 
includes Media Madness, 
exclusive multi-media 
enhancements that rival leading 
authoring packages. 

With Media Madness, you can 
combine animation, slides, 
video, sound effects and music 
to create spectacular 
presentations. 

The Media IVladness Tool set 
controls Toaster transitions, 
ANIM file playback, $unRize 
sound effects, genlocks, video 
decks, ARexx and morc. The 
Media Madness Recorder saves 
your presentation, while the 
stand-alone, freely distributable 
Player performs on any Amiga 
and can be controlled by ARexx, 
SMPTE, and popular programs 
like Imagine and Rea13D! 

Bars&Pipes P(ofessional works 
seamlessly with all of our 
musical products, like the 
One-Stop Music Shop 16-bit 
multi-timbrdl soundcard, 
SupeljAM! interactive composer, 
The PatchMeister universal patch 
librarian, SyncPro MIDI 
synchronization box and Triple 
Play Plus, our 48 channel MIDI 
interface. 



KARA COMPUTER GRAPHICS 
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EDITOR's8 

E Fred Kura mura 9 
Hello, my na me is Fred I{ura mura a nd I a m the new Editor in. Chi~f or 

tile Amiga Video/Graphics Magazine (formerly known as Amlga Video 
Journal or as Avid). 

Here at Pacific Media Publis hing, we a re excited to see the new life that 
Commodore is breathing Into the Amiga with the release of the AGA chip se t 
and the aggreSSive pricing of the A 1200 and the A4000. 

Thi s, combined with a veri table deluge of professiona lly oriented prod ­
u cts, brings preViously unheard of power to the hands of creative profession­
als, selling aside once and for a ll the myth tha t the Amiga is jusl anolher 
game machine. 

The c urre nt indu s try buzzword seem s to be MultiMedia. This is One 
w iLh LIS. s in ce , co mpa re d to the other so-called MultiM edia Co mputer 
Platforms, i. e. Macintos h. MicroSoft \Vindows com patibles, a nd IBM's as 2.1, 
the Amiga AGA line of computers give more bang for the buck. 

Until now, Avid has mostly covered materia l concerning developments in 
the ha rdware a nd softwa re of tile Ne,VTek Toaster . 

We feel it's lime for a change. WAIT!! Don'l pull oulthe Iighler nuid yet! 
\Vc'rc not cutling out anything. we' re ADDING coverage. 

We're expa nding the level or in-depth LutoriaI coverage for products rang­
ing rrom AmigaVis ion to Zoetrophy. and will increase the number of hardware 
and sortware reviews. 

In add ili on. in th e new columns department. we a re addi ng Amiga 
Upda te , a n overview of the latest released versions of hardware a nd software 
and a lso The AGA Connection. which wtll keep you abreast or a ll new infor­
mation concerning the AGA chips set and associated software/hardware. 

We're a lso going to s tart a letters to the Editor column. In a way, this will 
be one of QU I' most Importa nt additions. We will be u s ing your input to deter ­
mine what fuLure iss u es to cover and to provide you with practical solutions 
to wha Lever problems you're having. 

We hope you like the changes we've made to the rorma t a nd would like to 
invite you to send in any s uggestions or questions you may have. 

Just address your lellers lo Amiga Q/A. 

Pacific Media Publis hing, 
365 Vic lor Sl. Suile "H" 

Salinas, Ca. 93907. 

Now a ren't you glad you didn't pull out your 8ic? 

Edilor-I n-Chief: 
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VISIONSOFT 
MEMORY 

1x4 - 80 SC ZIP 
1x4 - 70 SC ZIP 
1 x4 - 70 PG DIP, ZIP 
256x4 - 70 PG ZIP 
256x4 - 70 PG DIP 
1 x8 - 70 ,80 SIMM 
1x8 - 60 SIMM 
4x8 - 70 ,80 SIMM 
4x8 - 60 SIMM 
GVP SIMM 32 
A4000 32-BIT SIMM-70 

BaseBoard 
Supra 500RX 
DataFlyer RAM 

P.O. Box 22517 Carmel CA. 93922 

UNIT 2MB 4MB 8MB GVP A530 Turbo ........ 159 A2000C ...... ....... ..... ....... 799 
19.50 156 308 GVP I/O Extender...... 229 A600 HD........ .. ... .. .. ..... 599 
20.50 164 328 GVP G-Lock................ 429 A1200 ........................... CALL 
19.00 76 152 300 G-Force 030 Combo ... CALL A4000.................. .. ....... CALL 
4.75 76 152 288 GVP PhonePak........... 409 A2232 Mutli-Serial....... 319 
4.25 68 136 256 GVP ImageFX............ . 259 A2386 BridgeBoard..... 699 

36.00 72 140 280 GVP CineMorph.. ...... . 89 A570 CD ROM.......... .. . 399 
40.00 80 150 300 ASDG MorphPlus....... 169 2.1 ROM Upgrade Kit.. 89 

139.00 139 270 ASDG AD Pro............. 169 2.1 Software.............. .. .. 49 
145.00 145 280 Video Director.............. 149 2.5" 40meg HD........ .... 189 
199.00 199 390 AmigaVision................. 299 2.5" 80meg HD......... .... 269 
149.00 149 290 ToasterVision............... 169 340meg SCSI HD... ... .. 650 
169.00 1 I 

162 225 Video Toaster System ......... $27991 

209 279 425 
162 225 385 

DFlyer 500 Express 175 
Dpaint IV AGA 169 
AT Once Plus 199 SYSTEMS 
Supra Fax V32Bis 295 
C-Net BBS Software CALL 

Orders Only: 408-899-2140 
Info & Tech: 408-899-2040 

FAX: 408-626-0532 BBS: 408-625-6580 
Plrices & Availabilily of Producis 

Subject to Change Without Notice 

IN STOCK NOW! 
Our NEW 
PC Card Family 
(Amigo and PC Compatible) 
• PC-219 BLACKBURSTGENERATOR ......... . . ...... . . . . . $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. Oroadcost Specifications. Adjustable Gain 
and Equilization 

• PC-217 AUDIO DISTRIBUTION AMPLIFIER. . . . . . . . . . . . . . .. $95 
DISTRIOUTE AUDIO OR nME CODE TO MULnPLE LOCAnONS! 
1 Input 4 Outputs. Oroadcost Specifications. 
Adjustable Gain. 

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

• PC-237 WIDEBAND (120 MHz) 
VIDEO DISTRIBUTION AMPLIFIER ............. . ... .. ... . $240 
~ CALL NOW FOR FREE BROCHURE (310) 322-2136 
~ 142 SIERM STREET. EL SEGUNDO. CA 90245 
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Welcome 

Welcome to first issue of the Amlga Video/Graphics Magazine. 
AVG was born out of The Amiga Video Journal founded by 
Jim Plant. Jim and I have known each other for sometime, 

and when he told me he was looking for someone to continue AVID, we 
started to plan. I joined together with Fred Kuramura, and Gabriel Pan 
to fonn Pacific Media Publishing, and the rest is history. 

We changed the name of the magazine because we wanted to 
improve the coverage of AVG for the Graphic Artist and Videographers. 
We know most of the readers fall into one or more of these categories, 
and are the most demanding type of users on the Amiga. Therefore. the 
need for a "How To" magazine is much like the need for a computer 
mouse (you can get by without one, but it makes your life a whole lot 
easier with one) . Our plans for AVG is plain and simple. It is to pro­
duce the very best resource for the Amiga Artist on subjects of graph­
Ics. sound, and video. You will continue to get the most In-depth tuto­
rials and infonnative reviews which have always been associated with 
the Amiga Video Joumal. In addition, you will continue to be a part of 
the network of Artist that is the envy of the industry. 

Our first addition, is to start a new column centered on the new 
AGA chip set. Many people, even those working on other platforms are 
finding out that the AGA chip set makes the Amlga the most powerful 
"Multi-Media" machine available for the money. We are also starting a 
question and answer column to help all the readers with problems they 
may have encountered in their projects. We will also listen to your sug­
gestions and comments about the magazine and try to mold it to your 
needs . Well enough of my rambling. Now just sit back and enjoy AVG. 

and keep on creating. ~ 79~ 
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Cover 
The cover is often the 

mos t excit i ng part of a 
magaZine. This months 
cover is set to stir excite­
ment for the Commodore 
Amiga. We surrounded 
the flagship of the "Multi­
Media" revolution with 
some of it's top rated pro­
grams to inspire the cre­
ative energies within us 
all. 

The cover was shot by 
photographer Jeff Bender 
(408<373- 1320) of Pacific 
Grove. California. The 
computer equipment was 
s u pp I ied by VisionSoft 
(408-899-2040) of Seaside. 
California. Programs run­
ning on the monitors are 
Bars&Pipes Professional 
by Blue Ribbon SoftWorks 
(404 -315-0212). Art 
Department Professional 
2.0 by ASDG (608-273-
6585), Deluxe Paint 4.5 by 
Electronic Arts(800-245 -
4225), and a rendering by 
VistaPro 3.0 from Virt llal 
Reality Laboratories (805-
545-8515). 

The Commodore-Amiga 
logo was scanned in by Art 
Department Professional 
using an Epson ES-300C 
scanner and displayed by 
the FireCraker 24 from 
Impulse (612-425-0557). 



Welcome back to 3D 
Perspectives. As you probably know, 
new hands have taken over the AVid 
reins. Let's bid a hearty welcome to 
Fred Kuramura and Tony Moschella, 
the new editor and publisher. I know 
they've got great things in store for 
our favorite Arniga/Video magazine, 
and I for one can't wait to see AVid 
go full color so we can see Amiga 
artists' renderings in all their glory, 

I just heard that Commodore 
dropped the list prices of the Amiga 
4000 and 1200-now $2700 and 
$600 respectively-which makes 
these powerful computers incredible 
bargains at street prices. So things 
should really start heating up soon 
in the Amiga graphics world, which 
admittedly has been stagnating a bit 
of late , Although I'm no longer editor 
of the magazine, I'll continue to keep 
you informed of the latest and great­
est developments in the 3D world of 
Amiga in this column. This month we 
have some new interesting products 
plus an in-depth look at Aladdin 4D's 
built- in procedural textures. 
InCidentally, if you're new to the 
world of Amiga 3D, you should know 
that there are various products, 
including Pixel 3D Professional from 
Axiom Software and InterChange Plus 

3D Perspectives 

P © 1993 by :=Jl 
~avid Duberman 

from SyndeSiS Corp., that can con­
vert 3D objects between just about 
any two formats. So just because a 
product mentioned here is made for 
a specific program and you're into a 
different one, in most cases there's 
no reason you can't use it. 

The Apex Newsletter 
I recently received the first newsletter 

Quickrender display. Jf you bought 
Essence but haven't sent in your reg­
istration card, you're missing a lot! 

These Here United States 
If you've ever searched in vain for 
accurate 3D models of the United 
States map, you're not alone. Mike 
Schrengohst of The Associated Image 
Group, after months of frustrating 

search for affordable from Steve Worley's 
Apex Software 
Publishing. Steve 
wrote the great 
Imagine reference, 
Understanding 
Imagine 2,0, and 
created Essence, a 
terrific collection of 
procedural textures 
for Imagine that will 
also be usable with 
the next version of 
LightWave 3D. The 
newsletter includes 

edUt,4~~ 

~,tme 

~4hudd1tt 

Ij«4t aka ~ 4-
~ 

LightWave US maps, 
decided to make his 
own, and the result 
is a useful disk called 
United States , Each 
state , painstakingly 
outlined-the Alaska 
mainland map uses 
192 pOints in a single 
polygon-is available 
separately extruded 
or flat, and they're 
also grouped together 
in various ways. Of 

exciting news about 
products coming soon from Apex, as 
well as tips and tricks for using 
Essence. Four pages are devoted to 
an in-depth tutorial on simulating 
flames! Finally. there's a short ARexx 
script for substituting Art 
Department ProfeSSional for Imagine's 

course, individual 
states load into their proper posi­
tions in the US map. Each state has 
its own surface name, and extruded 
states have separate names for the 
side surfaces. 

The US map objects are proVided 
in a variety of configurations, one of 
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which should fit just about anyone's 
needs. although Alaska and Hawaii 
aren't included. There are two per­
mutations of a flal map with individ­

LightWave work and don't have a C 
note to s pare, check out Mannequin 
Man. 

ual st a te oullines and slight gaps Texture City 
between each state, one with a single The latest collection of 60 stunning 
surface n a me and r------------., images from the spe-
the other with differ- cialists at Texture 
ent surface names,., a City. The Pro-60 #2 
for each state . The le~ oittf package consists of a 
third flat map is an five-disk installer set 
overall outline of the A ~ Set ~ with miniatures of 
contiguous United their entire catalog in 
States , useful as a ~-tJ«4litet ~- two-by- two HAM 
background matte. images, along with a 
Two extruded maps, ~ 24-dit viewer and decom-
both with individual pressor program , 
state outlines and ~ at a ~- plus a ten-disk set 
slight gaps, offer with the 60 images 
individual state front ~ fPeice. compressed in JPEG 
and side surfaces or format. 
share front and side There's qUite a vari-
surface names. 

Useful scene files are also pro­
Vided . Alaska and Hawaii load and 
center their respective states. Two 
others load all 50 or the 48 contigu­
ous states in their proper layouts , 
allowing you to manipulate states in­
dependently. Finally, Example.Texas 
loads the 48 contiguous states, then 
brings Texas to the front. Gee, I won­
der where Mike's from? 

Anyway, if this sounds like 
something you could use, don't h esi­
tate-get a hold of Mike in that lit.tle 
old s tate down there and send him 
$29.95 plus $2.95 shipping and han­
dling, and recreate the War Between 
the States in your computer, with the 
actual sla tes fighting! Such a deal! 

ety here. Outer space 
shots include a long shot and a fiery 
closeup of Venus. plus a medium 
shot of the moon with the curved 
horizon in the background . Stone 
textures include adobe, gray and red 
bricks, and stucco. Meta l textures 
include brushed steel. tin siding, and 
a piled-up chain. Scenic bac k­
grounds include a picturesqu e 
Colorado lake, an Artzona landscape. 
and some colorful wa\ls of graffiti. 
Many of the images in the Water and 
FX categories are relatively abstract 
and contain beautiful and subtle 
color gradations, making them ideal 
for reflection maps. Other ca tegories 
include Earth, Foliage/Plant. Wood , 
and a couple of one-image cate­

geous. 
If you're looking for a varied set 

of high-quality high-resolution (752 x 
480) 24-bit images at a reasonable 
cost, you'd be doing yourself a favor 
by picking up this newest release 
from those Texture City image wiz­
ards . The included browser software 
makes it easy to find the image you 
need quickly and decompress it for 
use with just about any 3D or multi­
media program. 

Taming the Wave 
Moments before deadline I received 
Taming the Wave from Mach 
Universe, also known as fellow AVid 
columnist David Hopkins. This is a 
"Training System," which is best 
described as looking over the shoul­
der of a professional LightWave artist 
as he reveals just about a \l of the 
program's secrets. I don't think 
there's any be tter product available 
fo ,r those new to the program who 
need a thorough overall int.roduction. 
Taming the Wave, based on David's 
regular column in Video Toaster User 
magazine, is packaged like a piece of 
software , and in facl contains two 
disks of font objects , a Camaro 
object, some ProFills textures , and 
more. 

The heart of the package con­
sists of two videotapes produced by 
and starring David himself. The 
hour-plus Video Manual walks the 
viewer consecutively through each 
one of LightWave's many controls. 
The second video is a series of tutori­
als, with support fil es prOVided on 

the Inc luded disks. 
Mannequin Man 
in these days of ever-increasingly 
tight budgets, it's nice to have access 
to an in expensive alternative to a 
high-priced solution. Mannequin Man 
from Apples Animation is a simple 
hierarchical human-like model in 
LightWave format. It's suitable for 
scenes and animations in which a 
highly realistic human form isn't 
required . LightWave's object hierar­
chy is contained in Scene files , of 
this package includes four : one sim­
ply standing, one siUing, and walk­
ing and running. Body parts sup­
plied in left and right versions 
include lhighs, calves, feet , shoul­
d e rs , upper and lower arms , and 
hands. There's also a head, hips, and 
upper body. Also included are two 
surface files; chrome and mannequin 
wood. If you need an accurate but 
not detailed human form for your 

gories; Animal with 
rabbit fur and 
Textile with fish 7~de 'U'ewe Need h e lp with 

envelopes, surfaces, 
spline s e ttings, or 
lighting? They're all 
here, and much 
more. The reason­
ably complete dis­
cussion of program 
usage is accompa­
nied with views of 
the user interface 
combined with 
many illustrative 
images and anima­
tions . In this way, 
the Video Manual is 
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sack cloth. 
The compres­

sed files contained 
in Pro-60 #2 range 
in size from abou t 
50,000 bytes to 
over 150,000 bytes, 
with most weighing 
in at the high end 
of the scale. This 
Indicates that the 
amount of JPEG 
compression used 
is the least possi ­
ble, which still typi­

~~,." 

i4-a I~ 

S~"~i4-

dm~eU 

~fWelttk 
~~afPuJ--

~ 
L~ewe A'tU4t 

cally provides a ten-to-one compres­
sion ratio without causing any dis­
cernible degradation in image quaH­
ty. Indeed, a\l of the images that I 
decompressed and viewed on DCTV 
and the Toaster were a bsolutely gor-

superior to a book, 
which ca n 't show motion. However, 
due to the lape's linear nature, it's 
less than idea l for looking up a par­
ticular item in a hurry. particularly 
as there 's no index provided (not 
practical with VHS). 



Fig. 1 
I say the information is "reason­

ably complete" because no one 
source could possibly provide all 
available information on such a com­
plex program as LightWave/Modeler. 
For example, the discussion of object 
morphing notes that objects to be 
morphed must contain the same 
number of points, and warns that 
this can be difficult to achieve. It 
neglects to say, however, that mor­
phed objects usually start with the 
same shape, which is then modified 
to create shape variations and saved 
as several different files , something 
that's not readily apparent to the 
user. 

Although specific to the 2.0 ver­
sions, this material can only help 
you get farther faster when the 
eagerly anticipated new versions 
come out. If you've been struggling 
with LightWave, David Hopkins' 
training system could be just what 
the doctor ordered . 

Font Flyer 
A brief word is in order about a new 
utility for LightWave users called 
Font Flyer from Mark Drummond's 
MD Grafix. This useful program eases 
the task of creating various circular 
and straight- line arrangements of 
objects such as text. It comes with 
three good-looking 3D fonts and nine 
effects such as Cir X and Y, Break, 
which is a left-justified paragraph, 
arcs, and flat circles. It creates a 
grouped LightWave scene, so the 
characters can be manipulated indi-

Fig. 4 

Fig. 2 
vidually or as a whole. These can be 
converted to Imagine grouped objects 
with Syndesis' new InterChange Plus. 
See my review in the February / 
March 1993 issue of Video Toaster 
User magazine for more information 
about Font Flyer, or better yet, just' 
get it-it's only $30! 

Fig. 3 
ton comes up with useful settings 
every time. Even if it doesn't give you 
the exact results you want, it pro­
vides a jumping-off point for adjust­
men t of single variables at a time in 
small increments . EventuaHy, after 
playing with all of Aladdin's textures 
over a period of time, you'll come to 
know all the parameters at a glance. 

Aladdin 4D Procedural Textures In the accompanying illustra­
Aladdin 4D from Adspec Program- tions, I've attempted to depict the 
ming (Please don't sue them, Disney!) major families of Aladdin's procedur­
was perhaps the single most exciting al texture varieties. In all cases the 
software release in the Amiga 30 textures are applled Projected along 
marketplace in 1992. ,.. ___________ ... the Y axis, using all 
or at least during the "suggested" settings. 
latter part of the or with slight size 
year . While the pro- e~ tJ.#te ~ variations in some 
gram excels on many cases to make the 
fronts, clearly one of ""'~ ~ 4taIz, patterns clearer. Also, 
its star features is every texture's center 
texture mapping. ~ i4 teU«!te coincides with the 
Aladdin gives you center of the object to 
Genie- like power to ~. which it's applied. 
apply and animate The way to do this is 
textures, colorful to select an object, 
patterns. and images then right-click on 
on objects' surfaces . the Page Move gadget 
Unlike other programs, there is no to place the Attach Point at the 
limit to the number of images that object's center. Re-select the object, 
can be mapped onto a single object, go into the Texture requester, and 
other than memory. click on the Cur ATP gadget. 

Fortunately, Aladdin offers 25 In Figure I, the plane uses 
procedural textures which combine Blocks (20), the left sphere uses 
up to eight colors in endless varieties Bands (20), and the right sphere 
of patterns at practically no cost in uses Blocks (3D). In Figure 2, the left 
memory. While using procedural tex- sphere uses Cubes (20) and the right 
tures in Aladdin can present the user sphere uses Cubes (3D). In Figure 3, 
with a bewildering array of choices. the plane uses Scallops (20). the left 
happily the magic "Suggested" but- sphere uses Helix, and the right 

Fig. 5 Fig. 6 
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Fig. 7 
sphere uses Helix (M) (you can see 
the mirroring in the sphere's back 
halO . In Figure 4, the plane uses 
Tiles Polygons, the left sphere uses 
Tiles Polygons (M). and the righ t 
sphere uses Tiles Polygons (H). In 
Figure 5, the plane uses Tiles 
Polygons (H)(M), the 
left sphere uses Tiles 

Fig. 8 
Blocks (20) actually creates Bands: I 
simulated it with Blocks (3D) on a 
flat surface. The suggested Noise 
Width values for the two Tiles Closed 
Noise textures are too large; I suggest 
reducing them to 5,000 or less . Also , 
I couldn't see any difference between 

them. Adspec has 
been notified and the 

Rectangles, and the -A/J _ -' -' _" _~ AtIJ""\ 
Right Sphere uses )"'T~ .,./-/ 

new version with fixes 
for these and other 
bugs, plus AGA chip 
set support and other 
improvements should 
be available as you 
read this. 

Tiles Rectangles (H). 
In Figure 6, the 
plane uses Noise 
Bounded. the left 
sphere uses Noise 
Open. and the right 
sphere uses Noise 
Closed. In Figure 7, 
the plane uses 
Zi gzag , the left 
sphere uses Tiles 
Burst. and the right 
sphere uses Tiles 
Burst (H). In Figure 
8 . the plane uses 
Waves, the left 
sphere uses Tiles 
Circles , and the 
rlgh t sphere uses 
Tiles Circles (H). In Figure 9, the 
plane uses Tiles Circles, the left 
sphere uses Tiles Burst, and the 
right sphere uses Tiles Burst (H). In 
Figure 10, the plane uses Tiles 
Circles (H) , the left sphere uses Tiles 
Closed NOise. and the right sphere 
uses Tiles Closed Noise (H) . 

I discovered a few anomalies 
while creating these examples. 
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Aladdin provides a 
wonderful tool for 
experimenting with 
colorful patterns , and 
the best thing is that 
you can animate all 
of these textures! 
Psychedelic 3D 
movies, as well as 
many other more 
practical applica­
tions, are now within 
your grasp. Some of 
the parameters' func­

tions can be somewhat puzzling, so 
we'll be looking at these in combina­
tion with animation techniques in an 
upcoming tutorial in these pages. Let 
me know if there's anything you'd 
like to know about this or any other 
3D program, and subscribe to 
Adspec's newsletter! 

Fig. 10 

Apex Software Publishing 
405 El Camino Real 

Suite 121 
Menlo Park, Ca. 94025 

The Associated Image Group, Inc 
14900 Landmark Blvd. 

Suite 600 
Dallas, Tx. 75240 

(214) 788-0066 

Apples Animation 
2216 Terracewood Ln. 
Escondido, Ca. 92026 

(740) 740-0035 

Texture City 
3203 Overland Ave. #6157 

Los Angeles, Ca. 90034 
(310) 836-9224 

MD Grafix 
P.O. Box 1991 

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

Mach Universe 
3019 Pico Blvd. 

Santa Monica, Ca~ 90405 
(800) 852-4458 

Adspec Programming 
P.O. Box 13 

Salem, OH. 44460 
(216) 337-3325 



Amiga 
UpDATES 

as of February 1993 

Welcome to Amiga Updates. Every month we're 
going to keep you infonned on the latest versions of cre­
ative applications for the Amiga. The present list is 
somewhate abbreviated due to the rush to get the maga­
zine to the press. Still, as time passes, we will expand 
the listings to cover more products that apply to your 
interests. 

Products Version 
2.0 

ax II Plus 2.5 
============~~----------

!Aladdin 4D 2.1 

Ami-Back 2.Oe 2.0 

AmigaDos 3 .0 

AmigaVlsion Professional 2.0 

Aminatrix Modeler 1.2 

Art Department ProfesSional 2.01 

CanDo 

ClneMorph 

CrossDos 

DC1V Software 

DeluxePatnt AGA 

DtrectOIY Opus 

Digi-View Gold 

Director 2, The 

DiskMaster II 

Dtstant Suns 

1.0 

4.12 

1.01 

2.0 

1.0 

2.0 

2.1 

1.0 

3.0 

2.0 

1.0 

5.0 

2.0 

4.5 

4.0 

4.0 

2.0 

2.1 

4.2 

Products Version 
\Draw 40 Pro e~S8=to;::na.I==,-===~ ____ 3_.0_ 

1.0 

n 1.0 

1.1 

2.0 

1.0 

e Master 9.24 
==========~---------~ 2.0 

1.0 

1.0 

2.0 

1.0 

MathVlston 1. 0 

Morpbplus ======:::::} _____ 1_._0_ 

Op~nso~==========~--------I_.I--
PageStneaIn 2.2 

Pixel 3D Professional 1.03 

1.0 

1.47 

1.0 

3.0 

3.0 

5.0.2 

1.4.2 

2.0 

2 .0 

1.0 

1.0 

1.0 

1.0 

2.0 

2.0 
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And the top of the year and the tip of the digital hat 
to you! I hope you were sufficiently Amigafied during the 
holidays, and that your hanging stockings manifested 
that extra eight megs of RAM you were seeking. 1993 
brings the promise of great things to come for all Amiga 
obsessive. Hopefully, the economy will blossom as well. 
making those hard working developers of all of the 
promised Amiga goodies well rewarded for their efforts. 
There's a lot coming in '93, folks, enough to make you 
trade in the little sleep you're getting now for more all­
nighters at the CRT. 
Brilliant-

By the time you read this. I should be pouring over 
Digital Creation's "Brilliance", an Amiga paint package 
that promises mega magiC, .. especially to A-4000 owners 
(of which I can be happily counted). I already know some 
secret things I'm sworn not to divulge. Just let me say 
that if it's half the software it's hyped up to be, it'll be ten 
times what we've been working with thus far. Get ready. 
To prepare for it, up the limit on the old smokin' credit 
card and get an Amiga 4000. 
Aladdin 4D-

ADSPEC Programming is releasing a "speed fix" 
upgrade to their Aladdin 4D software. Most screens 
should render from two to /lve times faster! This upgrade 
is free to registered users, so get those cards in to 
ADSPEC fast. This upgrade also features HAM-8 support 
for rendering and textures , 256 color support for tex­
tures, an added "line modes" feature, and more. It will be 
sent automatically to all registered Aladdin-4D owners. 
My Amiga 4000 renders Aladdin 4D animations 2.5 times 
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as fast as does my 68030 based A-2500. so that means 
the upgrade should run at from five to twelve times as 
fast on the A-4000 as on the A-2500! Aladdin 4D already 
boasts the fastest frame rendering of its competitors, and 
this will just underline its quickness. By the way ... look 
for both Aladdin 4D and OpaLVision to make appearances 
on upcoming versions of the famous syndicated techie 1V 
show "Computer Chronicles" (show # 1016) on computer 
art , which they taped on December 19th in San 
Francisco. 
Slides 'n Stuff-

I've recently been using the slide services of Digital 
Imagery, a production house at 945 Walnut Street in Fall 
River, Mass. (508-676-0844). My Amiga slides look great. 
Their "economy service" (72 hour turnaround) offers 
slides at only $3.50 each, while overnight service runs 
from $5.00 to $6.00 a slide. Not only do they add thermal 
prints and transparencies if you need them , but offer 
iron-on fabriC transfer media as well ($4.50 to $6 .50 
each). What about that Amiga illustration that you want­
ed to have emblazoned on your shirt? Now's the time. For 
other pricing and more info, just call Ernie Viveiros Sr. at 
the number listed above. You can send in your Amiga 
disks and get your order back in quick time. 
Axiomated-

Axiom Software's PL"(el-3D ProfeSSional software 
released in December looks like a real winner. Cost 
varies between a $249.00 retail to a tentative $75.00 
upgrade cost for 2.0 users. The Bitmap conversions are a 
reported 5 times as fast and include spline fitting and 
eight smoothing algorithms. There is also point editing 
with zooming and double buffering. Though a future ver­
sion will contain new LightWave parameters. this one 
allows for Imagine grouped objects. New data reduction 
is included as well as all new and exciting "Router Bit" 
sculpting. New included formats include Caligari, 
Aladdin 4D. and DXF loads and saves. 

Also coming even sooner is Axiom's ANIMworkshop 
software, a blessing for ADPro user who deSire animating 
the applications addressed by ADPro (and Morph+) 
"Operators". When I see this package I'm going to shout 
for joy. The cost wiIl be in the $90.00 range. 
ANIMaUcs-

ANIMa tics, the developer responsible for the Fantasy 
Fonts collection, is releasing a piece of software I wish I 
would have had a few weeks ago. I sent a client a rush 
tape of about eighty samples of my electronic paintings 
for background posters in a movie. When the order came 
back. it was with a verbal description of what was going 
to be needed, and I had a devil of a time finding the right 
pictures. ANIMatics is marketing a simple time-code gen­
erator (not related to any hardware, so it really has noth­
ing to do with generating "readable" timecode). What it 
does is to place a simple updating time reference on a 
tape (genlockedl. so that a client can find and point to 
needed items. What a great idea! It only costs $19.95, 
and you get a bonus eight-ball divination game as welL 
Contact ANIMa tics at (908) 493-3630. What Amiga video 
person, especially if you're into wedding photography, 
can afford to be without this small but vital utility? 
Texture City-

They've done it again. Textu.re City has another col­
lection of their wonderful 24bit background and texture 
mapping graphics. This time, there's stuff like cow and 
deer hide, skull bone, glass, brushed steel. more space 



scenes, more wood, more textiles ... and the set comes 
either on disk or on a CD-ROM. The price is only $100.00 
Contact Texture City at (310) 836-9224. 
The A-4000 

-
, .. ,;, .. : AVG 

View , CA 94043 . . .415-390-9755) is saying that its 
Ca/igari24 software will be ready for market before 
February 8th, 1993. By all indications, its features far 
outweigh other products in the Caligari lineup as far as 

The first three programs I dumped to my new A-4000 the Amiga is concerned. Octree, like every other serious 
harddrive were Aladdin-4D from ADSPEC, ASDG's Amiga developer, is rushing to put in support for the 
ADPro/Morph+, and ProFills 2 from JEK Graphics. I had Amiga-4000 series (256 color and HAM-8 modes). It wilJ 
the bright idea of also adding the screen grabbing pack- finally be able to address IFF's as texture maps, with 
age "Spritz" from Glacier Technologies, but that turned other needed additions and upgrades as well. I have 
into a big mistake. Spritz rewrote one of the library rou- owned Caligari, and all of the various upgrades, for years, 
tines, and caused the machine to go seriously astray. In and am still mesmerized by its awesome 3D virtual reality 
short, I had to re-install the operating system before it interface. I hope Octree has also added icons for the 
would work again. Moral: watch what software you dump lights, but won't know for sure until I see a copy of it 
to the A-4000, especially older stuff. (very soon!). Except for Caligari N24 owners, other pre-

As I mentioned earlier, my new 4000 seems to render sent users are invited to upgrade for a mere $109.00 
3D work at from two to three times the speed of a 68030 ($129.00 for international users). As a reminder, remem­
A-2500. I recently tested the same Aladdin-4D scene on ber that Octree also markets DynaCADD for around 
both an Amiga 2000/68030 and the A- r----------....., $500.00. 
4000/68040. The 60 frame scene was a --~~·----~·24, 
rather complex with moving objects, ani- ~~ 

ASDG News-
ASDG recently won top honors in the 
"Image Processing" category from the 
Amazing Compu ting readers poB for their 
software "ADPro" and "Morph+" . I have 
seen (and used) some of the new opera­
tors being included in the ADPro upgrade 
(February?), and can only say that the 
b est keeps getting better with each sea­
son. At AVG, we are well aware of how 
empty our video pursuits would be with­
out ADPro. While at ASDG this last sum­
mer, I saw brand new Epson ES-800C 
scanner sitting in a box. ASDG has just 
added a driver for this scanner to their 
input list for ADPro. The driver sells for 
$200 .00. Contact the lovely Gina 
Cerniglia at ASDG for more info. (608-
273-6585) . 

mated waves, cast shadows, moving pro- " .In,.**,~,.nA 
cedural textures, transparencies, ren- -/U ~~ 
dered to the DCTV 3 bitplane interlaced 
video-overscan format. The 68030/68882 .J,.,. A'~**'.I~nl.~~ 
A-2000 took 22 hours 14 minutes, while lr""''''~'' 
the A-4000 accomplished the same feat in 
8 hours 45 minutes. Quite a difference! ~ ~"A"/-
I'm busy looking for another IDE drive for F~ 
it (preferably one with 300+ megsJ, and 
will soon add my GVP series II SCSI con­
troller for other drives as well (maybe a 
Floptical sometime next year). The 24bH 
ADPro pictures I've put up on the screen 
in the new HAM-8 mode are hard to dis­
tinguish from real 24bit stuff at all but 
the closest glance, and the 256 color work 
isn't bad either. } know there's been a lot 
of bad press about the IDE drives, but I've got to tell you 
that mine works like a charm. I'll be anxious to see, how­
ever. how well it (or "they") handshake with SCSI drives. 
The internal A-4000 drive is really ultra quiet. I'm still 
waiting, however , for someone to write a translation rou­
tine for the high-density A&E drive so I can translate old 
animations saved with it to other storage media. I plan to 
add other cards and devices to my A-4000 as my wallet 
permits, so I'll keep you posted on developments. One of 
my first additions, after pumping up the RAM to 16 megs, 
will be to add the OpalVision board. Please ... other readers 
who have A-4000 joys and woes to report. write to me so I 
can share your experiences with others in the AVG 
forum . (R. Shamms Mortier / 15 Rockydale / Bristol. 
Vermont 05443) 
ANIMatrix fans-

In a fairly short time, duBois Animation 's ANIMatrix 
Modeler has caused a creative s tir in the creative Amiga 
community. ANIMatrix combines many of the translation 
features of Pixel-3D with some novel approaches to 3D 
modeling. Coming are new formats (Aladdin 4D included) . 
Reports are positive about this software running on A-
4000's. Jon duBois reports that he's a lso working with a 
new 3D digitizer that has many new features and that 
interfaces well with his software. Call him at (405) 348-
4670 for pleasant talk and details. 
Octree Software-

Octree Software (1955 Landings Drive / Mountain 

Playmation-
Martin Hash & Will Vinton's PlayMation is out. This 

upgrade of what was once called "Animation:Joumeyman" 
has been rewritten to address the IBM systems, with an 
Amiga version tagging along. Speed is the main upgrade 
in this unique 3D spline animation package, with some 
neat rendered samples on an addendum disk (it's nice to 
see these 24bit renders , by the way, on an A-4000 in the 
new HAM-8 mode ... with the help of ASDG's ADPro). 
Sony-

For those of you needing to dump to standard VHS 
in a qualitative fashion. allow me to suggest that you will 
want to investigate the Sony SLV-696HF recorder. This 
little $450.00 beauty has Video and audio insert capabili­
ties, both rear and from A/V jacks, and a professional jog 
shuttle. I recently used it to tape a needed rush project. 
a nd was most pleased with the high quality of the play­
back, It's an extremely sturdy little deck, and has other 
features as well. Contact your local video outlet for more 
info. 

In addition, Sony is also offering a continuation of its 
series of video workshops throughout the country. These 
cover every facet of video interaction, from production to 
postproduction and computer interfacing. For details and 
dates for your area, contact Sony Corporation / 2021 
North Western Avenue / PO Box 29906 / Hollywood. CA 
90029. 
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In Search Of ... 
... a Polaroid FreezeFrame film 
recorder. I am looking for a bargain 
price on one of these units for the 
University of Vermont, so that Amiga 
work on the A-4000 can be written to 
high quality slides. perhaps even 
from the composite output of my 
DC1V unit. Like all educational facili­
ties. the university is somewhat 
strapped for funds. Anyone knowing 
about where I could trade for or pur­
chase said device should contact me. 
Perhaps you know of someone who's 
moved on to more expensive options. 
and has one of these units gathering 
dust in a comer. American education 
in the Northeast \viJI thank you. 
More Masterful Images-

ImageMaster. the thick multi­
optioned image manipulation pack­
age from BlackBelt. is now (as of 
12/15/92) in its 9 .22 version. Unlike 
some packages which send the user 
upgrades sporadically. BlackBelt 
seems to send out every possible 
upgrade. sometimes resulting in new 
disks every month. As ImageMaster 
comes on four disks. this is no doubt 
somewhat expensive. In version 9.2 I. 
the AGA chipset was supported (the 
new A-4000 modes). and develop­
ment code is SAS C was enhanced. 
The render panel was recreated from 
scratch. and a new dithering panel 
was added. In 9.22 many changes 
and enhancements were incorporat­
ed into the Morphing module. and 
some 9.21 bugs in the way that it 
addressed the AGA chipset were 
fixed. Owners of this fine package 
can expecl at least seven or eight 
new upgrades next year if this past 
year serves as a model. 
MegageM-

Being a gem of mega size, the 
software from Dr. David Wolff contin­
ues on its merry fractal way. getting 
more advanced with each release. 
Now we have ScapeMaker 3.0. 
PreviouS users will recognize this 
software as a great way to play \'lith 
the DEM files that Vista-Pro and 
Scenery Animator use. It also con­
verts IFF's into DEM's for use by 
those and other programs (like 
Aladdin-4D) . OEM's can now be 
added. subtracted. and more. New is 
$50.00. while upgrading costs 
$25.00. Contact MegageM for this 
and much more. MegageM / 1903 
Adria / Santa Maria. CA 93454-10 11 
or call (805) 349-1104. This is great 
software for video backgrounds and 
other applications, besides being 
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long lasting fun at a bargain price. 
A Valuable Tip-

Recently I suffered a rendering 
terror. A member of my family 
enlered my studio and shut off my 
system while it was rendering an 
Aladdin 4D DC1V animation. It was 
thought that the system was left on 
aCCidently while it was really in the 
middle of creating a 20 hour long 
animation rendering! The file was 
obviously corrupted since the system 
shut-down happened while a frame 
was being written to hard disk. I 
tried everything to revive it. but noth­
ing seemed to work. In desperation I 
picked up the Elan Package 
"Performer', and loaded the corrupt­
ed incomplete animation in . It 
worked! The messed up frame was 
skipped over, and I was able to save 
out what was left, and then continue 
the rendering from the corrupted 
frame in a later rendering session. 
The finished piece was stitched 
together in DPaint and saved. 
Thanks "Performer" (contact Elan 
desing for info on this superlative 
software). Isn't it about time, by the 
way, the Performer was upgraded? 
Ifs been over a year now. 
Beyond-

And more Amiga 24bit back­
ground scenes in full 24bit color. At 
a cost of $200.00. the Beyond 
Backgrounds set from FrostByte 
Systems consists of ten disks full of 
lFF24 pictures and 24bit brushes, all 
said to have been developed on a 
Silicon Graphics system. Though 
some unique images are represented, 
my impression is that an Amiga 
could have been used to better 
advantage. I found the brushes more 
useful and variable then the full pic­
tures. but you may disagree. Contact 
FrostByte at (416) 769-7516. 
Apologies ... 

I promised two issues ago that I 
would give you a general rundown of 
some very useful public domain and 
shareware software, tlseCul in Amiga 
video pursuits. I'm still late doing 
that, but \vill endeavor to bring you 
the goods next issue. 
Meanwhile ... ENJOY! See you in 
ROM ulan space. That's all for now. 

Send any inquires to 
Dr. R. Shamms Mortier 

C/O Pacific Media Publishing 
365 Victor St Suite "H" 

Salinas, Ca. 93907 

USE OPAl NT IV ? 
~i 'I.-;Ul' 'I.:Inl''',-' til _____ .. IiIIII _loWo ... __ ~ 

IS FC>A VC>U 

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, sophistica1ed anima1ion is about as simple as , 

a brush and in a few moves! 

Order Toll Free 
1-800-242-1984 

FREE BONUS COLOR FONTS: 
'Eight HiRes, 8 color, antiasliased headline lonts 

Indudina Chrome, Metal, Gradient, and Gold Nugget 

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

DP.Ail1T 's A TRADEMARK OF ELECTRONIC ARTS INC 

Subscription problems 

Moving 

If you are having a prob­
lem with your subscrip­
tion, or have moved 
please write or call us at: 

ATIN: Subscriptions 
Pacific Media Publishing 

365 Victor Street 
Suite "H" 

Salinas, Ca. 93907 

(408) 758-9386 



The Amiga 4000, unveiled a t the 
September, 1992 World oj 
Commodore Amiga show in 
Pasadena. California. is the first of a 
new generation of Amigas to offer 
more colors and resolutions tailored 
for video and MultiMedia presenta­
tions. With its fast Motorola 68040 
CPU rated at 25 MHz, 120 megabyte 
IDE hard drive . six megabytes of 
RAM. and most importantly its new 
AGA chip-set, the Amiga 4000 pro­
vides a senous leap In performance 
over previous Amlga models . Along 
with releasing the A4000, 
Commodore has even adapted a very 
healthy attitude by aggressively 
advertising the virtues of the A4000 
as the ultimate video and MultiMedia 
platform In vanous video and com­
puter magazines. This new attitude 
also has Commodore, normally very 
reserved about announcing any new 
developments, actually discussing 
future plans for both the Amiga and 
cmv. 

Externally. the A4000 is slightly 
larger and boxier-Iooking than an 
Amiga 3000. Some of the external 

~- AVG 
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connectors have been moved to a dif­
ferent location or in the case of the 
SCSI port simply deleted from the 
platform. The two mouse ports have 
been moved to the left side of the 
machine. The mouse has an extra­
long cable for reaching around to the 
nght side of the machine. Along with 
the parallel and senal ports. the sin­
gle RGB and external floppy disk 
dnve connectors. the keyboard con­
nector is located on the back of the 
machine . Two RCA connectors are 
provided for audio output. Unlike the 
A3000 with its 15-pin and 23-pin 
RGB connectors. the A4000 provides 
only a Single 23-pin RGB connector. 
An adapter is provided for attaching 
a 15-pin VGA or mUlti-sync monitor. 

Internally. the A4000 has four 
Zorro-III expansion slots with three 
AmigajPC-AT compatible slots and a 
single video slot. A single dual-speed 
(880 kilobytes or 1.76 megabytes) 
high -density 3 .5 inch floppy disk 
dnve is included. with room for two 
rear and two front-mounted 3.5 inch 
dnve bays and a single front-mount­
ed 5.25-inch bay. To many people's 

• • • • • • • 

surpnse Commodore decided to use 
an IDE interface for the 120 
megabyte hard drive instead of the 
usual SCSI interface. IDE was cho­
sen over SCSI because of its lower 
cost and the relatively low use of 
SCSI devices by the average Amiga 
user. Commodore will be making 
available a 32-bit SCSI adapter. the 
A4090. for those people who need a 
SCSI Interface. 

The A4000 is very modular in 
design. allowing for the easy addition 
of memory or swapping out of the 
68040 CPU in exchange for another 
processor. Up to 18 megabytes of 
memory can be installed on the 
motherboard . with two megabytes 
allocated to Chip RAM and the rest 
fast RAM. The A4000 is currently 
shipping with 6 megabytes of memo­
ry installed . Additional memory can 
be added in the gigabyte range . 
Unlike adding memory to an A3000. 
a rather unpleasant chore that 
involves disassembling most of the 
machine, fast memory Is easily 
added to the A4000 . After removing 
two screws and sliding the metal 
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housing off. memory is conveniently ference being that the user has At the time of writing, both Scala, 
add ed on the motherboard in the between two and 256,000 colors to Inc. and InnoVision Technology were 
expansion slot compartment using work with at 320 by 400 pixels. 640 preparing new releases of their exist­
easy-to-install one-megabyte or four- by 400 pixels , 1240 by 400 pixels. ing CG software to take advantage of 
megabyte SIMM modules. etc. NTSC, PAL and VGA display the new display modes found with 

By putting the CPU on a remov- modes are available as well, includ- the AGA chip-set. 
able module, Commodore has made it ing 800 by 600 pixels. 640 by 960 In addition to video titling. both 
very easy to upgrade the A4000 to pixels and 1200 by 800 pixels. the 8-bit and HAM-8 modes are 
future processors as they become Another impressive feature of excellent for perfonning painting and 
available. Currently the 68040 CPU the AGA chip-set Is how fast opera- animation work . While HAM-8 offers 
from Motorola uses mostly CISC tions are performed when working 256,000 colors to work with. allOwing 
(Complex Instruction Set Computing) with 8-bit and HAM-8 images. At 640 for very realistiC looking images, 8-
technology. The next processor from by 400 pixels resolution, an 8-bit bit images can often have the same 
Motorola in the 68000 series, the flood-fill using DPaint AGA is com- photo realistic appearance when 
68060 , is said to be a true RISC pleted on an A4000 faster than the working with i280 by 400 or even 
(Reduced Instruction Set Computing) same operation on an A3000 at 4- 640 by 400 pixels and using dither­
processor like that found in Silicon bits (16 colors) at the same resolu- ing. As part of a comparison test, I 
Graphics workstations. Using a tion. While there is a noticeable slow- framegrabbed a 24-bit image of a 
RISC-based processor with the down when working at 1280 by 400 basket of flowers using the IV-24 
Amiga will provide for a quantum pixels resolution. the perfonnance is from GVP and re-rendered the image 
leap in performance. with vastly still very acceptable . Animation play- as both a HAM-8 and an 8-bit file 
reduced rendering times for 3D back is very smooth at all resolutions using MorphPlus from ASDG. The 
graphiCS and animations. as well. When working with both 8- HAM-8 image looked identical to the 

Tbe real news with the A4000 is bit and HAM-8, it's possible to render original framegrabbed image, while 
the introduction of the AGA chip-set . and playback photo realistic 3D ani- the 8-bit image had only the slightest 
AGA, or Advanced .qraphic.~ mations from memory (RAM anima- hint of color banding . Future 
Architecture. provides fgr\$0~~fa:n" ti:qn$1\.VitbQy'~having to perfonn sin- upgrades to Caligari24 (the 3D ani-

~~~s~~~~0~~I~~~~0~~1~S*;Y:!~~~~ri~~.~t~ttt~~4®~i~9::!(~W~~::.:: :~&J~~~tf!)~:~$~:,r.;rM~:l~~:::ed ~c ~ ;~= 
ous generation of Affiigasahd·th.ew ' of$P69900 ....... "' ;. :. · · :hHihgai1:d:p:ie.~~ii£fit,ion software 

~~~r C~i:i~St:~s 'IU1ij':I~;; ~:iW~':::~~~{J ::::~::::~~:!::::'~~~?~~~~U¥f=dit~~i~;e ~~~ !';:a~e:c~~~~;~~~:haaJd ~ ~~~~~ok~ 

~~~~~~J~;~.ii'!i~~~~, · ·· ·;=!\~i!:?~~:~P#4S:S1~~~:~~ri ~:1~ 
~rx~~~ :\~ee:r,s~:~~i~:~:.;~~~e¥i~a~~::::::?:::::~~1~fbY:?J§MRI;~a;Y::h~~~~@ggHd~:i ...•. i~~6~~:C.:'::::!~~~~io~~~a~h~-~;:~ 
new HAM-8 display mod'e- 'fHitr: pto:;:::} :A~ . a.nipP.ustry standard for detennin- JH~~Ht'i.;9g<lfws~ programs and then 
vides for an 18-bit display. Unlike irigw:haflS:::::¢<m~#le.reqbroadcast rec6'iCi'e'Cfdffectly to Videotape from 
regular HAM and its pseudo 12-bit. quality for charaah ::g:tWi ibtM~9:n i :::··:::.:: rn~m9.r.Y without haVing to perform 
4096 colors display, HAM-8 doesn't While the A3000 does have the same "' ~lrigle ~tratnel'ecording using an 
suffer from the awfuI fringing prob- super-high resolution it's limited to expensive animation controller and 
lems associated with regular HAM. displaying only four colors, inade- frame-accurate VCR. 
HAM-8 uses six bits of Information quate for professional work. With the While having a 68040 CPU and 
for 64 base colors and two bits for A4000, 256 or 256,000 colors can be true 32-bit bus helps the A4000 to 
calculating the deltas. The additional displayed with a 35 nanosecond perform real-time animation with 
colors provide a photo-realistic dis- broadcast quality signal (assuming 256 or 256,000 colors at broadcast 
play perfectly suitable for many video the genlock being used with the resolution, the A4000 benefits from 
applications such as creating still Amiga to output the Video signal is having a fOllr-hundred percent 
images and 3D animations. All of the broadcast quality as well). This is increase in bandwidth compared to 
new color modes including HAM-8 very important to the future of the earlier Amigas . Bandwidth is the 
can be used to create and display Amiga because both the Mac and the measurement of how many pixels 
animations from memory with IBM-PC now have video display cards can be addressed from chip memory 
smooth 30 frames-per-second play- that allow those platforms to perfonn per second. The AGA chip-set 
back. character generation with 8-bit. 15- achieves this increase by using 32-

Unl\ike eadier Amigas. using a bit and even 24-bit displays. In the bit chip memory for reading and 
higher resolution screen with the past one of the Amiga's strengths writing information and also using 
A4000 doesn't result in a corre- was its ability to perfonn profession- 32-bit page mode access to RAM . 
sponding decrease in the total num- al character generation with 16 col- Because of this dramatic improve­
ber of colors to work with. All of the ors. Both the Mac and the PC have ment in processing infonnation. the 
new color register and HAM-8 modes unfortunately captured part of that AGA chip-set provides sparkling per­
are available from the lowest to the market away from the Amiga formance even when playing back an 
highest resolutions. The AGA chip- because of their ability to disp 'lay 8-bit overscan ned and interlaced ani­
set is backwardly compatible with more colors. With the introduction of mation at super high resolution. 
the ECS chip-set. with the major dif- the AGA chip-set. that will change. In spite of all its new capabili-
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ties, after working with the Amiga for 
the last five years, it's surprising just 
how familiar the A4000 is to work 
with. Even with the new display 
modes and lightning-fast perfor­
mance, I felt ve ry comfortable in 
going from my A3000 to the A4000. 
While Workbench 3 .0 now supports 
256-color scree ns and has other 
improveme nts , the new ope rating 
system is still very easy to work with. 

Future planned upgrades to the 
A4000, confirme d by Commodore, 
include the addition of OSP chips 
from AT&T to the 68040 processor 
for l6-bit sound capability. While 
details were slill scarce, the OSP 
chips can also be used to aid the 
main processor for other applications 
such as 3D rendering, resulting in 
vastly reduced rendering times. 

Other planned additions for the 
A4000 include both MPEG and 
Kodak's Photo CD as well as an inter­
nal CD-ROM drive. MPEG is a com­
pression tech nology tha t encodes 
motion images and then allows those 
images to be played back in real-time 
from a CD-ROM drive. Compression 
ralios are typically about 50 to 1 
before any image degradation occurs. 
The potential of CD-ROM plus MPEG 
as a mass storage device that can 

PRODUCTS 
456 Lincoln Blvd, Sonto Monico, CA 90402 
TEL (310) 393-6650 FAX (310) 576-6383 

g~~~~ftl~~I~~~lH~~~d ·a~~f~~~~e. a;;~uo~~:~ ! ~'~'~~~ha~~'~~~l 
notice . VIS4fMaSler Co rd tes a re subJe<:! 10 a 4'- s u rCharge 
Returns must hav a RMA nutnber . ;:and be In Ofl~lnal p acks Ing 
and con(1II ion Manulacturers claims and SpOcoflcal \CnS a,. SUbJCCI 
to CfHt ng e Without naltos . N o guaranteos , I f I) In-Ipllcd l)S to 
produc i perfo r m a nce Wi t h your s ystem . H::'IVO n n lC~ d a y . 

(Maxoptix R/W OPTICAL) 
lGIG Tahitil Relurb INT FH 35ms $1500.00 
lGIG Tahill1 Rslurb EXT FH 35ms $1700.00 
lGIG Tahlti1 NEW INT FH 35ms $2100.00 
lGIG Tahllil NEW EXT FH 35ms $2300.00 
lGIG Tahlli2 NEW EXT FH 35ms $2900.00 
lGIG MaxopUx Cartridge $ 235.00 

310r$650.00 OR Box 01 10 $2100.00 

(Maxtor HARDOISKSJ 
FMT DRIVE SIZE SPEED PRICE 
340MB LXT·340 3.5in. 15ms $ 740.00 
676MB XT·8760S FH 16ms $1180.00 
1.0 GIG Panther SCSI 1111 FH 13ms $1590.00 
1.5 GIG Panther SCSI IIII' FH 13ms $1800.00 

NEW Maxtor Super Fast Super Slim Line: 
8.5 ms Read, 9 ms Write. SCSI II transler rates 
10 10MB/sec, Great lor DMl"s Digital EditMaster 
540 MB MXT-540SL 3.5in. 9ms $1060.00 
1.2 GIG MXT-1240S 3,5in. 9ms $2150,00 

-
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playback full-motion videos very sig­
nificant. Photo CD is a means of 
transferring to disc photographic 
images taken by a 35mm SLR cam­
era, etc. and then playing those 
images back on a video monitor or 
television set. It's important that 
Commodore plans to incorporate 
MPEG, Photo CD and CD-ROM with 
the A4000 as they represent the 
technologies of tomorrow. 

Whether or not Commodore 
releases a cost-reduced version of the 
A4000 is a question many people 
have been asking ever since the 
model was first displayed at 
Pasadena. Substituting a Motorola 
68030 for the 68040 CPU and 
installing less memory and a smaller 
hard drive would certainly help to 
bring the price down. Given their 
marketing history, it wouldn't be sur­
prising to see a "power-up program" 
for owners of previous Amiga models 
that allows them to purchase an 
A4000 at a substantially reduced 
cost. Commodore does plan to release 
a tower version of the A4000, compa­
rable to the tower version of the 
A3000. Contrary to rumors, the AGA 
chip-set is not mounted on a remov­
able module that allows for the easy 
installation of the fabled "AAA" chip-

set with its reported 32-bit display 
(24-bits for color information and an 
8-bit alpha channel). However, 
according to Commodore there will 
be an easy upgrade path for any 
future chip-sets under development. 

In addition to the A4000 
Commodore has released several 
other new Amiga models as well. 
Both the Amiga 600 and the Amiga 
600HD represent yesterday's Amiga 
technology neatly packaged in what 
looks like an Amiga 500 with the 
numeric keypad chopped off. Both 
models feature the same Motorola 
68000 CPU rated at 7.16 MHz and 
ECS chip-set found with the A500. 
The A600HD differs from the A600 in 
having an internal 40 megabyte hard 
drive installed. At $399.00 and 
$599.00 respectively, the A600 and 
A600HD offer the Amiga user some 
very affordable models to choose 
from but without a lot of the capabil­
ities of the A4000 and the new 
A1200. 

The A 1200 was recently intro­
duced after the A4000 at the fall 
COMDEX show in Las Vegas. With its 
68EC020 CPU rated at 14.32 MHz 
and the AGA chip-set inst alled, the 
A1200 is a powerful low-cost com­
panion ($699.00) to the A4000. 

----Co i g, ita I M i c ron i c s, Inc. "0 M I 'J 
Vivid 24 "Super High Res Graphics Rendering Engine" 

Base Board : Come with 4MB Program DRAM & 
ONE 4MB VRam Module ( IKX1K Resolution). $2750.00 
Base Video Board : Base Board with 
Broadcast Ouality Digital Video Encoder $3460.00 

C Exabyte & DAT Tape Drives) Base Renderer Board: Base Board with 
one Single Co·processor module (40 MFLOPS) $3320.00 
Base Pro Board : Base Board with 

one Single Co·processor Module (40 MFLOPS) 
exira 4MB VRam MOdule (1.6KX 1.2K Resolution) 
Broadcast Quality Digital Video Encoder $4740.00 

5GIG Exabyte EXB·8500 INT FH $2900.00 
EXT FH $3100.00 

Exabyte 8mm Tape: $25 OR 5 FOR $ 110.00 
2GIG Python SCSlliII DAT Drive: 11 MB/min 

INT 3.5" OR 5.25" HH $1150.00 
EXT $1250.00 

2GIG Turbo Python SCSl lili OAT: 22MB/min 

Modules & Olher Conliguralions Available. Call lor prices. 
OMI Zarro III SCSI-2 ControllerJRam Card: 

Expandable to 64MB 01 32·bit Ram $CALL 
Digital EditMaster "Non-linear Editing System" 

Full·mOlion JPEG Technology $2240.00 INT 3.5" OR 5.25" HH $1400.00 
EXT $1500.00 

OAT Cartridge 2 GIG: $30 OR 5 FOR $ 130.00 
HardOrlve Combo 

Olgllal EditMaster & Fast Maxtor 540 MB SCSI-2 $3270.00 
Digital EditMaster & Fast Maxtor 1.2 GIG SCSI-2 $4340.00 

(SyQuest Removable) 
44MB S0555 INT HH 20ms. Cartridge 
44MB S0555 EXT HH 20ms. Cartridge 
44MB Cartridge 

3 lor $210.00 Box 01 10 
88MB 505110 INT HH 20ms. Cartridge 
88MB 505110 EXT HH 20ms. Cartridge 
88MB Cartridge 

3 for $310.00 Box of 10 
NEW SyQuests 
88MB S05110C ReaiWrile44Ml&8IlM8 
105MB 503105A 3.5" IDE Drive 

$360 .00 
$460.00 
$ 75.00 
$690.00 
$450.00 
$550.00 
$110,00 
$990.00 

$CALL 
$CALL 

C~S~O~F_T_W_A_IR_E ____________ ~) 
ASOG's Abekas Driver: 

For use wilh Ihe Exabyte drive. allows you 10 
save video frames to Abekas format for easy, 
affordable Iransfer 10 01 or D2 

AMf BACK 2.0: wilh lape drive support 
AMfTOOLS: 

Articulated Human-lik. 
Figure lor Lightwave30 
• 60 Separate Ob)ecls 
• Complete Hierarchy 
• WALK & RUN Scri pls 
• Scripl ed iling tulor ials 
USE HIM IN YOUR OWN 
COMMERCIAL PROJECTS 

$200.00 
$ 45.00 
$ 50.00 
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Although the Al200 doesn't have any 
expansion slots for a video display 
card like the Video Toaster from 
NewTek or the IV-24 from CVP. it 
does have an internal IDE connector 
for mounting a hard drive plus an 
internal 150-pin CPU connector for 
adding a faster CPU or additional 32-
bit memory. lWo megabytes of mem­
ory are shipped with the A1200 and 
up to 10 megabytes of memory can 
be installed. An external PCMCIA 
connector is provided for adding 
extra memory. a fax model or even a 
SCSI adapter. Connectors are prOvid­
ed for standard serial and parallel 
ports plus an external floppy disk 
drive . For video applications the 
A1200 has numerous outputs 
including composite video. RF. VGA. 
SVGA. RGB analog and two audio 
connectors. making the A1200 ideal 
as a production tool for creating and 
playing back animations plus per­
forming video titling. 

Commodore has big plans for 

CD TV as well. including finally 
releasing the AVM (Advanced Video 
Mode) module that brings the 21-bit 
video display technology from Digital 
Creations' DCTV to CDTV. An inter­
nal SCSI adapter and a hard drive 
for CDTV will become available as 
well. It wouldn't be surprising to see 
both MPEG and Photo CD incorpo­
rated into COW as well. 

At the time of writing (the first of 
January) the A4000works with the 
IV-24 from CVP, Firecracker24 from 
Impulse. DCTV from Digital Creations. 
the Resolver. Vivid-24 and EditMaster 
from DMI. the OpalVision from 
Centaur Development. and the 
Harlequin from ACS . Apparently 
there is a problem that prevents the 
Video Toaster from working properly 
with the A4000. Hopefully. this will 
soon be cleared up. 
Existing software is being rewritten 
and new software being introduced 
that takes advantage of the new dis­
play modes found with the AGA chip-

~~~~ .. ~~~-

68040 series 32-bit processor clocked at 25Mhz. 

Multitasking Operating System. 
' Cr-oss:DO,S MS-DOS® file transfe r utility. 

Commodore Business Machines 
1200 Wilson Drive 

West Chester. PA 19380 
1-800 66-Amiga 

slot(200 pin) s upports high s peed memory and advanced processors. 
16/32 bit Amlga Expansion Slots (100pin) 

_ ''Thrpp peAT '" s lots . 
• "EXlten,jed 24-bit Video Slot 

DRIVES 
Built-in 3.5-inch high density disk drive [880 KBI 1.76 Kfl formatted)' 
120 MB IDE Hard Drive [formatted and preload with system software.) 

cus tom chipset produces resoluttons ranging from 320x200 to 1280x400 [more with over-

a nd PAL video resolutton s 
to 256.000 user defina ble colors displayable on screen from a color palette of 16.8 million. 

with RGB analog. VGA or multiscan monitors. 
scan rates 15 kHz - 3 I kHz 

scan rates 50Hz - 72Hz 

channel stereo sound. capa ble of reproducing complex waveforms. 
in sound buffer up to 800 KB nominal 
D 1 A converters 
volume 
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• Acousticorp Inc. 
v 2.j()7 Old Rower), Branch Rd. Gainsl'ille GA 305(}l 

Tech 1404) 534·2374 Order.; (800) 377-7476 

AMIGA 4000 ......................... $2799.00 
,AMIGA 2000 ....... .. ...... .. .... .. .. .. $799.00 
AMIGA 500 wI Imeg .. .... .. .... .. $500.00 
AMIGA I084sd monitor ........ . $289.00 

From DKB 

DKB 2632 I G-Loc'k. ............... Ca'll 
Multi Start 11 

I Amiga Vision Pro .. 99.50 
Kwik Start " 
MegaChip 2(0)/500 Oustom Systems 
Insider 1I 1.5 designed to meet 
Secure Key your needs! 

Consultants for - all phases! .... 
Let our authorized AMIGA service shop = and personal service delete your problems 

Visa. Mastcn:ard, Discove r. and C.O.D. 
UPS delive ry. C all for price and 
availability of othe r Amiga produc ts . 
Governmcnt & sc hool Discounts. 

-. ACS [VISA I 
5344 Jimmy Carter Blvd. 

Norcross, GA 30093 

(404) 263-9190 or 1-800-962-4489 
FAX (404) 263-7852 

VideoToaster Workstation 
$3895.00 

Complete AB Roll Editing 
Under $13000.00 

Toaster Toolkit. ....... .......... .. ...... $149.00 
TREXX Professional... ........ ........ $89.00 
KaraFonts for Toa.ster ...................... Call 
Toast Master .... ................ .. ...... .. $119.95 
Wipe Master ........ .. ......... ...... ..... $129.95 
Nucleus Per.lOnal SFC .. ...... .. .... . $369.95 
DPS TBC III .... ........ .. ...... .. .............. Call 
Kitchen Sync ............... ............ $1549.00 
Showmaker .... ...... ....... ..... ......... ....... Call 
Video Director .. .. .. ............. ............ .. Call 
Art Department Pro ......... .. ..... ... $179.95 
ADPro Conversion Pack .. ........... $69.00 

Many VideoTooster products are in stock. 
Prices subject to change without notice. 
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set. Besides Caligari24. Scala 
Multimedia and Scenery Animator, 
Electronic Arts is releasing a new ver­
sion of Deluxe Paint (Deluxe Paint 
AGA) that has all of the drawing and 
animation capabilities of previous 
versions but now provides support 
for all of the new display modes 
including HAM-B . InnoVision 
Technology should be releasing a 
new version of their CG software 
Broadcast Titler that supports the 
AGA chip-set. and Digital Creations 
will be releasing a new 24-bit paint 
and animation program called 
Brilliance that supports all of the new 
display modes found with the A4000 
and A1200. Finally, the image pro­
cessing software ADPro 2.1 and 
MorphPlus from ASDG as well as 
ImageFX from GVP support the AGA 
chip-set. 

With both the A4000 and the 
A 1200, Commodore has finally 
released some new models that puts 
the Amiga on a even fooUng with the 
Mac and PC and even surpasses 
those platforms in some areas. New 
hardware and software is becoming 
available such as the OpalVision and 
Scala Multimedia that will help to 
assure the Amiga's future . While 
Amiga developers are hard at work 
introducing products that support 
the new Amiga models, it would be 
nice to see some name-brand video 
and broadcast hardware and soft­
ware developers such as Truevision 
and AT&T supporting the Amiga. The 
Mac has certainly benefited in the 
video market from having Truevision 
develop a version of their Vista dis­
play board as well as AT&T releasing 
CG software fqr the Mac. While the 
introduction of the A4000 certainly 
proves that the Amiga is the ideal 
computer platform for performing 
video applications with, die-hard Mac 
and PC users won't be convinced of 
this unless they see familiar names 
such as Truevision. etc. developing 
products for the Amiga. Commodore 
and all of the Amiga developers are 
doing their fair share to promote the 
Amiga. Perhaps it's up to us, the 
people who use their Amigas every­
day for video applications , to help 
convince other video professionals 
that the Amiga is the platform of 
choice. 

--- ------------ --
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What's the fuss about 24 bit? 

How and Why it Works 

The Olden Days 
Many of us old timers remember 

the heady early days of the Amiga. 
How it pushed the quality of 12 bit 
graphics to the limit. While all the 
other computers where capable of 
displaying a maAimum of eight, six­
teen. or possibly 32 colors. the Amiga 
blew them away with an amazing 
4096 color pallet. Not only could it 
display all 4096 colors at one time, 
they could be used to create stun­
ning real time animations of ball 
bearing men juggling mirrored balls. 
Four thousand plus colors seemed to 
be more then we would ever need . 
Remember the HAM wars? Photon 
Paint seemed to have been the win­
ner. though they may have won the 
batHe and lost the war. Photon Paint 
vanished from the scene and Deltu:e 
Paint picked up the slack by finally 
adding HAM capabilities to its 
already powerful arsenal. Then the 
Amiga performed what many at the 
time had considered heresy. It began 
presuming that it could be used to 
produce professional video. While the 
native four thousand colors was suf­
ficient for taking over many tasks in 
many of the areas of high end video 
equipment. for true photo realism it 
just was not enough. To make mat­
ters worse, not all 4096 colors where 
useful for video. This is really more of 
a problem with the NTSC standard 
then with the Amigo. Nearly a quar­
ter of the possible colors are to "hot" 
for normal video. On the other end, I 
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have found about a dozen values 
that are indistinguishable from black 
when dumped to video. By restrict­
ing the pallet to only what is video 
"legal". our choices are reduced to 
around three thousand. Because the 
eye refuses to perceive colors in a 
precise mathematical manner caus­
ing noticeable banding on gradients. 
Some color spreads will flow smooth­

your productions need to have 24-bit 
capability? Depends. we are still not 
quite up to doing broadcast quality 
real time 24-bit animation. though 
DC1V is knocking at the door. and if 
you have the facilities to lay down 
single frames the question is moot. If 
you are a budget conscious vide o 
maker and are not interested in 
doing single frame animation. can 
you justity purchasing a 24-bit dis­
play device? Definitely! For exam­
ple. the afore mentioned DCTV is a 

ly from to the next but 
others will have 
noticeable jumps, 
often referred to as 
"HAM Boning". While 
it is possible to 
achieve some amazing 
results with in these 
limitations, it takes 
much patience and 
time. Patience and 
time is often in short 
supply in video pro­

_-----------... amazing tool for the 

duction. 

What is the answer? 
24-bit Miracles 

The kids do not 
remember it, but it 

Two years ago 
the only way to 

output 24-bit 
images from 
your Amiga 

was to install a 
bridgeboard. 
and use a 24-
bit Targa card. 

was only about two , •••••••••••• 
years ago that the only 

video producer. Not 
only will it display 
24-bit images 
(which is the only 
thing that many 
IBM 24-bit cards do 
at ten times the 
price), it can frame 
grab full color. and 
manipulate them in 
its full featured 
paint program. 
Though the compos­
ite out put of the 
DCTV unit is not the 
best available for 
the Amiga. it is 
quite usable for 
most applications. 
and the unit itself 

way to output 24-bit images from 
your Amiga was to install a bridge­
board, an IBM emulator card. and 
use a 24-bit Targa card . Today the 
situation is reversed. the Amiga com­
munity has economical high quality 
24-bit display devices coming out of 
our ears, and IBMs are still pretty 
much stuck with Targa boards . Do 

has set a standard and a price chal­
lenge for Amiga 24-bit deviCes. 

Binary and the Color Pallet 
Whether you are using an exter­

nal device lik€ DCTV. or interna l 
cards like the IV24. Firecracker, or 
the Video Toaster. the 24-bit pallet 
adds up the same. Let us take a look 



at what we are actually talking about 
when we say 24-bit. 

"Bit" is a term used in describ­
ing a piece of binary information. By 
now everyone has heard the comput­
ers use the binary language that con­
sists of a "series of ones and zeros." 
This makes it sound a bit more eso­
teric then it actually is. 

Here Is a quick lesson in counling 
in binary. Counting In b inary Is 
~ust like counting normally, b u t you 
eliminate the numbers 2 through 9 . 
Ifhls gives you a seque nce like this: 

o 
1 

10 
11 

100 
101 
110 
III 

1000 
Can you see the pattern? ----

While this does not appear to make 
sense in a base ten system. what we 
normally use. see how il adds up in 
a binary system. Instead of carrying 
over to the next deCimal place every 
time we reach ten . we do it for every 
time we reach two. (A friend of mine 
is fond of saying" if God had meant 
for us to count in binary. h e would 
have given us two fingers .") Simply 
remember that every place in a bina­
ry number is exactly double of the 
place that precedes it. 

Here Is a chart s howing the values 
of the places. 

4096 
2048 
1024 
512 
256 
128 
64 
32 
16 
8 
4 
2 
1 

/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 
/0/ 

Do some of those numbers look 
familiar? Think of how many times 
those numbers show up when deal­
ing with anything concerning com­
puters and programs. See what hap-

pens if you add up the values of the 
first 12 positions 

(the binary number 111111111111): 

1+2+4+8+16+32+64+128+ 
256+512+1024+2048 = 4095 

If you include the value 
000000000000. it gives you 4096 
possible combinations. Now where 
have we heard that number before? 
When the computer is decoding the 
color value of an individuals pixel. it 
takes the those 12-bits and breaks it 
into three four bit components, four 
each for red. green. and blue. 

RED GREEN BLUE 
0000 / 0000 / 0000 

If you add up the first four values in 
the binary sequence. 1+2+4+8, and 
include the value 0000. you get 16 
possible increments of each individ­
ual color. By multiplying the number 
of possible values of each color. 
16x16x16. you get the total number 
of possible colors. This number hap­
pens to be 4096. This all fits together 
very nicely. doesn't it? If the artists 
out there are having trouble conceiv­
ing how this relates to making pretty 
pictures. I have worked really hard to 
come up with this analogy. The 
Analogy Imagine if you had a job in 
company that mixed paint. At your 
station you have three pipelines car­
rying pigment. one red. one green. 
and one blue. On each pipeline you 
have a valve that has 16 positions, 0 
through 15. By using the same 
math on the valves as we had for the 
binary values, we come up with a 
possible 4096 different colors of 
paint. So what ha ppens when we go 
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to 24-bits? At first glance you might 
think that 24-bits would only give 
you twice as many options as 12-
bits. but look at how it breaks down 
in binary: 

RED GREEN BLUE 
00000000 / 00000000 / 00000000 

Instead of four bits per color. the pix­
els now have eight bit.s apiece. By 
referring to the previous chart of 
binary values. you can calcula te that 
you can have a 256 possible incre­
ments for each value. By multiplying 
the number of possible values of the 
red , green. and blue. you come up 
with the number 16,777,216. This is 
were the much vaunted 16.8 million 
colors comes from. Thinking back 
about our pigment pipeline analogy, 
we have replaced our 16 position 
valves with ones that have 256 possi­
ble settings. that is a lot of cans of 
paint. Hopefui'ly. this has taught you 
some of the basics of binary and 
cleared up some of the mysteries of 
the relationships of bits and pallets. 
I hope the theory hasn't scared any­
one off. because it apply as much to 
a C64 as it does to Sun Workstation 
running Wavefront software. The 
Amiga has been a n instrumental 
force in the role of bringing desktop 
video to the masses. Not just 
because of the power of the peripher­
als that it uses, but aliso in the chal­
lenge It has served to every other PC 
platform. It could happen that there 
will be future devices with the power 
to blow the Amiga out of the water. 
but they will only exist because the 
Amiga charted the river. 

SPECIAL OFFER , , • • 
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• • 

FOR 

AMIGA VIDEO/GRAPHICS 
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12 Issue of Amiga Video/Graphics for : 

$27.95 US 
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(Overseas Subscribers add $36.00 US) 

Don't Miss This Opportunity to Take Advantage of 
this great deal. 

Call today at (408) 758-9386 
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L Matt Drabick -Y 
REAL-TIME RENDERING 
WITH THE VIVID-24 
As satisfYing as it is to create 24-bit 
three-dimensional animations using 
a computer. the process has always 
been a little bit frustrating due to the 
fact that each individual frame must 
be recorded one at a time using a 
frame-accurate VCR with an anima­
tion controller. With the advent of 
the Vivid-24 from Digital Micronics 
Inc . . real-time rendering of three­
dimensional 24-bit images for anima~ 
tion purposes is now possible using 
the Amiga. 

The Vivid-24 is a sing}e card 
that uses one of the Zorro-lII expan­
sion slots inside an Amiga 3000 or 
Amiga 4000, leaving the video slot 
free for a Video Toaster. IV-24 or 
OpalVision display device. Because 
the Vivid-24 requires a 32-bit bus. it 
won't work with the Amiga 2000. A 
VGA-style RGB monitor connector. 
three RCA composite video connec­
tors and one Y IC four-pin video con­
nector are provided for input and 
output purposes. The Vivid-24 is 
capable of locking to an external 
sync Signal such as blackburst and 
can output either NTSC or PAL com­
posite video as well as Y IC video for 
use by S-VHS and HI8 video produc­
tion equipment using the optional 
video encoder module. 

The Vivid-24 uses the 
TMS34020 graphics processor from 
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Texas Instruments, the same proces­
sor used by the Rambrandt from 
Progressive Peripherals and Software. 
DMI chose the TMS34020 processor 
over other high-speed producers 
such as the Weitak processor or the 
i860 processor from Intel because 
the Texas Instruments family of 
TMS340 processors are well docu­
men ted and there is an abundance of 
graphics libraries and compilers 
available for the processors world­
wide. DMI has a great deal of experi­
ence developing high-reso[ution 
graphics rendering engines for the 
Amiga, having released the 8-bit 
Resolver over a year ago. Besides 
offering only 8-bit instead of 24-bit 
color. the Resolver differs from the 
Vivid-24 in using the TMS34010 
processor which doesn't allow for the 
addition of math coprocessors. The 
ability to add up to four math 
coprocessors to the TMS34020 main 
processor used by the Vivid-24 
results in Significantly reduced ren­
dering times for 24-bit still images 
and animations. 

In addition to sharing the same 
processor used by the Rambrandt 
board. the Vivid-24 uses the SAGE 
graphics environment jointly devel­
oped between Progressive Peripherals 
and Software and DMI. SAGE stands 
for Standard Amiga Graphics 
Environment. The Vivid-24 is one of 
the first devices that offers retarget­
table graphics or RTG for the Amiga. 
Retargettable graphics simply means 
that the hardware becomes transpar­
ent to the software, allowing multiple 
versions of the same software to be 

used by various display devices that 
support the SAGE standard. This 
eliminates the need to write special 
versions of a particular program to 
work with different display devices 
and greatly Simplifies the software 
developer's work. When Commodore 
finally releases the version of 
Workbench 3.X that incorporates 
RTG. SAGE will integrate neatly with 
it. 

In addition to rendering complex 
24-bit images in near real-time. the 
Vivid-24 is capable of generating 
extremely high resolution images. 
While the basic board offers 1024 by 
1024 interlaced pixels resolution, 
additional Video memory modules 
can be added to the board for up to 
2048 by 2048 (2K by 2K) interlaced 
pixels. The advantage of working 
with such high-resolution display 
modes for video applications is 
extremely smooth-looking images 
and photo realism. A Silicon Graphics 
workstation, often used to produce 
animations used in high-end televi­
sion commercials, typically operates 
at 1280 by 1024 pixels and can pro­
duce stunning results thanks to the 
high-resolution display mode being 
used. 

With a list price of $2995.00, the 
basic Vivid-24 board comes equipped 
with the TMS34020 processor oper­
ating at 40 MHz and a single four­
megabyte video memory module 
offering interlaced resolutions up to 
1024 by 1024 pixels . Up to four 
video memory modules can be added 
for a total of 16 megabytes of video 
memory with up to 1280 by 1024 



non-interlaced pixels and 2K by 2K interlaced pixels. The 
video memory can also be used as system memory by the 
Amiga. To aid the main processor in performing its work, 
up to four TMS34082 math co-processors can be added 
to the board. Each math co-processor is rated at 40 
MFLOPS (Million Floating Point Operations Per Second) 
and can draw 25,000 shaded polygons per second. When 
all four video memory modules and four math co-proces­
sors are added to the Vivid-24, the board is rated at 160 
MFLOPS and capable of drawing 100,000 Gouraud-shad­
ed, lO-pixel by lO-pixel polygons per second at up to 2K 
by 2K pixels resolution when working with an Amiga 
3000 or Amiga 4000 equipped with a Motorola 68040 
CPU. This compares very favorably with the 70 MFLOPS 
generated by a Silicon Graphics 4D/480 VGX system with 
a list price that approaches $200,000. Compared to a 
stock Amiga 3000 equipped with a 25 MHz 68030 CPU, 
the fully-equipped Vivid-24 has 100 times the rendering 
speed of a plain vanilla Amiga 3000. It's possible to use 
the Vivid-24 to create 24-bit, three-dimensional anima­
tions and record them in real-time to a VCR or optical 
disc recorder at thirty frames per second, depending on 
the complexity of the images being produced. 

The Vivid-24 is shipped with four megabytes of pro­
gram memory for running applications with. An addition­
al four megabytes of program memory can be added if 
desired. To help make the board operate more efficiently, 
32-bit Static RAM is included with each math coproces­
sor and is shared between the main processor and the 
math chips. This provides for a memory buffer that can 
be evenly divided between the application being run and 
the calculations being performed. When multiple math 
coprocessors are added to the Vivid-24, one math chip 
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A rendering 
done using 

the speed Of 
the Vlvld24. 

can be used 
to calcula te 
the object 
being creat­
ed. another 
math chip 
can be used 
to calculate 

the light source, a third math chip can be used to calcu­
late the color of the object being generated. and so on. 
Because the board is extremely efficient when equipped 
with all four math coprocessors, even complex images 
designed in LightWave or Imagine can be generated in 
less than a second when using the Vivid-24 as the ren­
dering engine. 

It's important to understand that while a high-reso­
lution 1024 by 1024 pixels image can be extremely realis­
tic looking thanks to the smaller pixel size being used. it's 
not possible to record such a resolution directly to video­
tape. Instead, a device known as a scan converter must 
be used to convert the images to a video resolution in 
real-time. Scan converters are available from a number of 
manufacturers including YEM America and Lyon Lamb. 
The Vivid-24 itself has the capability to scan-convert 
1280 by 1024 pixel images a frame at a time for single­
frame recording purposes using the available digital video 

GOWHERE, 
NOAMIGAHAS 

RE,NDERED 
BEFORE! 

• Render Thousands of 
Shaded Polygons per Second 

• Full 24-bit Color with 
8-bit Alpha Channel 
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Call DMI for more information 
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Digital Micronics, Inc. 
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Vivid 24 is a Irademark of Digilal Micronics Inc. 
IlIuslration counesy of Mall McDonald/lnsync Produclions. 
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encoder chip, one video memory 
module and special algorithms 
included with the board. The digital 
video encoder chip can be used to 
output video resolution images orig­
inally created at 768 by 482 pixels 
in real-time, bypassing the need to 
perform scan converting at the 
expense of having to work with 
lower resolution images. 

Because the Vivid-24 is capable 
of generating extremely high-resolu­
tion interlaced and non-interlaced 
RGB output. the user will want to 
use an RGB monitor that can accept 
at a minimum an 800 by 600 pixel 
non-interlaced display such as the 
Commodore 1950 multi-sync moni­
tor. Such a monitor can also dJsplay 
the board's interlaced 1280 by 1024 
output. While more expensive, the 
best overall choice is a monitor such 
as the NEC 6FGX that can work with 
the Vivid-24's 2K by 2K interlaced 
pixels high-resolution output. 

Included with the Vivid-24 are a 
number of programs including DMI­
Workbench , DMI-Render, DMI-7'uJeek, 
SAGE, TVPaint from TecSofl of 
France, and the TMS340 Graphics 
Library or TIGA (lhe industry-stan­
dard Texas Instruments Graphics 
Architecture interface) for the Amiga. 

DMI-Workbench copies the 
Amiga's workbench display to the 
Vivid-24's Video RAM using direct 
memory access or DMA for super­
fast screen refresh . Only one monitor 
is required when using the Vivid-24 
for displaying either the Amiga work­
bench or SAGE applications. When 
running a SAGE application the 
workbench screen will vanish and 
the application being run will appear. 
The Amiga workbench display will 
then return after quitting the SAGE 
application. 

DMI-Render is designed to 
import 24-bit 3D files from programs 
such as Imagine, LightWave or Sculpt 
and render them as Phong or 
Gouraud shaded objects in near real­
time. DMI-Tweek is a utility that 
allows the user to easily select what­
ever resolution they want the Vivid-
24 to display . After power-up the 
board will display the default resolu­
tion, typically 640 by 480 pixels. The 
horizontal and vertical resolutions 
plus the screen refresh rate can be 
adjusted to any setting, allowing the 
Vivid-24 to send the correct output 
to any display or recording device. 

TVPaint has replaced DMI-Paint 
as the resident paint program bun-
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IFF-24, Targa, JPEG, and Rendition 
(the file format used with Caligari 
from Octree Software)image files as 
well as alpha channel (MASK) files. 
Images can be digitized directly into 
Animator Broadcast, and VLAN sup­
port will be available for digitizing 
entire sequences of frames for roto­
scoping purposes as well. The soft­
ware will also provide support for 
DMI's EditMaster JPEG board , which 
allows video from a camera or VCR 
to be recorded directly to a hard 
drive in real-time as compressed 

JPEG files. Each file can then be 
died with the board. TVPaint is an loaded into a paint program and 
extremely powerful 32-bit paint pro- manipulated, then sent back out in 
gram with a full complement of stan- real-time and recorded to a VCR or 
dard drawing tools. Alpha channel optical disc recorder. 
support is included for varying the The package consists of five 
degree of transparency of objects interactive modules, Mask, Process, 
over the background. TVPaint also Combine , Paint and Animate. The 
has its own convolution matrices for Mask module controls the alpha 
processing images with. Images can channel and provides 256 levels of 
be sharpened, blurred. etc .. just like transparency for combining images 
the convolution matrices found with and objects . The Process modul e 
Art Department r------------... offers image manipu-

'A rendering done using Vivid24. 

ProfeSSional from OM I-Render is lation such as water 
ASDG. Both Art color, line art, pos-
D epa r t men t designed to import terization, mapping 

Professional and 24-bit 3D files from textures to spheres 
Image Master from and more. Various 
Black Belt Systems programs such as filters are included 
will offer support for for increasing image 
the Vivid-24 as well. Imagine. LightWave sharpness, reducing 

Consistent with 3D. or Sculpt and noise and perform-
the nature of the ing antialiasing. The 
board, various 3D render them as Combine module 
programs are being Phong or gouraud allows the user to 
prepared to take composite two or 
advantage of the shaded objects in more images togeth-
Vivid-24's lightning- near realtime, er. The alpha chan-
fast rendering speed. nel can be used with 
SAGE versions of the Combine module 
Real3D from Activa 
International, Inc. , 3D ProfeSSional 
from Progressive Peripherals and 
Software and Surf-X, a 3D modeler 
and renderer from Canadian 
Software Developers will be available. 
Expect to see other 3D programs 
being written to work with the board 
as well. 

Animator Broadcast, developed 
by Vision Images of Denmark, is an 
integrated graphics software package 
for the Vivid-24 . While the software 
wasn ' t available in time for this 
review, the information provided by 
DMIon the package was very impres­
sive. Combining 32-bit painting, 
image processing, digital video 
effects , two-dimensional and multi­
layered animations and more, 
Animator Broadcast will work with 

to provide varying 
amounts of transparency between 
images. The Paint module offers 
additive and subtractive functions, 
rub through and more. Finally, the 
Animate module allows for up to five 
layers of images or animations to 
occur at the same time. All of the 
modules are interactive with each 
other, providing for endless possibili­
ties. With a list price of $2999.00, 
the package is definitely on the 
expensive side for the Amiga market 
but combined with the Vivid-24 cer­
lainly has the poten tial lo be an 
extremely powerful system for creat­
ing graphics and animations with. 

Because a 24-bit 2K by 2K reso­
lution image is approximately a 16 
megabyte file, it's important to use a 
hard drive, preferably a very large 



one, when working with the Vivid-24. DMI provides the 
ideal solution for working with large image files by using 
their removable media floptical drive. The DMl floptical 
drive is a SCSI device for the Amiga 2000 and 3000 with 

Vivid 24 provides 
the Amiga user with 
the ability to pro­

duce 24-bit 3D ani-
mations in real-time 
without the need to 

perform single­
frame recording. 

both internal and exter-
naI versions available. 
The external version 
that I worked with easily 
connected to the SCSI 
port on the back of my 
Amiga 3000 using the 
included cable. Because 
the drive is designed to 
work with Macs. PCs 
and Unix workstations 
as well as the Amiga , it 
must be initialized for 
the Amiga using the 
HDToolbox found with 
the Amiga's operating 
system. Once initialized. 

the floptical drive can be treated just like a regular Amiga 
floppy disk drive. 

The removable disks used by the drive cost about 
$20 and look like a standard three-and-a-half inch floppy 
diskette. An optical track is embedded on the back of the 
diskette just like an audio CD. The floptical drive uses 
the track for accurately placing the drive's magnetic head 
over the floptical diskette, providing for Significantly more 
data to be stored onto the diskette compared to a regular 
floppy diskette . Each diskette can hold about 20 
megabytes of information after being formaUed. With an 
access time of about 65 milliseconds, a floptical drive is 
nearly as fast to read and write to as most hard drives. 

Depending on the complexity of the images being 
rendered, the Vivid-24 provides the Amiga user with the 
ability to produce 24-bit 3D animations in real-time with­
out the need to perform single-frame recording. Even 
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complex images created with standard 3D programs such 
as LightWave or Imagine can still be rendered in less than 
a second per frame . The Vivid-24 also offers the ability to 
render images using up to 2K by 2K resolutions for scien­
tific and medical imaging, photo-retouching purposes as 
well as high-end animation work. Because of its modular 
design, the board can be outfitted as an extremely fast 
rendering engine, a high-resolution display board or 
both. With an abundance of 3D software available to sup­
port the board, the Vivid-24 should prove to be an out­
standing high-resolution 3D animation system for the 
Amiga. 

DMI 
2075 Corte Del Nogal, Suite "N" 

Carlsbad, CA 92009 
(619) 931-8554 

(619) 931-8516 (FAX) 

ASDG Incorporated 
925 Stewart Street 

Madison, WI. 53713 
(608) 273-6585 

Black Belt Systems 
398 Johnson Rd, RR-1 

Box 4272 
Glasgow, MT. 59230 

(800) 852-6442 

Specifications for the Vivid-24 

umber of Video 
mory Modules 

1 

2 

3 

4 

RESOLUTION CAPABILITIES 

MB of Video 
Memory 

4MB 

8MB 

12 MB 

16 MB 

Maximum Programmable 
Resolution 

1024 by 768 
1024 by 1024 

1280 by 1024 
1600 by 1280 

1280 by 1024 
2048 by 1536 

1280 by 1024 
2048 by 2048 

Video Modes 

Non-interlaced 
Interlaced 

Non-Interlaced 
Interlaced 

N on -In terlaced 
Interlaced 

Non-Interlaced 
Interlaced 
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With AVid's new ownership and management 
comes a change in the focus of this column. Rather than 
wholly concentrating on video and graphics-related freely 
distributable Amiga software, we'll now open our horizons 
beyond those specific areas of interest, and also include 
all manner of utility software. art, animation's, audio, 
music, and, from time to time even some games. Thus 
this monthly column will revert more to the flavor of the 
one I used to write for the sorely-missed .info magazine. 

Again, there'll be many sources from which you can 
acquire the software described here. ALL files listed will 
always be available via The Portal Online System. where I 
run The Amiga Zone. As of this writing we have over ONE 
GIGABITE of Amiga software in the Zone, including all 
790 current Fred Fish disks plus three dozen other 
Amiga-specific software libraries covering the entire 
galaxy of freely-distributable goodies. With our unlimited 
disk space, we don't have to delete files to make room for 
new ones. We have very fast batch-Zmodem downloading 
and you can access the service in many ways: dial it 
direct, dial it through the SprintNet and Tymnet X.25 
packet networks, or use the UNIX "telnet" or "r!ogin" pro­
grams to connect to Portal from an existing Internet­
capable account you may already have somewhere else. 
Portafs BBS-style "front-end" takes the fear out of using 
a UNIX-based service. 

Ifyou're not a Portal subscriber you can get more 
Infonnation by dialing 1-408-973-9111 and talk to a cus­
tomer service rep. 

My involvement with them aside, Portal offers 
Amiga users MORE Amiga stuff, and at a lower cost than 
any other dialup service you could name. Still, the files 
described here will likely be availab~e on the other pay 
services, and eventually also propagate out to user-run 
BBSes. user group disks of the month. and commercial 
re-sellers of freely distributable software. So. as the say­
ing goes, "check around." With the housekeeping out of 
the way, on with the show! 

Filename: AVPLYR24.LHA 
author: Commodore BUSiness Machines Inc. 
purpose: to play AmigaVision "flows" 
status: Copyright by freely distributable 

Generally speaking, all Amiga-based commercial 
products which can create MultiMedia presentations also 
include a player program which one can include with 
one's creations, so folks who don't own the product can 
see your work. Director has its Projector. Scala. its 
ScalaPlayer. MovieSetter, its Movieplayer. This has been 
pretty much standard practice for years. The one major 
holdout, though has been Commodore. Up until now, if 
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you wanted to play some AmigaVision presentations. you 
had to own AmigaVision to do it. Well, at long last, a play­
er for AmigaVision-created MultiMedia projects, known as 
"flows" is here. 

With the release of its new upscale AmigaVision 
Professional, Commodore has finally acquiesced to years 
of user demands and given us a freely-distributable flow 
player. Now you don't have to buy the AmigaVision pack­
age itself to play its creations! AVPlayer Version 2.04 has 
no interface and is intended to be run as a CLi/Shell 
command. although the included documentation explains 
how you can chain it to an lconX-driven WorkBench icon 
if you want or need to. The player comes with four 
AmigaVision-specific libraries which must be installed In 
your SYS:Libs directory if your flows use certain features 
of AmigaVision. Well. just go ahead and install the 
Hbraries anyway, they won't take up much disk space. 
There's really not much more to say about AVPlayer. U's 
here. and it works. So ifyou've never bought 
AmigaVision. you can go back and download many won­
derful AV-created goodies that you never had any way to 
play before, and there are some truly amazing ones out 
there. Check The Amiga Zone's Multi/Hypermedia file 
library for some excellent AV flows. And , thank you 
Commodore. 

Filename: WBICONS.LHA author: Mike Crossmire (mike­
c@cup.portal .com) 
purpose: beautiful WorkBench 2.04+ icons 



status: Copyrtght but Freely Distributable 
Speaking of AmigaVision, you've no doubt admired 

the exquisitely rendered faces of the draggable 
gadgets/graphs in its interface. The Amiga artist who 
designed those little beauties was Mike Crossmire. Mike 
has now released an entire suite of gorgeous icons suit­
able for use under WorkBench 2.04 or up. 

Now I've seen a lot of collections of user-made icons 
over the years, and I'm sure you have too, but feast your 
eyes on these babies. The creation of eye-appealing icons 
is really an art in itself. and Mike is nothing less than a 
master of this art of miniatures. There's such a good 
supply here that you can truly revamp the entire look of 
your 2.04+ WorkBench by replacing the stock 
Commodore icons with the ones from this collection. 

Filename: KINGFISHER115.LHA author: Udo 
Schuermann (walrus@wam.umd.edu) purpose: a modem 
Fish Disk management database 
status: Copyright but Freely Distributable 

As I \wite this. the Fred Fish collection of freely dis­
tributable Amiga software is approaching its milestone 
BOOth disk. There's really nothing else like the Fish col­
lection available for any other brand of computer. proba­
bly because no other platform has a saint like Fred Fish 
performing a senrice like this for nearly B years. This 
represents an absolutely enormous amount of material. 
Many individuals and user groups collect every disk, or 
have them on CD-ROM from such publishers as 
Hypermedia Concepts. But when a disk collection grows 
beyond its frrst few dozen. managing it - finding some­
thing in it when you need it, can be a major hassle. Thus 

the need for a database program to index the whole col­
lection and let you browse it and locate indiVidual pro­
grams and files quickly . There have been any number of 
Fish Disk specific databases released over the years. 

KingFisher is the newest and best so far. Its list of 
features includes: - Maintains a split database across 
multiple disk volumes. - Searches this database more 
than 3 times faster than Aquarium, - Offers a program 
name index for extremely fast location of programs by 
name. - Adds new fish directly from Contents files or 
Usenet postings. even from multiple concatenated post-
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Ings or email contents files. - Fish can be deleted from 
the end of the database to undo errors. - Database is a 
line-oriented text file accessed through index. that can be 
modified by hand and then reindexed. - Flexible print 
and export functions with search filter. - Select from mul­
tiple different search strtngs. - Limit searches to a portion 
of the database. - Follow version links to older or newer 
versions of software, - Maintain multiple different "book­
marks" into the database. - Supports proportional and 
scalable fonts for description text, - Uses the display 
database under 2.0+ and has limited support for over­
scan, PAL. and interlace resolutions under 1.3 - Strtng 
gadgets optionally kept active for keyboard comfort. - Full 
configuration saved between executions, - Iconifies to 
save Chip RAM (46K). KingFisher has been upgraded fre­
quently since it was first released just a few months ago. 
as people found little bugs that needed to be squashed. 
so 1.15 may not be the latest when you go to get your 
copy. This is a wonderful program with a very specific but 
sorely-needed purpose. 

Next month. more of the hottest (and the coolest) 
Amiga freely- distributable software. 

Public Domain Software is a regular AVe column 
about low cost and free useful products for Amiga 
ProfeSSionals. Author Harv Laser is well-positioned to 
know about such things, being the coordinator of the 
Amiga area on Porta/. a national information service. 
Contact Harv via this publication. or directly via these 
online addresses: 

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

Discover the Portal Online Systems, the Home of 

THE AMIGA ZONE 
The best online SIC Jor the serious Amiga Enthusiast 

MEET THE AMIGA EXPERTS 

THE BESf FILE LIBRARY ANYWHERE 

AUIDMA1EYOUR SESSIONS WllH fDRrAIX 

1HEVENOORARFA 

RFACHOUfW lHE WORlD FDR PENNIES A DAY 

Allforaflat-rntmonthlyfeeof$19.95* 

*Hus one-time startup chaIge of$19.95. 

SprtntNetfIYmnet charges extra. 
*Internet ~ and Shell acress are included. 

Call for complete pricing details. 

PORT6L 
Portal Communication Company 

20863 Stevens Creek Blvd .. Suite 200 
Cupenino. Ca. 95014 

408-973-9111 (voice) 408-725-0561 (data) 
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Animating a Lightning Storm with 
DPaint IV! 

I love to watch a full blown elec­
trical storm roll over the Vermont 
ridges in the heat of a summer night. 
You can see Lhem approaching from 
miles away if you ' re positioned on 
one of the heights. Clouds swirling 
with the wind. internally set aglow 
from electric explosions. and every 
once in a while sending a sliver of 
blue-white lightning to the ground. It 
sort of puLs you in your place. realiz­
ing how insignificant we are com­
pared Lo natural forces. 

Amiga animators can simulate 
many natural materials and events 
on their computers. This article win 
walk you through Lhe creation of ani­
mated storm clouds in a step-by-step 
procedure. It requires that you have 
an Amiga with at least a meg of 
memory. and a (legally purchased) 
copy of DPaint IV (from Electronic 
Arts). It also assumes that you have 
some general experience with using 
your Amiga as an artistic tool. and 
that you have a modicum of control 
over the mouse as well. Other then 
that. your close attention to the pro­
cedure should result in storm-cloud 
success! Let's begin. 

We will be working in Lo-Res for 
this example. though I suggest work­
ing in Hi-Res or HAM for Videotape 
suitable results. Better yet. use the 
new Amiga-4000 256 color Hi-Res 

30 Amiga Video/Graphics 

modes on the DPaint upgrade . or 
with Digital Creation's "Brilliance". 
Some users may want to enhance 
this tutorial by applying it to an 
OpalVision 24bit animation as well. 
Starting in Lo-Res. however. gives us 
quicker screen refreshes for experi­
mental purposes. So first. boot up 
DPaint and choose "OK" when the 
screen resolution gadgets pop up. 
The Default is Lo-Res, 32 colors. 
Please refer to your DPaint IV manu­
al if the directions presented here are 
either too incomplete or confusing for 
you to interpret. It is assumed that 
you have some experience with 
DPaint before hying to duplicate this 
tutorial. Bring up the Color Palette 
by striking the up" on the Amiga key­
board ( re 1 top) . We are going Lo 

Figure 1 

ning. You may also opt to use yellow­
whites for the lightning. On the 
range of colors in front of you are 32 
color pots. Select #3 and make it a 
medium blue, and spread this color 
to pot 18 which you have made a 
pure white. Now create a spread of 
color from pot 19 to pot 32, making 
it a range of grays from dark to pure 

white . Exit the color palette. 
Now bring up the "Range" 

requester (Figure I Bottom) by hit­
ting the Control key [CTRL} and the 
"r" key at the same time . DPaint IV 
allows you up to eight separate 
ranges of color. If you are working in 
HAM (or better yet HAM-8), you will 
get a truer color spread from one 
color to the next. If you are not, the 
Amiga will attempt to interpolate 
some in-between colors. Since we 
have simplified matters greatly by 
selecting only two simple ranges of 
color in our palette , the results 
should be smooth and evocative. We 
are going to set two separate ranges: 
# 1 will include all of the blues to 
white and #2 will be our grayscales. 
Set each in tum. 

Now go to the Fill Requester 
(Right mouse on the Paint Can icon), 
and select the SHAP button (shape 
fill). We will now fill each cloud frame 
with a shaped gradient of grays 
(range #2). Every time we go to the 
next frame to fill a shape, we will 
choose a new angle in a counter­
clockwise direction, until we've come 
full Circle at frame #30. Run the ani­
mation (see Figure #5) to see how it 
looks, and make any corrections to 
single frames you deem necessary. 
We could leave things as they are at 
this point and save the moving cloud 
as an ANIMbrush, but let ' s take 
another couple of steps to get things 
more organiC looking. Clouds have 
fuzzy edges, so let's treat each frame 
so as to create a more believable 
cloud. First. use the "Smear" tool in 
the modes menu to smear the edges 



Figure 2 

Figure 5 
of each cloud frame. Now create a 
large rectangular brush on the 
"scratch screen" , pick it up, and 
choose "Smooth" in the modes menu. 
Use the rectangular bnlsh to smooth 
out each cloud frame by slamping it 
over the cloud (make sure "Smooth" 
is still lhe chosen operation first). At 
the end of your efforts, you should 
have a nice organic looking cloud 
(See Figure 6). Run the animation to 
lest it. making any additional 
changes you desire. 

The DPaint IV Range requester 
offers many options as far as setting 
cycle ranges. If you look at the 
"track" at the top, you'll see that 
there are as many positions as colors 
in our 32 color palette . By placing 
any color in the palette on a track 
position, you can create an almost 
infinite series of dithered effecls and 
cycle options. If you are not working 
in a HAM mode. the program will 
attempt to use a dithering algorithm 
to fill in colors where there are blank 
spaces. In non-HAM modes lhis 
looks ralher chunky, but it serves 
our experiment OK. When you think 
you've got the hang of this process, 
re-render it in a HAM format for a 
much smoother result. 

Lightning is a jagged and quick 
affair. To get Lhe effect, I turned on 
the "Lightbox" in DPaint IV. This lets 
you see through a frame to its pre­
ceding one, which is an unbelievable 
aid in creating animations. My light­
ning strokes use the one pixel brush , 
and I varied lhe line a bit in every 

Figure 3 

Figure 6 
frame to make it look more random 
and sparkly . I used lhe range of 
blues for my lightning. To make the 
strikes look more random (which is 
vital if you want to record this to 
video for a few seconds of multiple 
looping), I started one strike when 
the other was in the middle of its 
phase. I drew a quick little cityscape 
for reference, and lit up the windows 
of the building that were being "hit" . 
r could just as well have created a 
Transylvanian castle as a prop, or 
had the lightning hit and explode a 
tree. There could even be a person 
running quickly to escape the storm. 
T he variations on this theme are 
endless. I color cycled the grays 
slower then the blue tones, making 
the entire city slowly light up from 
lhe flash . The overall effect Is very 
interesting, and I hope your experi­
ments with these techniques also 
prove intriguing. See Figure 7 for an 
idea of what my finished frames look 
like . 

If you want a copy of the finished 
animation and are an AVG sub­
scriber, send $10.00 to: 
Non-subscribers must send $ I 5.00. 

Dr. Shamms Mortier 
Eyeful Tower Communications 

15 Rockydale 
Bristol VT 05443. 

That's all for now. 
See YOLI in ROMuian space. Enjoy! 

Figure 4 
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Figure 7 

Writer's Wanted 

If you are interested 
in WIiting for the 

Amiga 
Video/Graphics 

Magazine. 

Call (408) 758-9386 
or write for a 

writer's gUide to: 

Writer's Guide 
Pacific Media Publinshing 
365 Victor St. Suite "HI! 

Salinas, Ca. 93907 

We're looking for reviews, 
tutorials and any interest­

ing uses you have found for 
using your Amiga. 
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Jaxon Crow 

In order to understand the full 
potential of this powerful 
hardware/software combination and 
it's applications in the production of 
audio-for-video. we fIrst need a back­
ground description of both the Bars 
and Pipes Professional and AD516. 
I'll start by outlining the Bars and 
Pipes Professional program environ­
ment. B&P Pro contains most all of 
the basic functions found in most 
major music sequencing programs. It 
also has the addition of a unique 
system of Tools and Accessories used 
to create and modify your MIDI 
music sequences. Bars and Pipes 
Professional is almost entirely graph­
ically (icon) oriented. although most 
major operations can also be accom­
plished with keystrokes. By using a 
MIDI keyboard, and assigning cer­
tain program functions to specific 
MIDI notes the MID} keyboard can be 
used for remote control. Bars and 
Pipes Professional is, in fact a combi­
nation of music sequencer, algorith­
mic composition software. and musi­
cal notation printing software. The 
program environment is comprised of 
a unique set of modules, integrating 
a system of Tools for computer­
aided, algorithmic composition with 
a flexible and open-ended. multi­
track sequencer. These Tools are 
capable of interacting with incoming 
MIDI data by producing automated 
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accompaniments, melodies. echoes, 
chords and rhythms. All of these 
compositional elements can be speci­
fied to occur within the user-defined 
key and scale. (In other words. NO 
WRONG NOTES!) No n~al musical 
knowledge is necessary . In fact, I 
highly recommen d Bars and Pipes 
Professional for anyone who wants to 
produce some useful and interesting 
music within the first couple of times 
you boot the program. 

One particularly strong feature 
available for s coring to video is the 
ability to independently record tracks 
in either song-time mode. or in Real­
Time. In song-time mode. the default 
setting. the timing of the individual 
tracks is dependent on the tempo 
(expressed in Beats-Per-Minute.) If 
the song's tempo is increased. the 
tracks play faster. By double-clicking 
on the Track's n ame , a requester 
appears which gives the options of 
naming the Track, saving any notes 
or comments about the Track. as 
well as whether the Track should be 
recorded in the Real-Time mode. This 
gives you the ability to preCisely syn­
chronize audio and video cues with 
frame accuracy to SMPTE time 
(Hours:Minutes:S econds:Frames.) 
This greatly Simplifies the process of 
synchronizing s ound and visuals. 
(The synchronization methods 
offered by most other sequencer pro­
grams for the Amiga usually involve 
multiplying the song's tempo. in 
Beats per Minute, times the exact hit 

points, measured in Measures , 
Beats, and MIDI clocks to sync an 
exact SMPTE location. As you can 
imagine. the SMPTE timing method 
is FAR superior!) One clear advan­
tage to Bars and Pipes Professional is 
the program's ability to selectively 
lock Tracks to Real-Time (SMPTE 
time.) This is not the case in most 
other MIDI sequencers . Usually, if 
the tempo is changed, so is the 
placement of the sound cues ... 

Also included in the B&P Pro 
system is Mix Master. the B&P Pro 
real-time mixing controller. Mix 
Master can be used in much the 
same wayan automated mixing con­
sole is utilized in conjunction with a 
multi-track tape recorder. Each 
Sequencer track has a corresponding 
set of controls for MIDI volume, 
stereo pan , or any other Control 
Change information. (Mix Master can 
also be used to control the volume 
and pan settings for sounds being 
produced by the AD516.) The 
Sequencer tracks may be controlled 
individually or locked together and 
manipulated as a group. The Mix 
Master settings are recorded and the 
changes become an integral part of 
the mix. 

While the program works with 
the Amiga's own four voice 8-bit 
sound chip, it is with external MIDI 
synthesizers that Bars and Pipes 
Professional really excels. While the 
Amiga does possess a four voice 8-bit 
sound chip, and the ability to record 



and reproduce samples and sounds. it does not compare 
in sound with even the most inexpensive MIDI keyboards. 
The Amiga's sound is acceptable in some situations, like 
playing back voice samples or background sounds, and 
they can often be used to supplement a combination of 
sounds. But, just about any Casio. Yamaha or Kawai in 
the $150 to $300 price range has more voices and better 
sound fidelity than the Amiga's internal voices. When 
combined with the AD516, the Amiga becomes a fully 
integrated digital audio/MIDI multi-track recording and 
production facility . 

THE AD516/STUDIO 16 
For those of you unfamiliar ,'lith SunRize Industries' 

AD516, it is a professional quality 16-bit digital audio 
hard disk recording/playback system. The AD516 is 
extremely well implemented, and is particularly well-suit­
ed to enhance and facilitate the production and synchro­
nization of audio for video. SunRize Industries is also the 
manufacturer of the AD 1012, the predecessor to the 
AD516. The AD1012 was the first high fidelity sound 
board and hard disk recording system for the Amiga. 
While the AD1012 records and plays 12-bit digital words, 
and handles only a single audio channel, the AD5I6 is a 
true stereo 16-bit soundboard. Studio 16 is the sampling, 
editing, and playback software which is provided to con­
trol both the AD516 and AD1012. (All of the operations 
described here will work with either the AD516 or the 
AD1012. For the sake of simpliCity. In this article I'll refer 
only to the AD516 ... ) 

Like Bars and Pipes Professional, Studio 16 is actual­
ly comprised of a set of interactive applications and mod­
ules. Each module is designed to handle a specific set of 
functions and operations. These functions include the 
monitoring and recording of sounds. graphically editing 
samples, and the assembling of cue lists to be triggered 
from SMPTE time code. In many ways, Studio 16 uses the 
analogy of an eight channel tape recorder. Samples can 
be recorded and edited either separately or in pairs. 
Depending on your Amiga's processor speed, up to eight 
digital traGks can be played back Simultaneously. 
Individual sound samples can be recorded from either the 
ReGorder or the Transport module. In the Transport win­
dow. up to seven samples can be played back while 
recording a sample on the eighth track. Tracks can 
record the audio input, or by "bouncing" or mixing down 
existing tracks to the next virtual track. Since you're 
dealing entirely with digital data. and not analog audio 

signals, no tape noise is added, and the signal-to-noise 
ratio remains conSistently high (typically averaging 87 
dBs). By using this ping-pong mixing technique tracks 
can be repeatedly mixed. thereby opening up tracks to be 
recorded again and again. 

DYNAMITE COMBINATION 
In order to operate the AD516 from within Bars and 

Pipes Professional, you must first copy the Tools and 
Accessories provided on the Studio 16 diskette into the 
appropriate drawers with your other Bars and Pipes Tools 
and Accessories. Then, the next time you run Bars and 
Pipes Professional. you must load these Tools and 
Accessories to activate them. The Accessories include 
SunMfYTE. which allows B&P Pro to be synchronized with 
SMPTE timing messages received at the AD516s SMPTE 
input. and SunSet which gives access to ALL of the Studio 
16 modules through the Studio 16 Instance List. (More on 
that in just a moment.) Two Tools for Bars and Pipes 
Professional are provided with Studio 16. The SunRize 
Out Tool allows any selected track to send it's MIDI note 
and control messages to the AD516. As with B&P Pro's 
other Tools. the SunRize Out tool must be placed in the 
selected track. where it replaces the standard MIDI Out 
tool. Each MIDI note can be assigned to trigger separate 
sample. These samples can be set to play the entire sam­
ple. or to play only as long as the note is held. The 
SunRize Virtual Track Tool, at least in theory, wiIl allow a 
digitally recorded audio track to be played in conjunction 
with a MIDI sequence. The Virtual Track Tool is intended 
to allow non-MIDI sounds (I.e., vocal, gUitar. dialogue or 
sound effects) to be recorded, played back, and synchro­
nized ,'lith MIDI tracks. The Virtual Track Tool will be a 
great help in producing audio for video when it is perfect­
ed, but in truth, it caused my Amiga to crash consistent­
ly. (I spoke to SunRize's chief genius, Anthony Wood 
about the problem, and he assured me that they were 
working out the problem. and that they would provide 
the updated software as soon as possible. Unfortunately. 
it did not arrive before the submission deadline for this 
article ... ) 

When activated within B&P Pro, the SunSet 
Accessory opens the Studio 16 Instance List. It is through 
the Instance List that the other Studio 16 program mod· 
ules are accessed. The Instance List contains a list of all 
of the modules currently loaded and active in the pro­
gram. Modules can be added or de'leted in the Instance 
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list as they are needed. (All of the 
Studio 16 modules are fully function ­
al within the Bars and Pipes 
ProfeSSional environment) To initiate 
a module , double-click on it's name 
in the Instance list. and the corre­
sponding window opens for record­
ing, editing or file manipulation. The 
module windows can be resized and 
moved on screen to suit your n eeds. 
The Open List window holds a list of 
the names of the samples currently 
loaded. as well as their path/directo­
ry assignments. This list is updated 
every time a new sample is recorded. 
Selected samples can also be played 
from the Open List. Samples can be 
loaded into the Open List from any 
directory. Another truly outstanding 
feature of the Studio 16/ AD516 
package is it's capacity to play back 
sounds from multiple hard disks at 
the same lime. The AD516 wiU also 
play back standard 8-bit IFF Amiga 
sound samples. so. if you have a col­
Iection of IFF sounds. lhey can still 
be used with the AD516. though they 
will not sound as good as the 16-bit 
samples created with the AD516. 

Inside B&P Pro. you can access 
the powerful sound editing features 
of Studio 16, either through the 
Applications menu or through the 
Open List module. The Editor mod­
ule presents a graphiC display of the 
currenlly selected sample (or pair of 
samples, in the case of stereo 
sounds.) An excellent zoom function 
is also available for close inspection 
and manipulation of the soundwave. 
A range in a waveform can be 
marked by dragging the mouse. and 
this range can be edited in eilher of 
two different modes. each with a 
slightly different set of options. Edits 
can eith e r b e made in the Non­
Destructive mode, leaving the origi­
nal sample data on disk intact , or 
Destructively, making p e rmanent 
changes to the data. In Non­
Destructive mode, a highlighted 
range can be cut, copied, pasted, 
erased, or saved. discarding the 
unused portion of the waveform. The 
AD516 will then play the sound, 
complete with the requested changes 
without permanently altering the 
existing wave. In the Destructive edit 
mode, all edits are permanent, and 
cannot be undone. (The safest way to 
make edits. of course. is to work in 
the Non -Destructive mode . Then, 
when your changes are just right, 
they can be made permanent.) 

A marked range can also be 
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Desktop Video Production 
Switcher MediaPhile ' Controllers 

--------~ 
Create professional video productions with the MediaPhile' System. Perform 
automatic edits with any prosumer SVHS, Hi-8mm 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. The system supports 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 
Call For Quote 

Edit Control From 
$200. 

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

Animation with your Toaster, 
doesn't take a lot of bread. 

features for Toaster users: 
+/- 0 frame recording to frame accurate VTR's 
full-featured animation sequencing with lists 
record as you render, or from frames on disk 
tape time code stripe/repair functions 
record framestores and IFF24 through Toaster 
miniature b&w 30 fps animation preview 
full VTR remote control panel w/joystick shutHe 
Arexx support for external porgram control 

$425 - The Affordable Single Frame Solution! 

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

NAMES AND TRADEMARKS ARE REGISTERED AND COPYRIGHTED. 



inverted or edited freehand. 
A segment of silence can 
also be inserted into a 
soundwave. In either edit­
ing mode. volume can be 
ramped by setting starting 
and ending percentages, 
creating smooth fades up 
or down in levels. The 
Editor can also automati­
cally generate a 1000 hertz 
sine wave of a specified 
length to be pasted into a 
sample. (This is often used 
as a test signal to calibrate 
audio levels.) 

In the Cue List module. 
samples from the Open List 
can be sequenced, and synchronized to SMPTE timecode. 
The AD516 has an internal SMPTE generator, or it can be 
synchronized with timecode on videotape. This requires 
an external SMPTE time code reader/generator, such as 
Black Knight Peripherals' S.A.M., or Blue Ribbon 
SoundWorks' SyncPro. (SunRize Industries has also just 
announced the release of the SMPTE Output Module for 
Studio 16, which will al low SMPTE timecode to be pro­
duced from the Amiga's audio output.) 

The SMPTE Monitor window displays the current 
SMPTE time (in the current frame rate,) whether it's 
being generated internally, or coming from an external 
source. This window can be expanded in size to a very 
large readout. SMPTE time in this window is displayed in 
standard Hours:Minutes:Seconds:Frames (HH:MM:SS:FF) 
format. Used in conjunction with the Toaster or a gen­
lock, a "window-bum" can be produced and layered onto 
your video footage. This is an indispensable aid in pre­
cisely synchronizing audio cues to videotape. 

Cue pOints for music, dialogue, and sound effects 
can be determined by watching the Video while monitor­
ing the SMPTE time code numbers. After aU of the 
required sounds and music are compiled and edited, a 
Cue List is then constructed listing all of the samples, 
their relative volume levels , and the exact SMPTE time 
that they are to be triggered . Since the samples are 
played back directly from your hard disk, extremely long 
samples can be played. The timing of Bars and Pipes 
Professional can be controlled by SMPTE time code infor-

mation which is either being 
generated by the Studio 16 
software, or, which is being 
received at the SMPTE input 
on the AD516. The SMPTE 
stripe on the Videotape ,is 
then used to control auto­
mated playback of MIDI 
sequences, as well as all of 
the specified samples from 
hard disk. This creates a 
seamless, perfecUy synchro­
nized audio track. 

Another we'll-implement­
ed feature of Studio 16 is the 
audio meters. Each Meters 
module provides up to five 
on-screen meters, which can 

be used to selectively monitor audio levels at the card 's 
input. output, or on any of the eight virtual audio tracks. 
These meters can be configured in any combination of up 
to three different display modes. Simulated analog VU 
meters , give you a reading of levels as they vary . The 
Meters window can display digital peak meters, giving 
you an accurate picture of the Ileveis' peak voltage, or, as 
a graph which shows a smail horizontal representation of 
the soundwave. A second Meters window can be loaded 
in the Instance list, allowing you to monitor all ten (input. 
output. and eight tracks) levels Simultaneously. Either of 
two different Mixer modules can be used to control the 
audio levels. The Mixer window displays the status of 
each of track, and has a graphic display of the active 
waveform. The Tiny Mixer module displays up to ten slid­
ers in a VERY small window. 
The AD516/Studio 16/Bars and Pipes Professional com­
bination represents a real breakthrough in the field of 
professional sound-for-video production for the Amiga. 
With it's SMPTE compatibility, the system forms extreme­
ly valuable tool in the production of any type of sound. 
And, with the AD516's ability to record and playback 
from hard disk, the length of samples is Umited only by 
the sample rate and hard disk capacity. (The AD516 sam­
ples at variable rates, including 44.1 khz., the standard 
for CD's, and 48 khz., the rate used in professional OAT 
recorders. SunRize is also due to release the DD524, a 
direct digital audio interface for the AD516 which will 

continued on page 58 
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You Can't Do Video Titling Without Fonts "Triumvirate" produced by Agfa-Compugraphic. 
Typefaces moved into the movies from the beginning, 

It is so obvious that video titling needs fonts. We all from the earliest times when silent films used screens of 
learned the alphabet in kindergarten or first grade, and text to explain action scenes. Movies and printing type 
that pretty much ended the education on the subject for technology shared the ultra-high resolution of molecuJar 
most people. \\!hat can there possibly be to learn about formation, having an eqUivalent resolution of over 3,000 
letters. lettering, or alphabets? dots per inch. Metal-formed letters and silver grains on 

It turns out there is a lot to know. There are four dis- film have a perfection impossible to match with pure 
tinct. different. and incompatible software structures video or computer-video type technology. 
used in the Video Toaster alone which produce letters on The dot-matriX generation has been raised for more 
screen. They are Toaster CG scrolling fonts. Toaster CG than ten years with extremely low resolution letters. The 
ChromaIonts. ToasterPaint AmigaDOS standard fonts. and Commodore VIC-20 had 40 characters per line with an 
Lightwave 3D leHering objects. There are dozens of dif- eight-by-eight dot grid matrix. There has even evolved a 
ferent. incompatible software structures used in various whole art style of typeface design which attempts to make 
Amiga programs to achieve the same end result, which is letters look computerish, such as dozens of new addi-
to communicate some message using written language. tions in the Letraset catalog or the Emigre catalog. 

The popular word to describe a software structure In America, Ilrst the Macintosh. and soon after the 
that produces letters is "font". This is a silly-putty, elastic Amiga. began to treat letters as just another bit-mapped 
word. used to cover things it was never ,...-----------., graphic. Fonts could be made in many 
intended to cover. Originally type was sizes. and SCFeens had adequate resolution 
produced in metal type foundries. and Typefaces moved to display a variety of typeface designs. 
the "font" was named for the foundry Years earlier there was widespread use of 
process which created it. Metal type let- into the movies 1000 pixel by 800 pixel computer screens 
ters were produced in sizes. and each from the beginng- in Japan because of the pictorial language 
size required the foundry to mould new forced them to develop these higher reso-
matrices for each and every size. Each ing. from the earli- lution devices, but it is much more recent 
size was a work of art and cFaftsman- est time when silent here. 
ship on its own, and was a different font Font developments were not planned or 
from every other size as well as every films used screens foreseen in the design of the Macintosh 
other typeface. and the Amiga. Macintosh had to make 

Typeface is the proper name for a Of text to explain major system revisions to their font stan-
distinct designed group of letters, action scenes. dard to accommodate desktop publishing 
numerals, punctuation. and symbols. and postscript technology. The MS-DOS 
Typefaces have related family members wmld is way behind trying hard to catch 
which share design characteristics. such up. 
as regular, italic. bold. wide, condensed, extra-light, and On the Amiga. font development was aU outside of 
more. I have a collection of 43 stylistic versions of the Commodore. usually by typically small Amiga developers. 
Helvetica family. Helvetica is a registered trademark of a There is a lot of isolated development which produces 
particular foundry, and the 43 versions do not include dozens of solutions to the common problems. 
clones, so ld under other brand names such as The earliest video titling was static screens of text 
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made in a paint program, such as Deluxe Paint, with vari­
ous dissolves and tranSitions using early slideshow pro­
grams. VideoTitler from Aegis was the first actual titling 
program. and the "ANIM" structure of animation files was 
invented specifically for this program. VideoTitler used 
standard AmigaDOS diskfonts and its own secret form of 
polygon fonts which could be stretched and bent. 
ProVideo from Sherrif Systems was the first titler program 
to invent its own anti-allased fonts in a secret structure 
that prevented anyone else from adding more variety or 
better designed typefaces to the program. 

Unfortunately, many companies have since produced 
programs with secret software structures. Most of these 
people seem to have no knowledge of the art and aesthet­
ics of typeface design. Part of the reason that the Video 
Toaster is very well supported by typeface accessory 
products is the fact that they provide a utility with the 
Toaster to create fonts for the character generator made 
from regular AmigaDOS standard fonts. 

Type on the Amiga is not a mass 

. _. 
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users required Commodore to simplify and accept the 
reality of postscript's popularity by both users and pro­
grammers, it could be so much easier for users to get a 
lot of high quality typefaces at significantly lower prices. 

With this background it is possible to predict the 
near future . You can buy products ready to use, or you 
can make your own. Making your own typeface software 
requires a hefty investment in software and hardware, 
and a lengthy apprenticeship or learning curve to get 
good at it. Buying typeface ready-made software involves 
risk that you will get burned acqUiring fonts which do not 
work with a11 the programs that you own. or the letter­
forms and their attributes (such as letter-spacing) will be 
malformed. The very narrow middle path is software con­
version. 

Software conversion is the art of processing software 
from one form into another. The simplest example is to 
convert a system 2.0 Intellifont into an AmigaDOS stan­

dard diskfont, or convert a diskfont into a 
Toaster CG font . There is a wealth of utili­

market item. The first fonts product ever 
sold, Zumafonts, is still being sold, even 
though I doubt that new copies have ever 
been produced since the Original produc­
tion. In other words they are still selling 
off the products they made six years ago. 
With this in mind, it is not surprising 
that the Amiga does not attract very 
many software type designers. 

For anyone doing 
ty programs which perform one or more 
conversions . Many of these utility pro­
grams are free by modem or low cost on 
user group disks. The trade-off is some 
learning time and some converting time, 
versus spending money on packaged 
products. Since I make typeface software 
in packaged products I depend on the fact 
that not everyone will be interested in 
spending time versus money. If you do 

3D work. the indis-

pensable tool is 

Commodore has not done a lot to 
resolve the fonts issues. Commodore is 
marketing the Amiga as a Desktop Video 
and Multimedia machine, but has not 
done its share in seeing that the typeface 

PixeL 3D 2.0 or 

Professional. 
I buy packaged product you can take solace 

in the fact that Amiga + Titling Products + 
Typeface Software combined usually cost 
thousands of dollars less than some other 
video titling solution. display necessary to the success of this 

market strategy is addressed. ColorJonts 
(made famous by Kam Computer Graphics) was added to 
Amiga system 2.0, and later, because the technology was 
donated by the inventor, InterActiue Softworks. 
Compugraphic "Intellifonts" was added to system 2 .0 only 
after Gold Disk and Soft·Logik had proven the technology 
with five products developed at their own risk and 
expense. Screen display postscript was developed inde­
pendently by Soft-Logik and Radical Eye, and has not yet 
been supported by Commodore. 

This puts an enormous burden on the computer 
owner to learn Installation techniques that may be diffi­
cult to understand and unnecessarily complicated. I 
recently created a typeface clone of the new StarTrek 
spinoff program titling typeface, Deep Space Nine. The 
Macintosh version required three files maximum, two files 
minimum, for a total of less than 40,000 bytes. For the 
Amiga there are five version, including twelve sizes of 
Toaster CG fonts, twelve sizes of Amiga standard disk­
fonts , four sizes of colorfonts , postscript for ProfeSSional 
Page, and postscript for PageStream and Art Expression. 
The Amiga versions required thirty-seven files for the 
fonts, plus ten installation files to handle the various 
complexities to install this software. Although the soft­
ware structures are compressed for transportation, it 
consumes most of a floppy disk, and 1,862,316 bytes for 
complete installation, the Amiga software does not do 
anything that isn't possible with the 40,000 bytes of Mac 
postscript. Installation on the Mac requires no sophisti­
cation. and involves dropping two icons into a drawer. If 

Since economy is a strong incentive for 
people to chose Amiga-based video titling, there are many 
who want to know how to keep the price down on their 
typeface library. Conversion divides into two categories: 
from other computers. and from one Amiga form to 
another. 

For anyone doing 3D work, the indispensable tool is 
Pixel-3D 2.0 or ProfeSSional This will take bitmap graph­
ics, including text, and extrude it into 3D objects in a 
variety of popular program formats. It will also take 
objects in one format and convert them into another pro­
gram's reqUirements. 

The CaWgrapher ProfeSSional Font Editor by 
InterActiue Softworks invented ColorJonts. It allows you to 
convert regular Amiga standard diskfonts into colorized 
patterned fonts in up to 16 colors, scale fonts smaller or 
larger (up to 160 points). or import clipart (brushes) and 
paste them as letters in a font. This is the product used 
by Kam to produce all those Karafonts, and by the maker 
of Masterpiece fonts to assemble fonts out of scanned 
alphabet samples. Fonts created this way are only as 
good as the artist's artwork or the perfection of the art­
work scanned . Scanned artwork that is not printed 
absolutely perpendicular to the guide edges of the page 
can have jaggies even on the horizontal and vertical lines 

Unfortunately, InterActiue is going out of the Amiga 
business. I got the entire remaining stock of Calligraphers 
and have eleven left as of this writing. I hope to get the 
publishing rights to keep this product in production 
under my own company label but that is not definite at 
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This is the program that invented Colorfonts, 
now parI of Amiga System 2.0 & 3.0 ROMs. 

InterActive Softworks, Inc. 

CALLIGRAPHER 
PROFESSIONAL FONT EDITOR v1.05 

Make AmigaDOS standard bitmap fonts, transform 
. monocolor fonts to 16 color patterned Colorfonts, 
reduce or enlarge fonts up to 160 points, import 
clipart or brushes to make fonts with logos or any 
language. full-featured graphics editor includes 
brushes, free-hand drawing, line/circle/square 

I draw, full color palette, magnify and UNDO. Only 
II copies left. Hard to find. 

$160.00" 

STAR DeCK 
DEEP SPACE MINE 

Promotional disk with 12 Toaster sizes, 
12 Amiga bitmap sizes, 4 Colorfonts sizes, 

ProPage & Pagestream PS type-l fonts. $14.95 

VIDEO TOASTER® CHARACTER GENERATOR 
CG FONTS FOR SCROLLING & CRAWLS. 

1st Prize Toasted Fonts PROFESSIONAL 
PACK. Includes sets I - 5, 39 typefaces, 228 fonts or 
sizes, 15 disks. This is the one Lee Stranahan recom­
mends in his magazine articles & lecture classes. $150. 

1st Prize Toasted Fonts'" LATINO 
ACCENTED Includes II typefaces, 66 
sizes/fonts in both VideoToaster CG & ToasterPaint 
versions, II disks English/Spanish. $120. 

1st Prize Toasted Fonts SET #1 Includes 3 
disks , 42 fonts in size ranges from 25 - 80 points. $39. 

1st Prize Toasted Fonts VARIETY PACK 
Includes wedding scripts, cartoon ish, ornamentals, and 
hard-to-find styles, 8 disks, 38 typefaces, 105 s,izes $89. 

1st Prize TRIAL SIZE # 1 Includes 3 typefaces, 6 
sizes each. Real software, low-risk trial price. $14.95. 

These prices are mail-order specials only. No credit 
cards . Send check or money order (include $3 per order ' 
shipping, CA residents must pay 8.25% sales tax) to : 

ALLIED STUDIOS 482 Hayes St. 
San Francisco. CA 94102. --- (415) 863-1781 

this time. Meanwhile. a font editor under development in The Berkeley Macintosh User Group sells twenty five disks 
Italy, the CLoanto Personal Font Editor 2.0 is expected to of about 170 total postscript type-l fonts for $4 a disk. A 
have unlimited sizing and up to 256 colors for colorfonts. CD-ROM of 3,000 psfonts made by the largest font com­
Before you get all excited about unlimited sizes in all pany in Germany can be bought for $895. Obviously, the 
those colors keep in mind that fonts are not compressed problem is getting them from Mac format to Amiga is the 
in storage. and 160 point font in 16 colors with a com- first obstacle. and then the next problem is converting 
plete set of characters can be over five megabytes of stor- them into something useful. 
age and RAM required. More colors and -----------.. Postscript ported from MS-DOS is easiest 
larger fonts get past the point of dimin- Keep in mind that because it requires nothing more than a 
ishing returns. How much money are utility program to read IBM disks. such 
you willing to spend for gigabyte drives to fonts are not com- as Dos-2-Dos, CrossDOS, or MessyDOS. 
store several 400 point 256 color fonts? pressed in storage. From Mac requires AMAX 2.0 using 

Soft-Logik has advertised a font editor Amiga drives to read Mac disks, or Amax 
which converts type-l postscript to and 160 point font 1.0 or Mac-2-Dos requiring use of a Mac 
Compugraphic and vice versa . Since I in 16 colors with a drive. 
have not seen this one yet I cannot com- A very common misunderstanding is that 
ment on it. Gold Disk has a module complete charac- there are two different forms, or software 
included with Prqfessional Page 3.0 and ters can be over structures, of what is popularly called 
Professional Draw 3.0. called postscript type-l fonts. The postscript 
FontManager vl.O. which does a conver- five megabytes of page language uses only 7-bit ACSII text 
sion of postscript type-l to files fo r input. Postscript type-l fonts 
Compugraphic, but it only succeeds part storage and Ram come in 7-bit ASCII and 8-bit binary 
of the time in my experience. I have con- required. encrypted. The binary form is more com-
verted over 200 postscript fonts with pact, saving disk storage space . The 
FontManager but found over 30 which it ASCII uses two characters to represent 
would not process. There are various utilities for convert- one binary character. so it is twice the size. Postscript 
ing postscript into other forms to be found on the Radical printers only use the ASCII form. Some conversion pro­
Eye BBS {415) 327-2346, including a lot of postscript grams only accept the binary form. Programs which can 
fonts to use with them. translate the binary form obviously understand the bina-

Postscript is the motherlode of fonts. I have seen 250 ry form. and therefore can output either or both, but pro­
fonts for $85 in an ad in a Macintosh mail-order catalog. grams which deal with the ASCII form usually do not 
Office Depot sells 100 postscript fonts for $39.95 retail. Contined on page 55 
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Video Applications of the 
Advanced Graphics Architecture 

Welcome to my column. In this col­
umn we will explore the most excit­
ing development to happen to the 
Amiga computer since its inception. 
the Advanced Graphics Architecture 
(AGA) chipset that is now available in 
both the Amiga 4000 and 1200. The 
video applications of these new 
machines are destined to create as 
big a splash in the professional pro­
duction market as did Newteks now 
legendary Video Toaster. In future 
installments I plan to explore the 
current and upcoming hardware and 
software products that utilize the 
powerful new capabilities now avail­
able. but for now let's take a qUick 
glance at the AGA machines them­
selves. 

AGAPower! 
The two things that have always 

kept the Amiga ahead of the more 
common personal computers in the 
field of video and graphics are speed 
and color. The native pallet of 4096 
colors and its ability to run real time 
animations of a marketable quality 
has established it as the computer 
for artists. animators. and videogra­
phers. As time and technology 
marched on. the other platfonns had 
begun to catch up. If you are willing 
to pour enough money into it (and 

many people are). you can have an 
IBM or Mac come close to matching 
the video capabilities of a stock 
Amiga 500. Not so any more! What 
was intended to be a warning shot 
across the bow of Desk Top Video on 
other platforms may actually be a 
direct hit at the waterline as far as 
broadcast quality results are con­
cerned. The former palette restric-
tions have been 
blown away by 
resol u tion i nde-

File compression can reduce the size 
of the file but often at a cost of image 
quality. On the other hand. several 
HAM-8 images can easily fit on a 
standard Amiga floppy. Smaller 
image files make other things beSides 
storage much more convenient. 
Paint and animation programs will 
be able to do things in real time that 
true 24-bit systems can only dream 

about. 
Speed! 

With the 
penden t palettes 
and the new 
HAM-8 mode. 
4096 colors has 
been increased by 
several orders of 
magnitude. so 
that in the HAM-8 
mode you can 
draw from a pallet 
of over 16 million. 
This is not true 
24-bit, as you are 
only allowed to 
display a maxi­
mum of 262.000 
different colors at 
one time. and 
actually has many 
advantages . A 

With the AGA Chip original Amigas. 
the custom chips 
gave it an edge in 
speed. taking over 
many tasks that 
would normally 
be relegated to 
the main CPU. As 
CPU's evolved. 
they became more 
and more effi­
cient. The cus­
tom chips that 
once were a boon 
now became a 
bottle neck . Not 
sa any more. The 
more efficient 
custom chips 

typical 24-bit 
image file is nor-

set. the former 

palette restrictions 

have been blown 

away by resolu-

tion independent 

palettes and the 

new HAMS mode. 
have increased 
their bandwidth. 
allowing them to 

mally between one and one and a 
half megabytes in size. to large to fit 
on the double sided-double density 
disks that are used by most Amigas. 

move more information quicker. 
Even without an advanced processor. 
the system would run several times 
faster. All the AGA machines have 
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advanced processors which further cation that was transparent to nearly 
increase their speed. Couple the all other software and hardware, yet 
speed increases with the new display caused a number of problems to 
modes, and you have a very powerful owners of the 1.0 Toaster software. It 
video tool. is not surprising that a complete 
The Controversy redesign of all the chips would ren-

There seems to be some resis- der the current software incompati­
tance to the idea that the AGA's ble. The Toaster challenged the enve­
HAM-B can equal the quality of true lope of the Amiga's potential and 
24-bit. Let me ..--------------"1 brought it to new 
just throw some 
math at you. A 
true 24-bit sys­
tem can display 
all 16 million col­
ors at once. while 
HAM-B can only 
display any 
262,000 of that 
same 16 million 
at one time. A 
high res interlace 
picture has a 
pixel count of 640 
• 400, which 
comes to 256,000 
pixels. Get the 
picture? The 
maximum num­
ber of colors 
either system 
could display 
would be 

The Toaster chal-
lenged the enve­

lope of the 
Amiga's potential 
and brought it to 
new heights. In 

return, the AGA is 
offering a counter 

challenge to 
Newtek 

heights. In 
return, the AGA 
is offering a 
counter challenge 
to Newtek. The 
hardware should 
offer no compati­
bility problems, 
as there is now a 
factory approved 
modification to 
the Toaster card 
to allow you to 
shoehorn it into a 
3000 style video 
slot. All that 
awaits is the cor­
rect software. 
Considering the 
miracles that 
Newtek has 

256,000. that is ~ ........................ . 
6000 less than the 

accomplished in 
the past, I have 
no doubt that 
before to long we 

limit imposed by HAM-B. That does 
not take into account overscan and 
higher resolu tions, which wou Id 
increase the number of pixels dis­
played on the screen, but that does 
not really change things. It is 
extremely unlikely that every pixel of 
an image would be a unique color. 
The Trouble with Toasters 

Now the big question that many 
video producers are asking. will the 
Video Toaster work inside an A400m 
No. At least not today. Here Is why. 
The A4000 has a video slot identical 
to the one found in the previous 
A3000 model. Which means that a 
video toaster card \vill not physically 
fit inside the case without either 
some minor modifications to either 
the Toaster card or the computer 
chassis. or a videoslot extension 
device . Aside from the mechanical 
restrictions, there is also the fact 
that the entire custom chipset has 
been entirely redesigned. The 
Toaster's software interacts more 
intimately with the Amiga's custom 
chips than any other hardware 
device. When the Denise chip was 
upgraded it was only a minor modifi-

40 Amiga Video/Graphics 

will be seeing things that will once 
again amaze and delight. 

A 1200 or an A400m So which 
AGA machine do you need? Depends 
on your need. While the A1200 does 
not have the space for internal cards, 
like the A4000, you may not need 
them. The composite video output of 
the A1200 is good enough for most 
home and industrtal purposes and in 
many situations take the place of an 
actual genlock, and the higher avail­
able resolutions reduce the need for 
display enhancing devices. The 
A4000 has the advantage of a 68040 
processor, which is many times 
faster than the 1200's 68020, and an 
actual video slot. This video slot is 
used by many of the highest quality 
genlocks. The built in 120 meg IDE 
is also nice to have around. There is 
also space for other internal expan­
sion boards. Which ever model you 
pick, you will be getting one of the 
most advanced and powerful person­
al computers available in the world. 
In future months I hope to explore 
the possibilities and limitations of 
AGA. Please feel free to share with 
me your questions and experiences 

with these new Amigas, as we discov­
er together the new worlds that the 
Amiga has opened for us. 

Patrik Beck 
Electric Crayon Studio 

3624 N 64th St. 
Milwaukee WI 53216 

Commodore Business Machines 
1200 Wilson Dr. 

West Chester, PA. 19380 
(215) 431-9100 

(215) 431-9465 Fax 

NewTek 
215 SE 8th Street 
Topeka, KS 66603 

(913) 354-1146 
(800) 843-8934 

(913) 354-1584 Fax 

Subscription problems 

Moving 

If you are having a prob­
lem with your subscrip­
tion, or have moved 

I please write or call us at: 

ATIN: Subscriptions 
Pacific Media Publishing 

365 Victor Street 
Suite "H" 

Salinas, Ca. 93907 

(408) 758-9386 
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Vertex Tutorial: City in Space 
U's only been a few months since 
wrote the first tutorial for Vertex 
1.62a in the October 1992 issue of 
AVid (Vol. 3, Issue #9) and a lot has 
happened. From the viewpoint of the 
Vertex program, the latest version of 
Vertex is now 1.73a, with many 
changes, The Art Machine has 
changed its direction for future prod­
ucts and after one more update, 
work on the current Vertex program 
wiU stop and work on a new "up­
market" program, which will proba­
bly cost more, will begin. 

At the same time, the Amiga 500 
that we knew in North America, 
along with the Amiga 500 Plus in 
Europe, are long gone now, replaced 
by the Amiga 1200 with its 2 
Megabyte of standard Chip RAM, 
MC68020 CPU and AGA graphics 
chipset. 

Coinciding with these were fur­
ther developments in my "minimum 
3D graphics system". While I had 
proved that "scratchpad" work could 
be done in as little as I Meg, experi­
ence told me that more likely, I'd 
probably end up with something 
close to the 8 Megabyte to 16 
Megabyte size range fairly rapidly. 
However. due to the flexibility in my 
business plans, it still isn't certain 
how much further expansion should 
occur in the Amiga 500. Even for a 
"work-at-home" machine it's hard to 
say whether it's worth it for me to 
expand the 500 much further, or 
make the jump to the new 1200, or 
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some other machine immediately. So 
I compromised and bought the Supra 
Ram 500RX expansion with 1 
Megabyte of Fast RAM . That gives 
me a 2 Meg machine, which in that 
respect is roughly comparable to the 
low end Amiga 1200. 

Another addition that brought 
me closer in line with a contempo­
rary minimum system was the addi­
tion of the A520 composite colour 
adapter . This was another difficult 
choice to make at this time. I have 
been using the Amiga 500 with a 
somewhat "old" Magnavox 8CM515 
colour monitor. This monitor has 
RGB colour and composite colour 
inputs. But I'm sharing this monitor 
with another computer. So for now I 
have the other computer hooked up 
to the RGB connector and the Amiga 
to the composite input. That way I 
don't have to switch cables. Since it 
was not my original intention to use 
the Amiga 500 as a rendering 
machine to record to VCR tape, there 
was no need for the A520. All the 
work for my earlier article was done 
in monochrome and for creating solid 
models, I found that quite adequate. 
If I wanted to use colour I could have 
simply made a new cable and 
swapped the RGB connection on the 
monitor between the two computers. 
In the end it was really nothing more 
than curiosity that tipped the scale 
to buy the A520. I wanted to see 
what kind of quality display it would 
give. I'm happy to say that the A520 
output quality and monitor combine 
to give a reasonably usable display at 
80 columns. It is a bit soft and even­
tually I'll switch it over and use the 

normal Amiga RGB modes, but for 
now I'm finding it qUite usable and 
the extra convenience of not having 
to swap cables is a welcome advan­
tage. 

2 Megabyte is still not a huge 
amount of RAM in the graphics 
world , but it provides some s ignifi­
cant improvements over the 1 
Megabyte size, particularly since I 
could, if necessary, devote this all to 
data space for Vertex for data models 
that could go beyond "scratchpad" 
level work. So for my first project. I 
thought big. In fact, I thought too 
big. I thought about a whole city. 
"Cities in Flight" 

In today's Star Trek era, people 
who have limited their literary expe­
rience to mysteries and romances 
and less imaginative forms of fiction 
might believe that the idea of huge 
populations flying around in space 
started with Rodenberry. But that 
wasn't the case. He was neither the 
first nor did he propose the largest 
"vessels" and populations. Without 
doing detailed research on the mat­
ter, I think it was probably James 
Blish who had the largest vessels 
and populations. In "Cities in Flight" 
Blish sent whole cities into space, 
and not contained in specially built 
space ships. He literally threw the 
whole physical cities essentially as 
they exist today, into space, based on 
a special technology. Unfortunately . 
many of the contemporaries of his 
era of writing are passing from us. 
With this in mind. I'm going to dedi­
cate this piece to the SF writers and 
artists of that period. 

First. there's no doubt that I 
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can't model a whole city, in detail in 2 Meg of RAM. If 
you try to draw every brick and board , there's a good 
chance you couldn't even fmish a house. On the other 
hand, if I drew just a single block for each building, I 
might be able to create a model skyline for a "central 
business district" (what most of us would call a "do"/J1-
town" area) for a small City or large town. It is therefore a 
project where we can adjust the target size to fit our 
capabilities. So, like the task in the previous tutorial, this 
is not necessarily an out of reach goal. It just depends 
on what you consider "acceptable". 

I decided that what I wanted was a level of detail that 
might be usable for a book cover. This is fitting, because 
"Cities in Flight" has never made it beyond a book - it 
has never been made into a movie . Because of the tightly 
defined goal (essentially , as much detail as I could 
squeeze into a model made on a 2 Meg system), the 
progress of this tutorial was different from the last. For 
"Project Blockhead", I simply kept notes as I made my 
first attempt and then re-wrote it a bit. What you read 
was very close to how I developed the head, literally in "I 
pass" . On this project, there was a lot more trial and 
error effort and it probably took me "3 or 4 passes" before 
I settled on the data model I'm presenting, though the 
approach is essentially what I did , in the order I did it. 
Furthermore, it is essentially 2 days of work, including 
the note taking. Between these two example tutorials 
and other work I've been doing , I would say that the 
Vertex front end has proven very fast to work with, which 
is the point in buying such a program. 

Techniques: 
One key technique in this tutorial is the use of frac­

tals . I can't remember if Blish described in detail how the 
bottom of a city looked. My first inclination was that it 
would be smooth. As far as I remember, Blish said that 
the ground was being held in place by the "spindizzy" 
field . Most "force fields" in SF have been presumed to be 
smooth . But that's not necessarily the case. There are 
reasons why it might not be smooth . If the "spindizzy 
field" has thickness and gradient strength. it might not 
be able to hold ground inside its field evenly as the 
ground that goes with the city is torn away from the 
ground that stays behind at lift-off. Furthermore, on the 
outside of the "spindizzy" field, it might be that odd gravi­
tational effects attract external debris - like the dust 
clinging to the face of my monitor, due to static electrici­
ty. After some thought, I decided that a relatively fine 
fractal surlace would look more interesting on the bottom 
of the city, and could be reasonably justified technically. 
So I deCided that this project would feature the use of the 
fractal function , and that I'd buy a bottle of Windex - for 
my monitor. 

The other technique showcased in this tutorial is the 
"Extrude". The "extrude" was used heavily in the earlier 
article as well, and my experience leads me to believe that 
this will be a function that will be central in all my use of 
Vertex. This time when creating the bUildings, I'll 
demonstrate some slightly more complex extrusions. 

Rendering: 
I had hoped to provide some nice rendered stills from 

this project , but circumstances worked against me . I 
have not had the opportunity to get a good rendering 
package. However, it is a good time to point out that all 
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the illustrations for the previous article were rendered 
directly by Vertex. There are 3 main still rendering meth­
ods supported by Vertex. There is a plain "wire frame" 
mode. a solid shaded render mode. and a hybrid mode 
where the solid shaded render is combined with the visi­
ble parts of the wire frame in black. In the solid and out­
line modes lighting is not adjustable and colour assign­
ments are ignored. The default lighting gives a reason­
ably good amount of contrast to display the object 
shapes. It's generally good enough for its intended pur­
pose which is only to assist in object design. One of the 
new file formats supported by version Vertex 1. 73a is 
"Rayshade". "Rayshade" is apparently a freely distrib­
utable ray tracing rendering package. I have not tried this 
software, but it sounds like you can have a fairly power­
ful design system very cheaply if you use Vertex with 
Rayshade. All 3 methods or render were demonstrated in 
the previous article. Figures 1 and 6 were "wire frame", 
figure 5 was "solid" and 2, 3, 4 and 7 were the hybrid 
"outline" mode. 

Because time is short, I will be submitting similar 
renders of the City, but if I get a chance before the article 
is put to bed, I may include another render done in 
another package. We'll just have to wait and see how 
everything turns out. 

Conventions: 

The same conventions are being used as in the earli­
er tutOrial: 

- "Front" is towards you (2 is decreased) 
- "Back" is away from you (2 is increased) 
- "Left" is to your left (X is decreased) 
- "Right" is to your right (X is increased) 
- "Above/Up" is normal (y is increased) 
- "Below/Down" is normal (y is decreased) 

"Modify/Points/Vertex info" means select the function 
"Vertex info" which is found in the "Points" sub-menu 
under the "Modify" menu. I will not generally give full 
menu descriptions after the first time the function is 
encountered except where necessary for clarity. 

In a case like "Modify/Extrude" where there are many 
setable parameters I will usually give only the settings 
that are not the default settings. A default setting is the 
setting that shows up when you first use the function in 
a work session. It is NOT necessarily a setting that may 
be remaining after the last time you have used the func­
tion. If you are unsure if the settings are default, then 
use the "Clear" button to reset them before adding the 
new settings. 
Making Buildings: 

We're not going to start into the actual target object 
immediately. First we'll look at how the techniques we'll 
use to create the buildings we'll be making later. 

General: 

First we'll start by preparing 3 files with a common 
basic object that we'll modify into the three buildings: 

"Add/Basic/Cube" Width = 200, Height = 50, Depth 
200, Name = Base "Deselect/Area" the 4 topmost vertices 
"View /Hide Select" 



"Select/ All" "View/Top" 
"ModifY /Sub Edges" 
"ModifY /Sub Edges" 
"File/Save/Compressed" Name = BuildU.comp 
"File/Save/Compressed" Name = BuildV.comp 
"File/Save/Compressed" Name = BuildS.comp 

Now we'll check some information that will help you 
produce the objects we intend to use. Keep in mind that 
the vertex numbers may NOT be the same for you if you 
are not using the same version of this program. That's 
ok. You can use the following information to gUide you by 
identifYing the vertices according to these numbers. 

"ModifY /Points/Vertex Info" check the vertex numbers 
from left to right for each row from top to bottom: 

1st (Back) Row: 5,16,11,27,1 
2nd row: 26, 22, 24,29, 25 
3rd row: 10,23, 13,21, 9 
4th row: 15, 18, 20, 19, 14 
5th (Front) row: 8, 17, 12, 28, 4 

The First Building: 

This first building will be a simple "U" shape with the 
"ends" protruding, most likely facing a street. The area to 
the bottom will be facing this theoretical "street". The 
problem is that all connected vertices will result in a face, 
including diagonals. In this case we will not want a diag­
onal face to be created from vertex 20 (middle of the 4th 
row) to vertex ]7 (2nd vertex in the 5th row). 

If you are starting fresh: 

"Files/Read" Name = BuildU.comp 
"View/Front" 
"Deselect/ All" 
"Select/ Area" the bottom level vertices 
"View /Hide Select" 
"View/Top" 
"Select/Vertex" 20 (middle of row 4) and 17 (2nd in 5th 
row) 
"Delete/Edges" 
"Select/Vertex" 18 (2nd in 4th row) and 12 (middle of 5th 
row) 
"Add/Edge" 18 to 12 
"Add/Face" 18, 12, 20 and 18, 17, 12 

"Select/ Area" rows 3, 4 and 5 
"Deselect/Vertex" i2 (middle of row 5) 
"ModifY /Extrude" EXTR Y = 100, Step = 1 

The 2nd Building: 

This is essentially the same idea but this time we want to 
have the diagonal faces made in the front middle instead 
of the nonnal square looking faces. 
"Files/Read" Name = BuildV.comp 
"Select/Swap" 
"View /Hide Select" 
"View /Top X-Z" 
"Select/Vertex 19 (4th in FOW 4), ]2 (middle of row 5) 
"Delete / Edges" 
"Select/Vertex" 20 (middle of row 4),28 (4th in row 5) 

': AVG 
"Add/Edge" 20, 28 
"Add/Face" 20, 28, 19 and 20, 12, 28 
"Select/Area" rows 3, 4 and 5 
"Deselect/Vertex" 12 (middle of row 5) 
"ModifY /Extrude" EXTR Y = 100, Step = 1 

Note that what might appear to be the exact same 
extrude has resulted in a different building shape. Thus 
the key to success in extrudes is being careful when 
selecting vertices paying attention to all the edges joined 
to each vertex you select. Be aware of which edges will 
form new faces and adjust edges if necessary, before the 
extrude. 

The 3rd Building: 

The goal will be 2 towers joined by a covered con­
course. Because I'm creating 2 levels I've nicknamed this 
a "splitlevel" which is why the name is "BuildS". 

"Files/Read" Name = BuildS.comp 
"View /Top X-Z" 
"Deselect/ Area" the 1 st and 5th rows 
"ModifY /Extrude" EXTR Y = 50, Step = 1 
"Deselect/Area" the middle vertices in each row, 24, 13, 
20 
"ModifY /Extrude" EXTR Y = 50, Step = 1 

Note that the last extrude raised 2 surfaces at the 
same time. Vertex will not make a mistake by trying to 
connect these surfaces that are isolated by breaks in the 
contiguous groups of selected vertices. I used this to 
extrude 2 or 3 buildings at a time. 

Tutorial Start: 

Now lets get down to making the real thing. 

1. Using Shape: 

"add/shape" 
"grid" 
"grid res" (x=50, y=50) 
"snap" 
"box" 

Form a box from X=-50, Y=50 in the upper left comer 
to X=50, Y=-50 in the bottom right 
Create a "+" pattern of boxes by creating the same size 
box in the same way above, below, left and right of the 
first box. The new boxes should touch the old boxes at 
the comer vertices. 
"exit" 

2. Checking the object: 

Again, before we go further we'll get some informa­
tion. This isn't normaHy necessary, but we'll do this 
occasionally to be sure that you haven't gone wrong. 

"modifY /points/vertex info" 

Check the outer pOints from the upper right comer of 
the topmost box and continuing clockwise: 

Amiga Video/Graphics 43 



Number, X, Y, Z: 

8.50,150,0 
20,150.50,0 
19,150,-50,0 
11,50,-150,0 
10,-50,-150,0 
14,-150,-50,0 
13,-150,50,0 
5 ,-50,150,0 

Check the "inner" square from the top right comer and 
continuing clockwise: 

4,50,50,0 
3,50,-50,0 
2,-50,-50,0 
1,-50,50,0 

Note that these latter 4 pOints are actually stacks of 3 
points, all in the same position. If the vertex numbers are 
different but the location numbers are the same, there 
probably won't be any harm done. 

Now change the name of the object from "shape". 
chose the name "octpad" 

Modify /points/rename" name;:octpad 

If you haven't saved the file anywhere yet, this is a good 
time. I named it "octpad.comp" in my disk directory, 
being the same name as the object. 

"file/ savel compressed" Name="octpad" 

3. Finishing the Template: 

a. Make outer triangles: 

"add/edge" 

8 to 20 
19 to 11 
10 to 14 
13 to 5 

b . Fill outer triangles: 

"add/face" 

8,20, 4 
19, 11.3 
10, 14, 2 
13,5, 1 

c . Make inner Triangles: 

"add/edges" 

Divide each of the squares with a diagonal line from the 
upper left corner of the square to the lower right. The 
order of the squares worked on will be "middle", "top", 
"bottom", "left", "right" . 
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d. Fill inner Triangles: 

"add/face" 

Work on the squares in the same order as you did to add 
the edges. In each case create the upper triangle first , 
Starting with the vertex which is not connected with the 
new edge, and selecting the vertices clockwise. 

4. Eliminate extra Vertices: 

"Deselect/ all" 

As you will recall, the "inside box" corner vertices are 
actually "stacks" of 3 vertices. You don't need that many. 
At each comer, we'll get rid of the extras. I worked from 
the upper left comer to the upper right comer, then the 
lower left comer and then the lower right corner. At each 
comer, do the following: 

"select/ area" 

Mark the vertex at the comer. Using the "area" mode will 
select all the redundant vertices at that point. 

"modify /polnts/fuse" 

If you are watching the vertex count. don't worry if 
the number doesn't change Immediately. This was a 
characteristic of version 1.73a and might be a minor bug. 

"deselect/ all" 

Now move on to the next comer. When all is done, if 
you "deselect/all" the last time, the vertex count should 
be 12. 

Confirm the vertices: 

Check the outer vertices from the same upper left 
point as before: 

"select all" 
"modify /point/vertex info" 

The point information should be as follows : 

8, '50, 150, ° 
9,150,50,0 
6, 150, -50, ° 
11,50, -150, ° 
10, -50, -150, ° 
12, -150, -50, ° 
7, -150, 50, ° 
5, -50, -150, ° 
The inner square starting at the upper left and con­

tinuing clockwise are: 

4,50,50,0 
3,50, -50, ° 
2, -50, -50, ° 
I, -50, 50, ° 
Sometimes during the construction of a major pro-



ject, it's a good idea to store off a copy of a current object 
which might be reused later. An octagon seemed like a 
good shape to keep. Who knows how many variations of 
stopsigns I might make over the years? So at this point I 
decided to save the shape for my object library. 

"modify /point/rename" octagon 
"save/compressed" octagon.comp 

Make it 3d: 

"extrude" z=-50, step=l 

Remove internal edges: 

"deselect/ all" 

Select the vertices on the top-most and bottom-most 
faces. 

"view/top" 

You 'll see extra unnecessary vertices that are normal­
ly hidden. 

"select/ alr' 

Now rotate the view so you can see all the pOints and 
edges, and use "modify/point/vertex info" to identify 
them. 

When you have identified the unnecessary edges and 
their pOints remove each one: 

"select/vertex" 

Pick the ends of a vertex to be removed. 

"delete/ edges" 
"deselect/ all" 

Continue with the next edge. 

The edges to be removed were: 
Start Point End Point 

1 13 
2 14 
3 15 
4 16 

"unhide/all" 

"select" the front surface faces . 

trans/move", z=40 

At this point. I decided that this object might be use­
fullater, so I saved it again for my objects library under a 
different name. I thought about calling it "pizzabox" but 
that might make me think it was square so I settled on: 

"modify /point/rename" octpad 
"save/compressed" octpad.comp 

,1f AVG 
Name the sides: 

"deselect/all" 
"view/top" 

Select the surfaces on the X=O side and rename them 
"Top" 

"select/ swap" 

Rename the rest "Bottom" 

Shape the bottom: 

"view /front" 

Deselect the outer vertices leaving the 4 inside ver­
tices on the -bottom" selected. 

"trans/move" 2=-20 

"select/name" 
name="bottom" 
"modify/fractal" recur = 3, height = 5, seed = 78 
"deselect/ all" 
"select/name" name="top" 
"modify / sub / edges" 
"modify / sub / edges" 
"modify /sub/edges" 

Vert = 962 
Edges = 2888 
Face = 1920 

"Unhide/ All" 
"Select/all" 
"trans/rotate" x=-90 

Extrude the buildings: 

While extruding the buildings, it helps to tilt the dis­
play slightly: 

"view/parameters" RotX=83 , RotY=-6 

Zoom also helps . I used 150% . 

I'm not going to describe in deta il how to make each 
of the buildings that I created in my model. I'll simply 
give some general pOinters and describe particularly 
interesting aspects. None of the previous specific example 
buildings were used directly in my final object. but if you 
look at the final object, you'll see the techniques I demon­
strated used throughout. 

There are some generalities you can keep in mind 
about urban landscapes. First. and most obvious, is that 
cities made up of buildings that preceded the develop­
ment of elevators and escalators tend to be low. If you 
think about it for a moment you will realize that few peo­
ple like to walk up more than 2 floors worth of steps. So 
most such buildings will tend to be more than 3 floors 
above street level. The old city was therefore generally 
low and "squat" looking. With the coming of the elevator, 
modem structures thrust upward into tall. thin, rectan-
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Figure 1 

Figure 4 

Figure 7 

gles. This is a trend that continues 
today. More recently, perhaps after 
the 60's, a greater variety of struc­
tures began to reappear in downtown 
areas. I like to believe that the 
Toronto City Hall was one of the 
influential buildings that broke from 
the tall-tower-box trend. If you 
watch Star Trek regularly, you have 
probably seen this building. And 
most recently. after the development 
of the suburban shopp,ing mall, there 
is a trend to bring this form of more 
squat structure back into downtown 
areas. Another obvious generality is 
that the skyline of a city rises in the 
middle. and that's because smaller 
buildings tend to be outlying. 

If you have the time , you can 
work from photographs and try to 
reproduce an actual city, but if you 
think in terms of these generalities 
and some common sense, you can 
come up with an interesting urban 
landscape of your own. I decided to 
create my own landscape. I imag­
ined my lower buildings being about 
10 stories high and created a rela­
tively low-rise landscape with more 
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Figure 2 

Figure 5 

Figure 8 
squat and varied buildings than are 
actually common today, but perhaps 
not unusual for some urban land­
scape of the future. 

That's all there is for this tutori­
al. You can use these methods to 
extrude your own buildings. In dis­
cussions with the new editor of AVe, 
we have not yet agreed to any future 
articles. but it looks like I might be 
prodUCing more tutorials of this type 
perhaps using Vertex or other 3D 
tools. If you have specific requests 
for objects you'd like to see created 
or rendered, or specific techniques 
demonstrated, please write to the 
editor of Ave. We'll discuss what 
sounds feasible and do the best we 
can. I'm sure the Editor will be 
pleased to hear from you. The new 
staff wants to expand on what the 
previous staff has created and keep 
AVe a valued part of your video sys­
tem. 

Cutlines: 

Fig 1: 
The first U shaped building shown in 

Figure 3 

Figure 6 

Figure 9 

outline mode. It looks something 
like a chair. 

Fig 2: 
The same building from another 
angle. 

Fig 3: 
The V shape building in outline mode 
is substantially different. but is the 
result of only 1 edge changed before 
the extrusion. 

Fig 4: 
The Split leve l building in outline 
mode 

Fig 5: 
The Split level building in "solid" 
mode, from a different angle. Vertex 
renders give a good idea of the final 
object. 

Fig 6: 
Here is the top view of the finished 
"cityscape" at a slight angle, in out­
line mode. 

continued on page 58 
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DeluxePaint 4 AGA 
TriMedia Drawingpad 

about time!). Deluxe Paint AGA reads 
the Monitor types installed in your 
system, allowing for new monitor res­
olutions and modes to be added in 
the future (like the Super72 and 
Eur036 monitor types that were 
added In AmigaDos 2 . 1). The new generation of Amlgas 

are here, with new graphics modes 
and features. And Electronic Arts' Screen Format: 
Deluxe Paint is already revamped to When Deluxe Paint AGA is first 
support these new machines. I loaded, you'll notice a change. An 
reviewed Deluxe Paint AGA on the Ownership screen opens up on the 
new Amiga 4000, with the new workbench, showing the name, com­
TriMedia DrawingPad. pany , and registrations number of 

Here's how it went: The new the owner. This information is input 
Amigas (so fare just r------------.. when DPaint AGA is 
the A4000 and the first Installed, then 
A1200) have a new On the old it's encrypted into the 
set of graphics DeluxePaint program. 
chips. These chips, DeluxePoint, After that window 
dubbed AGA (for goes away, you get 
Advanced GraphiCS there's four the Screen Format 
Architecture) offer requester. 
an array of new options. With The Screen Format 
graphics modes, requester is the most 
including new reso- DeluxePoint drastic change to 
lutions, more colors, DPaint. Instead of the 
and new genlock AGA on 0 ESC lo-res screen format 
modes. Deluxe Paint page that opened 
AGA supports all of Amigo, there's when the old DPaint 
the new modes, as was loaded, a shiny 
well as the old ones. over 28. new 2.0 style 
Although the major requester opens up 
change in Deluxe Pain on workbench, with 
is the fact it supports the AGA all the screenmode options. There's 
chipset, Deluxe Paint AGA also works three scrollable list fields on this 
on non-AGA machines, and supports window. There's the Credits field, 
the new ECS (Extended Chip Set) which states the version number, 
modes that became a vailable with registration information, and copy­
the 3000. This means that there's right info. This really has nothing to 
finally a paint program that works in do with the screen format, but hey, I 
super-hires and super-hires laced, as don't mind. Then there's the Display 
well as the productivity modes (it's Mode list, and the Display 

Information list. This is where it 

becomes confusing. 
The Display Mode .Jist replaces 

the "Format: " buttons on the old 
Screen Format screen . On the old 
Deluxe Paint , there's four options : 
La-Res, Med-Res, Interlace, and Hi­
Res. With Deluxe Paint AGA on an 
ECS Amiga, there can be over 28. On 
the A4000, there 's over 50! They 
have names like "AA-HAM-ScanDbl 
+", and "Lo Res Laced". These names 
are completely different then tha t of 
the old DPaint names, so don 't go 
flipping through the list looking for 
Interlace (640 x 200), b ecause 
Interlace in DPaint AGA is now called 
Hi Res. The new equivalent of the 
Old Dpaint's Hi-Res is called Hi Res 
Laced (640 x 400). And the names 
list goes on and on . But DPaint 
allows you to filter out the modes 
you don 't want listed , viewing only 
the ones you want. For example, you 
know you want to draw in a resolu­
tion th a t's 640 by 400. Simply type 
"640x400" in the filter fie lld, and 
presto, the list now only lists modes 
640 by 400 (there 's six 640 by 400 
screen modes on the 4000). Say you 
just want to see your HAM options. 
Type " flAM' and you 'U get a listing of 
just HAM s c r e en modes (on the 
4000, there's sixteen). The filter even 
supports the "- " character. which 
simply makes the filter the opposite. 
Example : you want to see all the 
modes available except the Extra 
Halfbrite modes, just type "-Half' or 
"-brite", and you'll get every mode 
but the halfbrites. 

Once you click on a display 
mod e , the Disp,lay Information list 
fills up with information on that par­
Ucular mode. For example, the 
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Display information on Hi-Res Laced 
(640 by 400) on an Amiga 2000, 
states: 

Type = Lace 
Max Colors = 16 of 4096 
Max Size = 736x482 
Supports Genlock 
Advanced infonnation 
Mode Id = 19004H 
Max DepU1 = 4 
Aspect Ratio = 22x26 
Pixel Speed = 70 ns 
Bits per RGB = [4:4:4] 
Sweep Rate = 60 fps @ 15 KHz 
On an Amiga 4000 
Hi Res Laced (640 x 400) reads: 
Type = Lace 
Max Colors = 256 of 16777216 
Max Size = 736x482 
Supports Genlock 
Supports Double Buffering 
Advanced information 
Mode Id = 19004H 
Max Depth = 8 
Aspect Ratio = 22x26 
Pixel Speed = 70 ns 
Bils per RGB = [8:8:8] 

Screen Size: 
Standard 640x400 
Irxt Overscan 

Dependent on text overscan set in 
Prefs 

Gfx Overscan 

Dependent on graphics overscan 
set In Prefs 

Max Overscan 724x482 
Video Overscan 736x482 
Custom User Settable 

Sweep Rate = 60 fps @ 15 KHz 

That's a lot of information to 
take in. Some of the infonnation may 
not be useful to you , but you don't 
have to read it. On an Amiga 4000, 
(with the exception of the halfbrite 
modes). every mode can have at least 
up to 256 colors! An ECS Amiga 
2000 is still limited to 16 colors in Hi 
Res laced. 

Below the Display Mode list, 
there's a cycle gadget to change the 
screen size. Here's a list of how this 
but.ton works with Hi Res Laced (640 
x 400) on an Amiga 4000. 

There's also a page size button 
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that works Hke the Screen Size but­
ton, except it give you the options of 
Screen, Keep same, Txt Overcan, Gfx 
Overscan, Max Overscan, Video 
Overscan, and Custom. This button 
takes the place of the Screen and 
Keep Same buttons on the old 
Screen fonnat requester, as well as 
the Page Size requester. The Page 
Size requester is still there, for user 
compatibility. 

There's a color Slider that lets 
you set the amount of colors you 
want on that particular screen. It 
defaults to the maximum (usually 
256 on an AGA machine). Next to it, 
there's a check box that lets you 
choose whether or not you want the 
picture currently on deluxepaint's 
screen to stick around during the 
screen format change, or just get 
wiped out. Since sometimes convert­
ing an image from one format to 
another can take a rong time (even 
with the 4000's 040). this is a useful 
option. 
The Interface 

After you've chosen the screen 
mode and selected Use, you're into 
the heart of DeluxePaint AGA. The 
interface has been cleaned up, con­
fonning to the new set of standards 
that AmigaDOS 2.0 established. 

Electronic Arts' obviously recog­
nizes the importance of smart keys 
(the Macintosh phrase for a keyboard 
shortcut that does not require you to 
hold down a qualifier key at the same 
time). Deluxe Paint has always used 
power keys, but they've added key­
board equivalents to every requester 
now. the " 0" key is always for OK. 
and "c" is Cancel. Also, the "ESC" 
key can be used as Cancel. All the 
other keyboard eqUivalents are 
shown right on the option, by under­
lining the letter used as the shortcut. 
You can now just press "s" for a solid 
fill in the Fill Type requester. If you 
start using these shortcuts (and it's 
hard not to, with the equivalent 
showing right on the requester), your 
efficiency will speed up tremendous­
ly. 

The OK and Cancel buttons have 
switched sides on the paint 
requesters. The paint requesters 
have always been backwards from 
the Amiga standard. DPaint's file re­
questers have always had OK and 
Cancel on the correct side though, 
but now every requesters' the same. 
This may throw you off, (like clicking 
on a gradient fill in the fill re-quester, 
then instinctively clicking on cancel. 

because it's where OK used to be). 
but I adjusted quickly, and since I 
can just hit the "0" key now, It 
doesn't make much difference. 

The keyboard equivalents for 
brush handle placement has been 
changed, freeing up some keys (I 
assume they're making room on the 
keyboard for new commands in a 
future version of DPaint). Gone are 
the days of using alt-x for changing 
the handle on the x axis, alt-y for the 
y axis, and aJt-s for the center. 
They're now all replaced with aIt-x, 
which cycles through the four cor­
ners and the center. Someone from 
the DPaint team told me x was used 
because the shape of an "x" goes 
from the four corners, all meeting in 
the center, hinting at how the com­
mand cycles through the corner han­
dles and ends up in at center handle. 
They sure put a lot of thought into 
that keyboard equivalent. 

The Make Stencil requester has 
been altered slightly. Now, to lock 
colors, a left mouse click on the color 
does fine. To unlock it, a right mouse 
click is required. As always, you can 
drag through a range of colors to 
lock or unlock them. This is handy 
when trying to stencil a dither made 
with colors that are not in sequence. 
Just drag through the dithered back­
ground and ta-da, you've locked 
them. 

As far as other keyboard short­
cuts changes go, Dpaint AGA's Quit 
keyboard equivalent is now right­
Amiga Q. 

DPaint Under Pressure 
One of the coolest new features 

of DPaint AGA is the Pressure effect. 
This is the ability to use TriMedia's 
new DrawingPad tablet and driver 
software along with DeluxePaint, 
allowing for some awesome effects. 

The DrawingPad is a drawing 
tablet, similar to the old Koala Pad 
for the Commodore 64, that connects 
to the Amiga's serial port. It's more 
advanced in every way though. It's 
much larger though, with a 7.5 by 
7.5 drawing area. It requires a spe­
cial cordless pen (included) that has 
three buttons on it, one on the tip 
(which acts like the left mouse but­
ton) , and 1:\'10 on the sides (one acting 
like the right mouse button and the 
other not used - yet). When the pen 
gets within a half inch of the pad, it's 
X-Y position is sensed and sent to 
the Amiga. which repositions the 
pOinter. This allows for accurate 



drawing using a pencil-like device 
instead of a mouse. The pen doesn't 
even need to touch the pad to be 
sensed. This is good because you can 
easily trace through a thick book, 
and you can rest the full weight of 
your hand on the pad \vithout wor­
rying about messing up the sensors. 
The best part. however, is the fact 
that the button on the tip is not a 
simple on/off type switch, it's a vari­
able sensor that knows how far down 
it's been pressed. 

With the Pressure options in 
De]uxePaint, you can use the pen to 
really put the human touch in your 
drawings. The Pressure requester 
has two options. the first is 
Translucency. With this, you can 
have DeluxePaint apply a level of 
translucency depending on how hard 
the pen tip is pushed down. with this 
setting. it's easy to get realistic look­
ing watercolor and pencil sketch 
effects. Variable transparency takes 
some time for Dpaint to calculate, so 
I recommend fast processor like the 
030 or 040. 

Hi-Res laced, I changed my mind. On 
the 4000, Hi-Res Laced with 256 col­
ors is about as fast as Hi-Res laced 
16 colors on a 3000. The amazing 
thing is DPaint's default 256 color 
palette is set up with a great variety 
of colors. Translucency works beauti­
fully, It seems to always have the 
exact shades it needs to make the 
transl ucency look correct. The 
Smooth tool works great, and it's 
quick. In lesser color modes, DPaint 
really flies. Painting is effortless, and 
even 32 color Hi-res pictures look 10 
times better than the old 16 color Hi­
res modes. 

In the AGA HAM-8 modes 
(262144 colors to work with). Hi-Res 
laced is slow. I can't, however, see 
any reason why someone would not 
do actual drawing in 256 colors, with 
shading done later in the HAM-8 
mode. For most drawings, there's no 
reason not to use 256 colors. If 
you're familiar with the original HAM 
mode, you know that HAM works off 
a base palette of 16 colors. Whenever 
you see fringing in a HAM picture, 

The other .... ---------------. the fringe is one 
option is a size of those 16 base 
adjustment. This 
setting increases 
the size of the 
brush depending 
on how hard the 
pen tip is pushed 
dmVTI. You can set 
it to only increase 
the size by one or 
two pixels, all the 
way up to 16. I 
found this setting 
hard to draw 
with, although it 
doesn't require a 
lot of computing 

With the Pressure 
colors. The AGA 
chipset HAM-8 
mode uses a 
base palette of 
64 colors, so 
fringing is much 
less noticeable, 
and in Hi-Res 
Laced, the pix­
els are so small, 
the images look 
spectacular. 

options in 
DeluxePaint AGA. 
you can use the 
pen to really put 

the human touch in 
you r d rawi ngs. 

Super Hi­
Res Laced (1280 
by 400) 

time, so it's better 
for the 68000 proces­
sor user. 

Performance 
How does DPaint handle in a 

256 thousand color Hi-res Laced 
screen mode? I've dreamed about 
DPaint doing that for a while. Now, I 
finally can. Here's how Dpaint per­
formed on the new modes. 
Hi-res Laced (640 by 400) 

With the AGA chipset, DPaint's 
Hi-Res laced mode is much more 
powerful. In normal modes (non­
HAM). Hi-Res Laced can have up to 
256 colors, out of 16777216 colors. 
At first I thought it wouldn't be 
enough, but after seeing rows and 
rows of colors that work fringe-free in 

Super Hi­
Res laced(l280 
by 400) is too 

high. Fonts are squashed and dis­
torted beyond readability. It you 
want the absolute skinniest pixels 
possible, this is he mode for you. 
Although there's no way to get 
around the flickering (even if you 
have a multi-sync monitor). having 
all those colors available for anti­
aliasing sure hides the flicker. 

Misc. 
Other enhancements Include a 

little readout in the Mixer requester 
that shows the register number of 
the currently selected color. The reg­
ister number is just a number 
assigned to the color, running in 
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order from 0 to 255 (for a total of 
256). This is handy when you have 
40 shades of blue in your pa]ette, 
and you want to draw with just one. 
You can pick the blue you want. and 
see it's register number. Whenever 
you need that blue again, you can 
just go back to section of blues, and 
click around until you come to the 
exact blue you had earlier. Also 
added is the ability to paste and copy 
images to and from the clipboard. 
This makes it easy to copy an icon 
using IconEdit, then paste it into 
DPaint for editing. Then, you can 
paste it back. This works with most 
of the Preferences editors in 
Amigados 3.0, as well as some pro­
grams with ADPro. It's a nice feature, 
and hopefully more software wm 
support the Amiga's clipboard now 
that DPaint does. DeluxePaint AGA 
also will load a 24 bit image, convert­
ing it into the current screen mode. 
While DPaint does a good job, I'd rec­
ommend using ASDG's graphics pro­
gram Art Department Professional for 
24 bit conversion. ADPro version 
2.1.5 supports the AGA chipset, and 
does excellent conversions of 24-bit 
graphics to other resoluUons and 
screenmodes. A Note to Readers who 
Do not own an AGA Amiga. If you 
own a non-AGA Amiga and are won­
dering whether or not you should 
buy (or upgrade to) DeluxePaint AGA. 
read these Important fac t s. 
DeluxePaint will now work in any 
Amiga screen mode your Amiga has 
to offer (with the exception of the 
A2024 monitor and the misc. 
Dynamic Hi-Res. pseudo screen 
modes that NewTek invented), so if 
you've got an ECS chipset, and you'd 
like to use the Super Hi-Res modes, 
Dpaint AGA will do it. If you're a 
hard-core DPaint user like myself. 
you may want to get it for the little 
Interface upgrades and keyboard 
shortcuts added. And if you like the 
idea of using a pen as an input 
device, by all means, get Dpaint AGA 
and TriMedia's DrawingPad. DPaint 
AGA does require AmigaDOS 2.0 or 
higher, and I'd have to guess that all 
future versions of DPaint will as weU, 
so if you don't have AmigaDOS 2.0, 
remember that hidden cost. 

If you're planning to get an AGA 
Amiga for use with DeluxePaint AGA. 
I strongly recommend getting the 
4000 rather than the 1200, because 
DeluxePaint does slow down quite a 
bit in some of the new modes. It's 
Continued on page 55 
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Women Rising-Using Amiga software for video titling 

Every graphic designer knows that "fun" projects are 
sometimes hard lo come by. Most art and animation 
assignmenls fall into categortes like standard logo flys, 
charls and graphs, and titling. We lucky Amiga obses­
sive, however, know a secret. That is ... our Amigas make 
even lhe most traditional assignmenls alluring, because 
wiLh lhe software and hardware we utilize, we can often 
sugges t to clients that they free their minds up a bit, 
allowing us lo create unique projects. We can do this 
because once we show them our animation portfolios, 
lhey are dazzled inlo submission, and mouths agape, are 
op~n to suggestion and enhancement. This is also possi­
ble because we can do lhings either under budget, or 
sometimes even for free to prove a point and to secure 
another sample piece for our portfolios. 

About a monlh ago, I received a call from a local 
organization that wanted a video title for a tape they had 
just completed on the suffragette movement. All they 
though they wanled (before I convinced them otherwise) 
was a simple lettering on a color backdrop. I was so 
inlrtgued by the title oi" lheir piece. "Women Rising", that I 
was seeing animated visions immediately. I showed them 
my samples tape, hoping to convince them to enlarge the 
scope of lhe tilling a bit. They were so amazed by the 
DCTV samples and the colorful Amiga animations, that 
the first stage of my Machiavellian plot was easy. And 
then I watched as their smiles turned to frowns, as they 
became lost in deep budget thoughts. I answered their 
query before it left their lips ... 'Tm sure we can work with­
in your budget and enhance your title at the same time". 
My prtce for the animation, which I storyboarded on the 
spot was $150.00 more then the basic titling amount. I 
might have charged more if it was a client that I suspect­
ed was able lo pay my standard rate, but in Vermont, 
clear eyed barlering is a way of life. Besides. I knew 
exactly how I was going to do the animation from the 
instant I heard lhe title name. They agreed, especially 
after I made them aware of what an animation like the 
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one I suggested might cost them at another establish­
ment. They needed the finished work the next day, so I 
set to work immediately. 

The software I used for this projecl included DCTV 
paint (Digital Creations). Aladdin-4D (ADSPEC 
Programming). and my JX-100 scanner with the help of 
ADPro (ASDG, Inc.). First, I found a copyrtghl free publica­
tion in the library that had the photos I wanted to 
include, and using the JX-100 and ADPro. I scanned 
them in and reduced them to the size I needed. The JX-
100 is a great little scanner thal can be purchased now 
for about $300.00 or less. It is full color ISbit if YOLI need 
it. The image area, however, is rather small. only about 
5" x 7". For my purposes. this was more then adequate. 

Next, I used DCTV Paint to generate the background 
image thal would be used as a backdrop behind the 3D 
animation. I chose color gradations that ranged from 
dark golds to pinks and browns, wanting to remain with 
a warmer palette because of the subject matter. I painted 
a rather stylized view of the standard feminine symbol. 

Figure 1. This is the Aladdin-4D EDIT screen, showing the 
objects and paths of the Jour spinning rectangles. I turned 
it a bit on the Z axis so that you could appreciate the angle 
of the "water" plane, and also see the line up of the five 
lights (white triangles). 



Figure 2. Here we see some sample frames from the basic 
animation. Notice the walles that are being generated on 
the "water" plane. The jour frgures jrom lejt to right are: 
Clara Barton. Paulina Davis, Lucretia Mott. and Susan B . 
Ant/wny. All oj these women were vital to the first stages 
oj the women's movement in the U.S. 

the astrological sign of Venus , and used a radial fill tool 
to generate the colors behind it. I used a one pixel brush 
in some areas (dark brown) to pop the symbol out of the 
background. Over this, I added jagged t ransparent wash 
"clouds" for effect and to achieve a muted look. I then 
saved the whole image as a 24bit file , Then came the 
actual animation. 

Aladdin-4D has just the tools I need for a project like 
this. I am experienced enough with it so that creating is 
second nature, and requires no peeks in the manual. I 
began by placing the 24bit background in the animation 
first. Then, I placed a large slanted plane in the fore­
ground. This was to be my "water", which I colored aqua 
and set as a phong shaded plane (waves demand phong 
shading in Aladdin-4D) . Next , I created four paths, and 
angled them so that the objects set to them would move 
out in an interesting fashion as they revolved. Finally, I 
created the rectangular objects that acted as receivers for 
my four portraits . In the very center of these rectangles, 
and attached to the same paths , I placed my wave 

Figure 4 . The "Wave Source Control" requester is as com­
plete as YOlL would expect a projessional tool to be, and 
easy to use once YOlL experiment a bit with the settings. 
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Figure 3. Here you can see the title placed upon the non­
waved background. It was "popped" on. 

sources . I created four different wave designs so that the 
wave ripples would move in unexpected ways, each one 
creating novel interference patterns with the next. I was 
not disappointed by the results, which I previewed over 
several re ndered frames and as a wireframe animation as 
well. 

The e ntire 120 frame animation took about four 
hours to render (DCTV 3 bitplane overscan) on my Amiga-
4000, and took up about 3 .5 megs of space. The client 
was ecstatic and so was I. Another task accomplished 
with my trusty Amiga. Oh , yes. Not counting the anima ­
tion rendering time the actual creative process took only 
about two and a half hours! 

As with many of the animations I've produced with 
my Amiga based studio and written about in AVid , you 
can have a copy of this one on disk (5 dis k s in 
Quarterback 5.0 format). Send $20.00 if you're a regis­
tered AVid subscriber (and $25.00 if you 're not...shame 
on you!) to: 

~----------------------~ 
Dr. Shamms Mortier 

EYEFUL Tower Comm, 
15 Rockydale 

Bristal, VT. 05443 

Till next times pace, have a good session at the CRr. See 
you in ROMuian space. 

Adspec Programming 
467 Arch St. 

Salem, OH. 44460 
(216) 337-1329 

(216) 337-1158 Fax 

Digital Creations 
P.O. Box 97 

Folsom, Ca. 95763 
(916) 344-4825 

(916) 635-0475 Fax 
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Patrick Beck 

Playing with the Shadows 
Pushing the 2-D limit 

Do your Amiga graphics seem flat and lifeless? You 
never really considered yourself an artist, but once you 
popped that copy of Deluxe Paint into your Amiga you 
dreamed of becoming the next Peter Max or Walt Disney. 
After several hours of self indulgent doodling you decide 
it might be more time effective to make use of prepack­
aged clip art and color fonts. After several late nights of 
brush stamping and text remapping, you can now create 
an acceptable looking video ready screen that contains 
both text and graphics. Although all the necessary ele­
ments are present on the screen, there still seems to be 
something missing. To add more visual interest to the 
eye, you may want to try adding shadows. Adding shad­
ows to graphics gives them more appeal with the appear­
ance of depth. These techniques will add a look of pro­
feSSionalism to your graphiCS and can be accomplished 
by anyone with enough savvy to load a brush. 

Getting Started 
Why don't we load a brush right now? Take this 

copy of Avid over to your Amiga and start up Deluxe 
Paint IV. Most of these methods are also applicable to 
Deluxe Paint versions II & III. Because we are working in 
video, we will want an overscan screen in either hi or 
medium resolution. You will also want to have some sort 
of background screen and a brush to work with. A 
dithered or patterned background with a colorfont text 
brush will work nicely. 

F2 and Hard Shadows 
The easiest shadow to create is the basic drop shad­

ow. Once you have your brush loaded, hit the F2 key. 
The brush win now turn the same color as the color cur­
rently selected in the pallet of the menu bar. Select a 
color that is darker than any on the background screen 
you intend to use. This should give you a dark, single 
color version of your original brush. 
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Starting with your background screen, stamp down 
your single color brush slightly below and to the side of 
where you intend the final brush to be. Once you have 
placed your shadow, hit the Fl key to return the brush 
to its original form and place it slightly above the shadow 
you have just created. 

See how the dark background brush adds to the illu­
sion of depth. By altering the position of the shadow, you 
give the eye visual clues as to the position of the light 
source and the objects distance from the back ground 
and other brushes or text. 

You will normaHy want all the shadows to appear as 
being generated from a single light source. Even if you 
have text appearing at apparently different distances 
from the screen, you will want. to have them all dropping 
off at similar angles. The same holds true if you are using 
a color font that has highlights . Text that has shiny 
spots at the top left will not look correct if you try to give 
it the appearance of being lit from the bottom by adding a 
shadow above the placement of the brush. Keeping a 
consistency to the light source will make it more pleasing 
to look at. 

The F2 method is a quick and effiCient way of adding 
shadows, but they are quite severe. Fortunately there are 
several ways to improve their appearance. 

Soften That a Bit 
This method works well with solid color back­

grounds . First let us adjust the pallet. Create a color 
spread that goes from light gray to dark gray in the regiS­
ters nine through sixteen. This leaves the first. eight regiS­
ters free for the loading of a color fonts pallet. 

Place the text on the screen and put it in the appro­
priate places. If you have enough chip ram you can do 
this next step all at once, otherwise you can do it a piece 
at a time. Pick up the text as a brush and save it. Hit the 
F2 button. select the darkest gray of your spread. and 
stamp the brush down. We will be picking up this dark 
gray version of the text as a new brush. Using the alter­
nate brush ability of Deluxe Paint IV will save you some 
time here as you will be using the original full color 
brush again. Clear the screen and fill it with the lightest 
gray of your color spread. 

Once you have picked up the dark gray version of the 
text. we go to the next step. Select the next lightest color 
in the pallet and hit the "0" key. This puts a one pixel 
layer all around the current brush. Repeat the process 
by selecting the next lightest color and again hitting the 



"0" key. Eventually you will have your shadow version of 
the brush with a gradual fade from the dark gray to the 
color of the back ground screen. 

Stamp down your shadow screen. alternate your 
brush. and stamp down the original full color text. This 
gives you a pleasant looking soft edge shadow to your 
text. I used light gray to dark gray as an example. but 
there is no reason you can not use another color. (See 
figure one) 

F5 and Better Shadows 
The F5 key gives your brush the power of shading. If 

you have ever played with this function. you may have 
found that it does not always work the way you would 
think. After several frustrating hours of trying to get the 
shade function to create proper shadows. I finally admit­
ted defeat and looked it up in the manual. Turns out the 
secret to getting the shade command to work properly is 
in setting up the color cycling ranges. 

Set up a color cycle range that includes all the colors 
present in your background screen in order of their 
apparent brightness. What the shade command will do is 
replace every pixel under the brush with the one that is 
next to it in the current cycle range. The left mouse but­
ton will give you the next higher color while the right will 
give you the next lower color. 

If you have arranged all the colors of the cycle range 
in the proper sequence. clicking the right mouse button 
with the F5 shade function activated will give you a very 
natural looking shadow falling on your multi-colored 
background. This technique wOFks equally well with pat­
terned. textured. or dithered backgrounds. (See figure 
two.) 

I have found that this works very well with back­
grounds created using the "Pro-fills" fill brushes. The 
brushes typically consist of several levels of the same 
color. Put these colors in the proper sequence in the 
cycle range and adding an additional color that is slightly 
darker than the darkest of the fill brush. This looks par­
ticularly good when animating. (Did you say animating?) 

Trying out The Moves 
All the shadowing techniques have been described as 

being used on a Single image. Indeed. working on a single 
page of text is the best place to get the hang of the best 
placement of shadows. But we did not all buy Amigas to 
look at graphics that just stay in one place. 

Remember. these are not "real" shadows. As far as 
the computer is concerned. that dark silhouette is just 
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another brush. Because it is a brush. it can easily be 
used by the move command to create an animation. It 
will take a little more forethought than usual (particularly 
if your used to typing in the move command numbers at 
random and hoping for best!). 

An Example 
Start with your background screen. Set the desired 

number of frames for your animation. Decide where you 
want your brush to end up and stamp down your shad­
owing brush appropriately. Be sure to "undo" the brush 
stamp or when the move requester renders the animation 
it may "double shade" the last frame. making it inconsis­
tent with all the previous frames . Enter the perimeters in 
the move requester necessary to make the brush enter 
from slightly farther than completely off the screen. After 
you have confirmed the proper movement with the pre­
view mode, let her render. 

You should now see a shadow of your brush moving 
across the screen when you run your animation. The 
next step is to move the original brush. The Fl key will 
return your brush to normal, stamp it down in the appro­
priate place on the last frame of your animation. You can 
now return to the move requester and have it render the 
brush on each frame of the animation without changing 
any of the settings. You should now have an animation 
that has an image or text moving across the screen being 
tracked very accurately by its shadow. 

Very subtle effects can be obtained when using shad­
ows and the move requester. To have the shadow moving 
exactly with the object always appears to seem a little 
stiff. I have found that by using slightly different settings 
in the move requester for the brush and shadow loosens 
it up a little. Think about where your imaginary light 
source is located and whether the shadow should edge 
up or lag behind the object. If you have text moving 
toward the viewer, where does the shadow go? I have 
spent many hours with this little "trick" and have 
obtained some very nice results. (See figure three) 

As with anything. practice improves performance. 
Fortunately, the learning curve on these shadowing tech­
niques is merCifully gentle and you can start improving 
the looks of your graphics almost immediately. Chances 
are that if you are currently working in video you have 
already spent much time thinking about how light falls 
on objects. Here is you chance to put that knowledge to 
use! 
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Time Stamping 
TimeStamper. a new product from Animatics 
offers retail level video studios the ability to 
stripe a dub with a pseudo time code window. 
for purposes of general reference. The program 
is calibrated to run "time accurately" on a 
030/33 accelerator. but is within 4 percent 
accurate on a stock system. Either way. Time­
Stamper will save you hours of wasted time 
and frustration when dealing with clients who 
desire some input with their productions. The 
program will also allow you to set the starting 
address and optionally burn in the tape num­
ber. TimeStamper is not available through any 
Amiga dealers. The price is only $19.95 (plus 
$3 S/H) 

Animatics 
P.O.Box 158 

Oakhurst, NJ. 07755 

Accelerated 1200 
GVP the largest third party suppler of Amiga 
peripherals has announced an accelerator for 
the Amiga 1200 computer called the 
A1230Turbo. The A1200 combined with this 
40Mhz 030 accelerator will bring affordable 
power to many "Multimedia" projects. 
Expandable to 32MB of 32-bit RAM using 
16MB SIMMS the A1230Turbo also includes a 
socket for an optional FPU. Priced at only 
$499.00 the A1230Turbo is truly affordable. 
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Great Valley Products 
600 Clark Avenue 

King Of Prussia. PA. 19406 
(215)337 -8770 

Bars&Pies 2.0 
Blue Ribbon SoundWorks will soon start ship­
ping Bars&Pies Professional 2.0. With 
improvements in it's interface B&P Pro 2.0 
should improve your sound projects. Also 
included with B&P pro 2.0 is Media Madness. 
With Media Madness you can combine anima­
tion. slide show. and video with sound effects 
or music to create "spectacular presentations". 
Media Madness can also control Toaster transi­
tions ANIM files. and comes with a freely dis­
tributable Play program that can be controlled 
by ARexx. For more information contact Blue 
Ribbon SoundWorks 

Blue Ribbon SoundWorks LTD 
Venture Center 

1605 Chantilly Drive Suite 200 
Atlanta. GA. 30324 

(404)315-0212 
VistaPro 3.0 
VistaPro 3.0 by VRLI should be shipping by 1 
February 1993. One of the hottest features of 
this new version is it's support of AGA 256 
color Ham8 mode. This will provide natural 
running animation created on this well devel­
oped program. VistaPro 3 .0 has improved tree 
and cloud rendering. and will allow you to 
place buildings. roads. and grass to make the 
most realistic landscapes. Call or write VRLI 
for more information on upgrades and new 
sales. 

Virtual Reality LaboratOries. Inc . 
2341 Ganador Court 

San Louis Obispo. CA. 93401 
(805)545-8515 

Cycle in Motion 
Tim Wilson the designer of Motionman and 
Cycleman. Is releasing HUMANOID:Human 
Animation DeSigner in March. This exciting 
new set of models is much more detailed and 
realistic than any other products of this type 
before. Included are Male. Female. and Child 
Figures with morphable facial expressions. 
HUMANOID suggested retail price is $200.00. 
but registered onlys of Motionman and 
Cycle man will recieve a discount, 

Crestline Software Publishing 
P.O. Box 4691 

Crestline. CA. 92325 
(909)338-1786 



continued from page 38 

have the ability to output the binary 
form. 

The only program which uses 
the ASCII form for screen display is 
POST vl. 7. a redistributable program 
widely circulated on BBS services. 
Other programs which display the 
binary form are PageStream and Art 
Expression. Creating a screen display 
of text from postscript fonts permits 
enlarging the letters to the full size of 
the screen. or even larger. This 
allows the user to create lettering 
with the absolute minimum jaggies 
at any size. and screen-grab the dis­
play to use these letters in video title 
applications which exceed all normal 
font size limits. The Toaster has a 
font limit of 80 scan lines tall in the 
character generator. but a screen­
sized title can be created from post­
script and input into the frames tore 
buffers for use with all the digita] 
transition special effects. 3D extru­
sion of the large characters can also 
be done in Pixel 3D 2. O. 

Other font issues involve 
advanced typographic features. such 
as kerning. The word kerning means 
a pair of letters which has been pro­
grammed to be displayed together in 
a certain ratio of tightness of proxim­
ity to each other. In the early days of 
metal type. each letter had a physical 
block of size which could not be 
reduced without resort to a file to 
shave away metal. Therefore kerning 
was the 
fitting a specified pair of letters this 

way. Amiga terminology defines 
kerning as the offset of the left edge 
of a letter to the right edge of the pre­
vious letter without regard to which 
letter It is. This is a misuse of the 
term "kerning" and displays the deep 
misunderstanding of the require­
ments of success for a professional 
video titling and MultiMedia comput-
er. 

Compugraphic fonts have a table 
of kerning pairs which automatically 
adjust the positioning of letter pairs 
according to the creator's design. 
Most Amiga software has not yet 
implemented Compugraphic type 
technology and cannot take advan­
tage of the kerning pair information. 
Any Compugraphic font converted 
into Amiga standard bitmap diskfont 
loses the kerning pair information. 
Postscript fonts usually have kerning 
pair data tables to be used by the 
display software. but most Amiga 
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software cannot use postscript fonts 
either. 

One false assumption is that 
there is one best kerning pair posi­
tioning for all display sizes. The larg­
er the letters are displayed the larger 
the space between the letters also 
grows. Large headlines are usually 
set "very tight" with the letters 
almost touching. Small print 
becomes black blobs without 
increaSing the ratio of space between 
letters. There is no one spacing set­
ting that works at all sizes of display. 
Therefore video title software needs a 
simple way to sweep the mouse 
across some letter pairs or whole 
lines of text and tap-tap-tap on the 
left or right cursor arrow key to add 
or decrease the character spacing. 
There is only one software I know of 
that has made precision positioning 
this easy. and it is Professional Page. 
which can be used in conjunction 
with a screen-grab utility for titling 
purposes. The public needs to pres­
sure their software developers to go 
back to art and design school to 
learn about these necessary require­
ments of professional titling. 

One final mystery needs to be 
clarified. Fonts of the same Size often 
do not look like they are the same 
size. or actually measure as different 
sizes . The reason this is so is 
because of some design decisions 
made by the font artist. Some fonts 
incorporate invisible "white space" at 
the top. bottom or both. of the visible 
parts of the letters . Other fonts 
stretch to the fun top and bottoms of 
their specified heights and are there­
fore physically larger at the same 
point size. Some fonts use different 
ratios of heights of the proportions of 
the uppercase and lowercase letters, 
called the "x-height", which is the 
size of the lower case letter "x". Some 
fon ts use a rule of 3/ 5ths of the 
height of the ascending parts to the 
depth of the descending parts for the 
x-height, while other fonts may use a 
rule of 3/7ths. Fonts with smaller x­
heights look smaller even when the 
measurements from the tops to the 
bottoms are the same as in fonts 
with a larger x-height. Fonts with 
larger x-heights are easier to read 
qUickly, which mayor may not be 
what we most desire in a particular 
instance. Fonts with smaller x­
heights are typically perceived as 
"elegant" or "distinguished", which 
we may prefer in an upscale product 
sales pitch. 

I hope this discussion of fonts 
has answered some of your questions 
on the subject, and enlightened you 
on the amount of knowledge and 
craftsmanship required to produce 
high quality video titling fonts. Please 
keep in mind that the recession has 
hit font developers as much as video­
graphers, and that if you make a liv­
ing using fonts you should respect 
the work of the people who produce 
the fonts you use. 

Lion Kuntz 
Allied Studios 

482 Hayes Street 
San Francisco , Ca. 94102 

(415) 863-1781 

Continued from page 49 

clear that DPaint is headed for the 
high-performance market, and that if 
you're serious about Amiga graphiCS, 
you'll simply have >to upgrade to a 
high-performance machine. 

Summary: 
With the new DeluxePaint and 

an Amiga equipped with the AGA 
chipset, the Amiga really takes a step 
forward in graphics. With all the new 
resolutions and colors DeluxePaint 
can use, you may be a little confused 
at which mode to pick, but it's a good 
kind of confUSion. I was a little dis-
appOinted that better color control 
was not added, (with 256 color regiS-
ters, I found myself making a certain 
color for use in my picture, only to 
find out later on that I had two or 
three of the same color elsewhere in 
my palette). But other than that, I 
think it's the greatest thing to hap-
pen to DeluxePaint since animation 
was added in version 3. 

DeluxePaint AGA 4.5 
Electronic Arts 

1450 Fashion Island Blvd 
San Mateo, Ca. 94404 

(800) 245-4525 
(415) 571-7995 Fax 

DrawingPad 
TriMedia Inc. 

60 East Hintz Rd. 
Wheeling. IL. 60090 

(708) 520-0730 
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ket Place 

~.t=~-. 
DREAllWORKS VIDEO PRODUCTIONS 

Presents The l'i!!L 
BEGINNERS GUIDE TO 

ART DEPARTMENT PRO 2.+ 
Video Tutorial 

$39.95(includes shipping) 
To.order or receive a ~ infonnation pBcket 

call anytime 602-893-3988 r.ij ;:~~ [VISA] 
® 5037 East Keresan ® 

Phoenix, Arizona 85044 

ULTRA HIGH RESOLUTION 

4xS 
COLOR TRANSPARENCIES 

and 

3Smm 
COLOR SLIDES 
from Your Amiga Grapnics 

• 24-BIT IFF 
• Standard IFF or HAM IFF 

• Color Postscript 
- -

4000-Line Resolution • No Scan lines 
Brillant Color • No Curvature Distortion 

Call or Wn[;; lor Or~r Forms. Pnct!' l ,s \s . and FREE S;lmp!os; 
HAMMOND PHOTOGRAPHIC SERVICES 

, 1280 \'/il~ tllf!g ~on PI;)C1:I _ Cul'Jer C.Iy. C<l h~orn l;j 90230 
(310) 390-3010 
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ROYALTy-FREE MUSIC 

Composed-with die 'V'!(feograp(u:r 111 :Milld 

Enhance your video production 
with our broadcast-quality music. 

Available collections include: 
Ii:! Assortment Ii:! Caribbean 
Ii:! Country Ii:! Jazz 
Ii:! Reflections Ii:! Rock 
Ii:! Soundtrack Ii:! Wedding 

Call for demo tape ($7.00) and catalog I , 

~ 1-800-578-9112 ~ 

534.50 Cassette 544.50 VHS·HiF, 
S54.50 DAT $54.50SVHS 

We use the highest·quality media, and 
record one side only to ensure optimum 

fidelity. Personal work is a specialty! 

F0YVLCf~ f nretp Y"tMw, I I'U% 
P.o. Box 43200B Big PinE! Key. FL 33043 

ADVERTISE 
YOUR PRODUCT 

OR SERVICE 

in the 

AVG MARKETPLACE 
for 

ONLY $75 
Call 408-758-9386 

for details 

~<Oil~~~ 

ANIMATTES: 
WEDDING SERIES 

DISKS Flll OF HIGi <XJ~UTY mll1mD 
IlIPES - MHTES - TR~NSITia'6 
F~ PR(xuJt.Il IIEllDIM; VIDEOS 

POINT & CUCK OI'ERA 1l0N 
RUNS FROM WORKBENOII.2 & 2.0 

USE AS IS OR PERSQNAUZE 
WORKS ON ANY ~6A/GENLOCK 

COMBINA1l0N 

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

for orders or Info: 
Electric (rayon Studios (414) 444-9981 
3~4 \ 64TH St.- .... lIwaukee WI :>:1216 
"demo disk $:I (credited towards purcbase) 

3D Object LIbrary Blowout 

Due to delavs with out Holiday advertisement. 
we are offering out 3D object collection for 

Ligh twave at the sale price 
of $24,95 Wltil supplies run out! 

Bisclips contains nearly 100 objects and 
forms for the retail video service. Our objects 
arc simple In design making them perfect for 

logo and background work. Directories 
Include: A/V, Religious (including Hebrew). 

Household. Flybys and Frames. Roman 
Numerals. and Building Blocks. Also mcluded 

Is a selection of -Morph Ready" objects and 
tcxture/Bump maps. 

This library will save you hundreds of model~ 
Ing hours and now, It will save you 50% off 
the retail price as well. Don't delay. We are 
only selling a limited number at this price. 

Animatics 
P.O. box 158 
Dept. Avd~6 

Oakhurst, NJ. 07755 

Please Include $3 S/H Check or M.O. only I 

Amiga Attn:A-3000/2000 

P ,I Toaster & Power ower _I Users 

Re.placement Boards & Upgrades 
(Installed Prices) 

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

(Save $20.00 If You Install) 
Stand Alone Power 

A-500 200 Wan BIGFOOT $129.00 
!.Jail For Pricing On CustOID Needs 

We Accept: 
Visa/MC or 

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

AMIGA'" 
CONTROLLED 

ROUTI'NG 
SWITCHERS 

ROUTE M EISTEF( 
Software controllable via 
Workbench, eLi and any 
program that talks AREXX 

RM4x4VC - 4x4 matrix AlV 
Switcher with Stereo 

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

and Software 

$499.00 II 
,:;-;::=-.,.",..,OI=-=he;.;.r models available IIOOn 

-.- COMPUTERi 14-8 South 7th Street 
V IDE O. Akron, PA 17501 
~ltll~ (717) B59-2049 
.. ':,~;;:1;~~f:!! FAX: (717) B59-1 075 



call or write for samples & info 

Industrial Color Labs 
6890 Highbridge Rd 

Fayetteville,NY 13066 

(315)449-1155 
amiga imaging dept 

': '... . ' . ": . .': .,'. .,' '~",-~, . ". ',':.:."." 
Break the Bitmap Barrierf 

Cashlll Conver.lons of 
Postscript® Fonts to 
3D Object Sets for 

Lightwave® or 
Caligau 2® 

at r.llondl. rat ... 

(510) 439-1580 
,e;,. , 'Un.iCi Grap fiics 
-;.. 143 Lorraine Avenue 
''';' .. Pittsburg, CA 94565 

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

Amigas around in a box ? 
Iflhe answer is YES!, we've gOI 

lhe solution_ 

Ami Tote TH 

Soft carrying cases! 

• AmiTole 500 
• AmiTole 600 
• AmiTole 2(x}()Nideo Toaster 
• AmiTole 3(x}() 
• AmiTole Monilor 
• AmiTote Baby (FIrs 1o.G-I9()O YT1/'s) 

I 
Can 'I jind il at your dealer? 

Call us direci. 

ThiJrur To),s'm Suite 720 Shadle Center . 

heml·SphereTU ~ITcXlf21~W Fax1/509 325-6989 

Market Place 

VERTEX 1.6 
Object Design and Conversion Software 

Vertex has many POWERRJL Features 

• Bevels 
• Bezier Curves 

·File Formats: 
.J Imagine 

• Multiply Command .J Lightwave 
.J Wavefront • Fast Interface 

• Arexx Port .J Sculpt +more 

Only' $40.00 check or money order to: 

The Art Machine 
4189 Nickolas 

Sterling Heights, MI 48310 

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 

surtaces 
• 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 

T.S.COMPUTERS 
• -TOASTER SALES 

is -TOASTER SERVICE 
-TOASTER SYSTEMS 
-TOASTER SPECIALISTS 

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

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

up of the A3000 or TOASTER . 

BASIC TO FULL ANIMATION SYSTEMS. 
CUSTOM SYSTEMS. SINGLE FRAME CONTROLLERS . 
AMIGA 3000 SOLUTIONS/INSTALLS. GPI HOOK UPS. 

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

Commodore " 
AMIGA II> 

AUTHORIZED DEALER & GOLD SERVICE CENTER 

NewTek INC AmiLink 
WORKSTATION DEALER 

818-760-4445 
11300 Hartland Street 

No. Hollywood, CA 91605 

-WANTED­
Modelers 

Artists . Animators 
Motior. Picture & Television Productions 

Call or Write ..... 

I/Pjp#~ lifda 
5050 Laguna Blvd. Suite 112576 Design Group 

Elk Grove, CA 95758 

We Provide Professional 
3D Animation Services 

Creation' Modeling' Rendering· Recording 
Video and Motion Picture Film 

Ph. (916) 422-7750 

NEEDLE DROP QUALITY 

AT A BUY-OUT PRICE. 

$48 
THE MUSIC BAKERY 
FRESHMIX HOTllCKS 

800-229-0313 
Call for your first issue on CD. 

FREE 
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Continued from page 35 

allow digital audio to be transferred 
between CD sound libraries or PCM 
and DAT recorders possessing digital 
input/output. It will also allow a DAT 
machine to be used for digital back­
up of your hard drives!) Add the MIDI 
composition and sequencing power of 
Bars and Pipes Professional and you 
have a full-blown MIDI/Digital audio 
workstation. This makes the 
AD516/Studio 16/B&P Pro combina­
tion an ideal set of Tools for the edit­
ing and production of music, narra­
tion and sound effects for video. The 
AD516 card and Studio 16 can be 
totally integrated and controlled from 
within Bars and Pipes Professional to 
fonn a total composition and produc­
tion system. 

When the Virtual Track Tool per­
fected, Studio 16 will be able to sup­
port the playback of virtual tracks 
from within Bars and Pipes 
Professional. This will allow digitally 
recorded sound effects, music or nar­
ration to play in perfect synchroniza­
tion with a MIDI sequence. In other 
words, you'll be able to record voices, 
gUitar, narration or special effects 
tracks directly to your hard drive for 
frame-accurate synchronized play­
back in conjunction with a MIDI 
song. The entire audio track can 
then be recorded to videotape with­
out the need for an expensive, time 
code controlled multi-track tape sys­
tem. If you're in the business of pro­
ducing or editing sound for video, 
then you should seriously consider 
the Bars and Pipes 
ProfessionaLjAD516/Studio 16 com­
bination. It is a professional tool that 
produces extraordinary results. The 
sound quality, features, and ease of 
use of the AD516 are among the best 
available for any computer platfonn. 
And, the retail price of the AD516 
and Studio 16 is only $1495.00 . Bars 
and Pipes ProfeSSional r e tails for 
$399.00 and is available from Blue 
Ribbon SoundWorks. 

Next time we'll cover another 
new 16-bit synthezier card for the 
Amiga from Blue Ribbon SoundWorks 
called The One Stop Music Shop. This 
high-quality sound board features 
the world-renowned Emu Proteus 
Sound Engine and a built-in MIDI 
interface, and comes with sound 
editing software. We'll also discuss 
upgrades for SuperJam! and Bars 
and Pipes ProfeSSional, and other 
exciting news about the latest Arniga 
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Music-for-Video peripherals and soft­
ware. 

!'ll repeat the free demo offer for 
new (and old) AVid readers. And I 
can add to the list of working demo 
programs , demo versions of Video 
Music Box and the new SuperJam! 
demo. If you'll send me up to six 
blank 3.5 inch disks , along with the 
appropriate postage, I'll provide those 
demo programs, as well as the M 1.0 
demo, the Bars and Pipes demo, B&P 
Pro demo, and the Synthia 
ProfeSSional demo free of charge and 
you can try some of these dynamite 
music and sound programs for your­
self1 

S.A.M . is distributed exclUSively by 
Black Knight Periph erals , 255 W. 
Moana #207, Reno, NV 89509. (702) 
847-8088. 

Sync Pro and Bars and Pipes 
ProfeSSional are manufactured by 
The Blue Ribbon Soundworks, Ltd., 
1293 Briardale Lane NE , Atlanta, GA 
30306, (404) 377-1514. 

ADI012 and AD516 (hard disk 
recording systems) are from SunRize 
Industries, 2939 S. Winchester Blvd., 
Suite 204 , Campbell, CA, 95008, 
(408) 374-4962. 

Jaxon Crow has recently released his 
first tutorial videotape on producing 
Sound for Video projects entitled 
AMIGA MUSIC FOR VIDEO, Volume 
One. Jaxon can be reached for ques­
tions or consultation 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. 

Blue Ribbion Soundworks LTD 
1605 Chantilly Drive 

Suite 200 
Atlanta, Georgia, 30324 

(404) 315-0212 
(404) 315-0213 Fax 

SunRize Industries 
2959 S. Winchester Blvd. 

Suite 204 
Cambell, Ca. 95008 

(408) 374-4962 
(408) 374-4963 Fax 

continued from page 46 

Figure 10 

Fig 7: 
A view at a sligh t angle from the 
front in outline mode, showing what 
might be a main street. 

Fig 8 : 
A view zoomed at a similar angle 
looks almost like a real city street. 

Fig 9 : 
Here is an angled view of the skyline 
in outline mode. 

Fig 10: 
Here is the same view in solid mode. 
Though this is a more realistic view, 
one can see that the outline mode is 
more useful when planning changes 
because vertices and edges stand out 
in outline mode. 

Jim Omura 
2A King George's Dr. 

Toronto, OntariO, M6M2G8 
Canada 

Vertex 1. 73a 
The Art Machine 
4189 Nickolas 

Sterling Heights, MI 48310 
USA 

Supra Corporation 
7101 Supra Drive SW 

Albany, OR. 97321 
(800) 727-8772 
(503) 967-2400 

(503) 967-2401 Fax 



3 Good Reasons To Become An 
AVG Subscriber 

1. We' re FOCUSED 
AVe Is all about one th ing and one thing only: Amlga-Vldeo. You won't finds game reviews, program I1stings, 
or any other topics covered bin AVe, unless It directly affects the Amlga -Vldeographer. You won't have to 
sklrn through AVe searching for the occasional videographlc article. By fOCUSing on the Amlga-Vldeo s ub­
jects, we can go beyond the general Desktop Video information you usua lly read, and get down to the valu ­
able speclfics and detaIls that can make the difference between satisfYIng a client and losing a j ob . 

2 , We're FRESH 
AVe Is up-to-date and up-to-the-mtnute. There are no 3-month lead times for Av e articles. Most articles in 
AVe are published within a week or two of submlsslon . This editorial ph ilosophy allows u s to cover the 
tlmel1est subjects in the timeliest fash ion. 

3. FOR A LIMITED TIME ONLYII If you subscribe now you will receive a complimentary Font disk fo r the 
vldeographer by Allied Studios. 

Ij you would like to tap tntoAVC's j ocused. .fresh A mfga-Video coverage, Jill out the subscriptton jorm below and 
send it with your check to: Pacific Media Publishing, 365 Victor St, Suit "H" Salinas, Ca, 93907. For 
evenjaster response, use your Mastercard or VISA and call 1-800-322-A VlD to place your order. 

!! SPECIAL LIMITED TIME OFFER !! 
Subscribe for ONLY $27.95 (Can. $37.95) 

Name : ______________________________________ _ 

Company: ________________ _ 

Street:..' _________________ _ 

City : __________________ _ 

State: _________ Zip : 

Country·:..-_______________ _ 

IFree Font Diskl 
STAR DECK 
DEEP SPACE MINE 

AMIG.A: 
FONTS 
ALLIED STUDIOS 

FOl'lI'S PRODUCTS 
12 Video Toaster CG 
12 Am1gaDos FonlS 

ofesslonal Page PI S Fon t 
Page-S tream PIS Fonts 

Yes, I'd like to subscribe and receive the Amiga Video/Graphics Magazine. (CHECK ONE) 
o 12 issues of the Amiga Video/Graphics Magazine for $27.95 (Can. subscribers $37.95 US) 
o 6 issues of the Amiga Video/Graphics Magazine for $18.95 (Can. subscribers $27.95 US) 

(overseas Subscribers add $36 US) 

Make ch eck p ayable to : 
PACIFIC MEDIA PUBLISIfiNG, 365 Victor St. Suite "H", Salinas, Ca. 93907. 
To Subscribe by phon e use your Credit Card. Call: 1-800-322-AVID 

(2843) . VISA' i 
Basic one-year subscrtpUon prtce Is $36.00. Newssland prtce Is $47.40. Please allow 30 days for shipment of fi rst Issue . 
Free disk will be se nt upon paymen t. 
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Art Expression and Aladdin -4D 
A marriage made in Heaven. 
Dr. Mortier goes into detail about how Aladdin-4D loads in Art Expression's epsjiles and 
transforms them into 3 Dimensional Objects. 

AGA Connection 
Video applications of the AGA Chip Set 
Patrik Beck takes us through power (up) supply problems, hardware conjitsion, what 
about monitors, software compatablity, AGA should you or shouldn't you. and now what? 

Review: 
On ImageFX 
Matt Drabick reviews a new GVP product for use in image manipulation, which also comes 
with Cinemorph and built in painting tools. 

Playing With Shadows Part II 
How to improve your graphics by adding shadows 
Patrik Beck explains how to use the previous mentioned methods in unconventional ways 
to achive some unique effects in Dpaint. 

ff WANTED AMIGA ARTIST!! • • 
Amiga Video/Graphics Magazine is currently accepting submission of art for its up 

coming issues. We are accepting artwork in 2D or 3D or a montague containing Amiga 
generated work. If the possiblity of having your artwork displayed on the front cover 
interests you, don't delay and send in your works of art in now. 

We find it best if artwork is submitted with a photo, slide or a printout of each image 
accompanied by an IFF file (JPEGed at 100% quality). 
Address your packages to: 

Art Submissions 
Pacific Media Publishing 
365 Victor St. Suite "H" 

Salinas, Ca. 93907 



Amigtt4000 And 1200 
Computers Are Priced To Fly. 

atch your computing capabilities soar with the new Amiga® 4000 and 1200. 
Save up to $1,500* on the A4000 , including DeluxePaint® IV AGA and Art Department 

Professional® software. Save up to $440* on the new A1200, including DeluxePaint IV AGA 
and Final Copy® 1.3 word processing software. 

Both computers feature the Advanced Graphics Architecture'M that 
lets you display and animate graphics from a palette of 16.8 million colors. 
You also get a 24-hour Helpline and optional on-site service.* * This a fTer 
is only good from January 1, 1993 through March 31,1993. So take ofT for 
your Amiga dealer today Or, call 1-800-66 AMIGA 

Commodore" 

AMIGA' 
Cl I99l~~M.d~Ir>:,~.w"'"'''''''''' 'q;>.r.d o'b:tn:td~~ .. ~oI~£lec:rocnI.!d.A:r.ipal~<i~~r:.:.~II,,~~oI6:rnncAru_A.~rq..-::nn:<~~.rtp:=! 
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ON WITH THE SHOW! 
The 4th Annual 

WORLD OF 
COMMODORE AMIGA 

IN NEW YORK CITY 
April 2, 3 & 4, 1993 

Come to America's greatest exhibition and 
sale of Amiga hardware, software and 

accessories! 

SEE, TRY AND BUY - ALL THE 
LATEST EXCITING PRODUCTS: 

The dazzling new Amiga 4000! 
The Amiga 1200! 

FREE SEMINARS with show admission 
Desktop Video! Desktop Publishing! 
Multimedia! Animation & Graphics! 

AND MUCH, MUCH MORE! 

New York Passenger Ship Terminal, Pier 88 
(Between 48th & 52nd on Hudson River) 

Friday & Saturday 10 a.m.-5 p.m. 
Sunday Noon-5 p.m. 



User·friendly ~ IJOint and c li ck~ inlerface 
based on a cameraltarget model. 
Direct supporl [or FireCracker. 3- and 4-bil 
Plane Dc1". and \lil.\I-K 
Sare Images as IFF, IFF24, Turbo Silrer ob­
jects. and In 24-bil RGB [or [rame burrer 
oUlpul. or print directly [rom the program. 

• Supports IIG!I 256. \lJlltS. and SuperHiRes 
modes. 

• Create a 180° series of\'lews from any cam· 
era l)Osition. 
User definable screen resolutions. including 
orerscan. SU[lJ>Orts Amiga maximum screen 
resolutions. 

Variable [Deal length "camera" .. ... .. : ........ . 
cd number o[ lighting posilions. UIlUCrH1U. 1 

roughness. and blend controls. 
User-defined color palelle. night sky. . 
tree line, snow level. waves. haze I ' 
lakes. rivers. wa terfalls. build ings. 
roads . 
3·D \\ire frame prc\1ew saves time­
the camera scttings until you >al'e, Ine, C" ICi r 
\1ew you want. 

(,omes \11th 19 landscape ntes for 
to e.qllore! ~lany more are .m:tilable 
pUll'hase separately. 



DKB Software 
50240 W.Pontiac Tr. 
Wixom, MI 48393 

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

Technical Support (3 13) 960·8750 

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

Jim Planl- 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 - Fonner NE~vrEK employee & writer of the wlorials for 
the Video Toaster 2.0 mallual. Featured ill the Desktop Images Video 

Toaster 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 Doheny - Video Toaster User 

The MegA Chip 2000/500 allows you to upgrade your Video 
Toaster. Amiga A500 & A2ooo, and CDTV'· to 2 Megabytes of 
Graphics Memory. 

The MegAChip 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'·,1V-24~ , DCTV'·, Ham-E~, and 
most genlocks and framebuffers . 

Contact your local dealer or call for information. Dealer inquiries welcome. 
McgAChlp 20001500 i ~ 0 tradermuit of OKB Sonware. Video Touter il' II'Idcmark of NCWiCk. Int . CDTV, A500, and A2000 ale tl'lldcmark~ of 
Commodore:· AmigD, Inc. IV ·24 i~ Illrademark orOrtat Valley Products , Inc. DCTV ia Itrademark or Digital Cn:Dhon~ , Ham-£ is a lrudemark of Black 
Bell Sy~lem~ . OpalVision b Illflltlemarll: o r Centaur Development. 




