


Bring Home The Best 

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

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

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

• ADPro placed third among ALL Amiga" 
software 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 

Orema!ic QlIa!it') Vi~ua! Effects 
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III, ~ 

show Quantum Leap and for major 
motion pictures. 

• Mark Swain, an AmigaWorid 
reviewer (and animator for Foundation 
Imaging. the creators of the special 
effects for Babylon 5), sa id, "MorphPlus 
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, "MorphPlus is the 
Rolls Royce of Amiga' morphing 
software ... it wi ll pay for itself w ith one 
job." 

Consider the facts. 
Then bring home the best. 

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

Art Department Professional is a registered trademark of ASDC Incorporated. MorphPlu5 is a trademark of ASOC Incorporated. 
Amig..l is a registered trademark of Commodore-Amiga Inc. 
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This time we pulled out all the stops. 

Until now, 3D modeling, 
rendering and animation was 

really 2D, enhanced with three 
viewing perspectives. 

• 
Unlike old programs, Caligari's 

direct manipulation actually 
mirrors the everyday world. 

Objects can be moved, rotated 
and scaled by simply pointing 

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

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

you will be able to start creating 
and manipulating objects in 

minutes. Not just simple 
geometric objects. Organic 

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

models are fully hierarchical. 
• 

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

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

million colors (plus 8bit Alpha) . 
• 

y, u want Caligari24 b cause f 
what it will do for you ... its 3D 
interface, its features, its speed, 

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

• 
y, ou want Caligari24 becau e of 

wh we are. Since 1986, 
profesional3D software for the 

Amiga has been our only 
business. Our commitment to 

Caligari and the quali ty of our 
customer support is simply 

unmatched by the competition. 
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Hierarchical Animations , 

Organic Deformations, 

32 bit color, IFF textures, 

Multitasking and more ... 

399.00! 
MFG Suggested List Price 

The Power of Direct Manipulation 

The product. mentioned above are trademarks of the 

following companies: Caligari24/O:tree Software. Inc.; 

Amiga/Commodore Business Mach ines. Images created 

by Paul Safr (Knighr; Cybernetic Assassin). 

Caligari Corporation 
1955 Landings Drive 
Mountain View, 
CA 94043 
Tel. 415. 390 9600 
Fax 415. 390 9755 



On The Cover 
NewTek plans to sell 

the Video Toaster 
4000 which will be 
priced lower than 
the current Video 

Toaster system and 
will use the AGA 

chip set to bring 24 
~ Bit color animations 

to the masses. 
(Photo by Jeff 

Bender.) 
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Publishers Notes ... 
Spunk 

As I walked through the halls of Pier 88 in New York City, I was astonished by the number of people holding boxes 
of newly purchased OpalVision cards. When you walked onto the Pier, you were struck by a powerful presentation 
from the people at Centaur Development. After talking to leaders at Centaur Development I could see why so many 
people wanted to buy an OpalVision at the show. The new modules that will soon ship will provide a complete artistic 
work station on a desktop . 

Why do I make mention of this in my publisher notes? Well, beyond the power of OpalVision there is something that 
my grandfather use to call "spunk." This enthusiasm of continuing to improve products and applications is propelling 
the ability of Amiga artists to create some of the most dynamic and stunning computer art ever. I have recently seen 
some astonishing 2D, 3D and photo manipulation work that just makes one stop and admire. I hope to start our 
Gallery Section soon to show off this work to inspire others to create. 

I would also like to mention a situation brought-up by a reader concerning the Amiga 4000. We discussed some 
problems he encountered while using the Amiga 4000. One problem is that when using an Amiga 4000 with 
Commodore's 1960 monitor, the Workbench™ screen seem dim. Commodore has acknowledged this problem and is 
about to release a new line of monitor and an upgrade to O/S 3.1, which should alleviate most of these problems. 
Another area of discussion was concerning the ability to play back 24 Bit animation's at 30 frames per second. In this 
issue Douglas Fusco discusses how to achieve this long sought out goal of having real-time play back on the Amiga 
4000. 

Turning to something different, I know some people have noticed that this issue is a tad late. This is due to some 
late breaking announcement of N ewTek's Video Toaster 4000. As A VG is not in the inner circle of N ewTek's fold, we 
had to take more time to scrape out information on the Toaster 4000. However, as you read on in AVG you will see that 
it is well worth the wait. The Toaster 4000 is a great improvement and takes full advantage of the 4000's AGA chip 
set. So sit back and enjoy this issue and we'll see you next month. 
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I THERE! My name is Gabriel Pan, and for the last couple of 
months , you've known me as the Production Coordinator of the 
Amiga Video/Graphics Magazine. As of a few weeks ago, I've 

put on a new hat, becoming the full-time Managing Editor. 
This will give Fred a chance to handle some of the larger issues 

at hand, while I clean up the details. 
We have received many letters over the last month, directing themselves 

in part to the question of quality control. I appreciate everyone who took 
time out of their busy schedules to drop us a line and, more importantly, I 
appreciate the understanding tone that all of you took in your constructive 
criticism. 

When we picked up Avid from Jim Plant, we had the idea of making this 
title the best resource available for coverage and tutorials for Amiga users. 
Unfortunately, as lofty as our goals were, we did not expect to encounter 
quite as many growing pains as we have. Fortunately, most of the corre­
spondence expressed understanding that this transitional problem is com­
mon in most re-structured publications. Even so, this comforting news does 
little to correct what has already occurred. 

To that end, I'd like to take a moment to assure all of you that the first 
order of business is to re-establish the quality of the magazine. I have had 
previous experience in the new capacity I am serving, and am well aquaint­
ed with the job that needs to be done. 

As for writing and quality content, I am also supervising the pre-produc­
tion selection of articles along with the Editor-in-Chief. 

I believe that you will be happy with the quality of this issue, as both 
World Of Commodore, and National Association of Broadcasters coverage is 
included, giving you a taste of some incredible new breakthroughs. 

I know that it's not always easy to keep the faith, but I ask you to bear 
with us a little longer. We might have a little more acreage to plow before 
the land bears fruit, but I think that the harvest will be worth it. 

Stay True! 
Gabriel Pan, 

Managing Editor 
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Column 

BI~ 
David Duberman © 1993 

Welcome back to the column for lovers 
of Amiga 3D stuff. To begin with, a mea 
culpa . Two columns back I wrote about MD 
Grafix's Font Flyer, and gave the wrong 
price. The actual suggested list price for this 
great LightWave utility program is $89, and 
well worth it, especially since the program 
has since been upgraded. You can now speci­
fY both prefixes and extensions for font file­
names, and it handles smaller fonts-one 
meter and 200mm-better. 

Incidentally, see my review of 
Caligari24 in this issue for a discussion of 
HyperCache Professional , a new utility pro­
gram that can save time for all 3D artists . 

Reader Response 
Several columns back I printed a request 
from reader Terry Musgrove for a method of 
replicating in Imagine a LightWave trick 
which gives eye-catching animated glints 
sliding along the surfaces of a seemingly sta­
tionary 3D word or logo. To achieve this 
effect, you have to use a Global Brush as a 
reflection map, make your logo's surfaces 
reflective, and rotate the logo while render­
ing in Scanline mode. I offered the best solu­
tion I could think of, which was to create as 
circular a path as possible, make a copy, 
make one tiny and assign the logo to it, and 
the other larger and assign the camera to it, 
and track the camera to the logo . This 
wasn't quite good enough as it resulted in a 
bit of wobble. Recently, I got a call from one 
reader and a letter from another offering two 
different effective solutions . 

First I heard from Charles Blaquiere, 
who called from Toronto to suggest using the 
Hinge technique, an Imagine function that I 
admit I'm not very familiar with . He was 
kind enough to upload several Imagine pro­
jects to me that illustra ted several varia-

tions. Basically, he uses a centrally placed 
axis to which is hinged both the logo, (placed 
near it) , and the camera, (which is placed 
farther out). He creates three key frames for 
camera , logo position and alignment 1/3, 2/3, 
and all the way through the animation. At 
the first key, he rotates the logo and camera 
120 degrees and moves the camera a third of 
the arc around the logo, repeating the 
process at the second and third key s .. 
Hinging the camera and logo to the same 
obj e ct effectively locks their movement 
together. It works like a champ! 

The n I received a le tter from reader 
Sergio Murillo of Honduras , who suggested 
simply using more points in the path for a 
more accurate circle-I had used only four 
points originally. Mr. Murillo offered a pro­
cedure for creating a precisely circular path 
from 24 axes, which consisted of grouping, 
copying, rotation, and pasting, using a cen­
tral axis as a fulcrum, but when I tried it, I 
came up with a jagged circle. Once you do 
get the path to be circular, save it , then 
rotate it 10 degrees on the Z axis and save it 
as a path for a "chase" light. Mr. Murillo also 
suggests using the Rotate FIX for the logo 
instead of assigning it to a path. 
Thanks to both Charles Blaquiere and 
Sergio Murillo for their help! 

More on FDPro Flight Recorder 
I've been playing around with Jaeger 
Software 's FDPro Flight R ecorder since my 
review last issue and have discovered some 
interesting points. First, if you create a 
wingsweep object and then use the same 
flightpath as camera motion to fly along the 
object's length, the camera actually moves 
through the object, so that the object contin­
ually bisects the frame horizontally. Ideally, 
the "roadway" would remain at a consistent 

distance "be low" the camera for a roller­
coaster effect, and this can generally be 
achieved simply by moving the wingsweep 
object downward slightly. However, if there 
are any loops in the pathway, the camera 
then moves through the pathway and travels 
"below" (actually above) it for half the loop or 
so . An alternative solution might be to 
enlarge the path and then move it slightly 
downward, but this causes other problems. 
Hopefully Jaeger will solve this in the next 
release. 

Also, the wingsweep (or straightline 
path) object gives you an ideal visual trace of 
your camera's path through a scene , other­
wise unavailable in LightWave, so you can 
accurately place objects at appropriate posi­
tions. 

One final word on FDPro Flight 
Recorder. I recently was able to fly the simu­
lator the way it was meant to be flown-with 
an analog joystick. Thanks to DigiPrint's 
Analog J oys tick Interface, I could plug my 
cheapo IBM analog joystick into the Amiga 
and fly any of Jaeger's virtual aircraft with 
full control. It improves the experience of fly­
ing tremendously , and is well worth the 
small investment. By the way, DigiPrint also 
makes an adapter that permits connection of 
high-quality IBM bus-type mouses to the 
Amiga. If you're fed up with flimsy low-reso­
lution Amiga mouses, check out DigiPrint's 
Bus Mouse Adapter. 

Playmation Tutorial 
Martin Hash's Playmation is unique among 
Amiga 3D programs because it uses splines 
for all modeling and animation . This means 
you're working with actual smooth curves, 
not angular polygons (although these can be 
simulated if necessary), which makes for 
more organic-looking shapes and natural 
animation. But speaking of curves, there's a 
pretty sharp learning curve with this pro­
gram . The manual provides some excellent 

Figure 1 

tutorials, but leaves a lot of territory uncov­
ered. For example , the Modeling tutorial 
talks about all the basic commands , and 
gives examples of extrusion and lathing. It 
also gives a rudimentary example of manual 
object building, but doesn't say much about 
construction of more complex objects, such 
as faces. continued on page 10 





Figure 2 

Continued from page 8 
Th a t's where thi s tutor ia l co mes in. 

We'll start with basic face construction, step­
by-s tep and, if there's enough interest, move 
on to character construction and animation. 
In any case, please write to me in care of 
Avid Publica.tions, 21611 Stevens Creek 
Blvd., Cupertino, CA 95014 and let me know 
which 3D programs you have, which you 

Figure 3 

lik e , what fe atu res you need but a re n't 
there, and anything else related to 3D on 
any platform that's on your mind. 

When beginning a new con s truction 
project in Playmation's Sculpture module, I 
star t by creating or loadi ng a "parts kit." 
This is simply a set of splines with different 
numbers of control points that can be cloned 
and connected together to form patches. 
Simply create a two-knot spline, press the 
Tab key to select all connected points, clone 
it and move t he clone to the s id e. Press 
Return to deselect a ll points. Add a control 
point a nd position it near the clone's center. 
Press the Tab key again , then clone and 
move that. Continue the process until you 
have several splines with different numbers 
of evenly-spaced control points. Save this as 
"Toolkil." During construction, don 't use the 
last one of any type; just clone it to make 
more. Then, before performing a fi nal save of 
your new model , delete any spare parts. 

For this part of t he tutorial, make at 
least s ix extra splin es with five evenly 
spaced control points, and six short ones 
with three control points (see: Figure 1). To 
make things a little easier, arrange the five­
point splines horizontally as shown. 

The first part we' ll work on will be the 
mouth , or rather the lips , the part of the 
mou th t hat norma ll y s hows on t he fac e. 

These curved shapes are ideal for modeling 
with splines, as we'll soon see. Connect the 
ends of the top three a nd bottom three 
splines by dragging each group's lower two 
splines' endpoints up nnd right-clicking on 
the top ones'. (See: Figure 2.) Press Return 
to deselect all points. 

ow we'll give the lips some poutiness. 
Click on the Group tool; the one with the 
dashed -outline recta ngle in the top row. 
Draw H drag box over the center three con­
trol points in the second and fourth splines 
to select both lips' horizontal centers. From 
the right-h and 01' Top view , drag t hese 
points slight.ly upward; see Figure 3. Press 
Return to deselect the points. 

Now we'll apply the shorter spl ines as 
cross-sections. Grab one's top point and drag 
it to the top-center vertex in t he bottom lip, 
then right-click to connect the two. Connect 
the second vertex to the one immediately 
below, a nd the third to the bottom one. Note 
how the second vertex jumps "up" in the Top 
view when you connect it. Use two more 
short splines to connect t he two groups of 
three points on e ither s ide. See Figure 4. 
Repeat the process for the upper lip. This, 
then, is one basic procedure for build ing cus­
tom shapes in Sculpture; draw 3D outlines 
with splines, then criss- cross these with 
more splines to create surfaces. 

Now give the lips some shape by drag­
ging the vert ices a rou nd . This is one of 
Sculpture's friend lier features- just click on 
the point of in terest and drag-no multi -par t 
opera tions required. Finally, pull the lower 
lip's two endpoints up and connect them to 
the two upper lips. My lips ended up looking 
like Figure 5 , which could be ca ll ed a 
Harleq uin/Joker smile , but yours cou ld be 
comp letely different-whatever works for 
you. Use the Quick Render function to check 
your work. After shaping from the front, use 
the Top view to group and raise the central 
points a nd lower the mouth com ers for a 
s light curva ture, to match the front of a face. 

When you're satisfi ed, save your work­
we'll ca ll this segment FaceLips. We'll build 
the rest of the face around it. This means, 
however, t hat we won't be able to color the 
lips differe ntl y fro m t he rest of the face. 
Remembe r , coloration ca n on ly be applied 
segment by segment in the Character mod­
ule. If we wanted the lips to be red and the 
rest of the face to be a lighter or darker tone, 
the lips wou ld have to be a separate seg­
ment., which might ca use difficu lties with 
a nimation . This is one of Playmation's limi­
tations. 

You'd probably like to see your lips ren­
dered at this point. Unfortunately, it's not 
quite as easy as using, say, Imagine's Quick 
Render. You must load the segme nt into 
Character, assign attributes, sa\'e the data , 
then load it. into Direction a nd set up the 
camera and lighting, then save that data, 
after which you can fin ally render it in HAM 
from the Workbench 01' in 24 bits from the 
Shel l. 

Figure 4 

If you have troub le with this procedure, 
s imply go th rough the examples in the man­
ua l, then t.ry it with your own segment-it's 
rea lly pretty s imple, but requires a number 
of steps. Try making the tips red and glossy 
in Character. If you're feeling adventurous, 
try making a nose and attaching it to the 
lips. We'll continue with the Playmation face 
in t he next column. 

Figure 5 
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Welcome to Amiga 
Updates. Every 
month we'll keep you 
informed on the 
lastest versions of 
Amiga creative 
applications that 
were shipping by the 
time we went to 
press. 

Ami a 
Up ates 

Product V. 

Al )\'1\:\ TA< ;1'; 

2.0 

1.1 

1.01 

9.24 

1.03 

3.0 

Product V. 

2.0c 

2.0 

1.0 

1.2 

1.0 

1.0 

4.0A 

5.0.2 

2.0 

1.05 

1.04 

1.05 

To have your produet listed In this 
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Column 

David 

ow many times have you sat 
down at your Toaster system and 
decided to learn Modeler? If 
you're like most people I know, 
this number is pretty high. The 
unfortunate problem is that I 

hear from people every day who tell me they 
just can't get the hang of it. I tell them all 
pretty much the same thing: It is much easier 
to learn how to use a program when you have 
a goal in mind. 

Well folks , here I am to offer you a goal­
a quest, if you will. Recently my friend Dave 
Thompson and I came up with the ultimate 
LightWave project. This brainstorm came 
about while driving by downtown Los Angeles 
en route to the L.A. Video Toaster Users 
Group meeting. As we gazed through the 
smog at the looming Los Angeles skyline, we 
started to discuss the city's interesting and 
unique mix of architectural styles. Then it hit 
us: Let's build a city! But that just wasn't 
enough, we wanted to get all of you involved, 
too! 

Here's the concept: Each of you gets to 
create a city block for the animated town of 
RenderVilIe, USA. This block may be of any 
type you desire so long as one might reason­
ably expect to find it in a large city. This 
includes office buildings, gas stations, fast 
food joints, restaurants, movie theaters, hous­
es, apartments-you get the idea. You choose. 
Build anything you like-it's your land. Once 
you are done (which, of course, should be by 
the deadline stated in the Building Code), 
send your block on disk(s) to my office at 
Mach Universe. From there, the blocks will be 
assembled into a complete city, including 
roads, freeways, streetlights, sidewalks, etc., 
and then a large-scale animation will be ren­
dered for possible submission to one of the 
major computer graphics expos as the first 
national-collaboration effort produced with 
LightWave 3D. Sound like fun? Keep reading. 

"So," you may be asking. "Can you give 
me some specifics?" Sure. We have devised a 
RenderVilIe City Building Code, which you 
will find accompanying this column. Read all 
of the Code carefully and be sure to adhere to 
these rules. Each one is there for a reason, 

and if you don't comply, your creation may not 
be used. 

The next question is where to start. 
Below you will find the way that we require 
your city block to be laid out. Again, make 
sure to follow this setup or else your entry 
won't be used. Don't ya just love rules? 

Enter Modeler and make sure that noth­
ing is in the layers by clicking New. Go to the 
Box option from the Objects panel, click 
Numeric. This brings up the requester allow­
ing you to enter your box size by hand. Set 
Units to km and then, for the lefthand set of 
coordinates, set X:-.8, Y:O, and 2:-.8. On the 
righthand side set X:.8, Y:O, and 2:.8. Click 
OK, and the click the Make button on the left 
side of the screen. Press the a key to autofit 
your new box in the three views. You are now 
looking at one square mile of land. 

Go to layer 2 and put layer 1 in the back­
ground via mouse with the layer gadgets in 
the upper right corner, or via keyboard by 
pressing 2, then Alt-I. Choose the Numeric 
tool again (you should still be in Box mode). 
Change the Units to m, then set the left coor­
dinates to X:-20, Y:O, 2:-20. Set the right coor­
dinates to read X:20, Y:O, 2:20. Click OK, and 
then Make. You now have the standard-sized 
road intersection. 

Go to layer 3 and put layer 1 in the back­
ground. Bring up the Box Tools Numeric 
options again and this time leave the Units at 
m. Set the lefthand coordinates to X:-60, Y:O, 
Z:-60 and the righthand to X:60, Y:O, 2:60. 
Click OK and Make and you've got your city 
block. 

That's all you need to get started. I gave 
you the full mile and intersection sizes so that 
you can set up temporary environment scenes 
for yourself. Make sure when you send in your 
completed portion that you do not include any 
parts other than those that fit within your 
city block. The size of the block is based on the 
"average suggested block size" universally 
employed by city planners, so we're working 
to scale here. Please make every effort to 
build all of the items in your block to scale so 
that we can assure nothing looks terribly out 
of proportion. You'll find some more sugges­
tions to get you started in the accompanying 

City Code section. 
Now, the big question here at the end is: 

What do you get out of this? One, you now 
have a "project goal" which you'll find will 
make learning Modeler much more interest­
ing. Two, your name will be included in the 
list of artists for the RenderVille project when 
it is submitted to a graphics expo. Three, I 
intend to provide copies of the finished anima­
tion on VHS (for a small fee) to all partici­
pants, and to release all of the objects into the 
public domain. If you have a problem with 
your work being used in such a way, please do 
not enter! Your contribution automatically 
implies your agreement to these terms. 

Understand that neither I nor any others 
involved will derive any financial gain from 
this project; we're merely willing to contribute 
our time to make the event possible. We do, 
however, want to put forth the following 
request to those of you that are in a position 
to help: AB you can tell, there will be a whole 
lot of rendering required to pull off this pro­
ject. If you can help with the final rendering 
of this project, please mention that fact with 
your entry, and tell us which equipment and 
how much time you can contribute. "Farming 
out" parts of the animation will really help get 
the project finished in a timely manner. 

Some of you may be wondering how on 
earth we could possibly render a scene of this 
magnitude. Well, as you probably know by 
now, NewTek's new version of LightWave has 
no more polygon limits . This, and a bunch of 
people with souped-up machines running it, 
should be up to the task. As entries come 
rolling in, I'll do my best to include rendered 
images of them in my columns along with 
design credits so we can get an idea of how 
the entire work is shaping up. 

You have your quest, Worthy Animator! 
Make sure to follow those building codes, and 
get to work! 

Mach Universe 
3019 Pico Blvd. 

Santa Monica, CA 90405 
Attn: David Hopins 



1. All structures on your property must be in 
proper scale to the real world. For example, a 
two-story building should not be five kilome­
ters tall . Measure important parts of your 
office or home to get an idea of the sizes to 
work with. Remember that LightWave u es 
the metric measur ement system , so you 
should too. 

2. 0 structures on your property should at 
any time extend beyond designated property 
limits. This means no upper-floor decks or 
signs hanging out over the streets around 
your block. 

3. All of your surface names must begin with 
a unique identifier. If, for example. both Joe 
Smith and Ann Jones use the surface name 
Brick, but with different settings, one or the 
other surface may end up looking wrong 
when loaded together into LightWave. Joe 
should use a surface name such as J Smith­
Brick an d Ann should use AJones-Bl'ick, 
which would not conflict with each other. 

4 . Your city block must contain a realistic 
number of polygons in relation to the project­
ed complete scene. We reque t that you use 
no more than 7,500 polygons in your block if 
possible. Remember that you can keep the 
polygon count down by making sure not to 
use double-si ded polygons except where 
absolutely necessary. 
5. Avoid landscaping with polygon-intensive 
items such as tbe NewTek-supplied Tree 

Video Toaster 
Video Training 

object. en we (t e city planners) a88emb e 
the scene, we will add trees where appropri­
ate and as memory allows. 

6. Your entire block and contents should be 
parented to a Nul10bject in the block's exact 
center. Since you should use the block size 
template exactly as provided in the accompa­
nying column. your NuUObject should be 
located at X:O, Y:O, Z:O and every item's posi­
tion should be in relation to that NullObject. 
For example, if you load a building, parent 
the building to the NullObject before position­
ing it on your block. The same holds true for 
light sources, etc. If this rule is not followed, 
the entry may be disqualified. 

7. Surface textures may cause memory prob­
lems. It is vital that you use the smallest pos­
s ible images in texturing your property. We 
recommend the useful ProFills textures from 
JEK Graphics (no, there's no money changing 
hands here!). In fact JEK owner Joe Kagerer 
has agreed to offer a special discount on his 
texture sets for users who order direct and 
men tion the project. You can get either 
Volume 1 or 2 for only $34.95 instead of the 
Ji st price of $49.95. Be sure to mention the 
RenderVilIe project when ordering. 

Short of buying these sets, we 
require that you use small, seamless brushes 
such as those you could create with Deluxe 
Paint with a maximum of 16 colors. If your 
property has a requir ment of higher quality 
images, please be considerate of the memory 
and rendering time you'll be consuming. If 
you don't need to use 24-bit color in your 

image map, don't! Also, if you u se the 
FractalReflections image included with the 
Toaster, reduce it to 16 colors VI~th ADPro or 
a similar application. Keep this rule in mind: 
If you can't load your own scene on a 12Mb 
machine, it's too big. 

8 . No item on your property may be taller 
than 20 stories. This rule is in place because 
we don't want RenderViJle to turn into Los 
Angeles. 

9. All objects on your block must be original. 
Making lots of copies of Allen Hastings' train 
station object doesn't count. If you don't feel 
up to the task of building high-detail objects, 
then you might be more comfortable with 
simpler concepts such as warehouses, strip 
malls, and the like. 

10. RenderVilIe is located in the modern-day 
U nited States. This means that buildings 
from the future are most likely not going to 
look like they belong. If you wish to design a 
futuristic structure, please keep it in line 
with current technology. 

11. The city planners will supply the city with 
streets, freeways, traffic lights, street lights, 
etc. You , however, are responsible for the 
sidewalk around your block. Please try to con­
form to traditional city sidewalk sizes and 
driveway types! Your sidewalk is to fall com­
pletely within your property. If you want to 
add sewer drains or whatever, feel free, but 
keep an eye on your polygon count. 

OuickStart # 1 49.95 

Now: Lightwave 
for the rest of us! 

Create extraordinary 3D Toaster 
animations easily without a single 

120Mins +$3 S&H 

Preferences & Projects, The Switcher and Digital 
Effects, Chroma/FX, CustonyFX, Luminance Keyer 
Basics, TBC or Not TBC, .. 

QuickStart #2 $49.95 
IIOMins +$3S&H 

Toaster Character Generator, Toaster Paint 
Customizing FrameStore8, Using CG Pages with 
Digital Video Effects, Art Card, Luminance Keyer 
Topics. 

frame controller! 

Quick Start #3 
110 Mins +$3 S&H 

Animate logos, do video walk-throughs, 
construct objects, make and use surfaces and 

images, practical animation techniques for the 
average videographer. Learn how inexpensive 

software products can turn Lightwave animations 
into DPaint anims. (Software not Included) 

Free Technical Support with the 
purchase of 2 "Quick Start" tapes. 

COf'11'IabI 1993 

800-442-9660 [)ark ti().-se V.-()fJuctl()f)§ 
292F Wassergass Rd, Hellertown, PA 18055215-

838-2905 
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12. Signs on buildings are pennitte , provid­
ed that t hey are comparable to what one 
might currently find on imilar buildings in 
everyday life. Please keep any "street-level" 
signs at a realistic scale and no taller than 
two stories. 

13. Try to come up with original business 
name . Please do not use any names of exist­
ing bu inesses, individuals, etc. on your prop­
erty. 

14. The city planners will decide the final 
location of your block within the city limits. 
No preferential treatment will be given as to 
locations except where the look of a particular 
area of town dictates positioning. There are 
two different types of city zoning that will be 
grouped appropriately; residential and com­
mercial. Make sure that your entire block 
conforms to one or the other-no mixing! 

Following are a few examples of what might 
be found in each: 

Residential: Single-Family Houses, Condos, 
Apartments, Convenience Store, Grocery 
Store, Gas Stations (on corners only ), 
Churches and Schools. 

Commercial: Office Buildings, Retail Stores, 
Fas t Food/Re taurants, Gas Stations, 
Warehouses and Strip Malls. 

Don't be limited by these suggestions. Just 
use them as a guide for ideas. The point is, if 
it doesn't belong, it shouldn't be there! 

15. Be sure to include aU of your objects on 
the disks you submit. We are currently able 
to accept contributions on standard 880K 
floppies (not the high-density format used in 
the newer Amigas), 21Mb Floptical di ks, and 
Syquest 44Mb carts. Note that your media 
cannot be returned to you. Please make sure 
to include the scene in such a way that we 
can click Load Scene, point at your scene 
name on your disk, and have your scene 
loaded properly. Also include a document 
explaining any special techniques or methods 
which may require special attention. This 
includes documenting the lights. Refrain from 
using motion unless there is a really good 
reason. 

16. Entries must be received no later than 
December 1, 1993. 

17. If you have any questions regarding this 
project, please contact David Hopkins at the 
address found at the end of Lighten Up, mak­
ing sure to include your phone number and 
address so we can get in touch with you. 
If we all pull together on this, we can make it 
something really special. We look forward to 
seeing your contributions, and best of luck to 
you! 

By David Hopkins 
& 

David Thompson 

• Sync Your Entire Studio 
• Unbeatable Cost Performance 
• 4 - RS17OA. Outputs 

ES-219 • Rugged All Metal Enclosure 
• Optional Rackmount ,.+e-
~ Prodlcol Solutions Since 1971 
~ 142 SIERRA ST.. EL SEGUNDO. CA 90245 (310) 322-2136 
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At Last! Peer to Peer 
Networking for the Amiga! 
Interworks introduces its Ethernet­
based Distributed File System, forthe 
Amiga. ENLAN-DFS is an Ethernet 
based peer-to-peer LAN solution for 
the Amiga. You get powerful disk, file 
and peripheral sharing that until now 
was only available on other personal 
computers. 

ENLAN-DFS is just right for connecting 
your workgroup of Amiga systems, 
whether it's two or twelve or more! 
No dedicated server is required: any 
system can publish its resources and 
they immediately become available to 
the rest of the group. 

• Share disk volumes, directories, and 
files. Everyone can access the same 
common files and eliminate 
sneaker-net. 

• Share your peripherals. That 
expensive laser printer can now be 
shared by everyone on the network 

• Assign passwords and/or allow 
read-only access to protect system 
files and applications. 

• EN LAN-DFS is easy to install and 
use. 

• ENLAN-DFS is transparent to all 
your application software. 

Call us at (909) 699·8120 

I NTERWORKS 43191 Camino Casillas, Ste. 82469, Temecula, CA 92592 

ENLAN-DFS IS Q trademark of Interwcrb.Amigo IS a 
registered trodemark o~ Commodore Bu,iness Machines, Inc 

Circle 34 on Reader Survey Card 

Dealer inquiries welcome 



elp! I'm drowning! Drowning, 
that is, in new Amiga goodies 
(what a pleasant way to go). 
All sorts of new stuff is either 
on the way, or in the pipeline, 

and the Amiga user will stay ahead of the 
pack. So,. . .let's get on with it. 

Aladdin-4D 
Get ready for the instructional video. 

ADSPEC Programming has purchased a sin­
gle frame controller, professional quality 
VCR, and all of the needed stuff to release 
their first instructional video on Aladdin-4D, 
which should be a blessing to Amiga 
Aladdin-4D users. Because of the complex 
nature of many of the new tools in Aladdin, 
and the fact that more are being added all of 
the time (sign on to their newsletter and 
disk for proof), the video should prove very 
useful. Even with a well written manual, 
this package needs an instructional video, .. if 
for nothing else than to motivate the Amiga 
animators to new experiments. The release 
date is set for about April 1st, and they're 
not sure yet if it'll be a 1 or 2 volume set. 
Price is also in debate. The next Aladdin 
Newsletter (Aladdin's Lamp ... what else?!), 
will feature mapping with procedurals. Sign 
on board! 

DPaint Away __ _ 
Get the new DPaint-N.1 AGA upgrade 

for only a $30.00 fee (as long as you already 
own DPaint IV), or $199.00 retail. Contact 
Lisa Higgins at Electronic Arts (415-513-
7396) for the juicy details. It's really a thrill 
seeing your work in HAM-8 (262,000 colors) 
or 256 colors on the A-4000. DPaint IV.1 
loads (but doesn't save) 24 bit files, and 
when you see a 24 bitter transformed into a 
HAM-8 picture, you won't believe your eyes. 
It's very hard to tell the difference in many 
cases. But don't bother to order this unless 
you've at least got WB 2.04 (3.0 on a 4000 is 
even better) and 2 megs of memory. Let's 
face it. It's time to upgrade in a serious way 
if you're still a WB 1.3 holdout! All of DPaint 
IV's features are here for your anima ting 
pleasure and then some. First, there's the 
new resolution interface screen, giving you 
as many choices as your hardware allows. If 
your machine has less than the maximum 
hardware (an A-4000 with a multiscan moni­
tor) some of the options will be ghosted out. 
Both picture and screen resolutions can be 
chosen separately, as well as all overscan 
possibilities. Other new options include the 
capability to move around the requesters via 
the keyboard, reading and conversion of 24 

Column 

By R. Shamms Mortier © 1993 

bit files, creating 8 bit animations and 
images, a player utility for display, clipboard 
cut-and-paste operations, application of a 
special "be square" operation to 
brushes, .. and on and on including all of the 
enhancements already implemented in 
DPaint IV.O. All A-4000 owners should jump 
for joy and purchase this immediately. 

Getting your BlackBelt-
Soon BlackBelt's ImageMaster 9.24 will 

be available, another step towards the 10.0 
target release sometime in 1993. Version 
9.24 provides some excellent new 
features ... let's take a look: File Loader 
Additions-TIFF, PCX, MacPaint, GE MRI, 
Amiga.info, Notebook, AGA anims and stills, 
NASA PDS, NASA FITS, Autodesk FLI and 
FLI animations, Clipboard, "screen grabs". 
They rewrote all color separation facilities, 
added Direct support for Epson ES300, 
ES600, and ESBOO scanners. They also 
added support for OpalVision, DMI's 
Vivid24, and Super Poster printer capabili­
ty. 

Also out (for MS-DOS operations) is the 
BlackBelt release of Winlmages, a port of the 
ImageMaster' morphing 
functions for MS-DOS 
Windows 3.1. It is a very 
classic looking Windows 
application. 

Reality as Virtual 
VistaPro, one of the 

Amiga's digital scenery gen­
erators, is now in its 3.0 ver­
sion . Upgrade prices are 
available for older version 
users (the retail is $99.00). 
Additions include more real­
istic 3D vegetation, advanced 
fractal texturing, improved 
clouds, 3D stereo viewing, 
AGA support, and much 
more. Tree choices include 
individually shaded leaves 
and parts on oak, pine, palm 
trees, and cactus, sagebrush, 
and grass. You can also add 
roads, buildings, and water­
falls to any landscape! 
Historical views are also pos­
sible with many DEM files. If 
that isn't enough, dig their 
new Terraform module (ver­
sion 2.0): place a DEM ver­
sion of your face on a moun­
tainside or perform a multi­
tude of other effects on your 

pictorial image. Neat, huh? Give them a call 
at 805-545-8515 (fax 805-781-2259) for 
details, or write Virtual Reality labs / 2341 
Ganador Court / San Luis Obispo, CA 93401. 

You Can Do it 
Innovatronics ( 800-875-8499 ) is now 

shipping Opus 4.0. It comes with a 245 page 
manual that walks you through all of its fea­
tures in a friendly fashion. The cost is $50.00 
if upgrading from 3.4x, (more if your version 
is earlier). New stuff includes Applcon sup­
port, global file filtering, ILBMlANIM viewer 
(including AGA material), Font Viewer, 
Sound File player, extensive online help, and 
more. I know I'm going to upgrade, and so 
should you. 

News from GVP 
GVP, one of the Amiga's most qualita­

tive and progressive developers, has a long 
list of information to share with the Amiga 
community. For a start, there is a developers 
disk for ImageFX that is available off 
FidoNet and Genie. Secondly, there are new 
items being added to the IV24 system, 
among which are: updated control software, 



and the ability to view JPEG files without 
prior decompression, totally redesigned 
MacroPaint-IV24 (load/save JPEG, better 
speed, and free-floating color toolbox inter­
face ... ), Caligari-24 on-board, Desktop 
Darkroom, myLAD, and a pictures disk. 
Contact Bill Prescott at GVP: 215-337-8770 
x273. 

Wood 'n Stone-
If you're in the market for wood and/or 

stone textures, check out the disks from 
Bearded Wonder Graphics (1866 Ocean Ave., 
5C, Brooklyn, NY 11230, Phone/Fax: 718-
998-1767 ). I just got the sets and played 
with them extensively on my A-4000 
OpalVision system. Then I ported them to 
Aladdin-4D and wrapped away in 3D. What 
a gas. The list of wood textures is especially 
impressive, with everything from Maple to 
Oak to Driftwood and back again. Woods 
come in plain (3D texture maps), plank 
(walls and floors), parquet, and tile . Some of 
the textures have been image processed for 
effect (bump mapping, etc.). All are also rep­
resented in small thumbnails collected in 
JPEG pages. An extensive doc comes with 
the images, and the whole set(s) is wrapped 
in a nice binder. A catalog printout is includ­
ed. Prices are as follows (with a discount for 
orders received before April 30th indicated 
in parenthesis): Ultimate Wood Collection 
and Sampler sets in JPEG: $225 & $85 ($169 
& $64); HAM Ultimate Wood & Sampler: 
$180 & $55 ($135 & $42); Ultimate Rock, 

Stone, Mineral sets: $110 ($83 ). 

Is This Commodore? 
CBM is making a pitch to all "creative 

Amiga users" and asking for details so that 
it can use the info in ads and other market­
ing alternatives. In their words, "If you have 
something positive to say about the Amiga , 
let us know about it". It's about time, but 
better late then never. Send all comments to: 
Commodore Marketing, Dept. #480 , 1200 
Wilson Drive, West Chester, PA 19380-4251. 
The letters that contain this request are 
signed by Jim Dionne, CBM's erstwhile pres­
ident. 

Power Up! 
I know, I know. You have all of this 

money invested in your A-2000 or 3000 sys­
tem, and think that the A-1200 or 4000 is 
just a flash in the pan, a temporary fix, a 
needless investment. Well, my friend, if you 
are an Amiga graphics and animation 
junkie, and you get the real feel of an A-
4000, you'll never be the same again. I can't 
begin to tell you how nice it is to have an 
affordable "040" coupled with the Opal Vision 
card. Of course, Commodore wants your 
business, too. So they're offering you a 
chance to "Power Up" to an AGA machine at 
substantial savings. 

These offers are said to end March 31st, 
but don't bet on it. Like other platform man­
ufacturers, Commodore needs to pump up its 
market penetration, even to the point of 

redressing its current user base . I'll bet this 
power-up stuff, or some form of it, is perma­
nent. It may drop even lower, but don't look 
for that in the near future. The A-4000 deal 
includes a 25/120 A-4000, ADPro, and 
DPaint N.1. It can be had for $2693.00 (for 
a savings of $1500.00 off list). The A-1200 
offer includes Softwood's Final Copy 1.3 is 
just $599.00 (a $600.00 savings). 

Users of Amiga Vision will also want to 
tap into Amiga Vision Profess ional for an 
upgrade cost of $99.00. This is especially 
true if you're an AGA owner, since this ver­
sion is AGA compatible. Non-owners wil! 
have to fork over $399.00 (list). Call 1-800-
448-9987 for the scoop. 

Put Down That hacksaw! 
About a week before I received my long­

awaited OpaLVision board, I had a call from 
an Amiga artist who told me how angry he 
was that the board would not fit in his A-
4000. This sent a wave of fear through me, 
as I was also planning to put my board in my 
4000, and was not looking forward to delay­
ing the process once I got it. Well, it arrived, 
and sure enough, the mounting bracket was 
of the 3000 persuasion. I tried to bend and 
drill it, but finally just took a hacksaw and 
cut off the offending portion. It was the 
weekend, and no time to call Centaur. It 
worked fine, but internally was held away 
from the motherboard by a craftily placed 
bag-tie! On Monday, I called Centaur to gen­
tly complain. Well, the news is that 

Ultimate Wood Collection™ - Full & Sampler Set 
Ultimate Rock-Stone-Mineral Collection™ - Vol. I-IV 

~ lEl1~ RlEG Textures! 

"UWC" - Full Set $225.00 -- Sampler Set -- $85.00 + $5.00 S & H 

"URSMC" - Volume's I-IV ---- $110.00 each + $5.00 S & H 

Send Check or M.O. to Bearded Wonder Graphics (allow 2 weeks for personal checks) 

Visa - Mastercard - Amex -- Call Leighs Computers @ (800) 321 6434 or (212) 879 6257 

Foriegn Orders & Dealer Inqui ries WELCOME! - "UWC" HAM IFF - Avail. - Call for Price 
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BEARDED WONDER GRAPHICS 
1866 Ocrean Ave. 5C 

Brooklyn, N.Y. ll230 

(718) 998 1767 PhoneIFAX 

"UWC" & "URSMC" are TM of Bearded Wonder Graphics 



Writer's Wanted! 
If you are interested in writing for Amiga Video/Graphics Magazine, 

Call: (408) 758-9386 or send for a 
Writer's Guide: 
Pacific Media Publishing 

365 Victor Street Suite "HI! 
Salinas, Ca. 93907 

We're lookingfor tutorials, reviews and any interesting uses you havefoundfor 
using your Amiga. 

Commodore, true to their irritating habit of 
making changes and releasing products 
without supporting or telling the developer 
community, had released the A-4000 with 
modifications few developers were prepared 
for . All new OpalVision purchasers will 
receive an A-4000 replacement bracket bun­
dled with the board. Older Opal Vision users 
will need to send $5.00 to Centa ur for the 
correct bracke t. I sent my money off the 
same day, .. not that the bag-tie doesn 't func­
tion as hoped for. 

Installing the Invisible 
Workbench 3.0 has a problem recogniz­

ing some of the features of the standard 
Commodore "Install" program in some cases. 
This is especially apparent when you have a 
list of features that are to be installed (as in 
DPaint iV.l or ADPro) . These features are 
normally checked as a default, and you are 
supposed to click on the boxes to have the 
install program ignore specific items. Well, 
in Workbench 3 .0, many users (myself 
among them) see the boxes come up with no 
default check in them , and click on them 
producing no apparent result. But, aha! 
Here's the rub. The checks are there all the 
time, and when you click on a box you actu­
ally remove them. Therefore, if you have this 
problem with your A-1200 or A-4000 (the 
two machines which run the WB 3.0 DOS), 
skip the section that shows the choice boxes 
in the install program and have the software 
install all of the modules. Then, because it's 
easy to see the icons that represent your 
modules on the WorkBench screen, you can 
remove the unwanted ones after the opera­
tion is done. 

A Personal LAN-
I sing the praises of ParNet to the 

Amiga users near and far. ParNet, for those 
of you unaware of its power, is a small pro­
gram that allows you to hook two Amigas 
together via their parallel ports so that each 
one can access the other. As a resul t of 
ParNet, I now have a unified two-Amiga sys­
tem (a stacked 2000 and an Amiga 4000) 
that allows each computer to access (read 
and write to) all of the others peripheral 
storage devices. It's really magic to watch 

the system work after so many months of 
porting disks of data from one system to the 
other. I now think of this system as one big 
computer with three hard drives (120, 90, 
and 80 meg) and five floppies . You'd be sur­
prised at the number of ways this expands 
your creative option s , especially with 
video/graphics work. You can get ParNet on 
most of the nets, or purchase it on one of the 
Fish disks , or a disk from another 
freeware/shareware distributor. The cable 
that connects your two systems can either be 
built by you (s imple), or purchased from a 
place like Redmond cable in California for 
about $35.00. A friend of mine connected 

some Icon-X icons to the software, so now I 
just have to double-click on the icons on each 
computer screen to get the program going. 
By the way, just to educate those not famil­
iar with the acronym LAN (used in the para­
graph title), it means "Local Area Network". 
That's exactly what you achieve with two 
Amigas and ParNet. 

WelL 
That's about it for this month . Next 

month's "Doctor Is In" column will be devot­
ed entirely to SharewareIFreeware packages 
that I have found to be useful in my pursuits 
for digital happiness. Till then, ENJOY! And 
I'll see you in ROM ulan space. 

I 

I 
I 
I 

Professional Video Tools 
for your Amiga at a 
Personal Price. 

The Personal SFC 2.5 
The Personal SFC version 2 .5 is a full-featured, 100% accurate single frame controller 
that imerfaces your Amiga with p rofessional VT Rs for animation recording. In addition 
to s tandard s ingle frame contro l, it features: direct support for a variety of di splay 
de vices (Video Toaster, Impact Vi son 24, DCTV. Firecracker, etc.) and image formats 
( IFF24 , FrameStore, JPEG, etc .) ; full-featured animatio n sequencing with li s ts that can 
be edited, primed, and saved; onscreen VTR interface control pa ne l w ith joystick o r 
keyboard shut.tle ; v ideo frame grab, time la pse and stop motion recording ; miniature 
B&W 30fps prev iew ; ARexx program contro l; and more. 

New version 2.S includes FrameSlore compression, FAST FrameStore Preview 
generation, and direct IFF24fFrameSlore Conversion! 

$445 - The Affordable Sillgle Frame Solutioll! 

The Personal Editor 
T he Personal Editor builds upon the functiona lity of The Persona l SFC to add frame 
accurate two-deck video editing control to your Amiga. Standard editing features incl ude 
clip logging and s traight cut editing. When used with a Video To as te r, The Personal 
Editor can al so perform modified "Li ve" edits with Toaste r DVEs and FrameStores . 
Genera ted editing lists can be modified, printed, and stored on disk for later retrieval. 
Contact us for a full feature li st and VTR compatibility. 

Introductory price $645 - The Affordable Video Editillg Solutioll! 

I 

I 
I 
I 

• 

NUCLEUS ELECTRONICS, INC. 
P.O. Box 1025, 
Nobleton, Ontario 
Canada LOG INO 
Tel: (416) 859-5218 
Fax: (416) 859-5206 

ALL COMPANY NAMES AND TRADEMARKS ARE REGISTERED AND COPYRIGHTED. 
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"Free MPEG software and the Amiga" 

By now, you should be familiar with 
JPEG, the Joint Photographic Experts' 
Group coding scheme for still image com­
pression. JPEG-related software can be 
found for the Amiga in a wide array of both 
freely-distributable and commercial soft­
ware packages. But you may have asked 
yourself, "Self, what about some kind of 
great compression scheme like JPEG but for 
animations instead of stills? Or can I use 
JPEG on animations? 

No, you can't use JPEG to compress 
animations. JPEG is designed to handle 
single frame "deep color" images: 24 bit 
(16.7 million) colors or 8 bit (256 shades of) 
gray. But another "working group" of pro­
fessionals has developed a similar algorithm 
to handle moving pictures, and it's called 
MPEG. 

MPEG is a compression method for 
video animations, similar to the JPEG com­
pression method for still images. MPEG is 
designed to convert an animated image 
(with synchronized sound) into a bytestream 
or file that can be decoded by special hard­
ware and played in real time, or uncom­
pressed in software into a playable anima­
tion. There are actually several different fla­
vors ofMPEG, and the details of some of the 
future versions are still being developed. 
The first of these methods to be standard­
ized (MPEG I) has already been implement­
ed in several public domain programs. 

The different types of MPEG are based 
on the BANDWIDTH (bytes per second of 
video) they are designed for. MPEG I was 
designed for a rate of 1.5Mbits per second, 
which (by design) is the read rate off of a CD 
ROM. Future MPEG algorithms will be 
designed for higher bandwidth for higher 
quality. 

The compression algorithm MPEG uses 
is very complex. It is based on the fact that 
an animation frame will probably be very 
similar to the previous frame and only the 
parts of the image that change from one 
frame to the next really need to be updated. 

MPEG uses an algorithm similar to JPEG to 
make a "key" starting frame, then future 
frames are "predicted" from this starting 
point. A "key" frame is redefined every second 
or so during the course of the animation . 
Interestingly, some frames are BACK-predict­
ed from FUTURE key-frames that have 
already been decoded ahead of time. This 
means that the algorithm doesn't even neces­
sarily decode the frames in order internally. 
The algorithm's decoding speed is very irregu­
lar for this reason. 

For a more detailed layman's explanation 
of MPEG in its current state, look for a file 
called "MPEG-FAQ" (Frequently Asked 
Questions) which was written in November, 
1992 by Frank Gadegast of Berlin , Germany. 
Gadegast's file is completely Amiga-ignorant 
but still it contains a lot of useful information. 
It's commonly available on Internet FTP 
archive sites, or if you can't find it anywhere, 
email him at phade@cs.tu-berlin.de or 
phade@uropax.contrib.de. 

MPEG software for the Amiga is 
extremely limited right now, both in its capa­
bilities and the choices of software you have. 
There are no MPEG builders, and only two 
MPEG players. Both of the players are freely 
distributable. One of the players requires you 
to have OS 2.04 or higher installed on your 
Amiga and the other requires that you own a 
DCTV from Digital Creations. Both benefit 
highly from an '020 or better CPU - if you 
don't meet one or the other qualifications, for 
now, you're out ofluck. 

There are, so far, no commercial Amiga 
software titles which can manipulate MPEG 
video streams, but that may change in the 
future. For now we're limited to just viewing 
MPEG movies created on other platforms. 

It's worth noting that at the recent 
Winter Consumer Electronics Show, held in 
Las Vegas, Nevada, in January 1993, 
Commodore showed a "technology preview" of 
an MPEG hardware card running in an 
Amiga 4000. This was done with literally no 
fanfare: the card was not detailed in their 
CES press kit; there were no signs at their 
booth to indicate the card was on display and 

as they've done before with non-shipping 
non-products, no ship dates or prices were 
uttered. 

The Amiga MPEG card was playing 
back a five-minute long Bon Jovi rock video 
directly from a 51.5 Meg hard disk file, in 
real time, at 30 frames per second, in a win­
dow, on the WorkBench, in AGA colors, 
without sound. Even so, the Amiga contin­
ued to multi task freely. While the MPEG 
video was playing, I could open other win­
dows, and run other programs, without any 
noticeable slowdown at all. Here's hoping 
Commodore keeps working on this card, 
adds the required sound capabilities, and 
ships it to us as a real product. This really 
NEEDS to be done to keep the Amiga in line 
with what's available for other personal 
computer platforms right now. 
Meanwhile, here are your MPEG-playing 
software choices as they exist today: 

-1-
MPEG_play 

Amiga version 1.22 (Dec 11, 1992) by 
Michael Balzer 

Student of Computer Science, Univ. of 
Dortmund, Germany 

(based on) 
MPEG Video Software Decoder 

(Version 1.2; Nov 25,1992) 
Lawrence A Rowe, Ketan Patel, and 

Brian Smith 
Computer Science Division·EECS, 

Univ. of Calif. at Berkeley 

Balzer's MPEG_play requires OS2.04 
and up. It has a minimal WorkBench inter­
face that allows you to choose the MPEG 
video stream you wish to view, and how you 
want to view it. It can open a custom 
screen, or play in a WorkBench window, and 
it knows how to display in AGA graphics 
modes for better results on AGA-capable 
machines. On a non-AGA machine you'll 
get a dithered 16 or 32 color display. HAM 
is not yet an option . 

Speed of playback is, to be polite about 
it, not fast. As Balzer says in his documen-



tation, "Don't expect this player to be the 
Speedy Gonzales of anim players. On an 
Amiga 4000, you get a maximum of about 5.4 
frames per second (dithering gray on 128 col­
ors NTSC lo-res screen)." 

Source code is included and MPEG_Play 
requires you to install a couple of additional 
libraries into your LlBS: directory before it'll 
work. The documentation explains this. The 
250K distribution archive also includes a 
selection of some MPEG video streams for 
immediate gratification. 

Contact the author ofMPEG_play at: 
Internet: balzer@heike.informatik.uni-dort­
mund.de 

MPEG2DCTV requires, as you would 
expect from its name, ownership of a Digital 
Creations DCTV display device, but unlike 
MPEG_Play, this player will operate under 
OS 1.3 if you've not yet installed 2.04 or 
higher. 

You do, however, need at least a 
68020/68881 or higher CPU/math chip combo 
in your Amiga. 

Since DCTV's output is basically VHS­
quality NTSC color television, and MPEG 
video contains 24 bit data, the results are 
quite acceptable, depending on the quality of 
the original MPEG video and the care that 
was taken when it was created. 

MPEG2DCTV has no interface at all - it's 
invoked as a command from a CLI or Shell 
prompt, with various "arguments" to control 
its playback. Options are provided to play in 
grayscale or fuIl color, use 3 or 4 bitplane 
DCTV mode (it's a faster playback speed ver­
sus better color resolution and depth tradeofD 
and some other toggles explained in the docs. 

What's still needed? 
Well as you'd expect, MPEG decoding in 

software is pretty slow. Viewing an MPEG 
stream, even on the fastest Amiga you can 
buy or build, is more like flipping through 
postcards rather than watching a movie. 
What's really needed is for these players to be 
modified such that they load and play the 
frames from an MPEG stream while at the 
same time saving and compiling frames into 
an Amiga-style .anim file for full-speed play­
back. 

Ben Reich intends to include this capabil­
ity in a future version of his MPEG2DCTV 
program, so watch for that update sometime 
soon. In the meantime, you can multitask 
these players with a screen grabber and grab 
each frame as it appears, save them to disk, 
and then compile them into an animation 
with a utility such as MakeAnim or 
BuildAnim for full-speed playback. 

But always be cognizant that, like JPEG, 
MPEG videos are extremely compressed. I 
took a 400K MPEG stream and ran it through 
a display/grab/display/grab process and ended 
up with a 2.5 MEG DCTV animation. 
Another 800K MPEG movie turned into a 9 
MEG (1) anim file when run through the same 
process. 

So what we Amigans need is a hardware 
solution to play MPEG video streams. 
Hopefully, Commodore will deliver on what 

they showed to the world at Winter CES. In 
the meantime, these two players exist, and if 
your hardware qualifies to run them, you can 
avail yourself of the growing pool of available 
MPEG movies out there now. 

Q. What is MPEG? 
A. MPEG is a group of people that meet under 
ISO (the International Standards 
Organization) to generate standards for digi­
tal video (sequences of images in time) and 
audio compression. In particular, they define 
a compressed bit stream, which implicitly 
defines a decompressor. However, the com­
pression algorithms are up to the individual 
manufacturers, and that is where proprietary 
advantage is obtained within the scope of a 
publicly available international standard. 
MPEG meets roughly four times a year for 
roughly a week each time. In between meet­
ings, a great deal of work is done by the mem­
bers, previously organized and planned so it 
doesn't all happen at the meetings. 

Q . So what does MPEG stand for? 
A . Moving Pictures Experts Group. 

Q. Does it have anything to do with JPEG? 
A. Well, it sounds the same, and they are part 
of the same subcommittee of ISO along with 
JBIG and MHEG, and they usually meet at 
the same place at the same time. However, 
they are different sets of people with few or no 
common individual members, and they have 
different charters and requirements. JPEG is 
for still image compression. 

Q. Then what's JBIG and MHEG? 
A. Sorry I mentioned them. Ok, I'll simply say 
that JBIG is for binary image compression 
(like faxes), and MHEG is for multi-media 
data standards (like integrating stills, video, 
audio, text, etc.). 

Q. Ok, I'll stick to MPEG. What has MPEG 
accomplished? 
A. So far (as of January 1992), they have com­
pleted the "Committee Draft" of MPEG phase 
I, colloquially called MPEG I. It defines a bit 
stream for compressed video and audio opti­
mized to fit into a bandwidth (data rate) of 1.5 
Mbitsls. This rate is special because it is the 
data rate of (uncompressed) audio CD's and 
DAT's. The draft is in three parts, video, 
audio, and systems, where the last part gives 
the integration of the audio and video streams 
with the proper timestamping to allow syn­
chronization of the two. They have also gotten 
well into MPEG phase II, whose task is to 
define a bitstream for video and audio coded 
at around 3 to 10 Mbits/s. 

Q. So how does MPEG I work? 
A. First off, it starts with a relatively low res­
olution video sequence (possibly decimated 
from the original) of about 352 by 240 points 
by 30 frame sis (US-different numbers for 
Europe), but original high (CD) quality audio. 
The images are in color, but converted to YUV 
space, and the two chrominance channels (U 
and V) are decimated further to 176 by 120 
pixels. It turns out that you can get away 

with a lot less resolution in those channels 
and not notice it, at least in "natural" (not 
computer generated) images. 

The basic scheme is to predict motion 
from frame to frame in the temporal direc­
tion, and then to use DCT's (discrete cosine 
transforms) to organize the redundancy in 
the spatial directions. The DCT's are done 
on 8x8 blocks, and the motion prediction is 
done in the luminance (Y) channel on 16x16 
blocks. In other words, given the 16x16 
block in the current frame that you are try­
ing to code, you look for a close match to 
that block in a previous or future frame 
(there are backward prediction modes where 
later frames are sent first to allow interpo­
lating between frames). 

The DCT coefficients (of either the 
actual data, or the difference between this 
block and the close match) are "quantized", 
which means that you divide them by some 
val ue to drop bi ts off the bottom end. 
Hopefully, many of the coefficients will then 
end up being zero. The quantization can 
change for every "macroblock" (a macroblock 
is 16x16 of Y and the corresponding 8x8's in 
both U and V). The results of all of this, 
which include the DCT coefficients, the 
motion vectors, and the quantization para­
meters (and other stufD is Huffman coded 
using fixed tables. The DCT coefficients 
have a special Huffman table that is "two­
dimensional" in that one code specifies a 
run-length of zeros and the non-zero value 
that ended the run . Also, the motion vectors 
and the DC DCT components are DPCM 
(subtracted from the last one) coded. 

Q. So is each frame predicted from the last 
frame? 
A. No. The scheme is a little more compli­
cated than that. There are three types of 
coded frames. There are "I" or intra frames. 
They are simply a frame coded as a still 
image, not using any past history. (You 
have to start somewhere.) Then there are 
"P" or predicted frames. They are predicted 
from the most recently reconstructed I or P 
frame. (I'm describing this from the point of 
view of the decompressor.) Each macroblock 
in a P frame can either come with a vector 
and difference DCT coefficients for a close 
match in the last I or P, or it can just be 
"intra" coded (like in the I frames) if there 
was no good match. 

Lastly, there are "B" or bidirectional 
frames. They are predicted from the closest 
two I or P frames, one in the past and one in 
the future. You search for matching blocks 
in those frames, and try three different 
things to see which works best. (Now I have 
the point of view of the compressor, just to 
confuse you.) You try using the forward vec­
tor, the backward vector, and try averaging 
the two blocks from the future and past 
frames, subtracting that from the block 
being coded. If none of those work well, you 
can intra code the block. 

The sequence of decoded frames usually 
goes like : 

IBBPBBPBBPBBIBBPBBPB ... 



Where there are 12 frames from I to I (for 
US and Japan anyway). This is based on a 
random access requirement that you need a 
starting point at least once every 0.4 seconds 
or so. The ratio of P's to B's is based on expe­
rience. 

Of course, for the decoder to work, you 
have to send that first P "before'" the first two 
B's, so the compressed data stream ends up 
looking like: 

Oxx312645, ... 

where those are frame numbers. xx 
might be nothing (if this is the true starting 
point), or it might be the B's of frames -2 and -
1 if we're in the middle of the stream some­
where. 

You have to decode the I, then decode the 
P, keep both of those in memory, and then 
decode the two B's. You probably display the 
I while you're decoding the P, and display the 
B's as you're decoding them, and then display 
the P as you're decoding the next P, and so on. 

Q. You've got to be kidding. 
A No, really! 

Q. Hmm. Where did they get 352x240? 
A. That derives from the CCIR-601 digital 
television standard which is used by profes­
sional digital video equipment. It is (in the 
US) 720 by 243 by 60 fields (not frames) per 
second, where the fields are interlaced when 
displayed. (It is important to note though 
that fields are actually acquired and displayed 
a 60th of a second apart.) The chrominance 
channels are 360 by 243 by 60 fields a second, 
again interlaced. This degree of chrominance 
decimation (2:1 in the horizontal direction) is 
called 4:2:2. The source input format for 
MPEG I, called SIF, is CCIR-601 decimated 
by 2:1 in the horizontal direction, 2:1 in the 
time direction, and an additional 2: 1 in the 
chrominance vertical direction. And some 
lines are cut off to make sure things divide by 
8 or 16 where needed. 

Q. What if I'm in Europe? 
A For 50 Hz display standards (PAL, 
SECAM) change the number oflines in a field 
from 243 or 240 to 288, and change the dis­
play rate to 50 fields/s or 25 frames/so 
Similarly, change the 120 lines in the deci­
mated chrominance channels to 144 lines. 
Since 288*50 is exactly equal to 240*60, the 
two formats have the same source data 
rate. 

Q. You didn 't mention anything about the 
audio compression. 
A Oh, right. Well, I don't know as much 
about the audio compression. Basically, they 
use very carefully developed psychoacoustic 
models derived from experiments with the 
best obtainable listeners to pick out pieces of 
the sound that you can't hear. There are 
what are called "masking" effects where, for 
example, a large component at one frequency 
will prevent you from hearing lower energy 
parts at nearby frequencies, where the rela-

tive energy vs . frequency that is masked is 
described by some empirical curve. There are 
similar temporal masking effects, as well as 
some more complicated interactions where a 
temporal effect can unmask a frequency , and 
vice-versa. 

The sound is broken up into spectral 
chunks with a hybrid scheme that combines 
sine transforms with subband transforms, 
and the psychoacoustic model written in 
terms of those chunks. Whatever can be 
removed or reduced in precision is, and the 
remainder is sent. It's a little more complicat­
ed than that, since the bits have to be allocat­
ed across the bands. And, of course, what is 
sent is entropy coded. 

Q. So how much does it compress? 
A. As I mentioned before, audio CD data rates 
are about 1.5 Mbits/s. You can compress the 
same stereo program down to 256 Kbits/s with 
no loss in discernable quality. (So they say. 
For the most part it's true, but every once in a 
while a weird thing might happen that you'll 
notice. However the effect is very small, and 
it takes a listener trained to notice these par­
ticular types of effects.) That's about 6: 1 com­
pression. So, a CD MPEG I stream would 
have about 1.25 MBits/s left for video. The 
number I usually see though is 1.15 MBits/s 
(maybe you need the rest for the system data 
stream). You can then calculate the video 
compression ratio from the numbers here to 
be about 26:1. If you step back and think 
about that, it's little short of a miracle. Of 
course, the compression loses something, but 
it can be pretty hard to see the loss if you're 
comparing the SIF original to the SIF decom­
pressed. There is, however, a very noticeable 
loss if you're coming from CCIR-601 and have 
to decimate to SIF, but that's another matter. 
I'm not counting that in the 26:1. 

The standard also provides for other bit 
rates ranging from 32Kbits/s for a single 
channel, up to 448 Kbits/s for stereo. 

Q. What's phase II? 
A. As I said, there is a considerable loss of 
quality in going from CCIR-601 to SIF resolu­
tion. For entertainment video, it's simply not 
acceptable. You want to use more bits and 
code all or almost all the CCIR-601 data. 
From subjective testing at the Japan meeting 
in November 1991, it seems that 4 MBits/s 
can give very good quality compared to the 
original CCIR-601 material. The objective of 
phase II is to define a bit stream optimized for 
these resolutions and bit rates. 

Q. Why not just scale up what you're doing 
with MPEG I? 
A. The main difficulty is the interlacing. The 
simplest way to extend MPEG I to interlaced 
material is to put the fields together into 
frames (720x486x30/s). This results in bad 
motion artifacts that stem from the fact that 
moving objects are in different places in the 
two fields, and so don't line up in the frames. 
Compressing and decompressing without tak­
ing that into account somehow tends to mud­
dle the objects in the two different fields. The 
other thing you might try is to code the even 

and odd field streams separately. This 
avoids the motion artifacts, but as you 
might imagine, doesn't get very good com­
pression since you are not using the redun­
dancy between the even and odd fields 
where there is not much motion (which is 
typically most of image). 

Or you can code it as a single stream of 
fields. Or you can interpolate lines. Or, etc. 
etc. There are many things you can try, and 
the point of MPEG II is to figure out what 
works well. MPEG II is not limited to con­
sider only derivations of MPEG I. There 
were several non-MPEG I-like schemes in 
the competition in November, and some 
aspects of those algorithms mayor may not 
make it into the final standard for enter­
tainment video compression. 

Q. So what works? 
A Basically, derivations of MPEG I worked 
quite well, with one that used wavelet sub­
band coding instead of DCT's that also 
worked very well. Also among the worked­
very-well's was a scheme that did not use B 
frames at all, just I and P's. All of them, 
except maybe one, did some sort of adaptive 
frame/field coding, where a decision is made 
on a macroblock basis as to whether to code 
that one as one frame macroblock or as two 
field macro blocks. Some other aspects are 
how to code I-frames-some suggest predict­
ing the even field from the odd field. Or you 
can predict evens from evens and odds or 
odds from evens and odds or any field from 
any other field, etc. 

Q. So what works? 
A Ok, we're not really sure what works best 
yet. The next step is to define a "test model" 
to start from, that incorporates most of the 
salient features of the worked-very-well pro­
posals in a simple way. Then experiments 
will be done on that test model, making a 
mod at a time, and seeing what makes it 
better and what makes it worse. Example 
experiments are, B's or no B's, DCT vs. 
wavelets , various field predjction modes, 
etc. The requirements, such as implementa­
tion cost, quality, random access, etc. will all 
feed into this process as well. 

Q. When will all this be finished? 
A I don't know. I'd have to hope in about a 
year or less. 

Q. How do I join MPEG? 
A You don't join MPEG. You have to par­
ticipate in ISO as part of a national delega­
tion. How you get to be part of the national 
delegation is up to each nation . I only know 
the U.S., where you have to attend the cor­
responding ANSI meetings to be able to 
attend the ISO meetings. Your company or 
institution has to be willing to sink some 
bucks into travel since, naturally, these 
meetings are held all over the world. (For 
example, Paris, Santa Clara, Kurihama 
Japan, Singapore, Haifa Israel, Rio de 
Janeiro, London, etc.) 

Continued on page 44 



Wanted!! 
Amigo Artists! 

Amlga Video/Graphics 
Magazine is currently accepting 

submissions of art for its up 
coming issues. We are accept­
ing artwork In 20 and 3D or a 
montague containing Amiga 

generated work. If the possibli­
ty Of having your artwork dis­
played on the pages Of AVG 

interests you, don't delay and 
send in your artwork now to: 

ATTN:Art Submissions 

Pacific Media Publishing 
365 Victor St. Suite "H" 

Salinas, Ca. 93907 

VI 

VIDEO TOASTER 
GARNISHES 

DejaVue - effects control system With DejaVue, Video Toaster users 
can "snapshot" the Toaster panel settings, storing the values into 
memory registers. Register recalls restore the same effect to the 
Video Toaster. A separate control panel gives the on-air operator 
simplified, yet powerful, control over Video Toaster actions. The 
DejaVue allows many effects to be pre programmed, ready for rapid 
recall ~during a fast-paced production. $ 498 

The BreadBoard - video delays and DAs 
Three, independent delay lines for delayed feeds of Inputs 1-4, in 
time with Toaster Program output. Key Signal access to provide inde­
pendent feeds of Key signals for use in downstream video equipment. 
Extra Program/Preview buffers for driving mOnitors, VTRs, other 
equipment. $ 398 

Toast Timer - adj . Toaster reference 
The Toast Timer solves your system timing problems by adding H 
and subcarrier timing adjustments to the Video Toaster. The Toast 
Timer allows the Toaster to be easily timed into your system instead 
of reqUiring the system to time to the Toaster. $ 298 

PreVue Technologies 
(fonnerly Cardinal Video Products) 

P.O. Box 2617 916-477-2905 
Grass Valley CA 916-272-1528 fax 

95945 VlSA/MC 
TM's - Commodore Business Machines, NewTek Inc., PreVue 
Technologies 
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MEMORY 
1x4 - 80 SC ZIP 
1x4 - 70 SC ZIP 

UNIT 2MB 4MB 8MB GVP A530 Turbo........ 799 A2000C.................... ..... 699 

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

16.50 132 264 GVP VO Extender.... .. 229 A600 HD...................... 599 
17.50 140 280 GVP G-Lock................ 429 A 1200...... ..... .............. .. CALL 
17.50 70 140 276 G-Force 030 Combo ... CALL A4000.. ...... .. ................. CALL 
5.00 80 160 304 GVP PhonePak........ ... 409 1.76meg Floppy Drive 99 
4.25 68 136 256 GVP ImageFX.... ......... 259 A2386 BridgeBoard..... 529 

34.00 68 134 268 GVP CineMorph.. ....... 89 A570 CD ROM............. 259 
36.00 72 142 280 ASDG MorphPlus....... 169 2.1 ROM Upgrade Kit.. 89 
35.00 135 270 ASDG AD Pro........ ..... 169 2.1 Software.... .............. 49 

145.00 145 280 Video Director.......... .... 149 2.5" 40meg HD............ 189 
169.00 169 330 AmigaVision.... .. .... ....... 299 2.5" 80meg HD............. 269 
139.00 139 278 ToasterVision............... 169 340meg SCSI HD........ 650 

BaseBoard 1 162 ~25 1 I Video Toaster System ......... $27991 
Supra 500RX 209 279 425 
DataFlyer RAM 162 225 385 
MBX 1200Z 159 289 419 DFlyer500 Express 
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Orders 
Info & 

AT Once Plus 
SupraFax V32Bis 
C-Net BBS Software 

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

FAX: 408-899-8760 BBS: 408-625-6580 
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Column 
put from Pixel 3D often require cleanup in 
modeler. But wouldn't it be nice to start 
with a form closer to the end product than a 
simple extrusion? 

I've mentioned this idea to several 
developers in the past (you know who you 
are), but so far no dice . Well guys, how 
about it? The time is certainly ripe. There 
are many well established developers in the 
industry who could pull this ofT, but let me 
state that they did not start ofT that way. If 
you are a programmer who uses the Amiga, 
and you feel that such a project is within 
your realm, go for it. There is much room in 
this industry for new talent. 

B~ 
Robert Cohen © 1993 

Next, a general request to all Amiga 
developers. I think just about every Amiga 
user at this point realizes and respects 2.0 
and up operating system benefits. However, 
there is a large percentage of us who are 
comfortable, and have no immediate plans to 
upgrade. Therefore, please guys, don't write 
us off. There have been some of you who 
have done just that. We do not want to have 
to feel as if we must upgrade simply to take 
advantage of your new offerings. Sure, we 
realize that there are just some things that 
you cannot do with 1.3, but some upgraded 
functions can be downward compatible. I 
hope that future graphics upgrades will not 
cut off the pre-AGA market by this process 
either. The new AGA machines are fine 
indeed, but if one has a super-charged 2000, 
with 24-bit capacity,for example then they 
may choose to stay where they are. I myself 

Welcome to the first installation of what 
I hope will be an ongoing column. The Users 
Interface is a sounding board where readers 
will be given the opportunity to request the 
development of new software as well as revi­
sions for existing software. Although I am 
actively soliciting the input of every reader, 
this column is pointedly aimed at all talent­
ed developers in the Amiga community. 
Amiga software is improving by leaps and 
bounds and the availability of new applica­
tions is growing at an amazing rate. I have 
always felt that a column such as this one 
would be mutually beneficial to both the end 
user as well as the developer, however this 
can only work if we receive the active partic­
ipation of our readers. So Amigoids, get out 
your pencils and wish lists and get ready to 
supply the creative kindling for future soft­
ware development. In fact, before we go any 
further, why not turn to the end of the col­
umn and write down our address so that we 
can hear from you sometime soon. Anyway, 
now that you have prepared to send us your 
ideas (you have , haven't you?), let's get on 
with the column. 

3D scanners are the ultimate tool for 
any 3D artist, but just how many of us can 
ever hope to own one? Sure, if you are will­
ing to second mortgage your home or sell 
your kid, maybe, but for most of us, a 3D 
scanner is just something that we only read 
about. But what if 3D scanners were the 
only alternative? Ever since the release of 
Pixel 3D, I have been awaiting a bitmap to 
3D converter that offers something more 
than fancy extrusions. Picture a tri-view, 
similar to the ones found in most modeling 
programs, that can accommodate three, two 
color bitmaps, each of which would represent 
the corresponding view (top, profile, front). 
Now imagine a program which could assimi­
late a fair representation of the 3D version 
and spit it out in all the popular 3D formats . 
A user would simply create or scan in the 
appropriate views, load them into the corre­
sponding windows, and then sit back while 
the program did the rest. It would help if 
the program would also automatically size 
all three bitmaps accordingly so that each 

would fit comfortably into the others. Such a 
program would finally allow 3D artists to 
create organic forms, such as human heads, 
with little efTort or skill. 

Another welcome function would be the 
ability to save various elements of your form 
independently to facilitate hierarchical 
motion. Choosing elements by clicking on 
polygons or dragging a lasso around groups 
of polygons, and then accessing a pull down 
menu to isolate them seems to be a simple 
enough procedure. 

One would have to realize however, that 
such a program would not replace the 3D 
scanner. Even simple, extruded forms out-

2190 Video Toaster 
backgrounds on a 
single floppy disk! 
Pro Fills revolutionary Screen Generator 
program allows you to instantly select a 
pattern or texture and choose any palette 
to create thousands of screens in sizes up 
to 10,240 by 10,240 pixels. 

ToasterPaint Backgrounds LightWave 3D Texture Maps 
Pro Fills Volume 1 
58 High Resolution Patterns 
10 High Resolution Textures 

55 Interlace Pattems 
Screen Generator Program 

30 Composite Palettes 
30 RGB Palettes 
Illustrated Manual 

Pro Fills Volume 2 
63 High Resolution Patterns 
10 High Resolution Texlures 

63 Inlerlace Patterns 
Screen Generator Program 

30 CompOSite Palettes 
30 RGB Palettes 
IIluslrated Manual 

JEK Graphics 
12103 S, Brookhurst St. E-125 
Garden Grove, CA 92642-3065 

Phone (714) 530·7603 

Pro Fills are available from your 
Amiga Dealer or direclly from 
JEK Graphics. 
To order Pro FlitS, send $49.95 
plus $2.00 shipping per volume. 

For fast Credit Card orders call 1-714-530-7603 VISA and MasterCard accepted. 

Actual IFF screens shown. Compatible with all Amigas. AmigaOos 2.0 compatible. 
Pro Fills and Screen Generalorsollware copyright 1991·93, JEK Graphics. All rights reserved. 
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ANTI GRAVITY Digital Micronics, Inc. "DMI" 
$20.00 OFF: 

PRODUCTS any with 
Vivid 24 High Res Display/Rendering Engine 
Base Board: Come with 4MB Program DRAM & 

ONE 4MB VRam Module (I KXl K Resolution) . $2700.00 
Base Video Board: Base Board with 

IDEK man. a RETINA 

456 lincoln Blvd, Santa Monica, CA 90402 
TEL (310) 393-6650 FAX (310) 576-6383 

OAT drive any HardDisk 
HardDisk a J·Peg Card A2000 ZEUS 0/64MB 28MHz $ 800.00 

0/64MB 33MHz $1000.00 
A3000 MURCURY OJ32MB 28MHz $ 700.00 Single HH Ext Case $100.00 

0/32MB 35MHz $ 900.00 

Broadcast Quality Digital Video Encoder $3430.00 
Super Fasl Renderer Board: Base Board with FH Ext Case $220.00 

Double FH Ext Case $280.00 A3000/040 25MHz $ 500.00 o/1,t."Lr 4ErfJWii'::ii?J~J16~ ~h~bT;). Call for $2~r~e~~ 

SIZE MODEL RESI DOT FO-KHz PRICE 
15'" 5015 1024x7681.31 15-381570.00 
15'" 5315 1280x 1024/.28 30-68 550.00 
17'" 5017 1024x768/.31 15-40 900.00 
17'" 5317 1280xl024/.28 30-65 $ 925.00 

Vision Master 
17'" 8317 1280xl0241.26 30-65 $1050.00 

Articulated Human-like 
Figure for Lightwave30 
.60 Separate Objects 
• Complete Hierarchy 
• WALK & RUN Scripts 
• Script editing tutorials 
USE HIM IN YOUR OWN 
COMMERCIAL PROJECTS 

am very comfortable with my super-charged 
2000 and Toaster workstation. I have no 
immediate plans to upgrade from 
Workbench 1.3 or to an AGA system. But I 
would be more than little disappointed to 
find future upgrades, especially with popular 
software, were not downwardly compatible. 
The Video Toaster brought record numbers 
of new users to the Amiga during the 
Workbench 1.3 era and many of us are very 
comfortable here. Please don't forget us! 

Has anyone noticed that the desktop 
photo retouching industry is passing us by? 
I got my hands on some literature the other 
week by a company marketing and support­
ing a system aimed at the one hour photo 
industry for on the spot graphics services 
was built around a Mac. Then I remem­
bered a photo show which I attended some­
time last year, and realized that of all the 
photo retouching systems they had thel"e, 
none were Amiga based. With the Amiga 
clearly out in front in the Multi-Media race, 
why is this the case? I believe that this is 
true because no one has ever bothered to 
write a piece of software specifically 
designed for this purpose. If they have, it 
was never marketed very assertively. A film 
resolution, 24-bit retouching system would 
be very welcome in Amigaland. Sure there 
are Amiga systems which could be, and are 
being configured for this purpose, but I do 
not know of one program clearly designed for 
such an application complete with drivers 
for all input and output devices (as well as a 

$2100.00 

$ 300.00 

Broadcaster (FORMERL Y Dlgil81 EdllM8sler) 
i Editi System Full-motion JPEG $2240.00 

FH 
FH 

SGIG Exabyte EXB-8505 HH 
EXT HH 

Exabyte Bmm Tape: $15 OR 5 FOR 
2GIG Python SCSI 1111 OAT Drive: 

INT 3.5" OR 5.25" HH 
EXT HH 

2GIG Turbo Python SCSI 1/11 OAT 
INT 3.5" OR S.25" HH 
EXT HH $1300.00 

OAT Cartridge 2 GIG: $15 OR 5 FOR $ 70.00 

Removabl 
DRIVES WITH CARTRIDGE 

88MB 505110 HH 20ms INT 
88MB SOS110 HH 20ms EXT 
88MB S05110C ReadlWrite 44 & 88 INT $510.00 
88MB SQSll0C ReadlWrite 44 & 88 ENT $580.00 
105MB SQ310SA 3.5" IDE Drive INT $600.00 

Tahltil Relurn INT FH 35ms $1500.00 
Tahltll Relurb EXT FH 35ms $1700.00 
Tahlti2 New 'iNT FH 35ms $2500.00 
TahiU2 New I EXT FH 35ms $2700.00 

CARTIDGES 
88MB $100.00. 3 lor $294.00, 
10SMB $ 85.00. 3 for $249.00, 
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true 24-bit paintbox) with an interface as 
simple to use as DeluxePaint. This would 
open up many doors for Amiga based busi­
ness. 

A few months back, I spotted several 
companies who were starting to offer 3D 
object libraries (other than myselD. This 
excited me, for although I personally did not 
see anything that I needed, I was sure that 
this trend was going to continue. I am still 
hoping that the trend will catch on and more 
3D artists will offer their work for sale. 
Unless you are going to try to sell your stuff 
through the distributors, packaging need not 
be expensive, and advertising in the Market 
Place of this magazine is quite an affordable 
place to start. (Ed. note. Hear that guys?) If 
you are a 3D artist, and already have a 
selection of models you have created, why 
not try to make some money with them 
while sharing your efforts with the less tal­
ented? Your models do not have to be 
scaled, detailed replicas to be useful to oth­
ers. If you can save the end user hours of 
modeling time, even if they have to custom 
some things for their own use, then your 
models are worth money, If you desire to 
market your objects and just don't know 
how, then write me with your questions and 
I will be more than happy to supply informa­
tion. The more available 3D objects become, 
the more powerful your system becomes. 

Well, that's it for this installment of 
Users Interface. I hope to receive many of 
your ideas so that I may write another 

1 GIG Maxoptlx Cartridge 
$ 235.00. 3 for $650.00. Box of 10 $2100.00 

installment next issue. In order to receive 
your submissions in time for the next issue, 
you are encouraged to fax them to (908) 530-
9244, ATTN: Users Interface. Please 
include all contact-information including 
your daytime phone number. Or if you pre­
fer, submissions can be mailed directly to 
me, care of Animatics, P.O . Box 158, 
Oakhurst, NJ. 07755. This column will also 
print replies received from developers who 
wish to respond to our readers requests and 
comments. So, until next time Amigoids, 
reach for the stars and let your imaginations 
soar. This years wish lists could be next 
years top sellers ... 

Get Amlga Video/Graphics 
Magazine, the most Informative 
source your money can buy. 

Get the latest and most up-to­
date tutorials and reviews on 

Commodore Amlga 
applications. 

All for only $36.00 

Call1-800-244-4-AVG 
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The AGA Connection 
Video applications of the Advanced Graphic 

Architecture 
Round Three 

0, how do like your new AGA machine? The 
chances are getting better and better that you 
will be owning one. Sales of the A4000's are 
faster than anyone anticipated, and the A1200 
is positively going through the roof. After sev­
eral months of their initial releases, they are 
still on a near constant back order from most 
suppliers. This is a shock to many who con­
sidered the Amiga a dead issue, except as a 
seat for the Video Toaster. There are reports 
that a good portion of these sales are to first 
time Amiga owners, which is another good 
sign. By pouring enough money into Macs 
and IBM's, you can come close to bringing it 
up to the performance level of an Arniga 1000, 
and many people were willing to do so. With 
AGA power, the Amiga is again light-years 
ahead of the pack. 

Camcorder Reviews the A4000 
In the April '93 issue of Camcorder maga­

zine there was a very flattering review of the 
A4000 by Mr. Kirby Carmichael. He discussed 
in detail the potential video applications for 
the new pallets , resolutions and speed that is 
available in the A4000. With the exception of 
one particular super-hires oversca n HAM8 
animation, he was able to achieve frame rates 
of 30 frames per second (very important in 
Video). He went on to explain how the new 
display modes could possibly obsolete dedicat­
ed display boards and the necessity of single 
frame recording in high end animation appli­
cations. The article was a nicely written 
overview for the person who takes his cam­
corder seriously. 

A few pages past the review of the A4000 
was a different sort of article. This one was 
extolling the video applications of the Mac's 
Quicktime movies and its port to the IBM's 
window environment. For those of you who 

are not up on the latest video technology, it is 
a way to view "mini-movies" (animations) in 
real-time . A 386 IBM compatible computer 
running at 33MHz is capable of displaying 
video in a window that is 160 pixels high and 
120 pixels wide at 15 frames a second. A 486 
machine can obtain rates at that resolution of 
30 frames per second. The lowest standard 
Arniga screen format is 320 pixels wide by 200 
pixels high, just a few pixels under four times 
their highest resolution , and, at that resolu­
tion, will have no trouble at all playing at 30 
frames per second! How many years ago was 
it that Arniga 1000's were playing the juggler 
demo, an overscan animation that ran at bet­
ter then 30 fps and was synced to internally 
generated digital sound effects? They con­
cluded the article lamenting that practical 
applications of digitally displayed video are 
still some years away. Well, maybe on IBM's 
Macs. 

That aside, I feel that Camcorder is worth 
at least a browse through at the magaZine 
rack. They h a ve lots of useful tips for the 
novice and semipro video maker, and display a 
healthy respect for the Arniga. 

Things that go well with a 4000 
I have spoke with a surprising number of 

people who have installed Opal Vis ion in their 
4000. OpalVision is a high quality 24-bit dis­
play device and paint program that fits very 
well in the 4000's video slot. I am using 
Opal Vision myself and I am quite pleased with 
it. The paint program is very powerful. yet has 
an easy familiarity, adopting many of the con­
ventions defined by the venerable Deluxe 
Paint. (J h a ve been using the Opal hot key 
function to display a 24-bit background pic­
ture and run Dpaint anima tions on top of it. 
Quite impressive.) OpalVision's makeanim24 
and playa nim24 really does create and play 
24bit animations at usable speeds. Try doing 
that on any other computer platform. 

I find myself a lso relying on lmagemaster 
quite often, and also spend a lot of time play-



ing with Caligari24. Both these programs 
use the new graphic modes to their best 
advantage by displaying results in the 
best possible resolution. I have been 
doing really horrible things to people's 
faces using warp and morph in Image 
Master's special effects menu, rendering 
them in 24-bit, and playing the anima­
tions with OpalVlslon. Can you say 
"Broadcast Quality?" By the way, I have 
yet to see any of the much dreaded HAMS 
fringing on a Caligari rendering. It was 
only a matter of time until someone got 
the bugs out. My biggest gripe about 
Caligari is that although it has direct sup­
port for nearly every frame buffer under 
the sun, it does not support the 24.IFF 
format. They have developed their own 
format, called .6rn, which is, for their pur­
poses, superior, and can be converted into 
a digestible form by using Art Department. 
A call to Octree informed me that they are 
currently installing 24.IFF in their Caligari 
broadcast version, and as soon as the 
code is done for that it will be Implement­
ed into Caligari 24 In the form of a (proba­
bly) free upgrade. 

Art Department Professional, 
the program that did HAMS con­
version months before anyone had 
a clue why, also feels right at 
home inside my 4000. I would like 
to go into depth on the subject of 
Dpaint AGA, but I have not 
received my powerup copy yet. 
When I deCided I could not wait 

Axiom, and they are hard at work rewrit­
Ing the thing to bring It up to speed. I 
hope they write it quickly, because AGA is 
destined to become the most powerful per­
sonal animation tool ever, and anything 
that assists Its growth will be welcome. 

Toaster Tunnel Vision 
Let me say first of all. the Video 

Toaster is the greatest thing to ever hap­
pen to the Amiga. It simultaneously gave 
it respectability and notoriety. It is the 
Swiss army knife of the video revolution, 
with every function matching, or exceed­
ing, the equivalent dedicated hardware at 
fractions of their cost. It Is cost effective 
and high qUality. Viva la NewTek. 

With that being said, let me quote Lee 
Stranahan in a recent issue of Video 
Toaster User :" .. .if NewTek doesn't release 
a board for the 4000, I don't see how the 
4000 is going to succeed as a CPU." He 
also Implies that it is unlikely that there 
will be a 4000 version of the Toaster, and 
that an Amlga without a Toaster is, let me 
quote again, "hasta la vista, babyl" (Ed. 

The A2000 Is getting old. Its only dif­
ference from the AI000 is 1/2 meg of chip 
ram and a bigger box. At times It seems 
that NewTek and Commodore are unwill­
Ing bed partners in an arranged marriage. 
NewTek is about ready to release version 3 
of the Toaster and it promises to be truly 
awesome. I find it hard to believe that they 
would not be chomping at the bit to give 
their technological child the best possible 
place to perform in. With OpalVision and 
its promised modules nipping at its heels, 
the Toaster can not spend much more 
time resting on its laurels. 

Cool New Stuff 
With viability of the Amiga as a plat­

form established for at least a few more 
years, there is bound to be more develop­
ment in software. Software companies 
that have recently drifted away from the 
Amlga may find that it is in their best 
interests to return. The programs that are 
being released today are among the hand­
ful that had prior knowledge of the 
advanced graphic architecture. Lead time 

ales of the 
A4000's are 

for software development and mar­
keting, being what it is, means 
that It may be awhile before some 
totally new programs see the light 
of day. Fortunately, there are 
enough out now to keep us busy 
for a while. 

faster than 
any longer, I called Electronic Arts 
directly and ordered one at the 
upgrade price, but they were out. 
It seems that Commodore was not 
the only company to underesti­
mate the immediate popularity of 
the new models. 

I did receive a nice letter from 
Commodore thanking me for pur­
chasing a computer. It may not 
seem like much, but considering 
Commodore's legendary indiffer-

anyone antiCipated, 
and the A1200 is pOSi­
tively going through 

the roof. 

Brilliance may be out by the 
time you read this, or it might not. 
Digital Creations will not release 
even a beta copy to column writers 
who are desperate to see it. It is 
hard to be patient, but it is com­
forting to know that they are going 
to great lengths to make Brilliance 
the best paint and animation pro­
gram possible. Coming from the 
people that created a minor mira­
cle with their DCTV unit and its 
paint program, It should be quite a 
product. The list price on 
Brilliance is tentatively set at 
$249, bu t they are offering an 
upgrade from any paint program 

ence to its public, it was a step in 
the right direction. 

Some Bad News 
Got some reports on things that do 

not work well. A very nice raytraclng pro­
gram, Real 3-D, does not seem to get along 
with the AGA format. This is unfortunate 
because in anticipation of the release of 
Real 3-D V.2, Real 3-D classic has been 
reduced in price to around $120. If you 
are looking for an economical introduction 
to 3-D animation and have access to a 
non-AGA Amiga, is a nice way to start. 

Anim Workshop from Axiom software, 
the same people who brought you the 
invaluable utility Pixel 3-D, is a utility for 
compiling and manipulating ANIM-5 for­
mat animations. Not only does it not 
work with the new AGA formats, it will not 
work in an AGA machine at all. This was 
shamefully admitted by the people at 

note, This has since come to pass.) 
When it comes to the Video Toaster, 

Mr. Stranahan knows what he is talking 
about. He has some of the best produced 
and Informative video tutorials on the 
market. He may also be mad with power. 
Let me point out a few facts: 

The Video Toaster is the best video 
device in America to put into your Amlga 
2000. 

There were more Amiga 500's sold 
than there were A2000. 

Most Amigas exist outside the US in 
areas that do not use NTSC standard. 

There are other devices that have no 
problem using the A4000 video slot. 

NewTek likes to invent really cool 
stuff. 

for $1251 Stay tuned for details. 

Vista 3.0 
I have always had a warm spot for 

scenery generating programs. I fmd them 
more Interesting and relaxing than games, 
and occasionally useful as clipart. The 
big news about the latest release of Vista 
3.0 Is that it will now render directly to 
AGA formats. I have not had an opportu­
nity to play with this program yet 
because, since I bought my 4000, I have 
no time for relaxation. I would appreCiate 
hearing from any users who would like to 
share their experience with me. 

I also need to hear from anyone with 
anything negative to say about the new 
machines. I know it sounds like hype, but 
I have personally talked with over a hun 
Continued on page 44 



as Vegas. The name brings to mind the 
glamour of a city whose millions of lights 
blaze even the darkest of nights into submis­
sion. Untold wealth is to be had in this place 
if only for the pull of a lever or roll of the 
dice. 

This time, however, the hushed whis­
pers and most expectant faces belonged to 
fully two thousand people sitting, not in a 
casino or cabaret, but in a darkened hall 
awaiting news that the video revolution 
would begin again. 

For Amiga users, the 1993 National 
Association of Broadcasters (NAB) conven­
tion started off at the unforgettable Ceasar's 
Palace with the most respected names in 
software, hardware development and sales 
in attendance. They were not to be satisfied 
by mere evangelizing on the glories of 
NewTek. Even so, very few of us were pre­
pared for what was in store. 

James Dionne-, CEO of Commodore did 
the opening intro for Paul Montgomery, and 
Tim Jensen of N ewTek, developers of the 
Toaster. The significance of this sendoff was 
not lost on anyone. A video presentation fol­
lowed the brief talk, showcasing previous 
marvels and accolades that had accompanied 
NewTek on their meteoric rise. But every­
one there already knew what was possible. 
What had not been thought possible was 
then announced in a larger than life fashion . 

The Toaster 4000 had arrived!! 
NewTek, combining their power of pos­

sibilities, had once again allied itself with 
the most far-thinking computer platform 
ever developed. The new Amiga 4000. 

Fantastic new features fully utilizing 
the power of the AGA chipset stunned the 
crowd as the video "Beyond Revolution" dis­
played how, beyond the shadow of a doubt, 
the new age would come to pass. 

Two weeks ago, I saw the best become 

better, and I am still in a state of shock. 
Until NewTek arrived, competent multi­
media (Oops. N-T prefers "Personal Video 
Production") development had been for years 
the domain of those able to pay the the exor­
bitant prices of dedicated systems. All that 
changed with the first VideoToaster. 
Unfortunately, the lack of upward inspira­
tion over the last several years left Personal 
Video Production at a relative standstill, 
marking time with only small, albeit signifi­
cant changes in third-party software. 

But what's the big deal, you ask? Well, 
I'll tell you. 

Not unlike many "new and improved" 
products that hit the market, the new 
Toaster has tidied up some of the details, 
rearranging the board and adding text 
descriptions to prevent neophytes from hav­
ing to learn "hieroglyphic-speak" in order to 
key in a simple command. 

This more professional looking control 
panel only enhances the flavor of the dozens 
of new effects built into the redesigned 
switcher. For the first time, the speed of 
wipes and dissolves can be user-modified to 
suit the aesthetics of the transition beyond 
"Hmmm, a bit too long", "Uh, that's about 
right", and "Darn! too fast ." 



Unlike most manufacturers, however, 
the guys and gals from Topeka didn't stop 
there. LightWave has been streamlined, 
allowing not only a faster learning curve, but . 
the ability to bypass the need for single 

of everything?) the flair or features you wish 
them to have, fading or overlapping to pro­
vide sharp, professional backgrounds. Then 
use Compugrahic, or any of the scads of 
Postscript, fonts included in the package to 

frame con­
trollers and 
frame-accu­
rate VTR's 
when preview­
ing the work! 
Oh yes, faith­
ful ones, you 
really can load 
and play 30 
frame per sec­
ond, full­
screen light­
wave anima­
tions from 
your Toaster 

VT4000 Layout Screen Shot 

overlay your mes­
sage anywhere 
from thirty to 
four-hundred 
lines tall. Ok, so 
the extreme isn't 
specifically practi­
cal, but isn't it 
nice to be given 
the choice rather 
than be told? 
Having all of this 
mouse-driven is 
merely icing on 
the cake. 

Switcher! (I don't think we're in Kansas any 
more, Toto.) 

(Did I also tell you that this version is 
faster than the old one, or were you expect­
ing that?) 

It bugs me sometimes to read a software 
package that says "Faster Than Ever!" on 
the box only to find that, in relative terms, a 
tortoise is still hell on wheels in comparison 
to escargot. LightWave on the Toaster 4000 
has nearly 
doubled its 
speed and 
added new 

Rarely does any­
one rebuild from the ground up, but NewTek 
knows that being the best and staying the 
best are two different animals, and takes the 
proper steps to prove it. I can't help but feel 
that some Hollywood-type big-wig sent in a 
shopping list to NewTek for them to fill. 
This package is now so thoroughly thought 
out that there's virtually no reason to go to 
high end machines to create professionally 
produced output. 

anti-aliasing 
routines to file 
away those 
jaggies. As if 
that weren't 
enough, the 
Booleans have 
checked into 
the hotel, 
bringing with 
them curve 
control and 

VT4000 Modeler Screen Shot 

If I were to go on 
much longer you'd 
probably phone 
the offices here to 
see if this was all 
some nasty April 
fool's joke. (Don't 
make me regret 
saying that by 
calling in to ask!) 
As I' m trying to 
keep this short, 
you might want to 
reread this article 
to catch some of 

beveling tools. 
This is the kind of thinking that keeps me 
awake at night (in front of my terminal) . 
Give me a product that puts their money 
where their mouth is, and I'll gladly give 
them the bucks to do it with! 

But, as the man said, WAlT, THERE'S 
MORE! 

TosterCG has also lengthened it's 
stride, keeping pace with the other legs of 
the package. The T-4000 (sorry Arnold) pro­
vides more intimate font usage and control. 
By intimate, I mean that you can change the 
font type, color, outline , or shading of any 
character, or group of characters you choose 
wi th the press of a bu tton. No more dull, 
repetitive logos. Now personalized style 
means that every single element you bring 
in can have an identity all it's own. Just 
bring graphics and brushes directly from 
either ToasterPaint or LightWave. Assign 
any size graphic separators (Yes, those are 
now changeable, too. Don't these guys think 

the important 
changes I glossed 

over. One of the biggest and best surprises, 
however, I think I'll keep under my hat. 
After all, if you knew that the Toaster 4000 
now cost less than the previous packages, 
there might be a run on the market . 
(Remember! You didn't hear it from me!) 

Enough! Before I start giving away the 
secrets of the universe, I'd better get back to 
my real job here and start reading through 
next month's articles. Rest assured, though. 
We will be reviewing this in much more 
detail in the future. So, until next time, this 
is Gabriel Pan, signing off. 

Stay True! 

USE DPAINT IV ? 
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Tired of the same old flying logos? 
Too busy to be more creative? 
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range moves 
ricochets to graceful curves! Ripples, I 
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a brush and in a few moves! 

Order Toll Free 
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FREE BONUS COLOR FONTS: 
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Review 

BU 
David Duberman © 1993 

The Next Generation oj a classic 3D program ... 

f you're an Amiga 3D artist, you're a member 
of one of the luckiest groups around. On no 
other computing platform is there such a 
wealth of 3D graphics software power at 
such low prices. And you just got luckier. 
Octree Software's program for modeling, ani­
mation , and rendering, that until recently 
cost $2 ,000, has been significantly improved, 
upgraded, and repackaged to sell for less 
than $400 . I'm referring , of course, to 
Caligari24, the latest version of this pro­
gram that's been around practically since 
the Amiga itself. In fact , Caligari designer 
Roman Ormandy is to be congratulated on 
producing the longest-running Amiga 3D 
software under a single name, with constant 
support and upgrades. 

Until a couple of years ago, 
Caligari (Broadcast) was strictly a high-end 
item, marketed primarily to graphics profes­
sionals, and coveted for its great user inter­
face. But in 1992, Octree released Caligari2, 
a scaled-down version for the mass market. 
Its success prompted Octree to institute a 
new policy-each new mass-market release 
would contain all features of the previous 
high-end version, and then some. 

When Roman Ormandy first set out 
to design Caligari, he was determined to cre­
ate an interface that could be driven by 
mouse clicks and movements in as intuitive 
a way as possible. He wanted to have a total­
ly natural interface that would be almost 
like working in a real workspace, and he suc­
ceeded remarkably. Caligari24 features vir­
tually the same interface Roman came up 
with eight years ago, with improvements in 
modeling, animation, and rendering. But the 
interface remains the classic original that is 
one of the best in any 3D program I have 
used. 

Caligari24 has two major sections: 
Object Design and Scene Design. The inter­
face works virtually the same way in both . 
You're looking at a full-screen perspective 
view of the 3D workspace, with a narrow 
control strip at the bottom of the screen. At 
any time, you can use the mouse to directly 
manipulate the viewpoint or object selected 

by clicking on its wireframe representation 
in the workspace. Like Imagine, but unlike 
LightWave, each object has a visible axis 
used for local manipulations . This axis can 
be manipulated independently of the object. 
All manipulations can be performed on an 
object's local axes, world axes, or screen axis. 
So no matter how you may have twisted the 
viewpoint around, you can move and rotate 
objects and the view in ways that seem per­
fectly natural. 

Unfortunately, I still haven't gotten 
much of a feel for the interface's beauty. The 
best term to describe the feeling of working 
with Caligari's interface is fluidity ; every­
thing fits together perfectly and flows very 
smoothly. That's because the interface is 
constantly updated as you drag the mouse ; 
you don't have to click a button to see where 
you are. A grid plane serves as a reference 
when moving the point of view so you usual­
ly have a pretty good idea of where you are. 

The control panel offers sets of 
functions such as Tools, each of which adds a 
narrow horizontal strip to the panel's top, or 
in some cases, replaces the control panel. 
Each added set of controls has its own close 
box, so you can build custom control panels 
offering as much or as little functionality as 
necessary at the time. 

Object Design 

Like certain other 3D programs, 
Caligari can use polygons with four or more 
vertices . Unlike many , you can ' t build 
objects polygon by polygon . The Primitives 
menu graphically illustrates 18 shapes you 
can add to the workspace simply by clicking. 
These building blocks offer a good variety of 
shapes that can be combined to create more 
complex objects . Among the primitive shapes 
are the standard sphere, cylinder, and cube, 
as well as more unusual shapes such as a 
truncated pyramid, a cone and a boat­
shaped object. 

In addition, the program lets you 
create objects by lathing and extruding out­
lines, which must be closed polygons. You 



can load a polygon into this special 2D grid, 
or even a two-color IFF image for manual 
tracing. Polygons can have holes, so it's easy 
to create letters such as A and O. The 
extrude settings include the usual options 
such as shear and scale, and lathe offers the 
standard number of segments and total 
angle. 

Not only does Caligari offer a 
wealth of object sculpting functions, but it 
also imports objects in LightWave, 
VideoScape, Sculpt 3D /4D, AutoCAD DXF, 
and Imagine formats. In the case of Imagine 
grouped objects, all child objects load and 
can be manipulated independently, but the 
hierarchy is lost. Imported objects are subdi­
vided into different attribute "materials" (see 
Broadcast Render below) according to color 
areas, so that each set of polygons with the 
same set of attributes can be redefined as a 
whole. Also, importation of DXF objects has 
been vastly improved, with a special menu to 
give you control over the loading process. Of 
course, objects should be properly construct­
ed in AutoCAD using 3DFACE and other 
appropriate entities as specified in the 
Caligari manual. 

Single Point Editing 

Most, but not all imported objects 
can be edited, and certainly all objects creat­
ed with Caligari can be subjected to the 
array of sculpting tools offered in the Point 
Edit menu. First, Point mode lets you select 
points, polygons, and groups of polygons for 
further manipulation. The selection methods 
take a bit of getting used to-no drag boxes 
here-but if you read the manual descrip­
tions carefully and work with the program, 
this should become second nature. It's fairly 
easy to select individual noncontiguous 
faces, but it must be done one at a time. 

Once selected, points can only be 
moved, but selected faces can be moved, 
scaled, and rotated. In addition , the Slice 
command can be used to create any cross 
section of an object parallel to a selected 
edge set. Then you can use the Separate 
command to split the object along that or 
any other continuous set of edges girdling an 
object. 

The unique Sweep command lets 
you "extrude" all selected faces "outward" 
from the object's center. This can be used, for 
example, to easily create a spiky sphere. The 
manual and accompanying videotape offer a 
tutorial that show how to use Sweep to 
quickly produce an interesting-looking 
spaceship. Also offered in the Point Edit 
menu are commands to subdivide selected 
polygons. 

Free-form deformation is by far the 
most powerful of Caligari's modeling func­
tions . By forming a 3D lattice around an 
object and pulling and pushing grid intersec­
tions on the lattice, you can physically shape 
the underlying surface in a manner much 
like working with clay. Things can get weird­
looking very quickly if the part of the object 

being shaped doesn't contain sufficient reso­
lution, so there's an option for the automatic 
subdivision of manipulated areas as neces­
sary. This is recalculated every time the grid 
is manipulated so that the object isn't subdi­
vided too much. There are also options for 
automatic smoothing of the reworked sur­
face for a more natural look. Unless you 
have access to 3D digitizing equipment, free­
form deformation is one of the best methods 
for obtaining natural-looking organic shapes. 

That said, mastery of the free-form 
deformation tools doesn't come easily. I've 
spent hours with it and have yet to come up 
with any really satisfactory shapes. In the 
aforementioned spaceship tutorial, free-form 
deformation is used to quickly create a 
great-looking nose cone. But I'm having a 
hard time even roughly approximating 
Stephen Menzies' superb flowers , created 
with Caligari Broadcast and featured on 
AmigaWorld's front cover last year. It would 
be great to see more tutorials on the use of 
this intriguing, yet elusive tool. 

When working in Object Design, 
you're usually looking at wireframe objects. 
You can render one object at a time as a 
faceted solid. Once rendered, you can inter­
actively select faces for recoloring, effectively 
giving different attributes to different parts 
of the object's surface. These can be changed 
later in the Broadcast Render module. 

Hierarchy in CaIigari 

Caligari takes an offbeat approach 
to hierarchical model construction that takes 

. a little getting used to. As in most programs, 
you select the parent object, then the com­
mand-in this case, Glue, whereupon the 
cursor turns to a small question mark with 
an arrow-and click on the object to be the 
child . At this point, both objects are high­
lighted, and can be manipulated together. If 
rotated locally, they turn on the first object's 
axis. However, in a sense they're both on the 
same level of hierarchy, because if you click 
the down arrow in the screen display, or 
press the down arrow key, you can then click 
on either and manipulate it independently. 
If you don't use the down arrow, but contin­
ue alternating clicking on Glue and other 
objects, each belongs to the same level of 
hierarchy. 

To build another level below this, 
you must use the down arrow, then click on 
the object to which the next level is to 
belong. This object, or rather its axis, then 
becomes the group pivot point for all objects 
glued to it, plus all sub-objects. 
Unfortunately, the graphics scheme used 
doesn't clearly indicate hierarchy levels of 
different parts . Some method of doing so, 
whether graphically or in a text table as in 
Real 3D, must be implemented before 
Caligari's hierarchical modeling capabilities 
can be fully utilized. According to Octree 
Software, hierarchical modeling in Caligari 
works best if you work from the bottom up. 
For example, you begin by building a human 

Pro Fills revolutionary Screen 
Generator program allows you 
to instantly select one of over 
120 different patterns and 
textures and choose any 
palette to create thousands of 
screens in sizes up to 10,240 
by 10,240 pixels! 

Two volumes available! 

Pro Fills Volume 1 
Pro Fills Volume 2 

"A must have for anyone using an 
Amiga Computer for graphics!" 

JEK Graphics 
12103 S. Brookhurst, Sfe. E-125 
Garden Grove, CA 92642-3065 

(714) 530-7603 
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figure's hand first, then the forearm, then 
the upper arm, and so on. 

Scene 
Once you've built objects and hier­

archies, a button click takes you into the 
Scene Composition module . This section pro­
vides two major functions : rendering, which 
includes application of texture maps; and 
animation. One special animation feature is 
the ability to make clones that follow all of 
the "master's" movements, so it's easy to 
make, for example, marching armies of 
robots. 

The keyframe-oriented animation 
setup is fully interactive . Just go to the 
frame you want, then move, rotate, or scale 
an object, hierarchy sub-object, or the point 
of view, then click on a button. By doing so, 
you're setting up animation channels, which 
can then be manipulated directly in the 
Time Editor. This graphic display shows the 
action in horizontal bars called timelines, 
with notches showing keyframes. You can 
use the mouse to reposition and copy 
keyframes interactively, a vast improvement 
over a similar arrangement in another popu­
lar Arniga program. 

Another nifty Time Editor feature 
is the Spline button, which lets you smooth 
out a path's sharp corners. What's especially 
nice is that you can see the path in 3D as 
you make the changes. There's much, much 
more to the Time Editor, such as animation 

Some of the 10 and 20 environmental maps provided 
with Callgarl24. :lus the (upper Right) created with a 
cloud picture from Texture City. 

of surface attributes; it takes over five pages 
in the manual , but deserves 20 or more . This 
is consistently one of Caligari's downfalls, 
which it shares with so many other powerful 
programs- inadequate documentation. The 
manual needs many more tutorials at all lev­
els, and more explanations in the reference 
material. The brief included tutorial video­
tape helps somewhat, but not enough. 

Animations can be saved and 
loaded as text-based script files. These can 
be changed with a text editor to fine-tune 
your animations . The manual provides docu­
mentation for all animation script com­
mands. 

Broadcast Render 
This is especially interesting if 

you've imported an object with a number of 
differently-colored parts, or recolored parts 
in Object Design. Once in BRender's 
Attributes sub-menu, clicking on the arrows 
next to Material shows each section in turn 
with its material number, the wireframe col­
ored approximately the same as the part, 
and the rest of the object rendered temporar­
ily invisible. For any material, you can use 
sliders to set Hue, Saturation, and Value, or 
set RGB values from the keyboard , with 
real-time feedback from the wireframe's 
color. Other settings include transparency, 
diffuse, and specular values. 

To obtain maximum rendering 
speed, Caligari is not a ray tracer. It can 
simulate shadows, but not true reflections . 
However, for objects that must seem to 
reflect their surroundings, there are two 
types of environment maps: one-dimension­
al, effectively a linear gradient; and cubic, 
representing the six cardinal directions. You 
can't create the former, and the program 
only comes with a few, but you can make as 
many of the more realistic cubic maps as you 
like. These do a particularly effective job of 
simulating metals, especially in conjunction 
with the metal shader. Other shaders 
include flat, Gouraud, Phong, and 
Environmental , which maps the environ­
ment onto the surface rather than making it 
seem to reflect the environment map. 

Then there are surface types­
related to smoothing-the most interesting 
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of which is Auto-Facet, which lets you set 
the value that determines whether the angle 
between two surfaces is to be smoothed. The 
other surface types are Smooth, Simple 
Facet, Complex Facet, and the default set­
ting, which is unsmoothed, but allows shad­
ows, textures, and shading across a single 
polygon. 

You can also apply images directly 
to surfaces with the Texture attribute. 
Images for texturing must be in one of these 
24-bit formats: IFF24, Rendition, Truevision 
TargalVista, or DCTV. Caligari24 is the only 
Amiga 3D program besides Adspec's Aladdin 
4D that lets you map DCTV-format files as 
24-bit images . Now if programs could just 
load JPEG images-well, that's coming. 

Mapped images can be "wrapped" 
onto part of a surface using a resizable out­
line box on a 2D grid that represents the 3D 
surface. Alternative mapping options are 
Planar, Spherical, Cylindrical, Per Face, and 
Swimming, which fixes the image's position 
in space and lets the object move "through" 
it. 

The Display 

In Caligari's early days, seeing 24-
bit output was troublesome; you had to have 
a BridgeBoard (IBM PC emulator card) 
installed in your Amiga, as well as an expen­
sive Targa or Vista 24-bit PC video card for 
the display. The program still supports this 
setup, but it can now also display images 
directly on a number of Amiga custom dis­
play cards, including Impulse's FireCracker, 
GVP's N24, Black Belt's HAM-E, Centaur's 
OpalVison and Harlequin from the UK. 
Images can also be rendered in DCTV's 
three- and four-bitplane modes. In addition, 
the program supports the Amiga's built-in 
HAM and HAMS display modes. 

What's that you say? Your Amiga 
doesn't have HAMS? That must be because 
you don't have one of the new Amiga 1200 or 
4000 AGA Amigas with the beautiful high­
resolution 256,000-color display modes­
what are you waiting for? Unfortunately, 
Caligari24 does not support the AGA scan 
doubling modes, so the high-res program dis­
play flickers even when used with a VGA­
type monitor. This isn't a problem on older 
Amigas with installed or built-in "flicker­
ftxer" circuitry. 

There is, alas , no provision for 
direct saving of rendered images in the 
Amiga-standard IFF24 file format. You can 

Caligari24's object design interface. 

save images as IFF files in the display for­
mat (e.g. HAM or DCTV), or in the Rendition 
format, which can be handled by Art 
Department Professional with the Pro 
Conversion Pack add-on software. Of course, 
if your frame buffer supports direct saving of 
IFF24 images from its display memory, 
you're in business. 

Recommended Add·Ons 

In writing this review, I found Pixel 
3D Professional (Axiom Software) to be an 
invaluable companion program, and I recom­
mend it to all Caligari users. I had built a 
complex LightWave model of the Golden 
Ga te Bridge with over 15,000 polygons. 
When I tried to load it directly into Caligari, 
the program "lost" large parts of the model. 
But converting it with PixelPro, which 
allows loading and saving of Caligari-format 
objects, allowed flawless loading and render· 
ing of the bridge. 

PixelPro also makes it easier to cre­
ate custom fonts and other objects from 2D 
bitmaps, providing autotracing instead of 
Caligari's Extruder's manual tracing. 
Another plus; the program reduces some of 
the unnecessary additional faces created by 
automatic subdivision during free-form 
deformation . Also, if you're converting 
Imagine objects, you might want to run them 

Golden Gate Bridge 
model created In 
LightWave Madeler 
and Imported via Pixel 
3D Professional. 

Imagine cycle object 
Of a prominent musi­
cian created by Don 

Scott and Imported 
directly Into Callgorl24 

through Pixel Pro first to reduce the number 
of polygons. 

When rendering large, complex 
objects, Caligari spends a good deal of time 
accessing the hard disk . Unless you've got a 
very fast drive, this can slow down rendering 
significantly. If you use Caligari with sizable 
databases, I strongly recommend purchase 
of the new HyperCache Professional from 
Silicon Prairie Software. This is the first 
hard disk caching system for the Amiga, and 
it works wonders with the Caligari by buffer­
ing disk operations in a specially reserved 
section of memory . With HyperCache, my 
Golden Gate Bridge object rendered in a 
third of the time-no lie! In general, I found 
it halved loading times of programs and 
large data files. If you value your time, get 
HyperCache Pro. 

In Conclusion 

As is usually the case when review­
ing major 3D software, I run out of space 
well before exhausting the program's fea­
tures. I haven't covered Caligari's use of 
Alpha Channel images, or texture anti alias­
ing, or lighting. You can spend a great deal 
of time exploring this program, all to good 
avail. 

Continued on Page 57 
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Using 

V si n 
Texture (I) Unretouched Imoges. (2) Negative mode. (3) 

Mode. (4)1001 Dep ress. (5) Speckle at 1001. (6) 
Checkerboard Emboss .... Ith Negol1ve areos. Note thai 
the elemen ts .... e re reduced by 501. and then 
regrouped Into the tiled pattern by using the "flit with 
brush" toot In OpatVIslon . The Illes .... ere created usIng 
the "Emboss". "Depress". and "Negallve" modes. 

Design Tool. .. 
Dr. Shamms ~ortier © 

Opalvi son: Th e card a nd th e soft­
ware. Th is is an Amiga package that truly 
li ves up to its promise and hype. In some 
ways, because of the myriad of options 
given Lo the Amiga 8Tt is t., OpalVision can 
be quite a n ov e rwhelming tool. \Vhat 
saves it. is the intuitive design of its inter­
face. A good portion of that design refe r-

Figure 2 

e nccs EA's DPa in t (A wise move. This 
a llows us to tap into a n a lready practiced 
abili ty. since DPaint is owned and used by 
just about every Amiga artistia nimatol'). 
DPa int (especia lly in its AGA inca rnation) 
is also a nice cousin package, offering the 
Amiga arti s t/animator processes t hat 
nobody does better if at a ll. One use that I 
have been putting OpalVision through is 

Figure3 

to design texture maps for my 3D work. 
Any Amiga 3D program that a llows you to 
use 24 bit textw-es for this purpose wil l 
accept OpalVision 24 hi t files, though you 
may wa nt to save your work in high quali ­
ty JPEG and then use ADPro or another 
Amiga t rans la tor to unpack the texture 
before using it. 

Before I walk you through a spe" 
cifi c project , let ' s take a look at t h e 
Opa lVi sion tools that make it s uch a won­
der in developing 3D t ex ture map s . 
Though I will not pretend to mention a ll 
of the tools useful to your experiments in 
t hi s area, I will men tion several t ha t I 
consider exemplary. To begin with, there 
is the Antiali as ing requester, addressed 
by a s lide r that a ll ows you a r a nge of 
a ntia li as ing from 0% to 100%. Its default 
setting is at 100%, an d I doubt t h at I 
would have nee d to cha nge it , but it's 
thoughtful to ofTer us t he option if needed. 
You can really appreciate the qua li ty of 
Opal Vision's antialiasi ng when you zoom 
in on an antialiased area of your work. 24 
bit a n tialiasing makes for ultra-s mooth 
graphics, and for s pectacular 3D wraps. 
Second, we shou ld mention specific paint­
ing modes, targeted in a s pecial "Modes" 
pop-up menu. For this a rticle, I would ref­
e r e nce four: Negati ve, Emboss, 
DeepPress, and Speckle. The last th ree 
are not default modes, but a re loaded into 
a special four-gadget area of OpalVision's 
Modes requester from an on-board list of 
extras. This leaves the way open for users 
to develop their own expel'imental modes, 
and to share them with each ot.her. The 
four I have chosen are vita l in the work I 
a m mentioning, so let's look a t each sepa­
rately. 

"'Negati ve " is the eas iest to 
describe, as it does exactly what it says, 
c reates a negative color im age from an 

area of yo ur work. Wh e n used over an 
embossed area, it changes the look from 
mountains to va lleys, from extended pop" 
ups to depressions and vice-versa. I love 
what it does to gray scale a rt! Nex t is 
'·Emboss". The qual ity of the embossi ng 
possible in Opal Vision has to be seen by 
all Amiga art ist/a nimators to be believed. 

Figure 4 

Emboss ing tur ns a n image into a gray 
scale version of itse lf, while popping up all 
relevant picture data. What is achieved is 
a metalli c-like look 01' thai of a stone carv· 
ing. The most complex gra phics are t rea t­
ed with magical ca re, a nd t he highlights 
and sha dows definite ly g ive t he impres­
sion t ha t one is working with a true 3D 
s u rface in 2D. I nte resting e mbo ss in g 



effects can also be achieved when alter­
nate checkerboard patterns are embossed 
on top of each other. "Emboss" has no 
numerical slider, so the perceived "depth" 
of an area is always the same. To achieve 
alternate depth, use Opal Vision's 
"Depress" mode, which ranges from 0% to 
100%. This tool gives a visual area the 
look of a "rubbing," which is what happens 
when you take a piece of paper and put it 
over a penny and rub the paper with a 
pencil to capture the 3D surface below. As 
opposed to Emboss, which mutes the 3D 
effect on surrounding pixels, Depress 
takes all pixels into account (at 100%) cre­
ating a stark high-contrast surface. The 
fourth effect that we will look at is that of 
the "Speckle" mode, which gives the look 
of a surface that has been spattered with 
dots of paint. By itself it is less effective 
than when combined with the other tools 
mentioned. Coupled with the Emboss or 
Depress effect, it can make a surface look 
as metal pounded with a fine hammer. 
Just as an aside, all of these effects can 
also be applied to letters, though our pre­
sent journey will not focus upon that pos­
sibility. (See Figure 1 for visual exa m­
ples.) 

Though we can apply all of these 
effects to a painting created from scratch, 
I have become very mesmerized lately by 
using digitized material as the basic 
graphic element of many of my texture 
wraps. This is because photographic-like 
material befuddles the viewer, making 
them unsure if they are witn essing a 
painting, photo, or some dreamlike combi­
nation of the two. I like playing the part of 
the creative trickster. For my basic image, 
I have chosen a copyright-free picture of a 
statue of a Guatemalan soldier. I set out 
to create a tiled surface of these images 
for 3D texture mapping. The plan was to 
use it as a tiling of a 3D floor, a wall, and 
to experiment with other 3D picture ele­
ments. 

In the final analysis , I juxtaposed 
unprocessed images with ones that had 
effects applied to them. For this experi­
ment, I used the modes Emboss and 
Negative. First, Embossing was applied, 
followed by the Negative mode . I then 
took two images (the side by side 
untouched and the modulated pictures) 
and picked them up as a brush in 
OpalVision. Then, choosing the "brush" 
mode from the Fill tool, I filled the screen 
with these images. Wanting to have a 
slightly different look for my walls, I used 
the DeepPress mode and Negative checker 
boarding on the same figure, giving me an 
alternate texture map for the walls of my 
3D construct. 
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The Problem 
With the advent of the AGA chipset, the next 
generation of the Amiga has arrived. While 
most are familiar with the increase in color 
offered by AGA, many are surprised to find 
that the first 262,000 color animation they 
create in DPaint AGA moves at a snail 's 
pace . While the AGA chipset is supposed to 
offer a 4x increase in bandwith relative to 
the original chipset, this can often be hard to 
find. 256 and 262,000 color animations are 
made up of 8 bitplanes, while old 4 color ani­
mations use only 2 bitplanes. If AGA really 
offered a 4x increase, 256 colors on a new 
machine would move as quickly as 4 on an 
old one. Anyone who has spent time creating 
a complicated animation with DPaint AGA 
knows that this simply isn't the case. While 
four colors would almost always be a guaran­
tee of silky smooth 30 frame per/second 
rates, 256 colors can rapidly bring Dpaint 
AGA to a slow crawl. Fortunately, there is 
no need to run to your local dealer and 
return your brand new Amiga. While the 
power to achieve high speed, high color ani­
mation is present, most Amiga software, 
including DPaint, isn't set up to take advan­
tage of it. It takes conversion to a 32-bit ani­
mation format to achieve the top speed on an 
AGA machine. These conversions, while pos­
sible, currently take a degree of effort and 
research to obtain. 

What Makes an Animation Go? 
When creating an animation, a variety of 
factors influence the final playback speed. 
The resolution of an animation, the number 
of colors used, the animation's complexity, 
and the model of Amiga wiJI all effect how 
quickly an animation will be played. Most 
animators usually desire a high frame rate, 
similar to that found in film, or on television. 
Movies play back at 24 frames per/second, 
and television is played back at approxi­
mately 30 frames . Early on, Amiga anima­
tors were quick to realize that the Amiga 
couldn't always achieve such speed. Older 
Amigas, like the 500, 1000 and 2000, would 

lose speed when attempting to play anima­
tions that were complicated, involved a great 
number of colors, or were displayed in the 
Amiga's high-resolution mode. Even an 
Amiga 1200 or 4000 can be overwhelmed 
when an animation grows too complex. 

Animation frame rates are often deter­
mined by three main factors : the speed at 
which the Amiga reads the animation, the 
complexity of the animation, and its method 
of compression. While the first two factors 
are affected by the speed of your Amiga and 
its custom chips, the last one is influenced 
by the software you are running on your 
machine. 

First, as color and resolution increase, 
the Amiga's memory bus becomes saturated, 
causing the playback rate to drop. In addi­
tion, there is simply a limit to how fast the 
Amiga can read and display graphics data. 

Original Amigas (like the 500, 1000, 
and 2000) had a 16-bit bus. On the Amiga 
3000, this bus was increased to 32-bits, but 
only for the CPU (which, fortunately for ani­
mators, was at least partially responsible for 
animation playback speed.) The new AGA 
Amigas offer a 4x increase in bandwith over 
the original machines, using a special tech­
nique known as "page mode" to read two 32-
bit words each time they access memory. 
Given this increase in available bandwith, it 
is far less likely that AGA based Amigas will 
saturate memory. 16 color animations that 
would play at a miserable rate on an Amiga 
2000, playback without a hitch on the Amiga 
1200 and 4000. 

Unfortunately, while the 4000 and 1200 
are better able to handle higher resolution 
and more colors, the software hasn't kept 
pace . This has to do with the format in 
which animations are stored, rather than 
any limitation to the hardware. 

Anim Format 
After the original Amiga was created, a need 
rapidly emerged for a standard way to 
encode animations. In this period, the ani­
mation format that most people are familiar 



with was created: ANIM5. The ANIM5 for­
mat reduced the size of animations by first 
compressing them, then recording only the 
changes between each frame. These 
changes, called deltas, determine the size 
and speed of an animation. Animations with 
a high degree of change have larger deltas 
and, as a result, play back at a slower rate. 
While the general method of compression 
(recording only changes between frames) is 
universal to almost all formats, the particu­
lars can vary widely, and have a substantial 
impact on speed. 

Used most notably in the Deluxe Paint 
series, ANIM5 encoded animations a byte at 
a time in 8-bits (each byte is 8-bits.) This 
provided for an optimal amount of 
compression, since it is far more 

which an anim file can be selected. Once 
selected, animations are automatically con­
verted into Anim7 format. 

Once converted, animations can be 
played back with Thomas Krehbiel's highly 
useful freeware ViewTek utility. It should be 
noted that version 1.04 of ViewTek is 
required to display and play back Anim7 for­
mat animations. The MakeAnim7 program 
is included in the ViewTek 1.04 distribution, 
and should be available on most on-line net­
works. ViewTek is also very easy to use. 
When clicked upon, a file requester allows 
the selection of a picture or animation for 
viewing. ViewTek, incidentally, is an incredi­
bly useful utility, offering support for JPEG, 

While Scala is an incredibly powerful pre­
sentation package, it also offers a set of less­
er-known animation utilities. Languishing 
in (appropriately enough) Scala's utilities 
subdirectory, the AnimLab utility will con­
vert animation from the old 8-bit fonnat into 
two new proprietary formats, called Anim16 
and Anim32. 

Anim16 and Anim32 both encode ani­
mation in 16-bit or 32-bit formats that allow 
both old and new machines to gain a signifi­
cant speedup in playback rate. Sadly, older 
versions of Scala do not function properly 
with the AGA chipset. Since the most recent 
version does, an upgrade is strongly recom­
mended. If you own an older version of 

likely that 8-bit sized pixel group-
ings will be common, rather than 16 
or 32-bit sized groupings. At the 
time, the concern was to gain the 
optimal amount of compression, sav-
ing memory and disk space. System 
resources were expensive, and these 
sa vings were more critical than 
gaining speed. 

This explains why AGA 
machines aren't fully exploited by 
programs like DPaint. Dpaint still 
follows the old Anim5 standard. 
Animations can use a greater num-
ber of colors , but the additional 
speed offered by AGA is wasted. 
AGA can read two 32-bit words 
(called longwords) at a time, but the 
animation format causes it to read 
only a mere byte. Reading only 8-
bits at a time, the animation speed 
is bottlenecked by the animation for­
mat. Most other programs that ren­
der AGA animations, like ADPro 
v2.2, Rend24, or ImageFX also suf­
fer from this limitation. 

nimation 
frame rates 

are often 
determined by three 

main factors: the 
speed at which the 

Scala, call the company for an 
update. If you do have an older ver­
sion, make sure to turn off mode pro­
motion. The mode promotion control, 
found under the "Icontrol" program 
in the Amiga's preferences directory, 
au toma tically renders in terl ace 
screens in flicker free modes. On my 
machine, the older version of Scala 
would not give optimal playback 
rates with mode promotion turned 
on. 

Using AnimLab 
AnimLab presents users with a sim­
ple, button-based interface similar to 
that found within Scala. The options 
are few, since the purpose of 
AnimLab is limited largely to the 
conversion and modification of ani­
mations. 

That's great, but what can I do? 
While the animation format 

issue has come to the forefront with 
the release of AGA Amigas, solu­
tions have been around for several 
years . The original ANIM5 format 

Amiga reads the ani­
mation, the complex­
ity of the animation, 

and its method of 

In my case, I first rendered an ani­
mation using VistaPro v3 .0. In order 
to convert the animation , I simply 
clicked on the load button and select­
ed the file that I wished to convert. 
Scala then assigned it a new exten­
sion that denoted the conversion that 
I was to perform (in this case 
"Anim.32x"). There are several differ­
ent options available during anima­
tion conversion, accessible through 
the slide bar on the right hand side of 
the interface. 

failed to exploit even first generation 
Amigas, and a variety of competing fonnats 
have emerged both commercially, and in the 
public domain. 

Anim7 
In the public domain, the ANIM7 format 
emerged as a way to speed up animations on 
most Amigas. This format encodes anima­
tions vertically, reading 16 or 32 bits at a 
time. Created by Wolfgang Hofer, this for­
mat was originally available in two public 
domain programs called AAP and AAC. 
Although these programs break on Amiga 
4000s, Thomas Krehbiel (of GVP ImageFX 
fame) has created a public domain package 
called MakeAnim7 that will convert older 
animations into the ANIM7 format . This 
utility is simple to use. Double clicking on 
the program icon reveals a file requester in 

com pression. 

GIF and IFF images along with its extensive 
animation support. 

When I converted some of my own 
HAM8 animations to the Anim7 format, I 
gained a 3 to 4 fold speed increase. I should 
note, however, that I did experience some 
distortion in one of the HAM8 animations 
that I converted. This may be a small bug in 
the program (or in the program that created 
the animation). Thomas Krehbiel has done 
an excellent job of supporting ViewTek and 
there can be little doubt that the program 
will continue to evolve in the same user­
friendly manner. 

Commercial Solutions ' 
Scala MM200, and its recently introduced 
upgrade, MM210 offer a competing commer­
cial standard for 32-bit animation viewing. 

First, clicking on the arrows next to 
"Save format" allows the user to cycle 
between the different available fonnats (old 
Anim 5, Anim16 or Anim32). Below that, the 
"Add DiskANIM INDX" button sets up an 
index for the file that is used when Scala 
plays animations off of a hard drive. Scala 
has to generate the index whenever one 
plays off of disk, so generating in advance 
saves time during a presentation. 

The "Intellize" button saves space and 
increases playback speed by removing every 
other line of every other frame within the 
animation. If an animation were played back 
in interlace mode at 60fps, this would not 
result in any loss of animation quality, as 
interlace can only manage to display every 
other line each frame at this rate. 

Continued on page 56 
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Tutorials, Reports, Reviews and 
Opinions 

Before I get into this month's discus­
sions, I should tell you what you can expect 
in "The Hollow Lands", and why. First, let 
me clarify the title. It's "The HOLLOW 
Lands". I could have been cute and used a 
more trendy "HOLOlands" or something 
similar, but I opted for a pun that you can 
really sink your teeth into . The "hollow" 
lands are the vast empty wastelands of 
information in the computer field (see: Eliot, 
T.S.). These articles are going to try and fill 
up some of that space. In particular, we're 
going to concentrate on areas in regard to 
30/40 techniques and technology. We'll 
cover some "related matters" as necessary, 
but I don't expect to stray far from 30/40. 
Furthermore, it's mainly going to be tutori­
als and reports because I believe that that's 
where we can do the most good. 

In the "Pro" world, there seems to be a 
shortage of designers and animators who 
know how to maximize software potential. 
In the field of directing and producing, how­
ever, knowing what is possible as well as 

where to get it done, or how much it will cost 
is apparently an arcane art, especially when 
it comes to multimedia platforms. What 
these professionals need is a demonstration 
of the steps that go into producing models 
setting up choreography, and rendering the 
final product. Producers already know about 
pre-production storyboarding and post-pro­
duction editing. We might be able to give 
some new ideas in those areas, but mostly 
that's stuff other writers in AVG wi\l cover. 
As for designers and animators, this same 
set of tutorials should give some insight into 
how other people are actually using tools. 

For the "Amateur", particularly the 
beginner, everything from basic concepts to 
research methods can be valuable. 

While I'm going to try to strike a bal­
ance between "Amateur" and "Professional", 
I'm hoping that the trademark for this col­
umn will be depth . As I see AVG right now, 
other writers are covering a little bit of 
everything, or skimming the "unique" fea­
tures" of various packages. This is valuable, 
and I'll overlap other writers to some extent. 
But I'm also going to cover some basic areas 
from a different perspective. 

Minimum System for Choreography 

Returning to my first topic, I've already 
covered what I feel is a minimum system for 
"scratchpad quality" static 30 modeling. 
The question I'm addressing this time is, 
"Could there be a similarly 'reduced' system 
that can do significant work in the profes­
sional 30/40 animation field?" 

It usually takes a lot of people to do tra­
ditional animation. On the other hand, you 
can have a lone artist drawing everything at 
a single desk, shooting every frame, or even 
marking up film stock by hand. "One man" 
or "small team" animation has been done, 
but it's more common to work in a team. 
Computer technology won't change that. It 
will mean that it is possible to produce bet­
ter work with smaller teams, or that a single 
artist might produce much more work than 
before. But in the long run, there's no substi­
tute for creative manpower. Group effort is 
going to be with us as long as animation is 
done. 

With group work comes the opportunity 
to specialize. You will find some people are 
good at making 30 models. Others might be 
better as writers and choreographers. 
Musicians, sound people, and a host of other 
creative field areas wilI also tend to be spe­
cialized. This was at the heart of my earlier 
Vertex tutorials. One can foresee a small 
company wanting to save money by provid­
ing more limited equipment in certain situa­
tions. For the 30 Modeler it's easy to under­
stand the "scratchpad" system for light work 
supporting a larger, more powerful comput­
er. But what about supporting work stations 
for blocking (composition) and choreogra­
phy? 

There is an equivalent role for "scratch­
pad" level work in traditional animation. In 
fact, there are 2 equivalents, both of which 
are essentially previewing functions. First 
there's the "storyboard", and second, there's 
the "pencil test". For 30 computer anima­
tion, these can be rolled into a single overall 
process, and in some ways it might even be 
looked upon as backwards from traditional 
animation. With most computer systems, 
you compose your starting positions, then 
choreograph the motions in a "wireframe", 
"facet" or other low quality display mode. 
You might want to check specific frames by 
doing "fulI quality" still renders, which could 
be used as a type of storyboard. Then when 
you think you have it right, you render the 
sequence. If it 's wrong, then you make 
adjustments and re-render. This preparatory 
stage might be done on a less powerful 
machine than your final rendering system. 
In a group situation, you might have more 
than one of these "support" computers doing 
the preparation for a smaller number of ren­
dering machines. We'll call them "pencil 
test" machines . 

So we've identified a vaguely less pow­
erful support machine. But what can we give 
up? For "scratchpad modeling", we could 
give up a lot. The display could be mono-



chrome, and the speed relatively slow. RAM 
and disk space could also be comparatively 
small. But a "pencil test" package will have 
to come much closer to a final rendering sys­
tem. You can give up some display quality, 
some processor speed and some disk space. 
Unfortunately, for RAM space, you'll proba­
bly need about the same as your final render 
machine because it's likely you'll have to run 
the same software and use the same data 
models to set up your choreography as you 
will for final rendering. There are generally 
no "data compatible pencil test/wire frame 
rendering" packages. That means, one must 
use the final rendering software package, 
but with parameter options just switched to 
a different mode. Usually this will be some 
kind of "wire-frame" render. Preferably, the 
system should render fast enough for the 
operator to work without saving the render 
to disk. This isn't just economically nice 
because it saves disk space. The time 
between making a change in choreography, 
then rendering and viewing it would be time 
wherein one might lose the train of thought 
and forget the point where a change was 
made, or where one might want a change. 

Aladdin Memory Usage: 

Adspec supplies 2 versions of Aladdin in 
every package. One is for systems with float­
ing point units such as the 68881 or 68882, 
and the other uses CPU based math func­
tions. I'm testing the "CPU-only" version, 
but there should be no substantial differ­
ences for the "FPU" version. The necessary 
disk files that Aladdin adds to your basic 
system are: 

"Aladdin4D" 839,544 "Aladdin4D.info" 1,810 
"dctv.library" 16,196 

If you are unpacking the files to 880K 
floppy disks, "Aladdin4D" and its .info file 
will have to reside on a separate floppy. It 
will unpack successfully on a freshly format­
ted disk with the "Trashcan" directory pre­
sent, but there's no point in having the 
"Trashcan" on an otherwise completely full 
floppy anyway, so I advise that you delete it. 
There's a point to this. For some reason, 
when you unpack the Aladdin kit, they left 
the default location of the icon outside the 
window when you open it. Because the disk 
is full, you can't just move it into and out of 
the Trashcan. If you have a utility to make 
the icons "float", then you might be able to 
use it. I just formatted another disk, (whlch I 
was going to use for a backup disk anyway), 
deleted "Trashcan" and "Trashcan.info", and 
dragged the icon from the "unpacked" disk to 
the new empty disk icon. This leaves the 
icon free floating. I then backed up this lat­
ter disk onto the original "unpacked" disk. 
This leaves 4 blocks free on "A4D", which 
aren't really useful for anything. This does 
tell you something about the future of 
Aladdin though. They really can't do much 
more without a change of design philosophy. 

So, if you've been sitting on the sidelines 
watching the developments in the field, 
thinking that Aladdin may fit your needs, 
you might as well buy it now,because I have 
doubts whether the program is going to 
progress much further in the near future. It 
may be that behind the scenes, the pro­
grammers may be doing some major work, 
but I'm just guessing about this. I have no 
"inside information" at this time. 

This is what "Workbench" reported in 
terms of memory usage as I booted the sys­
tem and program: 

Fresh re-boot: - (only Workbench window 
open) 1,912,248 
Insert "A4D" disk - (still no directories open) 
1,911,160 
Boot Aladdin - (Workbench still open, other 
windows closed) 1,029,808 
So booted, Aladdin default memory usage 
takes up 881,352 bytes. 
Internally, Aladdin reported available 
resources as follows: 
"Project/Information" reports "Available Fast 
RAM 607,320" 
"Available Chip RAM 155,264" 

Aladdin does not take up all available 
memory immediately. It is still possible to 
multi-task. In fact, I'm writing this article 
with Aladdin still open in the background, 
though I can't access it from within "Ed." 
Multi-tasking for a renderer is fairly manda­
tory since you could be rendering for hours, 
or even days at a time and may not have 
another computer to work with in the mean­
while. 

I don't know how good Aladdin is at 
knitting together chunks of non-contiguous 
RAM, but I would be cautious about assum­
ing that all that RAM will be usable . When I 
tried to load "city.geo", which was the sub­
ject of the February tutorial, Aladdin could 
only load about 3/4ths of the file. There may 
have been more RAM available on the OS 
level, I haven't been able to confirm this con­
clusively. I ran a Shell window later and 
"avail" reported available chip as 166,880 
with 160,896 largest, and available fast ram 
as 568,560 with 478,184, but it'll take a lot 
more testing, and perhaps a call to Adspec, 
before I can definitively say how Aladdin is 
actually . seeing and using RAM. 
Nevertheless, the bottom line is that for 
Aladdin, my 2 Megabyte is not a lot of RAM. 
As I write this, I've finished all the modeling 
and animation tutorials, and finished about 
half of the rendering tutorials. I think it's 
safe to say that all the tutorial exercises that 
come with the manual can be done on a 2 
Meg system. 

For "real time" animation previewing, 
my standard 68000 processor isn't enough 
for professional usage. With only 1 cube or a 
very simple shape, Aladdin could render a 
wire-frame preview at a speed close enough 
to "real time" to get a feeling for the move­
ments. But with only 5 cubes present, the 

time-lag was becoming significant. 
So, based on Aladdin, a minimum "pen­

cil test" system would be either an accelerat­
ed Amiga 500, or, much more likely from 
now on, an Amiga 1200 with a 32 bit RAM 
expander, (for about 2-4 Meg of Fast RAM), 
and math co-processor. You'll also want a 
battery backed "real time" clock which is, 
curiously, not included on the A1200. 

That' s all for this column. So far, 
Aladdin's worst problem is its manual. The 
manual is essentially unchanged from the 
2.0 version manual, with the addition of 
about 6 Addendum pages. On the one hand, 
it is essentially correct. That's not a point to 
take for granted. But beyond that, the page 
numbering scheme makes it difficult to find 
information when you need it, and the gen­
eral formatting and indexing is poorly done 
making it hard to read. The program's actu­
al interface is inherently tricky because of 
non-standard usage of the right mouse but­
ton. On top of that, there are some occasion­
al anomalies. For example, the "Workbench" 
screen comes to the front if a necessary flop­
py disk is not in a drive, which makes you 
think that the program has crashed when it 
hasn't. 

On the other hand, the program never 
did crash while I was using it, and all the 
functions seem to be present and usable. 
Looking at the rendering capabilities in par­
ticular, that's a _lot_ of functions. The 
biggest thing missing from a static render 
point of view is the lack of "full ray trace" 
(semi-traced shadows are present). As a gen­
eral rule of thumb, I don't thlnk it's wise to 
have only one program of this type, even if 
one program could cover all my foreseeable 
needs. Some day I'll probably explain the 
reason for this in detail. In any event, for 
rendering, Aladdin looks like a good addition 
to the toolbox of any serious 3D artist. I'll 
have to reserve my comments on modeling 
and 4D till later. In the meanwhile, I can 
say that I'm planning more Aladdin tutorials 
in the future, so look forward to some inter­
esting pictures. 

Aladdin 4D version 2.1r 
Adspec Programming 

PO Box 12 Salem, Ohio 44460, USA 

Buy 



Feature 

Dr. Shamms ~ortier 

2D Morphing-
hen the buzz-word "morphing" comes to 
mind, Amiga artist/animators generally 
think of packages like ASDG's Morph+, 
BlackBelt 's ImageMaster, or GVP's 
ImageFX. Even DPaint comes to mind as 
being the "first" morphing package. But, 
truth be known, morphing has been with 
the Amiga since day one of the first major 
graphics software release. Some of you 
may recall those days, when you could 
seriously count the number of visual pack­
ages on two fingers ... there was DPaint I 
from Electronic Arts and Animator from 
Aegis Development. Remember? DPaint 
was, at its heart, the shadow of what we 
see today, with many of its advancements 
foreshadowed in that early package. But 
Aegis Animator was another story. It had 
animation tools that, even today, would 
separate it from the rest, if only they 
addressed the Amiga's higher resolutions 
and overscans. The core of those tools cen­
tered around polygonal morphing, the 
ability to take a polygonal shape in one 
"keyframe", then to grab its vertices, 
change them around, and make this 
another keyframe . When the animation 
was created from this shape, a smooth 
flowing poly would alter its shape before 
your eyes. But "Animator" had its draw­
backs. Besides the resolution problems 
already mentioned, the animation was a 
bit jerky, and coloring the polys was a bit 
limited. Enter FantaVision . 

The Basic Concept-
FantaVision works with struc­

tured graphic shapes (polygons), not 
unlike the graphics that are created in a 

desktop publishing program. These 
shapes have control points, the number of 
which can be set. The more control points, 
the smoother the image. The higher the 
resolution of the screen, the smoother the 
image. Like structured graphics in gener­
al, the output deyjce determines the actu­
al smoothness of an image (CRT screens 
are by nature not nearly as refined an out­
put device as is a high quality plinter). A 
printer may address 300 dots per inch, 
but even in high res on a "normal" Amiga 
monitor, an inch holds only about 60 pix­
els. So in video, jagginess in a finished 
image is much more likely, except when 
very ultra-expensive high res monitors 
and the software to address them are 
used. There is no way to "smooth out" the 
edges of a structured image in 
Fanta Vision, so it is best to at least stay 
in Hi-Res, though the software addresses 
all Amiga resolutions (including HAM) 
and a selection of overscans, with the pre­
sent exception of the AGA modes. 

The Methods-
There are four movable toolboxes 

on the FantaVision screen: Tools, Film, 
Palette, and Modes (See: Figure 1), as well 
as a selection of items in pull down 
menus. When you work in Hi-Res, they 
are somewhat difficult to read, so I would 
suggest that any beginning tutorial work 
that you do in this program be accom­
plished on a Lo-Res screen. Each of the 
toolboxes holds a set of important items 
for creating animations. By the way, 
FantaVision is an animation program, 
and its use as an Amiga painting program 
is consciously limited. You can import IFF 



Figure 1 

graphics, however, as background screens, 
and the structured graphics you design 
can be turned into bit-mapped items for 
IFF export. 

The Palette Tools do not offer a 
standard Amiga palette Requester, but 
much more. In addition to the selection of 
colors one would hope to access as part of 
any Amiga screen resolution, there is a 
scroll able selection of 36 more palettes 
designed as color combinations that are 
patterned in various ways . There is also a 
separate "switcher" that targets the colors 
to the background, the border of an object, 
or to the object itself. This allows the 
Amiga animator to create works that have 
many more apparent colors than 
those limited by the strict palette 
involved. 

"Tools" contains many of 
the drawing tools an Amiga artist 
expects to see, but there are some 

Figure 2 

called "Info", and it keeps you informed as 
to the number of objects in a frame, the 
frame number, overall speed and "tweens" 
between keyframes (adjustable). "Blank" 
allows you to insert a frame (keyframe) at 
any point in an animation, while "Clone" 
copies the current frame and its objects to 
the end of an animation sequence (as 
another keyframe) . A "GO!" button plays 
the animation in a ping-ponged loop. But 
there's much more magic at hand. 

Fanta Vision has got the very best 
Sound module for adding sounds to an 
animation that I have ever used, and one 
that other developers should consider 
beginning from. If this module could be 

Figure 3 

ule, but will begin the creative process 
immediately. Any 8svx sound you import 
and manipulate will be targeted to play 
when the frame you access the module 
from appears on the screen. Once a sound 
is loaded (and the number of sounds are 
limited only by your available memory 
constraints) it can be re-manipulated for 
another frame, so one sound can become 
many by altering its speed of play, its 
echo, channel, and volume. This part of 
the program is so flawless, you will never 
again dream of having animations that 
are silent. Once more, I entreat Scott 
Anderson of Wild Duck to release the 
sound module as a separate program for 

W
hen the buzz-word 
"morphing" comes 

to mind, Amiga 
artist/animators generally 

ANIM5 files, and maybe even a 
separate module for certain 24bit 
applications. I cannot praise it 
highly enough. This sound module 
could even be bundled with a spe-
cific Amiga digitizer as a complete 
sound-for-animation package. novel options here as well as 

strange and unfamiliar icons. For 
instance, there is a separate tool 
that allows you to change a struc-
tured graphic into a bitmap. 
Bitmapped brushes can be moved 
in an animation, but not otherwise 
manipulated, so it is wise to con­
sider this before applying the 
bitmap converter. The Text tool is 
unique , as it allows you to type 
with any font in your library into a 
box you set beforehand, and then 
apply various animation options to 
the box (flips, rotations, squeezes, 
etc.). There are tools for shoving 
selected objects to the back or 
front of other objects, Rotation 
tools, Skewers , Squashers, 
Insert/Delete Points, and Zooms. 

think Of packages like 
ASDG's Morph, BlackBelt's 

ImageMaster, or GVP's 
ImageFX. Even DPaint comes 

to mind as being the "first" 
morphing package. But. truth 

be known, morphing has 
been with the Amiga since 
day one Of the first major 
graphics SOftware release. 

The last Toolbox is called 
"Modes". There are four "anima­
tion" modes and three "dimension" 
modes . The animation mode 
"Normal" changes an object from 
one keyframe to the next as speci-
fied. Background turns an object 
into a background. This is neces­
sary if you want to save a 
Fanta Vision screen as a back­
ground IFF file . Lightning creates 
a novel flashing effect for the 
object. Trace is used to leave a 
clone of the objects movement over 
animated frame s . "Dimension" 
modes change the way objects are 
painted to the screen. The default 
is as "Solids", but objects may also 
be drawn as empty outlined 
frames, or as a series of sizable The Draw tool itself is interesting. 

It draws only polygonal structured 2D 
objects . A simple bezier curve option 
would be appreciated here in a future 
upgrade. By drawing different polygonal 
objects, colorizing them differently, and 
placing them over/under each other, fin­
ished objects are created and ready for 
animation. 

The "Film" Toolbox contains five 
separate animation gadgets. The first is 

marketed as a stand-alone product that 
would address DPaint ANIM5 files , it 
would be worth about $200.00 all by itself! 
You will become absolutely addicted to 
this module (See: Figure 2 for the Sound 
module's graphic interface. This allows 
you to manipulate a sound file's speed, 
channel target, volume, echo, and dura­
tion parameters). The average user will 
need no tutorial walk through of this mod-

dots or squares. Add this all together and 
you have more animation options than 
most programs dream of. 

Uses-
If I were a teacher in primary or 

high school , and I wanted an Amiga ani­
mation program that could teach begin­
ners the basics, giving them have as much 
Continued on page 57 
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Diary of a Frog Commercial 

We Amiga owners are used to seeing 
clever, 2-D cartoon-style animations . 
Maybe we even think of them as low-tech 
or old-ha t. But the ability to use afford­
able cartoon-style animation in their local 
spots is still new, even unheard of. to 
most 1V advertisers. 

So if you're looking for a way to put 
yourself and your Amiga to work on some 
paying D1V projects , consider becoming a 
producer of 1V commercials . You don't 
have to have a Toaster, AGA , or single 
frame recording capability. Even art tal­
ent and pro-level recording equipment (as 
we shall see) are optional . 

Here's the step-by-step account of 
how, using just my trusty A2000, DPaint, 
genlock and a digitizer, I had fun , earned 
extra money, and even some fame, pro­
ducing a commercial for local cable: 

Monday, Dec, 15, 2:00 P,M. 

illustration 1. As you can see, I am no 
artist. One of the things I'd like to get 
across in this article : you don't have to be 
a great artist to be a good Amiga anima­
tor. When I sit down at the keyboard and 
fire up DPaint, I feel like Sigourney 
Weaver in that exoskeleton in Aliens. The 
power of the Amiga m agnifies my puny 
artistic strengths many fold . Skill with 
DPa int, DC1V, and your other tools are at 
least as important as art talent. Let the 
hardware do the hard parts. 

Avoid high saturation, especially on 
warm colors. They may look good on your 
computer monitor, but they'll probably 
cause unwanted 
bleeding and other 
effects on video, 
especially on later 
tape generations , 
Don't wait until the 
art is done to 
watch it as Video ; 
use both your 
Amiga's screen and 
a TV to monitor 
your progress, 

spent tax dollars piling up), and 1 pop the 
tape into the VCR. Now prepared for 
tomorrow's demo presentation, I go home. 

Tuesday, Dec. 16, 4:30 P.M. 
My salesperson friend arrives at my 

office, First, explaining that this is just a 
rough start to give her an idea, 1 show her 
the frog animation. Then, to show what a 
finished animation can look like, I play 
the tape. She's very pleased, delighted, 
Everyone loves cartoons. 

"Is there some way you could get this 
into the computer?" she asks, handing me 
piece of pa per. It turns out they already 

have frog art, the 
result of a contest 
where they'd 
given a prize for 
the best cartoon 
of their mascot, 

I get a call from a friend of mine who 
sells ads for a local radiO station. Her sta­
tion, she tells me, has just bought a pack­
age of cable time to publicize an upcoming 
promotion, The cable company's associat­
ed production house will shoot a commer­
cial as part of the price of the air time. 
But she thinks that something different 
from their standard commercial would be 
more effective, maybe even something 
using some cartoon-style animation if 
possible, since their station's mascot is a 
frog. 

Once the frog 
is drawn , it's easy 
to make him jump 
by drawing the legs illustration 1 

"Sure ," I tell 
her, "no problem," 
And 1 suggest as 
a demo, an ani ­
mation of the frog 
playing its guitar 
and stomping its 
foot. "I can have 
a rough one done 
in a few days and 

"Is that," she asks, "the kind of thing 
you can do with your video computer?" 

I invite her to drop by the next after­
noon and to see a demo of what my Amiga 
can do. 

Later that evening. 
I hook up my SuperGen video-out to 

my AG1960 S-VHS record deck. 
1 begin to draw a frog. The result is 

extending and using DPaint's move 
requester (I'll assume that you're familiar 
with the basic tools of Dpaint or the paint 
program of your preferenc e, since a 
detailed tutorial on computer painting is 
beyond the scope of this article - if you're 
not, get out your manuals and back 
issues of Avid and get cracking: the world 
of professional video producer awaits!) 

After an hour and a haWs work , I 
have a simple animation of a frog jump­
ing. 1 get out a tape of two previous com­
mercials I've done (one is a car-driving, 
talking crocodile done for a car dealer 
named "McCrocklin," and the other is a 
political commercial with a graphic of mis-

put it on a tape you show to your boss." 
'Terrific." 

After dinner that evening. 
I start on the new demo. The easiest 

way to get the frog "into the computer" is 
to digitize it , I use DC1V to get a two 
color, hi-res IFF file of the artwork. If 1 
hadn't had DC1V, 1 could have used my 
Live!. And, If I hadn't had any digitizing 
hardware at all, I could have used "gen­
lock-rotoscoping" technique (see my arti­
cle "Logos To Go" in Avid, July/August 
'92), 

Once I've loaded the two color frog 
into DPaint, I go back to Screen Format, 



reset the number of colors to 8, then cre­
ate a suitable palette. 

I expand the frog as big as he could 
get and still fit on the screen. The results 
of reducing are invariably less jaggy than 
those of enlarging, so it's always good to 
start big. Speaking of jaggies, I smooth the 
edges and fil1 in the areas with color. 

Now I create a two-frame animation, 
the two frames differing only in the posi­
tions of the leg and the strumming-hand, 
up or down. By adjusting the frames-per­
second play rate , It's easy to get him to 
stomp and strum in time to music , This 
will be the basic 
motion of the ani­
mation. 

But, at this 
point, I make a copy 
of each frame and 
speed up the ani­
mation by a factor 
of two. The anima­
tion looks the same 
when it plays, but 
the extra frames will 
give me leeway later 
If I want to add 

She's played it for her boss and everyone 
in the office loved It. This is the point 
where you usually encounter the 
"Dreaded Changes". 

Typical1y, you'l1 create a simple effect 
as a demo, and the client will be 
impressed, He'l1 take the tape back to his 
business, show it to his employees, They 
like it too. But then someone suggests: 
"The Change", He calls you. "It's great, 
but could you make the little guy turn 
around and walk off into the distance 
after he finishes singing?" 

Last October, a political candidate 
wanted two com­

finer , smoother Illustration 2 

mercials to be 
rotated on the 
Kokomo cable 
station. I sent 
him a sample 
from another 
project: stacking 
bills. It's a very 
useful effect and 
easy to do using 
the move 
requester in 
DPaint. He loved 
it. "We'l1 use that 

motion , 
At this point , I deCide I'd like the 

frog's left "hand" to move up and down the 
guitar's bridge, and I'd also like to see 
what having his head waggle back and 
forth would look like. So, I remove his 
head and his left hand and arm and save 
them as brushes. 

I start over and create a two position, 
foot stomping animation from this "decap­
itated" version. 

Now I make several repetitions of the 
animation by saving it and then loading 
and appending it to itself. I use the 'X' 
key to waggle the head brush back and 
forth on the second half of the frames , 
then I have the hand move up and down 
the guitar bridge . The resulting frog 
stomps, strums and changes chords, wag­
gling his head half the time. 

Again, I use save/append to make a 
longer, repetitive version of this anima­
tion, plug a cassette player (with a coun­
try music tape) into the AG 1960's audio in 
and lay down the animation. 

The whole process has taken less 
time than drawing and animating my orig­
inal frog, and the result is much more 
impressive. I almost want to stomp my 
foot along with the little guy. I'd actually 
thought it would only take an hour or two 
to do the animation when I told my friend 
a couple of days, but it never hurts to 
leave yourself some leeway if possible , nor 
is it totally undeSirable to leave the client 
with the impression that these things take 
longer than they real1y do. 

Thursday, Dec. 18. 
My friend picks up the tape in the 

morning and I get a call that afternoon. 

for one commer ­
cial," he said on the phone. "For the other 
commercial. we 'd like an image of the 
Indiana State Capitol building expanding 
like a balloon and exploding and money 
flying everywhere." I had to talk them out 
of that one. 

Anyway. from the client's point of 
view, if you can make a frog stomp his 
foot, you should also be able to make him 
walk in 3-D. You have to explain why the 
drawing of a 180 degree turn would take 
ten times longer (and cost ten times more) 
than just animating his leg. 

My friend Bill Myers, of Guerilla 
Video fame , and himself a producer of 
many low budget commercials, so feared 
client involvement in the creative process 
and the resulting "Dreaded Changes", that 
he advised not even letting your clients 
know where your studio is , 

Happily though, the station owner 
wants to use the foot-stomping frog in the 
commercial as-is. 

But now comes the project's first 
complication. I want to produce the whole 
spot. But the cable's production company 
insists on doing it themselves. The reason 
is that the production cost of doing a com­
mercial (I know from other dealings with 
the cable company) is included in the 
price of the time. My guess is they're 
afraid that, if someone else makes the 
commercial. the client will ask for some of 
his money back, 

It's no coincidence that cable compa­
nies across the country are so uniformly 
disliked; monopolies know they can have 
things their way, so they do. Don't expect 
much leeway or cooperation from yours, 
or its associated companies. 

A compromise is reached : they will 
produce the commercial but agree to use 
the foot-stomping animation as a musical 
lead-in. The philistines don't even have 
an Amiga, so I have to submit my anima­
tion on tape for them to edit in . 

Of course , the cable company won't 
use VHS or S-VHS tape; 3/4" only, Like 
most video producers, I try not to buy 
anything I can borrow or rent (I do draw 
the line at stealing). so I don't own a 3/4" 
deck. You too can probably do as I have 
done: find an industnal-grade video pro­
ducer in your area who has a 3/4" record 
deck which you can dub your finished 
product to . In my case, a company near­
by not only has such a deck, but also an 
Amiga , so I can take my animation over 
there on floppy. and tape from it. saving a 
generation. 

Tuesday, Jan. 5 . 
I see the spot run on cable. Most of it 

looks like all the other commercials they 
produce. Later, my friend calls. The only 
part of It that the station owner was really 
happy with, she tells me, was the anima­
tion. 

Now that the cable company has 
extracted its pound of flesh (actually 
9 ,500 pounds, for three months of four 
spots per day on two channels), they don't 
care if I produce another spot or not. So 
the next one wil1 be all mine. I suggest a 
talking frog this time. 

Wednesday, Jan. 20. 
I receive a cassette tape of the voice 

track for the spot. Making a cartoon face 
mouth words is simple. In DPaint, I erase 
the mouth and use Brush and Grid to 
make several identical and exactly "regis­
tered" copies of the blank face on the 
Spare Page. Then I draw the mouth posi­
tions. [Illustration 2.1 Jumping back and 
forth between the animation and the 
Spare Page, I make the face mouth the 
words. It's easy to get the timing right by 
adding copies of frames . 

I also do a close-up version of the 
talking-frog-head and insert several 
screens of titles. A good rule is : Don't stay 
on anyone shot for too long. Keeping an 
effect on screen overly long not only risks 
boring your audience, but It gives them 
time to notice any flaws or shortcomings 
in your animation. So keep things mov­
ing. Even "jump cuts" (where the "cam­
era" changes the distance from the sub­
ject without changing angle), while they 
might be forbidden in most film and video 
production, are acceptable , even desir­
able, in this kind of animation. 

Within a couple of days. I've recorded 
this first rough version of my animation, 
synched to the sound. on VHS tape and 
sent it to the station for them to watch as 
a "proof." 

Thursday, Feb . 18, 11:00 A.M. 



Three weeks have gone by and I'm synch after a few attempts. Because the • In common was a slightly smug expres-• beginning to wonder what happened to my playback speeds of the computer and. sion and circles under their eyes. If there 
tape . But a call from my friend explains video deck don't vary, the only variable is • is any downside to the AGA chipset it is 
It : her boss has been gone on a vaca- the reaction time between the operator • that It seems to retard s ocial interaction. 
tion/business trip. But he has looked at seeing the flash and pressing the key. : Or as one s leepy eyed owner put It, "When 
the tape and he approved it. In fact, he Unless you take a six pack with you to • you have a 4000, you don't need friends. " 
took it with him on his trip and has share with the guys at the studio in • 
shown it to some other radio people and return for their help, reaction time should • A4000 Demos 
media types In Nashville. They've told him stay pretty constant from one trial to the: If you are lucky enough to have 
that an equivalent animation job done next. • access to an actual Commodore dealer, 
there would cost $15,000 (considerably • you may get a chance to witness "4000 
more than I'm charging - $350, if you Tuesday, March 16, 8:30 A.M. My sales- • ways to use the Amiga 4000 Demo," • want to know the details). man friend just stopped to pick up the. Jeeze, what a title. Comrrwdore has sup-

I'm to go ahead and produce the tape for inclusion in the cable rotation. plied some dealers with a 4000 that con­
whole thirly second spot myself this time, starting today. And now I'm sitting at my • tains nearly 76 megs of demo material 
without significant changes from the Amiga, using it to finish up my story of: pre-installed on the hard drive. Portions 
"prooL" and have it ready to be inserted in how I used my Amiga for a little fun , profit. of the demo are very nicely done. The 
the cable company's rotation in March. and fame (my mom saw the first com mer- • sound samples are superb in both music 

That evening I go to work. There's cial on 1V and thought the an.imated frog • and narration , which is interesting con­
not really a lot more to do but draw a was great) as a 1V commercial producer. : sidering that is an area that is still origi­
background in the spare page and add It • nal equipment. I have got a beef with 

to the animation using DPa.int's Merge-In- - • • • • • • • • • • • • • • • • • • • • • • • some of the art samples presented as "eye 
Back feature. Illustration 3 is the first • Continued from page 20 : candy". There are several examples of 
frame of the firushed animation. : • digitized images that are of photo-graphic 

All that's left now is to lay it down on • At press-time, a new Amlga MPEG • quality, but most of the images look like 
video tape. The trickiest part of this is • player made its debut under the uninspir- • something you would use to sell an IBM 
s~ching s~~nd ~d animation. Without: ing name of MPI02.LHA. This one, : clon.e. Investi~atio.n shows that most of 
time code, It s.a tnal and error process. . • authored by Michael Van Elst is d erived • U:e Images are m hi-res 256 colors. What 
Add plenty of Identical copies to the begm- • from the UNIX/XII MPEG decoder ver- • did they use, GIF files? They are not even 
ning of your animation to give yourself • sion 2.0 by the Berkeley Plateau esearch • in full over-scan! I was also disappointed 
lead time (identical frames, by the way, do : Group. In Van Elst's own words: "Most : with much of the original a rtwork. Any of 
not add to the size of your animation if it • work for 'mp' went into dithering and dis- • us who have been living and breath.ing the 
is in "anim" format). This is necessary. play code for the native Am.iga graphics • Amiga for the last couple of years will 
because of the seconds which the recorder • hardware and some third party graphics : notice some of the work seems a bit slap 
heads need to get up to speed. : boards but some friends and I also tried to • dash. Word is that in some sort of bizarre 

When you've set up your record deck. improve playback speed s o that It • cost cutting measure , rather than com-
with your client's sound as audio-In and • becomes usuable on a small computer • mission some well established Amiga 
the encoded Amiga output as video-in , : system like the Amiga ." : artist (they are leigon now) to create the 
start the record deck recording. Next,. • best possible presentation, they simply 
start the sound-playing deck ~nd watch. Requiring at least OS 2 .04 and a : downloaded public doma.in files. From the 
the tape counter. When the nght count: 68020, MP 1.02 is certainly the fastest • looks of some of the crudely cut out 
rolls up , start ~our Amlga animation . • software-only Amiga MPEG player I've • brush.es, not much effort was put into .the 
Eventually, by tnal-~d-error and watch- • seen so far, and one of its most exciting • selection. There are plenty of fine artIsts 
mg for exactly the nght moment on the. features is its ability to decode MPEG • out there who would have donated their 
sound playback counter, you'll get a per- • video streams directly to Centaur's : best work for the cause of promoting the 
fectly synched recording. : OpalVision display card in either Its 15 bit. Am.iga. But at least it is something. 
. If you have . two VCR's, and especially. or full 24 bit display modes. Non-Opal • So o~ce again, it is up to the Amiga 
If they are Identical or both have counters. owners will appreCiate its myriad of other • community to promote the Amiga . It 
that display frames or seconds, It may: modes including AGA 8-bit grayscale (AGA : recently struck me that we are as guilty as 
h~lp to copy U:e sound supplied by your. HAM-8 is coming soon), HAM, Extra • Commodore to the sin of preaching to the 
client (on audIO tape) to video tape and. Halfbrite, and many forms of dithering. • choir. At a recent job, I had my 4000 on 
then use a VCR as the audio-out device . • • location and was showing it off to a num-

In my case, I don't want to take the • The program's author can be reached via : ber of local video producers . It was the 
extra trial-and-error time at the studio: E-Ma.il as • first time that any of them had seen an 
where I'm basically borrowing their Amlga • mlelstv@m ifr-b g d • Amiga! They had heard rumors of the 

3 " b ~ P onn.mp. e . • 
and /4 VCR. So, elore going there, I • platform's capabilities, but it passed them 

d ~ I hd' _....................... . recor a penect y sync e versIOn on 5- by. Until I rubbed their noses in it they 
VHS, but first: I make the second frame of : Continuedfrom page 25 could not believe what the Amiga ~ould 
the animation a blank white screen. • do. 
When this frame plays, it produces a • dred people who purchased the new AGA 
momentary white flash. The Idea is this: • machines and they are unanimously 

At the studio, we'll use their S-VHS : pleased with them. These people are not 
deck to play the sound (similar to the set- • just video folks , they are primarily 1200 
up described above) instead of an audio. owners who have been using them for 
deck . This way, when the operator sees: music, desktop pu~lishing, and CAD 
that white flash , he knows it's time to • work. One person usmg DynaCad told me 
press the key that starts playback of the • that once he added a 68881 math co­
Amiga arIimation. By adjusting the posi- • processor and some fast ram to his 1200, 
tion of the white frame among the anima- • It ran DynaCad faster than his A3000! 
tion's lead frames, it's easy to get a precise: About the only thing all these people had 

• 

Perhaps that is the problem . The 
basic facts about the Amiga are better 
than the hype on any other machine. 'Till 
next time. 

Send your questions and smart remarks 
to: 

Patrik Beck 
Electric Crayon Studio 

3624 N 64th St. 
Milwaukee WI 53216 
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Pic 1: ,.he A In Ihe piC1ure uses 
the Hova requester to rolot. 
each hOlf of Ihe letter 90 
degrees Oul from the center. 
The B Is a color fonl called 
Brick. onlmoled by removing 
one brtck at 0 lime. 

migas are often used in the production of indus­
trial, educational, and promotional videos which 
present much information as text, often to rein­
force the narration and screen images. In the 
publishing and video worlds, the way text looks 
is almost as important as what it says. 
Manipulating text in interesting ways is some­
thing the Amiga is extremely good at. 

The Deluxe Paint Revolution 

Titling techniques have come a long way 
since the early days when text simply appeared 
on and then disappeared from the screen. The 
Amiga can perform amazing animation feats 
with text that would have delighted any horror 
film maker from the 1950s. Deluxe Paint's Move 
Requester has sent more logos flying than in 
Roger Corman's entire oeuvre. We've delighted 
ourselves for hours by punching in X, Y, and Z 
coordinates at random and watching our names 
spin off into infinity. Some of us were so bold as 
to combine these trips through space with the 
new animated brushes, discovering strange and 
sometimes useful effects. The invention of col­
ored fonts was just icing on the cake. 

Occasionally you may have wanted the text 
to move in a particular way. If you are anything 
like me, you are easily distracted when the brush 
does not go where it is supposed to, but some­
thing really neat happens. When you are work­
ing under a deadline, this is not a good thing. 
Prefab AnimFonts 

Enter the Kara animated font packages for 
use with Deluxe Paint and multimedia pro­
grams. These are not strictly fonts, as they are 
not handled the way fonts typically are, but col­
lections of animated brushes of every letter of 
the alphabet. These handsome animated brushes 
allowed quick creation of professional-looking 

animations . I often study the techniques 
employed to achieve their stunning effects. 

As good and easy-to-use as the anima ted 
font packages are, there are sometimes complica­
tions. You may need to animate a stylized logo in 
the same manner as the text; or the font you 
want to use is not animated in an appropriate 
manner; or you may think that the number of 
frames of a particular letter is not right for your 
animation. For the rest of this article, we will 
examine ways of dealing with these situations 
and creating your own animated fonts. 
A Quick Trick 

Here is a way to expand your color font col­
lection. After typing some text on the screen, load 
a different color font's palette. This changes the 
look of the original color font on the screen. I 
have had good luck with this, mostly because 
Kara's fonts' palettes use shadow and highlight 
colors consistently. I have also had luck using 
this technique with public domain color fonts. 

Let's Get Animating 

It is up to you whether you want to take the 
time to animate the full alphabet, or just the let­
ters you need for a particular project. These tech­
niques work equally well with whole words as 
with individual letters. If you are planning to 
release your efforts as a commercial package, or 
into the public domain, you should animate the 
full alphabet. Otherwise, simply animate the let­
ters needed for a particular logo and save them 
for future use and reference. 

Write On! 

Let's try animating a letter so it appears as 
though it is being written across the screen as 
you watch. First enter from the keyboard the 



character you wish to animate. Choose a 
duration: five to ten frames is usually good; 
we will use 10 frames for easy math. Create 
10 animation frames. 

Once you have 10 
identical frames of the 
letter, begin erasing. 
On the first frame, 
erase 9/10 of the letter, 
lea ving only the left­
most 1110 remaining. 
On the second frame, 
leave 2/10 of the letter. 
Continue this pattern 
until the last frame, 
where the complete 
letter should remain. 

Make an animated brush that consists of a 
small flame that makes it look like the text 
is being burned on, or a sparkling star that 

some interesting things with text, however. 
While morphing entire words tends to 

get kind of "mushy", I have obtained good 
results by morphing 
one letter at a time. 
This is probably due 
to the fact that all 
characters in a font 
have a stylistic con­
sistency. The color 
font Chrome works 
extremely well mor­
phing from one letter 
to another, giving a 
Terminator-lik e 
effect. The success of 
this depends on your 
skill with the morph­
ing function and a 
bit ofluck. 

Check your work 
by running the anima­
tion. Chances are that 
you will have a little 
clean-up work to do. 
When you are satisfied 
with your results, pick 
up the letter as an ani­
mated brush and save 
it. Are you having sec­
ond thoughts about 
animating the entire 
alphabet yet? 

Plc ,2 - Imitating the technique used In the calor font Chrome. a bouncing ball was made. 

To morph, select 
two brushes for the 
morph' s beginning 
and end. I have mor­
phed individual let­
ters from shapes like 
balls and cubes with 
useful results . After 
choosing Morph 
from the menu and 
setting the number 

The ball then transforms Into the letters ECS, using OPalnt IV's Morph function . 
Adding Sizzle 

Before you delete 
the animation you have just created, let's 
add some extra flair. Using the Airbrush 
tool, spray the letter's leading edge as it is 
being "written on." This makes it look as if 
the letters are being drawn by electrical 
sparks. The spray area's radius is important; 
you can adjust it by clicking the Spray Can 
icon in the Toolbox 
with the right mouse 
button. This sizzle 
technique works well 
with anything moving 
on the screen. Try acti­
vating Cycle mode (F7) 
when spraying-this 
can give you a nice 
multicolor sparkling 
effect when the ranges 
are appropriately set 
up, If possible, add 
some sizzling sound 
effects to the audio of 
the finished video for 
more impact. 

makes the text appear like magic. Any ideas 
yet? 

Morphing Madness 

When version four of Deluxe Paint came 
out, I was excited about the morphing func-

of frames, it takes 
only a few minutes before you find out 
whether you have created a usable transi­
tion. Some morphs can be greatly improved 
with a bit of touch-up work. Patience and 
experimentation is the best way to develop 
good morphing techniques. 

Trying 
Moves 

out the 

Re prod uction of 
several of Kara's 
AnimFont moves 
should be easy for 
anyone who has 
played with the 
Move command. One 
is a simple 90-degree 
turn as the letter 
rotates about its cen­
ter. Often such a 
simple effect is better 
because it enhances 
the video instead of 
distracting from it. Do not limit your­

self to a left-to-right 
action , It is just as 
easy to have the text 
appear from the oppo­
site direction, or from 
the top or bottom, If 
you are up to it, you 
could have the text 
appear from the 
edges and work its 
way in, or work its 

A,br,Plc .3 . Two color fonts were modified to create the toga for Dateline Milwaukee. 

A number of 
other effects can be 
obtained by simply 
moving the brush's 
handle (its pivot 
point). By placing the 
handle on one side, 
the letter can appear 

to swing in like a bar­
room door, Placing it at 
the top or bottom lets 

The letters write themselves an the screen with sparkles created with the Airbrush tool In Cycte mode. 

way out from the center. It is not necessary 
to limit yourself to spray can sizzles either. 

tion. But as I and many others discovered, 
this feature has limited usefulness. It can do 

the text appear to "drop in" or "stand up." All 
these variations are just from changing the 



A.br.Plc.4 . The same fonts as In Figure 3 with a different palette. 

placement of the handl e and direction of 
rotation . 

Let us add som e new twists to the 
moves. Try the swinging door effect with 
only half the letter at a time. Done correctly, 
it can look like a book opening up or a but­
terfly unfolding its wings. You can even have 
the first half of the letter unfold itself. For 
an even more interesting effect, pick up the 
unfolding letter as an AnimBrush and ani­
mate it rotating on. 

Getting back to something simple r, 
start with 10 blank frames, and type a letter 
on the last fram e. Pick up the letter as a 
brush, clear the screen, and stamp it down. 
Go to the Move requester (Shift-m) and 
select the Goto option so that the letter 
returns to the place you stamped it. Be sure 
that the number of frames for the movement 
equals the number of frames in your anima­
tion. Next, for Y Distance, enter a value that 
will start it just outside of the original let­
ter 's area. You can check this with the 
Preview function. When satisfied with the 
results, let it draw. 

When the animation is complete, pick it 
up as an AnimBrush, but pick up only an 
area as large as the letter's final position . 
This results in an AnimFont that appears to 
be dropped in, like looking through a window 
while the blind is being pulled down . By 
changing the X and Y distance values, you 
can have the letters appear to come up from 
the bottom or in from the side. By adding the 

sparkling effect described earlier, you can 
make the text appear to "materialize." 
Colorizing Fonts 

You don't need to buy color fonts-you 
can make your own from existing mono­
chrome fonts . You should stick with fonts of 
a sufficient size for titling purposes. An easy 
way to do this is simply by using the Fill tool 
with a gradient or pattern fill. A Brush fill 
with the Warp function activated can give 
you some truly strange results, but you 
might find something you like. You can also 
color your font after it is animated. 

To help in coloring fonts, use the Stencil 
function to lock out all colors except for the 
one that makes up your text, so only the text 
will be affected. Try this with a large brush 
containing a gradient or tiled pattern and 
use the Move requester without values to 
stamp it in the same place every time for an 
interesting (but not necessarily useful) 
effect. 

I hope that this has been kind of a n "oh 
yeah!" sort of article ; one that triggers many 
thoughts of things that you might try. 
Maybe you got some ideas for spicing up a 
logo treatment. Even with the thousands of 
hands that Deluxe Paint has been in for 
years, I am still seeing new things that look 
great and make me wish that I had thought 
of them. Creating a unique effect or develop­
ing a new technique is a great way for estab­
lishing a look that is uniquely yours. 
Let me know how it turns out. 

Subscription Problems 
Moving? 

If you are having a problem with your subscription. or have moved. please 
write or call us at: 

ATTN: Subscriptions 
Pacific Media PubUshlng 

365 Victor SI. Suite -H­
SaUnas. Ca. 93907 

or call 408n58 9386 

FREE 
THE VIDEOGRAPHER'S 

RESOURCE CATALOG is your 
single source for over 30 top-rated 
instructional guides on all aspects of 
video production. No matter what your 
experience level, if you ' re hungry for 
in -depth practical information about 
video tools & techniques, the tapes and 
books in this amazing catalog will help 
you. For example: 

• DO YOU WANT TO PROFIT 
FROM THE VIDEO REVOL­
UTION? Our collection of Resources 
for Video Entrepreneurs will show you 
how to cash in on the growing demand 
for special interest tapes, wedding 
video serv ices , industrial videos and 
desktop video productions. 

• CONFUSED ABOUT WHAT 
EQUIPMENT TO BUY? From 
camcorders to digital mixers , you'll 
find answers in our Equipment 
Demonstration and TutorUll videos. 

·IF YOU WANT TO LEARN 
VIDEO PRODUCTION SKILLS 
FROM THE PROS - from creative 
camera techniques to editing - you'll 
find 15 Video Production Guides 
designed to help you master the art of 
video production. 

• Our RESOURCES FOR THE 
WEDDING VIDEOGRAPHER 
will give you the information you need 
to produce - and sell - truly professional 
wedding videos. 

• Plus a selection of the best 
ANIMA TION, GRAPHICS AND 
MUSIC PACKAGES available! 

To get your tree copy of THE 
~DEOGRAPHER~ RESOURCE 
CATALOG, call toll free 24 hours: 

1-800-544-7482 
Outside the U.S. and Canada, write: 
COLUMBIA VIDEO SERVICES 

P.O. Box 86891, Portland Oregon 
97286-0891 
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his time, we'll take a slight deviation from 
the norm. Instead of reviewing a specific 
product, I'll answer some common ques­
tions and misconceptions I've encountered 
in corresponding with dozens of video (and 
audio) producers. I'll also give you a quick 
preview of the newly released Bars&Pipes 
Professional 2.0 . I'll detail some of the 
modifications and improvements over ear­
lier versions of Bars&Pipes Pro, and pro­
vide information on upgrades from Blue 
Ribbon's earlier sequencers. 

Sound Card Confusion 

The most common misunderstanding 
involves the two hottest new Amiga music 
and sound peripherals, SunRize 
Industries' AD516 Hard Disk Recording 
System and The One-Stop Music Shop 
from The Blue Ribbon SoundWorks. 
Apparently some confusion exists concern­
ing the applications of these two 16-bit 
soundcards. This confusion is understand­
able, so I've undertaken this explanation 
of their similarities and differences . 

Both of the devices are indeed 16-bit, 
CD-quality digital audio cards that work 
in any open Zorro slot in an Amiga 2000, 
2500, 3000, or 4000. Both are serious, pro­
fessional audio tools, and they both sound 
great! But that's where the similarities 
end. They are two entirely different types 
of devices, each with a unique set of func­
tions used in the composition and editing 
of sound and music for video. 

Band on a Board 

The One-Stop Music Shop is an elec­
tronic musical instrument. It is, in reality, 
an E-Mu Proteus SoundEngine or synthe­
sizer module on an Amiga card (some sort 
of MIDI input device such as a keyboard 
or MIDI guitar is also required for most 
applications). E-Mu is one of the most 
respected names in professional audio 
synthesizers. The One-Stop Music Shop is 
a 16-bit digital synthesizer with 213 sam­
pled waveforms contained in four 
megabytes of ROM. The sounds are taken 
from E-Mu's vast libraries of samples for 
their EMulator and Emax lines of profes­
sional audio samplers. 

The One-Stop Music Shop can play 
up to 32 sounds simultaneously. The sam­
pled sound waves are played through a 
system of envelopes, modulators, and 
amplifiers to produce a wide palette of 
instrument tones and percussive sounds. 

It is a multi-timbral synthesizer, 
which means it can respond to MIDI mes­
sages on all sixteen channels at once . By 
assigning different instruments to differ­
ent MIDI channels, you can use it to play 
complex multi-instrument arrangements 
wi thout requiring any additional sound 
sources. 

The One-Stop Music Shop's 
SoundEngine functions like any other 
MIDI sound synthesizer. However, it has 
no knobs, buttons or switches; all controls 
are accessed through the Amiga's graphic 
interface. The One-Stop Music Shop card 
also has a fully functional built-in MIDI 
interface. This allows your Amiga's serial 



port to remain free for use with other 
peripherals, (such as a scanner, modem, 
or drawing tablet.) The One-Stop Music 
Shop includes some very good sound-edit­
ing and storage software. It also comes 
with the software required to operate the 
One-Stop Music Shop directly from 
Bars&Pipes Professional and SuperJam!, 
making it an ideal synthesizer to use with 
either program. 

Dozens of Channels 

sist of a simple voice-over or full-blown 
original sound productions, the AD516 is 
a serious professional tool perfectly 
designed for audio-for-video applications. 

SunRize has announced a new soft­
ware utility called the SMPTE Output 
Module, which allows SMPTE time code 
to be written to tape through the Amiga's 
audio output, eliminating the need for an 
external SMPTE interface. 

music for my video productions? The right 
answer to this question depends largely 
on your level of musical experience, the 
amount of time you have to learn the pro­
grams, and your budget. 

No experience playing music? Not to 
worry! Algorithmic composition programs 
such as M, Music Mouse, The Video Music 
Box, and SuperJam! allow even the unini­
tiated Amiga user to compose some useful 

he One-Stop 
Music Shop is 

electronic music. The best algo­
rithmic composition software lets 
the program contribute to the 
music's content, but keeps the 
process fully interactive so that 
each composition can be unique. If 
you have absolutely no musical 

The One-Stop Music Shop 
has a clear advantage with B&P 
Pro over any other external MIDI 
synthesizer. The card's internal 
voices can be played directly from 
specific sequencer tracks , while 
other tracks can control a separate 
set of sixteen MIDI channels 
through the card's built-in MIDI 
interface. And, if you have a stan­
dard serial MIDI interface, an 
additional sixteen MIDI channels 
can be accessed out of that MIDI 
interface. This gives you a total of 
48 available MIDI channels! 

Recording Studio on a Board 

By comparison, SunRize 
Industries' AD516 is a professional 
quality, multi-track digital sound 
recording and playback system on 
an Amiga card. It reads SMPTE 
timecode, and can therefore be 
locked to video with true frame 
accuracy. The AD516 is not a 
musical instrument. If anything, it 

an electronic 
musical instrument. It 
is, in reality, an E-Mu 

Proteus 
SoundEngine or syn­
thesizer module on 

an Amiga card. 

aptitude but need some original 
themes or stings, check out The 
Video Music Box and SuperJam!. 
Both of those programs are 
extremely simple to learn, and 
can be very useful for composing 
quick and easy songs in a number 
of recognizable musical styles. 

My favorite algorithmic 
composition program is M. While 
it's a bit more abstract in concept 
(and in results), it is a great pro­
gram for producing highly synco­
pa ted , rhythmic electronic 
sequences. M is well suited for 
individuals who like to experi­
ment. (Some classically trained 
musicians have a rough time with 
M due to its unorthodox approach 
to music composition.) 

Bars and Pipes and B&P 
Pro are very good programs for 
creating computer-assisted music 
arrangements, but are easier to 
use for "players." The two pro-

would be more closely related to 
an eight-track digital audio tape 
recorder, but instead of tape, its 
storage medium is the computer's 
hard disk. The AD516 can record and play 
back narration, music and sound effects in 
16-bit words at a sampling rate surpass­
ing that of CDs. (The AD516 can digitally 
record at up to 48,000 samples per second, 
compared to the 44.1k rate used in CDs. 
Of course, the faster the sampling rate, 
the higher the fidelity of the resulting 
audio signal. Only professional DAT 
recorders use the 48K rate.) 

The included Studio 16 software can 
be used to record and edit sounds, and 
assemble cuelists to schedule playback of 
these edited sounds. Depending on the 
speed of your Amiga and its hard drives, 
up to eight sounds can play simultaneous­
ly . This allows an entire soundtrack, 
including dialogue , sound effects , back­
ground ambience, and music to be con­
structed and synchronized to SMPTE 
timecode. Whether your audio tracks con-

Which One? 

Which of these two digital sound 
boards best suits your needs depends 
entirely upon the application. If you are 
building a MIDI music system and need a 
great-sounding synthesizer for producing 
original music, I recommend The One­
Stop Music Shop . However, if what you 
require is a SMPTE-compatible multi­
track audio recorder for the production of 
music and sound for video or radio, check 
out the AD516. If you design multi-media 
presentations for the Amiga, get both. In 
my own audio-for-video studio, both units 
have proven to be priceless. 

Choosing Music Software 

Probably the second most common 
question I hear is this: Which music pro­
gram should I buy to make some original 

grams use a unique set of algorithmic 
tools in conjunction with an environment 
that resembles a multi-track tape 
recorder . Dr. T's Keyboard Controlled 
Sequencer 3.5 also uses a variation of the 
tape recorder metaphor, and is best suited 
for experienced players. It is much less 
graphically oriented than the Blue Ribbon 
sequencers (I find its clean and simple 
graphic interface less distracting than the 
screen clutter created by overlapping win­
dows and overabundance of colors found 
Bars&Pipes). 

All of these programs can work with 
the Amiga's four-voice audio chip to pro­
duce some fairly acceptable sounds. 
SuperJam! exceeds the four-voice limit by 
using "TurboSound" technology. 
Depending on your Amiga's processor 
speed, up to 16 sounds can be produced at 
once. This is accomplished by "summing", 



or combining, the individual sounds to 
form a single waveform. This complex 
wave is then played through one of the 
Amiga's oscillators. The trade-off is in 
reduced fidelity and increased noise. 

However, with even an inexpensive 
MIDI keyboard from Casio, Yamaha, 
Kawai, etc., and a MIDI interface, you'll 
be amazed at the capabilities of these pro­
grams. (As I mentioned, The One-Stop 
Music Shop is an exceptional sound syn­
thesizer with a built-in MIDI interface. 
Most likely, you'll still need a MIDI key­
board, guitar, or wind controller to fully 
take advantage of these 
sequencer programs. 
Fortunately, the cost of 
MIDI instruments has 

B&P Pro-The Update 

This month I just received 
Bars&Pipes Professional 2.0. It's full of 
revisions, and sports some exciting new 
modules designed specifically for multi­
media applications. A major new addi­
tion is Media Madness, software for 
orchestrating various types of audio­
visual media so they play along in sync 
with your MIDI music tracks. Blue 
Ribbon SoundWorks also provides a pro­
gram on the B&P Pro 2.0 disk called 
Media Madness Player. Since it is freely 
distributable, you can include it with 

files. You can set the number of loops 
and adjust the playback rate in frames 
per second. The Command Performance 
Tool sends commands to the ARexx 
ports, files, and devices such as SER:, 
CON:, etc. Tools are provided that can 
freeze and unfreeze the picture in pic­
ture (PIP) in GVP's Impact Vision IV-24 
board. 

Other tools permit control of GVP's G­
Lock and Digital Creations' SuperGen 
genlocks. The Last Slide Show preloads, 
plays, and unloads a sequence of Amiga 
IFF files. Another tool lets you assign a 

different IFF picture file to 
each individual MIDI note 
number. For special effects 

become extremely reason­
able these days.) 

Another common mis­
conception deals with using 
the AD516 to add a sound­
track to a videotape with 
SMPTE time code. Many 
people seem to be under the 
mistaken impression that a 
separa te sequencer pro­
gram-such as Bars&Pipes 
Professional-must be used 
to synchronize a series of 
sounds being played by the 
AD516 with SMPTE time 
code on tape. Fortunately, 
this is not the case. 

T
he One-Stop Music Shop has a 
clear advantage with BuP Pro 
over any other external MIDI 

of a sort, you can control 
picture brightness or shift 
the colors with the MIDI 
keyboard's velocity, pitch­
bend, and modulation con­
trollers. 

synthesizer. The card's internal voices 
can be played directly from specific 
sequencer tracks, while other tracks 
ca n control a sepa rate set of sixteen 

MIDI channels through the card's 
built-in MIDI interface. 

The MediaPhile 
Controller is used with the 
MediaPhile Desktop Video 
System from Interactive 
Microsystems. The 
SamplePhone Tool allows 
up to 128 different Amiga 
IFF eight-bit samples to be 
assigned to each MIDI 
note number. Level, dura-
tion and left/right output 
selection is adjustable. If 
you have either the AD516 
or AD1012 audio card, the 
SunRize Out Tool cues 
audio samples to play 

Studio 16's Cuelist 
module lets you specify 
exact hit points by their 
SMPTE addresses. The SMPTE code is 
first written to an audio track on your 
videotape. This time code signal is then 
routed back into the AD516's SMPTE 
input, which lets it serve as the master 
clock. Events specified at certain SMPTE 
times will be executed by the Cuelist in 
perfect synchronization with videotaped 
evemts. 

Bars&Pipes Professional does con­
tain a set of tools specifically designed to 
allow access to all of Studio 16's controls. 
One tool allows recording and playback of 
a "virtual track." This lets you record a 
part played by a non-MIDI instrument 
such as guitar, percussion, or even back­
ground vocals, to be recorded and then 
used as a part of a MIDI sequence. Any 
digitally recorded audio track can be 
played in perfect sync with your MIDI 
sequence. 

Media Madness "compositions" that you 
create for distribution. 

Media Madness integrates numer­
ous different media tracks. Each media 
track is controlled by a particular tool 
designed for that type of media. For 
example, the IFF Image tool can display 
a series of images from disk in sync with 
a MIDI sequence, while the Sample Tool 
cues an eight-bit sound sample to play 
through one of the Amiga's audio out­
puts. Media Tools included with 
Bars&Pipes Professional 2.0 provide 
direct control of Amiga-resident hard­
ware and software such as the Video 
Toaster as well as the remote control of 
certain external devices like Panasonic's 
Optical Laser Disk Player. 

More New Tools 

The ANIMal Tool preloads, plays, 
and then removes Amiga animation 

through the card's stereo audio outputs. 
The Scala Tool provides control over the 
Scala program environment in performing 
multimedia presentations. Another tool 
gives you MIDI control over Video Toaster 
transitions. The Toaster's T Bar can be 
assigned a MIDI Control Change number, 
allowing you to control Toaster fades and 
wipes from either your MIDI keyboard or 
B&P Pro's Mix Maestro window. Each 
MIDI note number can activate a script 
containing as many as six Toaster pro­
gram commands. For example, commands 
could be sent to set up both the Preview 
and Program inputs, select the "Shatter" 
transition, and then trigger the transition 
with the AUTO command. Finally, the 
Yak Tool sends text to the Amiga's inter­
nal speech synthesizer, letting your com­
puter provide commentary in its not-so­
unique robotic cadence. 

Continued on Page 57 
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nce more, the World of Commodore 
returned to the Big Apple, drawing Amiga 
enthusiasts from all over the globe. Inside 
Pier 88, long tables and booths of 
exhibitors dispalyed their wares for the 
throngs waiting at the doors. 

OPALVISION 

By far, the most impressive showing 
was Centaur's Opalvison booth, strategi­
cally placed at the entrance. The newest 
features of OpalPaint had everyone 
ooohing, and ahhing. These include: 
Online help, new drawing modes (includ­
ing Chroma Control), Convolutions, 
Balance and Real-time preview options, 
full implementation of Magic Wand tool, 
and Overscan Painting. Also new is the 
Custom paper types - now load any IFF 
images as a paper type, and the newest 
version of OpalAnimMate which is now 
even faster than ever. Look for a full 
review in the future. 

GREAT VALLEY PRODUCTS 

GVP introduced a number of hard­
ware modules for the Amiga 1200. The 
A1200 SCSIIRAM+ expansion board offers 
a high-speed DMA SCSI controller, 8MB 
of 32-bit RAM expansion, and a 68882 
math co-processor. 

If it's speed you're looking for, then 
try the A1230 Turbo+ for the Amiga 
1200. This high performance 40MHz 
68EC030 accelerator supports up to 32MB 
of 32-bit RAM expansion and a 40MHz 
Coprocessor. 

On the video application side, GVP 
upgraded the software for the 
lmpactVision-24 board. The packaged 
software includes: Macro Paint lV24 
(allowing you to paint in 24-bit real-time), 
Caligari24-N24 (a 3D rendering package 
for 24-bit still images), Desktop Darkroom 

Feature 

(an image capture and processing soft­
ware designed especially for the IV24), 
and MyLAD (My Live Action Director 
allows you to perform a variety of real­
time transitional wipes between two video 
sources). 

GVP is also shipping lmageFX ver­
sion 1.03 and CineMorph 1.03. In addi­
tion, the PhoneFax VFX software has been 
upgraded to version 2.0, which now 
includes message time & date stamps, on­
demand retrieval, fast-forward and 
rewind during message playback, and 
"Command stacking", allowing entry of 
multiple commands without waiting for 
prompts. Also, DSSB has now been 
upgraded to DSSB+. It seems the elves at 
GVP are really putting in a lot of over­
time. 

ICD 
lCD was showing their newest hard 

drive controller card, the Trifecta 2000 
LX. It offers a fast SCSI-2 and IDE con­
troller for adding low-cost IDE drives, and 
up to 8MB of fast RAM expansion. The 
SCSI-2 controller offers 10 Megabytes per 
second synchronous and 5 MEG asynchro­
nous transfers from a SCSI-2 hard drive 
to RAM. 

Software-wise, ICD was offering 
Flicker Free Video Preferences. This pro­
gram allows adjustable vertical scan rates 
(to provide a more solid display), and an 
adjustable Workbench overscan for maxi­
mum use of display area. 

Also on display was the Viper 1230, 
this offers the A1200 owners a 68030 
accelerator, supporting high speed memo­
ry expansion, an FPU Coprocessor socket, 
a battery backed-up real-time clock, and a 
unique 16-bit Direct Memory access port 
for further expansion capabilities. Two 
high quali ty SIMM sockets are on board 
for memory expansion. The board can be 
configured with either a 40MHz or 50MHz 



cpu. In addition, the Viper S2 board was 
previewed, the first VDP peripheral 
designed for the Viper 1230. The Viper S2 
is a full DMA SCSI-2 controller offering 
truly sustainable transfers of 5MB per sec 
asynchronous and 10 MB per sec synchro­
nous from a SCSI-2 Drive. 

SCALA,Inc. 

All during the show, Martin Ricketts 
of Media Innovations was demonstrating 
the latest version of Scala MM200. If you 
don't own a Video Toaster, but want to use 
video and still images for your presenta­
tions, Scala MM210 (which is the newest 
version that supports the AGA chipset) 
might be just the software application 
you've been looking for. 

If you have an Amiga A4000, and are 
into animation, Scala 210MM also has the 
ability (if you have the RAM) to show 
HAM8 animations at 30 fps with sound, 
through the use of the AnimLab utility. 
(ed. note: Scala currently does not support 
HAMS overscan animations.) 

NEWTEK 

LightWave 3D version 3.0 was pre­
miered by none other than the Toaster 
Guru himself, Lee Stranahan. He capti­
vated everyone with the new look and feel 
of LightWave and Modeler . The biggest 
improvement seems to be the rendering of 
LightWave scenes which were three to 
four times faster then the older version. 
Another great feature was Lightview. 
You can now see exactly where the light is 
going to be pointed . No more guessing 
where it will shine. The Modeler now sup­
ports Boolean features. You can now cut 
any shape out of any currently selected 
object. In the animation part, LW3 now 
allows you to edit a motion path to the 
exact frame specified. Each frame of your 
anima tion is shown as a tick mark on 
your motion path. Keep an eye out for a 
more detailed description of LightWave 
3.0 in future issues. 

COMMODORE 

All the while, Commodore waited 
paitently at the other end of the hall with 
their A4000T. Everyone eventually gravi­
tated there to see the best and brightest of 
the new generation Amigas. This preview 
addressed complaints Commodore had 
received about the current A4000. Most 
noticeably, they've included two video 
slots as a standard feature, and SCSI-2 
support. No more slow IDE hard drives 
for the A4000. With SCSI-2, Commodore 
has finally joined the rest of the Industry 
in moving towards faster and larger 

capacity hard drives. Gone too, is the IBM 
look. The attractive tower case provides 
more room for expansion and internal 
storage of hard drives. If that wasn't 
enough, Commodore was previewing their 
version of an MPEG (Moving Picture 
Expert Group) card. They were showing a 
5 minute Bon Jovi video playing in HAM8 
at 30 fps in a window on workbench. This 
was all done on their new A4000 with a 
030 cpu and a 50MEG IDE hard drive. If 
and when Commodore ships this product, 
it is the belief of the staff at AVG that sin­
gle frame-accurate tape recorders will be a 
thing of the past. Video editing will stay 
in the digital domain (so as not to lose 
detail), until final output to film or tape. 
So if your thinking of buy that $6000+ 
VTR deck, you might want to wait and 
see. 

SUNDRIES 

In the emulator world, the newest 
player is Utilities Unlimited, Inc's 
Emplant board. The Emplant is a hard­
ware and software package designed to 
emulate any computer platform. A simple 
software driver and ROM(s) from the com­
puter are all that are required. Utilities 
Unlimited was showing a working version 
emulating a Mac IIx. Amiga 2000 owners 
would have up to 16 colors, while A4000 
owners will have 256 colors, and it is fully 
multi-tasking. So if you're looking to buy a 
Mac soon, check out the Emplant board 
before you lay that cash down. 

DKB, was showing the MegAChip 
2000/500, DKB 2632 (a 32bit memory 
expansion for the A2500/030), and 
MultiStart II , (which lets you install V2.0 
and Vl.3 lGckstart ROM in your Amiga). 
However, their major feature was also 
their newest release, the DKB1202. The 
1202 allows true 32 Bit wide, zero-wait 
state fast RAM access. It also has a built 
in real-time clock and uses the Motorola 
68881 math Co-processor clocked at 
16MHz to speed up math intensive opera­
tions. 

For music applications, there was the 
Clarity 16. This real-time, 16bit sampler 
from the UK allows you to sample CD 
quality sounds at 44KHz on an accelerat­
ed Amiga. It has duo I/O MIDI connec­
tions, and includes a Midi Keyboard emu­
lator that allows you to assign samples to 
any individual note or range of notes. 

The World of Commodore show was 
an unquestionable success. The vast 
turnout is just another indication that the 
Amiga computer platform is alive and 
growing. In what looks to be the Multi­
Media decade, Commodore has taken the 
right steps to extend its lead in the field of 
integrating Video and Sound into a total 

experience. 
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When setting out to improve your 
modeling and rendering skills, it is best to 
have a project. In other words, learn by 
doing. A project allows you to focus your 
skills, and in the process develop new ones . 
At times you may have trouble coming up 
with an idea for a project. I find watching a 
few minutes of commercials can be inspiring. 
Some of my favorite computer animations 
are in Listerine commercials . You know the 
ones, with a lively Listerine bottle coura­
geously fighting plaque with his sword or 
swinging fearlessly through the jungle on a 
vine . Our project this month is to recreate 
the Listerine bottle using LightWave and 
several other Aruiga software packages . 
The First Step 

When modeling an object, it is best 
to refer either to a picture or the object itself. 
For this project, it is imperative that you 
actually buy a bottle of Listerine. Try to buy 
the biggest bottle available. This makes digi­
tizing the label easier. 

Once you have your bottle, the first 
step is to remove the label. Though there are 
two labels on the bottle, only the front one is 
necessary. Carefully remove the label with 
steam. The steam loosens the glue and 
allows the label to easily slide off. 

The simplest way to create this 
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object is to obtain a black-and-white silhou­
ette of the bottle. To do this, set your bottle 
against the wall and frame grab it with the 
Toaster Freeze button (fig. 1). Now take the 
image into ToasterPaint and black out all 
but one half of the bottle. The most tedious 
part is going around the outside of the bot­
tle. Using one of the angled brushes move 
slowly (a few pixels at a time) around the 
edge. Save the finished image as an RGB file 
named LIST1.iff(fig. 2). 

Next, load LIST1.iff into Art 
Department Professional. Set the number of 
colors to two. Now go to Balancing and set 
all the parameters except Gamma to 50. 
This should give you a near-perfect silhou­
ette of the bottle . Save this image as 
LIST2.iff. 

Load DeluxePaint IV in Hi Res, 
four-color mode, and bring in LIST2.iff. We 
now need to touch up the image. Make sure 
the bottle is completely white and contains 
no stray black pixels. Also, check to see that 
the left side is directly vertical. Using either 
the Box tool or Line tool, level both the top 
and bottom of the bottle in order to remove 
the rounding caused by the perspective. To 
add a label, select the Line tool with a sin­
gle-pixel brush. In magnification mode, add 
a blue line to the outer right side of the bot-

Feature 

tle approximately where the label should be 
(fig. 3). This should be saved as LIST3.iff 
(fig. 4). 

In Pixel 3D Professional, load 
LIST3.iff. Smooth excess points and save as 
LightWave object LIST4.lwob. Now load the 
object into Modeler. The first step here is to 
lathe the object. Select the Lathe tool and 
place it vertically, directly on the left side of 
the polygon. The left side should turn black 
when it is in the correct position. If it does 
not, magnify the view and realign the tool 
until it does . At this point, you may need to 
do a little horizontal and vertical stretching 
to make the object appear in correct propor­
tion. 

The second step we need to do in 
the Modeler is separate the cap, glass, and 
label. To remove the label, click on Polygon 
Select and move into the Statistics mode by 
pressing the 's' key on your keyboard. Scroll 
through the surfaces until you find blue (the 
color we made the label). With the mouse, 
click on the '+' sign to select all of the blue 
polygons. With these polygons selected, first 
press the 'x' key to cut, then the '2' key to go 
to layer 2. Now press the 'v' key to paste the 
label in layer 2. 

Next press the ' 1' key to go back to 
layer 1. Now we need to select the polygons 



Figure 1 

that form the cap. To do this, make sure you 
are still in Select Polygon mode. Using the 
mouse, and while holding down the Shift 
key, simply click on all polygons that form 
the cap. Cut the polygons, press '3', and then 
paste the cap in layer 3. We now have the 
bottle in layer 1, the label in layer 2, and the 
cap in layer 3. 

We still need to make the mouth­
wash itself. To do this, go to layer 1 (press 
the 'I' key). Now press the 'c' key to copy the 
bottle, the '4' key to go to layer 4, and finally 
the 'v' key to paste the bottle. While in layer 
4 we need to cut a small portion off the top. 
Click on the Select Volume button, draw a 
box around the top portion of the bottle, and 
press 'x' to cut it out. This leaves us with 
only the mouthwash portion (fig 4). Now, 
numerically size the bottle by a factor of .95. 
This reduces the size of the mouthwash so it 
can be placed inside our bottle. Press 'Alt-l', 
which places the bottle in the background 
while leaving the mouthwash in the fore­
ground. Now move the mouthwash until it is 
fully surrounded in all three perspectives by 
the bottle in the background. You may need 
to stretch the mouthwash a bit for a good fit. 

Go to layer 2 by pressing the '2' 
key. We need to remove some of the polygons 
on our label. Select the polygons shown in 
figure 5 and delete them by pressing the 'x' 
key . These polygons are removed because 
the label will not wrap around the entire 
bottle. We now have our label on the front 
only. 

The next step is to create some sur­
face names. Go to the Options menu and 
click on Surface. Now create the following 
surfaces; Cap, Bottle, Label, and 
Mouthwash. Press 'I' on the keyboard. This 
takes us to the bottle layer. Click on the 
Polygon menu, then the Surface button , and 
finally scroll through and select Bottle. Press 
'2', click on Surface with the mouse, and 
select Label. Press '3', which takes us to the 
cap layer. Again click on the Surface button 
and select Cap. Finally, press '4', click on 
Surface and select Mouthwash. 

To combine the layers into a single 
object, hold the Shift key and press '1', '2', '3', 
and '4' . Then press the 'c' key to copy the 
object into memory. Release the shift key 
and press '5'. Now paste the completed object 
in layer 5. Save the bottle as Listerine.lwob 
(fig. 6). 

Figure 2 

Putting It All Together 

The hard part is over. But we still 
need to add the raised "LISTERINE" text to 
the outside of our bottle. To do this, go back 
into Pixel 3D Pro, select the Text option and, 
in all caps, type LISTERINE . Now select a 
font similar to that on the original bottle (I 
chose a Times style). Extrude the object 
slightly and then smooth it once. Save the 
object as List_Text.lwob. Return to the 
Modeler and select New. Load Listerine.lwob 
in layer 1. Press '2' and load List_Text.lwob. 
The text may be out of scale with the bottle, 
so use your own judgement in sizing it cor­
rectly. Press 'Alt-l' to bring the bottle into 
the background. Click on Tools and select 
the Bend option. In the Left view, place the 
tool in the center of the text. Holding down 
the left mouse button, move the tool to the 
right until the curvature approximates that 
of the bottle . Make good use of the Undo 
command; you may need to try this several 
times. 

When the text is correctly curved, 
move it to the appropriate position toward 
the top of the bottle. It should be placed so 
that the text is slightly raised from the bot­
tle. Press the '.' (period) key if you need more 
magnification. Once the top text is in place, 
press 'c', then '3', and finally 'v'. This copies 
the text into layer 3. Now press 'Shift-I' and 
move the text to the bottom of the bottle. I 
chose to have the raised text on the top and 
bottom of the front only. You may add more 
if you wish, but the text uses quite a few 
polygons, slowing the rendering process even 
more . While in layer 3, Cut the bottom text 
and press '2'. Now Paste the bottom text 
with the top text. Click on the Polygon menu 
and select Surface. Scroll through the list 
and find Bottle. This gives the raised text 
the same surface attributes as the bottle. 

Your bottle should now be com­
pletely modeled, though you may want to do 
a little tweaking. The next step is to digitize 
the label. A scanner is tbe best method, but a 
framegrab with a camcorder may be used. 
We will use a framegrab. You want to get as 
much detail as possible, so zoom in close to 
the label. If you need to, enlarge the label on 
a copy machine . Bring the image into 
ToasterPaint and make it a brush by cutting 
it out with the Scissors. Now go into TxMap 
mode and press 'w'. This should fill the 
screen with the label. Touch up the image 

Figure 3 

and save it as an RGB named Label.iff. 
Reduction of the size and colors in ADPro 
might be necessary. Make sure that the pixel 
height and width are divisible by 64-a 
requirement of LightWave for Texture maps. 
If you want to give the bottle a little spirit, 
as I did, use the Bend tool. Make sure you 
save your original bottle and file it safely. 
You don't want to save over it with the bent 
bottle. Before you bend the bottle, go to the 
Polygon menu and select Triangle. This 
divides all the polygons into triangles and 
prevents them from becoming non-coplanar 
when bent or twisted, which can cause ren­
dering problems. Use Select Volume and 
place an Include box around the top third of 
the bottle, making sure not to incorporate 
the label. Now use the Bend tool and, from 
the Bottom view, bend the bottle slightly to 
the left or right. You may try bending the 
entire bottle, label included, but I ran into 
difficulty rendering it correctly. When I 
called NewTek, they felt it should work. If 
you have better luck with this than I did, 
please let me know. Save your bent bottle as 
List_bend.lwob. 

We now need an image to use as a 
Reflected Image Map . For my reflection 
map, I simply framegrabbed a room from my 
house. Because of the reflection map's impor­
tance, you may want to experiment with sev­
eral different pictures. If you are placing the 
bottle within a scene (as I did), you should 
probably render an image with everything 
but the Listerine object and use this as your 
reflection map. Save your final reflection 
map as Reflect.iff. 

Load the bottle into the Layout 
scene and position the camera to your pref­
erence. From the Images menu, load 
Label.iff and Reflect.iff. Now set the follow­
ing attributes: 

Lighting 

Ambient Light: 5% 
Shadows: On 
Distant: Targeted at bottle 
Surfaces 
Glass 
Color: 255 255 255 
Diffuse: 80% 
Specular: 80% 
Glossiness: High 
Reflection Map: 20% 



Figure 4 

Reflected Image: Reflect.iff 
Transparency: 100% 
Refractive Index: 1.6 
Edge Transparency: Opaque 
Edge Threshold: 0.5 
Smoothing: ON 

Liquid 

Color: 0 141 208 
Diffuse: 62% 
Diffuse Texture: Fractal Noise 
Value: 50% 
Frequency: 3 
Contrast 1.0 Specular: 80% 
Specular Texture: Fractal Noise 
Value: 50% 
Frequency: 3 
Contrast 1.0 
Glossiness: HIGH 
Reflection Map: 20% 
Reflected Images: Reflect.iff 
Transparency: 25% 
Refractive Index: 1.3 
Edge Transparency: Normal 
Edge Threshold: 1.0 
Smoothing: ON 

Cap 

Color: 15 15 15 
Diffuse: 78% 
Specular: 70% 
Glossiness: High 
Reflection Map: 12% 
Reflected Images: Reflect.iff 
Transparency: 0% 
Refractive Index: 1.0 
Edge Transparency: Normal 
Edge Threshold: 1.0 
Bump Map: Fractal Bumps 50% 
Smoothing: Off 

Label 

Color: Texture: Planar Image Map 
Image: Label.iff 
Z-Axis 

Figure 5 

Automatic sizing 
Anti-alias 
Luminous: On 
Smoothing: On 

In Conclusion 
My final image , rende red with 

Trace Shadows on, took about five hours in 
High Resolution mode. Though Shadows and 
Refraction are not necessary, they do add 
realism to the bottle. 
When creating objects, don't limit yourself to 
just the Modeler. In this project, we used 
many software packages to achieve our final 
goal. I highly recommend that anyone seri­
ous about modeling purchase Deluxe Paint 
IV and Pixel 3D Professional. These pack­
ages can make modeling certain items a lot 
easier. 

That wraps it up for this month's 
project. Subscribers interested in a copy of 
the finished objects, along with all the in 
between stages and images , should send 
$12.00 (non-subscribers, $15 .00) to : David 
Hebel , Dimension Technologies , 2703 
Vineyard Drive, Erie, PA 16506 

Pixel8D Profeeaicmal 
Axiom Software 

1211 Eut Center Sttget 
Baebeatet 11904 
{~ 

Figure 6 

Wanted! 
Amigo Artists! 

Amiga Video/Graphics 
Magazine is currently 

accepting submissions of 
art for its up coming Issues. 
We are accepting artwork 

in 20 and 30 or a mon­
tague contalng Amiga gen­
erated work. If the posslbli­
ty of having your artwork 

displayed on the pages Of 
AVG Interests you, don't 

delay and send In your art­
work now to: 

ATTN: Art Submissions 

Pacific Media Publishing 
365 Victor St. Suite "H" 

Salinas, Ca. 93907 



Coninued from Page 37 

Unfortunately, this function is, at pre­
sent, only of use to European Amiga owners, 
as Scala is currently limited to 50fps. While 
50fps is sufficient to play back European 
style PAL anims at the appropriate speed, 
Scala can't keep up with our 60fps NTSC 
speed. At this point, intellize is best avoided. 

"Compromize," "Lock First Palette," and 
"Merge Pictures" each perform the functions 
their respective names would imply. 
"Compromize" attempts to change the color 
palette of each frame in order to increase the 
amount of compression in the file. This 
reduces file sizes, but takes some time and 
can occasionally change the palette of the 
animation in a distasteful fashion. "Lock 
first palette" will use the color palette of the 
first frame without remapping the colors 
afterwards. This is useful when used with 
"Merge Pictures," which takes a series ofIFF 
frames (selected by holding down the shift 
key in the file requester) and merges them 
together into an animation. 

The final function in AnimLab, "TV 
Standard," allows users to convert anima­
tions designed for the European PAL format, 
which have a higher vertical resolution. 
These animations often appear with a large 
portion overflowing beyond the bottom edge 
of the screen. This function will convert 
them to our lower resolution format. 

Once the options are decided upon, a 
click on the "Execute!" button will start the 
conversion process, with each frame of the 
animation appearing on the screen. 

When I converted my animation, I sim­
ply activated the 32-bit animation format 
and added a DiskANIM index. Once convert­
ed, the file size of the animation increased, 
although not as dramatically as one might 
imagine. The more complicated the anima­
tion, the smaller the increase when convert­
ing from Anim 5 to Anim32. This is because 
the amount of possible compression is lower 
in a complicated animation. With this in 
mind, the file sizes I experimented within 
my VistaPro animation went from approxi­
mately 10.4 megabytes to 11.6 megabytes, 
while speed increased substantially. The 
results during playback were miraculous, as 
the animation appeared to increase in speed 
3-4x, going from a frame rate of approxi­
mately 10fps to a smooth, television like 
30fps. Rapidly moving, complex, 262,000 
color overscan animations have to be seen to 
be believed, and with Scala's AnimLab and 
MakeAnim7 they are fully attainable. 

The Future 
There is more support for 16 and 32-bit 

animation formats on the way. Perceiving a 
need for new standards, another official IFF 
animation format, ANIM8, has been created 
by ASDG. The new format reads an entire 
word (16-bits) or longword (32-bits) at a 
time . Basically an extension of the old 
ANIM5 format, Art Department Professional 
v2.3 (which should be shipping by the time 

you read this) and Morph Plus both feature 
full support for this standard, and will 
include a new version of the View player to 
play back these high speed animations. 

With the creation of ANIM8 and other 
standards, 32-bit animation formats will 
likely become as commonplace as the old 8-
bit animation format. Hopefully, ADPro and 
Scala MM210 represent only the first of 
what should be broad commercial support 
for faster animation formats. 

In addition to commercial support, pub­
lic domain support for 16 and 32-bit anima­
tion is also expanding. Steve Koren, a popu­
lar author of many public domain and share­
ware utilities, has created another non-com­
mercial animation format. This animation 
format has been posted in not-yet-bugfixed 
format on several on-line networks, and 
should be available soon. Mr. Koren's new 
format, the Flexible Animation Format pre­
sents a competing fast animation standard. 
This should provide another viable public 
domain alternative for those Amiga owners 
unable to afford programs like Art 

On The Fly! 

Department Professional or Scala. 
With the creation of the Amiga 4000 

and the Amiga 1200, more support for high 
speed animation formats is sure to come. 
Despite the registered IFF designation 
granted to ANIM8, it seems as though com­
petition may only increase. The ViewTek 
readme file, for example, expresses a strong 
belief that ANIM7 is superior to ANIM8, and 
the author of the utility claims he will never 
support ANIM8 (although MakeAnim7 will 
convert Anim8 to Anim7). While this claim 
mayor may not be substantial, it does seem 
that the Amiga will be gaining a diverse 
number of competing formats for animation 
playback. Still, despite the lack of standard­
ization, this can only be a good sign. Given 
the rate at which new animation and graph­
ics tools have already arrived for these sys­
tems , users who make the leap to new 
machines can look forward to more complete 
support. 32-bit animation is only the first 
step in what will surely be a bright future 
for the next generation of Amigas. 

By Thom Robertson 

AW-HA! HERES THE PROBLEM. YOUR LAB SLIP SHOWS 
YOUR DISSOLVE IS 90%. POLYGON LEVELS ARE 

DECREASED AND LETS SEE .... YES. YOUR 'OUTLINE ONLY' 
MODE IS ACTIVATED. 

~\ 
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When 3D Computer Animators become ill. 



Continued from page 31 

Caligari doesn't work very well in 
the multi-tasking environment. Its screen 
insists on always being formost, and if you 
try to force things, you'll generally end up 
needing to reboot the computer . 
Consequently, the program has a Shell but­
ton that you can click to bring up an Amiga 
command line Shell window within 
Caligari's interface . You should use this 
only for simple commands such as Copy and 
Format; if you try to run a program that 
opens its own screen, you']] encounter prob­
lems. Caligari is the only major Amiga 3D 
program that I know of that doesn't support 
multi-tasking, which is a deficit to its utility. 

Nonetheless, I find Caligari to be 
an amazingly powerful program for its price. 
While the workspace aspects of the user 
interface are quite well designed , navigating 
the control panel interface can be frustrating 
at times . Lack of object morphing, bump 
mapping, and true ray tracing capabilities 
limit the program for certain applications . 
The quality of the final rendered image is 
potentially as high as with any 3D software 
I've seen-indeed, some of the Caligari ani­
mations on the enclosed videotape rival net­
work quality . Rendering speed is generally 
close to that of LightWave 2.0, although the 
program can get bogged down with extreme­
ly large objects. Hierarchical animation with 
powerful timeline controls make the pro­
gram suitable for character animation, but 
not of the spline-based "claymation" type. 

Continued from page 50 as possible for all of this, I would rush out 
and buy this software. With it, you could 

There are many other improvements teach color and palette manipulation, 
in 2.0 including several new tools and composition, morphing, keyframe 'tween­
updates of others . I've tried to stick to the ing, and sound applications .. . all from the 
changes and improvements of special same software platform, and all for a very 
interest to the Amiga multimedia and limited investment. As for the profession­
video community. B&P Pro 2 .0's retail al Amiga animator, working with all of 
price is $429. The cost of upgrading from these same tools in Hi-Res Overscan can 
an earlier release (1.0x) of B&P produce not only animated sequences that 
Professional is $99. The upgrade from the have to be edited together, but mini­
original Bars and Pipes costs $168. (By length films as well. The bigger your stor­
the way, Blue Ribbon SoundWorks has age space and the fatter your RAM, the 
discontinued the manufacture of Bars and larger your FantaVision movies can be. 
Pipes, though they will continue technical Fanta Vision has a portable Player that 
support. The last available copies of Bars can be used if you want to pour your 
and Pipes have been sold to a mail-order . movie on a floppy and share it with Amiga 
broker, and they are probably available friends . As stated at the start, I see uses 
for a very low price. The upgrade to B&P for Amiga logo artist/animators with this 
Pro 2.0 is only $168.00, and you get both software as well. I have already used it to 
programs!) We'll have an in-depth report create instructional videos at the 
on Bars&Pipes Professional in an upcom- University of Vermont. 
ing issue. 

If you send me up to five blank 3.5 
inch disks, along with the appropriate 
postage, I'll provide the following demo 
programs: the demo version of Video 
Music Box 1.6, the SuperJam! 1.0 demo, 
the M 1.0 demo, the Bars&Pipes Pro 
demo, and the Synthia Professional demo. 
That way you can try some of these dyna­
mite music and sound programs for your­
self! 

Possible Drawbacks-

Many, perhaps in particular those Bars&Pipes Professional 2.0 , and the One 
who come from traditional sculpting, will Stop Music Shop are manufactured by 
find Caligari's free-form deformation tools • The Blue Ribbon Soundworks, Ltd., 
alone to be worth the price of admission. The Venture Center 1605 Chantilly Drive 
fact that the program can export objects in Suite 200 Atlanta GA 30324 (404) 315: 
LightWave and VideoScape formats means 0212' , , 

If you insist on working with 
ANIM5 files for compression reasons, then 
this software may not be for you. The only 
way to port the frames over to DPaint for 
editing would be to save each as a back­
ground image first (very time/energy con­
suming), and even then, because 
Fanta Vision creates the 'tweens on the fly, 
that would not be too satisfactory. There 
should be a converter on-board to make 
this conversion if needed, or to save the 
animation as a compressed ANIM5 (with­
out sound of course) for use in other edit­
ing/painting software. Perhaps we can beg 
Axiom software to consider it for an option 
in their new ANIMWorkshop software. 

that you can probably use its objects with . For a mere $129.00, this software 
The AD1012 and AD516 (hard disk is a bargain. You will have a hard time 
recording systems) are from SunRize putting it down. Broderbund was the orig­

your rendering software even if you don't 
have PixelPro. 

If what you've read sounds attrac-
tive, don't hesitate to avail yourself of this Industries, 2939 S. Winchester Blvd., inal company to market this software, but 
3D graphics power provided by Octree Suite 204 , Campbell, CA, 95008, (408) it is now put out by ''Wild Duck" (979 Golf 
Software at a comparatively low price. 374-4962. • Course Drive, Suite 256, Rohnert Park , 
CaJigari24 repre sents an unprecedented : CA 94.92.8 ). The copyright reads :'1991", 
value in high-performance graphics soft- • Jaxon Crow is currently in production on • but thIS IS the same pa~kage that I ve. ha? 
ware, and will probably fill at least several two tutorial video projects: Inside the . for years, so the copyr~ght probably mdI­
gaps in your array of 3D tools . Depending AD516; and Amiga Music for Video, • cates a legal. transactlOn that occ~rred. 
upon your application , .it could very likely Volume Two (introducing Bars&Pipes The man~alls ne;;. The softw~re IS not. 
proVlde a complete solutJOn as well. Professional 2.0 and The One-Stop Music Even the ReadMe file on the d:sk rel~tes 

Shop) . Other tutorial videotapes on the to the Broder?und name. ~he fIrst t~Ing 
production of sound and graphics for video you must do If you get ~h~s s~ftware IS. to 
are also available. Jaxon can be reached load and play the exqUlslte little mOVIes 
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I6I2I18H352 

HUpetCocIIe PIo(eaIonaI 
Silicon _rl. SOf\wOre 

2326 FrancIS ~ 
RegI_SK 

~S4H2P1 

C506I 352-11358 

for comments, questions or consultation 
at: Neon Tetra Productions, P.O. Box 876, 
Hot Springs National Park, AR 71902, 
(501) 321-1198. Please write for a free cat­
alog of audio and video tapes. 

••••••••••••••••••••••• 
Continued from page 41 

creative enjoyment in the process as possi­
ble from the getgo, while paying as little 

on board . They are very well done, and 
demonstrate the strengths of the software. 
As for me, this is one of my all - time 
favorite Amiga packages because of its 
price, versatility, tools, and all around 
addictive enjoyment. With it, I can create 
animations with a very different look than 
the standard Amiga packages, and then 
edit the results into my finished projects. 
That's all for now. ENJOY! See you in 
ROM ulan space. 



Dimension Technologies 
2703 Vineyard Drive 

Erie, PA. 16506 
(814) 838-2184 

call or write for samples & info 

Industrial Color Labs 
6890 Highbridge Rd 

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

spheres? 

Tired of 
textured 
boxes? 

Get this unique collection of geomelric solids for 3D 
modelers, including Imagine, Caligari, LightWave, and 
Draw4D. Over 50 detailed objects, with illustrated 
manual: $29.95 + $1.25 StH. 

Put a classic polyhedron 
in your design today! 

Technical Tools • 25461 Cherlce Drive 

Warrenville, IL 60555 • 708-393-6350 

33 

r" r"1 
J. ..f.!.'::: 

To Order Call 

1-800-525-2203 
Add $3.00 for S&H 

87 

W ~lD ~t VIDtO~~llt~ 
Sa~e Time And MONEY!!! 

... going into the busine ... Tips and 
secrets I've discovered starting-up 
now revealed in one resource filled 
VIDEO. Don't spend any more US till 
you've seen this Informative tape. 

Short-cuts revealed will get you 
results you're looking for without 
having to spend a fortune the Big 
Boys would like to see you spend. 

This lively and fun-filled tape is 

, :" I 

~ NFM, lac. 2111 Central SE'30 ( J 
• AJhuquuque, NM 17106 ~ 

Satisfaction 1-800-576-9674 INFO OR 
Guaranteed! ORDERS 
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Electric Crayon Studios 
Presents 

~OWER CRAYONS) 
Real World Textures 
WOODS-STONES-CLOTHS 
Seamless 24 bit IFF Brushes for 
Professional Paint & animation 

OpalVision - lightWave -Imagine 
Toaster Paint· DCTV - Brilliance 

IFF·24 $ 59,95 AGA & HAM $ 29.95 

VISA & Me (414) 444-2230 

ELECTRIC CRAYON STUDIOS 
3624 N.64TH ST.-MILW. WI 53216 
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Amiga 
Power! 

Attn: A-3000/2000 
Toaster & Power 

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 Watt BIGFOOT $129.00 
QlII For Pdclng On Custom Needs 

We Accept: 
Visa/MC or 

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

28 

W: I. totJ ~r' 
'''~ess VV ~ 

Remote control of your Amiga! 
Toaster Users - Product Demonstrators 

Multimedia Producers 
Control Presentations. launch Toaster Sequences or 
start Multimedia shows from up to 100' away from 
your Amigal The matchbook-sized, two-bunon RF 
tmnsmitter simulates mouse buttons or a GPI trigger. 

Call/or more ill/o or to order! 
~:::-:-:""""'~ iii COMPUTER;' 14-B South 7th Streel 

iii ¥J1I9TI6~; Akron. PA 17501 
---Ino.--- (717) 859-2049 
j 1f.7.:i;~:;:r: iE FAX: (717) 859-1075 
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...-r DRE.UlWR~UcnON8 
Presents The New VOUIME 2.3 of 

THE GUIDE TO ART DEfARTMENTPRO 2.+ 
Featuring· To88t.er Framestol"e8, AREXX powertools, 

new powertools, PROControl, Anim 6A1 manipulation , 
SimPrin~ p,inted transaipt" Lots morel 339.9CI 
~ Tutmial. featw" colo,' pallette manipulation, 
compo8it"ing, Text Visual Operations, rue Visual Operationa, 

Scaling, FRED" More.339.9~ 
$39.9CI each 0" $69.9/1 for both (Includes shipping 2 day mail) 

Call fo,' .hipping ''8teo outside U.s. 
~ with eacb order. Add 810.00 for C.O.D.'. 

To order call 1·800-453-8308 anytime 
To receive 01::&£ inlormalion packel eaJl anytime 802·893·3988 

or write tm Aliid Art Pro, 5031 Ead Kerelfln, Plwenu, AdZOlW 
8Ii044. Vi .... Ma.tercard, C.o.D'" ch«kI,and mone, order. 

welcome. Pkaae aUcw 2.3 weeki (or check order.. 

ULTRA HIGH RESOLUTION 

4xS 
COLOR TRANSPARENCIES 

and 

3Smm 
COLOR SLIDES 

from Your Amiga Graphics 
• 24-BITIFF 

• Standard IFF or HAM IFF 
• Color Postscript 

4000·Line Resolution • No ScanJines 
BnUant Color • No Curvature Distortion 

Call or Wri te lor Order Forms, Price Usts, and FREE Samples: 

HAMMOND PHOTOGRAPHIC SERVICES 
11280 Washington Place, Culver City, 

California 90230 
(310) 390-3010 
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AutoPaint™ 
FOR YOUR TOASTER 

~'---------------------------1 

Help Has Arrived!! 
AutoPainl conlrols Toaster Paint. It shrinks, 

arranges, and precisely locates your frameslores 
and RGBs info a multi-image screen you select 

from any of 25 Point & Click Templates. 

• Auto layout 25 Screens 
• Adjustable Auto Beveling 
• Adjustable Drop Shadows 

Demo VHS Tape: $5 + $5 S&H 

Price $89.95 
VISA/Me M .O./C.O.D. add $4 S&H 

Free Info Sheet 708-654-0321 
A + Development 

7970 S. Madison Burr Ridge, tL 60521 

22 

Video Toaster Card 
with version 2.0 
software $1 750 

Panasonic AG-1960 
editing deck $725 

FutureVideo Video Edit 
controller with software 

for an IBM PC $250 

Call Rick Ruiz at 
(408) 443-0828 
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lvlAZAL TOAST! 
Now Available 

3D Hebrew Fonts 
Quality Lightwne Objects 

Two Character Sets 
• Beveled and Extruded 

Elegantly SUifaced 

• Single Polygon Set 
Easily Customized 

Package Includes: 
Easy to use Hebrew Font Selection Guide, 
several ready-to-use Popular Phrase Objects 
and scene files for Bar-Mitzvahs and W edd ings. 
Also included, list of many other Hebrew 
phrases especially suited for video productions. 

(909) 7'n~740 Send cbcck for: 

AJS & ASSOCIATES $74.95 
1415 Kingswood Drive 
Redlands, CA 'n374 
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pi"" S3.00 SIH 
CA ,. ... tlidd 7.7S"S 

AJ.o .'tub" (or I~. 

New! eclips2 
Electronic Clip Art for the Professional 

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

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

99 

T.S. .. 
TOAITER 

~.TOAITER 
'f TOAITER JERVICE 

.~ TOAITER JUPPORT 

t .6 TOAITER JPECIALUTJ 

IS1Sn60-444SI 
11300 Hartland St. 

No. Hollywood, CA 91605 

WE OfFER DAIlC TO FlA...L AroA'IATlON SY5-
TEM.5. OJ5TOM SEnA'5. 51NGU F~AJVf CON-
1l\OLUlIS. GPI HOOf(UP5. IIf-EN1lIANT 
5Y1TG-ER IN.5TAtLAllONS. lJ(LAY LIIIfJ. TBC'5. 
040 ACCILEIIATOfI.5. MAc TOA.5TIRLlf'II. 
VlDfOT APE.5. 1l\A1~ AJII) MOI\E-

(f Commodore. N5WT5K 
IN CO AP O ..... Y lD 

12 

AMIGA TOASTER 
VIDEOPHaES! ! 

TURNKEY AlB ROLL EDITING 
SYSTEM 

3 Panasonic AG-1960's 
(2 I'LA YER. I RECORD). 

2 DPS Personal TBC n 
(A MUST for the TOASTER!!!!) 

Amilink CI - 3 Deck Editor 
(AlB RolI- Toaster Control Software 
Selectra Vu-Port Hardware. 

$4000 Package Deal 
( EQUIPMENT IN EXCELLENT COND.) 

Call (914) 723-6868 (EST 6-IOp) 

Ask for AJan 
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A Few Good Reasons To 
Become An AVG Subscriber! 

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

2. We're FRESH! 
AVG is up-to-date and up-to-the-minute. There are no 3-month lead times for AVG articles . Most articles in 
AVG are published within a week or two of submission. This editorial philosophy allows us to cover the timeliest 
subjects in the timeliest fashion. 

If your would like to tap into AVG's focused and fresh Amiga-Video coverage, fill out the subscription form below 
and send it with your check to : Pacific Media Publishing, 365 Victor St. Suite "H" Salinas, Ca. 93907. For 
even faster response, use your MASTERCARD or VISA and call 1-800-233-4AVG to place your order. 

Subscribe for ONLY $36.00 (Can. $44.00 US) 

Nanne:---------------------------------

Connpany:_-------------------------­

Street·_. ---------------------------­

City:-----------------------------­

State_·--------------~Z~i~p~·--------­

Country:----------------------------

Telephone # :-____________________ _ 

Yes No 
I am currently using the Video Toaster .... .. O .......... O 
I am currently using Imagine 2.0 .... .. ......... 0 ........ . 0 
I am currently using Caligari24 .... .... .. ....... 0 .. .. ..... 0 
I am currently using Aladdin 40 .......... .. ... 0 .......... 0 
I am currently using Journeyman .......... ... D .......... O 
I am currently using Real 3D 2.0 ............... 0 .... .. .. . 0 
I am currently using Opalvision .. .. .. ........... D .. .. .... . O 
I am planning to buy OpalVision soon .. .. .. ·O .. .. ...... 0 

Yes, I'd like to subscibe to the Amiga Video/Graphics Magazine. 

D 12 issues of the Amiga Video/Graphics Magazine for $36.00 (Can. Subscribers $44.00 US) 
D 6 issues of the Amiga Video/Graphics Magazine for $20.00 (Can. Subscribers $24.00 US) 

(Overseas subscribers add $40.00 US) 

Make checks payable to: 
Pacific Media Publishing, 365 Victor Street. Suite "H", Salinas, Ca. 93907 
To subscribe by Phone Use Your Credit Card. CaUl-800-233-4AVG (4284) 
Credit Card Orders: (VISA) (MASTER) 

ACCTNO: 

EXP. DATE: 

Signature: 



VID BITS© Copyrighted 1993 Pacific 
Media Publishing. 

INs and OUTs of SMPTE 
SunRize Industries the makers of the 

famed AD516 sound card announces the 
release SMPTE Output. This $249 stand 
alone software package will allow a start­
up studio to encode SMPTE time informa­
tion on video tape through the Amiga's 
audio out-put jack. A user can also vary 
the frame time code generation, and 
placement of the time code window on the 
screen. SMPTE Output is both NTSC and 
PAL compatible. SMPTE Output will pay 
for itself with one job. 

SunRize Industries 
2959 S. Winchester Blvd 
Suite 204 
Campbell, CA. 95008 
(408) 374-4962 Voice 
(408) 374-4963 Fax 

A Master Designer 
Rick Rodriguez master 3-D object 

artist has released a series of high-end 3D 
objects for professional applications in 
LightWave, Imagine, and Caligari for­
mats. Volume 1 is called Bed & Bath. 
Included are highly detailed objects of a 
complete bedroom, with a queen size bed, 
armoire and ceiling fan. Volume 2 is a set 
of highly detailed exteriors of Victorian 
homes. Each set sells for just $79.95. If 

you want to put quality into your work, 
but don't have the time to do all the mod­
eling. Then get VRS's objects, it's well 
worth the money. 

VRS Media 
7116 Southwest 47th 
Miami, FL. 33155 
(305) 667-5005 Voice 
(305) Fax 662-7915 

Animations Made Easy 
Axiom makers of world famous Pixel 

3D Professional has started shipping 
ANIM WORKSHOP. This $99.95 anima­
tion utility is a must for any Amiga 
Animator. AWorks will allow you to play, 
create and process Amiga animation. You 
can also add sound to your animations 
with the click of a button. ANIM WORK­
SHOP has extensive AREXX support 
allowing for batch processing through 
ADPro. ANIM WORKSHOP is well worth 
the cost. 

AXIOM Software 
541 West 98th Street #322 
Bloomington,MN 55420 
(612) 888-0352 Voice 
(612) 888-0537 Fax 

Inside Studio 16 
Neon Tetra has just announced the 

release of Inside Studio 16. This instruc­
tional videotape shows you how to use 
SunRize Industries' Studio 16 software to 
control their AD516 and AD1012 Hard 
Disk Recording System. This tape is pro­
duced by veteran Amiga author/compos­
er/producer Jaxon Crow. He guides 
through the process of digital sound 
recording and editing. The tape is avail­
able through Neon Tetra and will sell for 
$49.95. 

Neon Tetra Productions 
P.O. Box 876 
Hot Springs Nat'l Park, AR. 71902 
(501) 321-1198 

DKB's 1202 
New from DKB is the 1202, a Math 

Chip and Wide RAM expansion card for 
the Amiga 1200. It expands to eight megs 
of 32-bit Fast RAM the 1202 should be 
your first choice when expanding your 
Amiga 1200. Price not available at this 
time. 

DKB Software 
50240 W. Pontiac Tr. 
Wixom, MI. 48393 
(313) 960-8751 Voice 
(313) 960-8752 Fax 

~----

Department 
Toaster 4000 

N ewTek Inc. has announced the 
Toaster 4000. Ship date is not available. 
This new system will have improvements 
in the Switcher, Toaster CG and 
LightWave. Prices have not been set for 
upgrades, but suggested retail for new 
systems is $2399. 

NewTek Inc. 
215 S.E. 8th Street 
Topeka,KS.66603 
(913) 231-0100 Voice 
(913) 231-0360 Fax 

Real as you can get 
Godfrey & Associates has started to 

ship it's new version of Real 3D with fea­
tures not available in any other 3D pack­
age. Real 3D is something any serious ani­
mator should use. With Particle 
Animation, Collision Detection and 
Inverse Kinematics, a user can create the 
most realistic animation ever on the 
Amiga. Real 3D sells for $699. Look for a 
full review and tutorial soon in A VG. 

Godfrey & Associates 
(519) 436-0988 Voice 
(519) 351-1334 Fax 
(519) 436-0140 BBS 

Power Crayons 
Electric Crayon Studios has just 

released a brand new collection of 24-bit 
textures. These textures are scans of real 
world objects and can be used in any pro­
gram that accepts the IFF 24 brush for­
mat (LightWave, OpalVision, DCTV, etc.). 
The brushes have been carefully 
retouched to make them appear seamless 
when repeated, making them perfect for 
creating background screens, fills, or as 
texture maps on 3D rendering programs. 
Thirty six specially prepared brushes 
includes wide selections or woods, stones, 
and cloth. Also included are a number of 
non standard textures like "Moss" and 
"Sponge". 

Power Crayons comes on two disks 
for the cost of $59.95. They are available 
also in 256 color AGA and Ham Format 
for $29.95 each. 

Electric Crayon Studio 
3624 North 64th Street 
Milwaukee, WI. 53216 
(414) 444-9981 





Framestore Operators for GVP's Imagef)(TII Software 

ToasterFX for your Video Toaster! 

The ToasterFX framestore loader, saver, preview and render 
modules, and GVP's ImageFX software are a complete paint and 
image processing package for NewTek's Video Toaster, allowing 
direct painting on the Toaster framebuffer screen! 

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

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

ToasterFX's FX Croutons bring image processing power fX directly to the Switcher screen! User configurable special 
effects like emboss, antique, blur, sharpen, oil paint, flip , 
~isperse and more are available as standard Toaster Effects 

to be performed directly on a framebuffer image. 

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

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

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

Paint DIRECTLY on the Video Toaster's framebuffer with the ToasterFX 
PREVIEW module. 

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

ToasterFX also includes stand-alone utilities for: 
• Converting Framestores to IFF24 Images 
• Converting IFF24 images to Framestores 
• Displaying any Amlga screen directly to 

a Toaster framebuffer. 

ToasterFX Is available at your Video Toaster and Am 
Byrd'. Eye Software 9001 Northgate Blvd 11 

' ................ .. 

Not just for painting, T oaaterFX with 
JmageFX Is also a powetfuJ Image 
DrOCIII8Ina and apec:III efIeclI generator 
tor Toaster frar'naIeorea. 



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

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

Technical Support (313) 960-8750 

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

Jim Plant - PublisherlEditor Video Toaster User 

' ''The MegAChip 2000/500 is a must own for anyone that wants to 
use Toaster Paint

ro 
or Multitask with the Video Toaster." 

Lee Stranahan - Fomler NEWTEK employee & writer oj the IIitorials fo r 
the Video Toaster 2.0 manual. FeCIIltred in Ihe Desktop Images Video 

Toaster Tutorial series. 

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

Tim Doherty - Video ToaSler User 

The MegAChip 2000/500 allows you to upgrade your Video 
Toaster, Amiga A500 & A2000, and CDTV'" iO 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"' , OpaIVision"', VLab"' , IV-24"' , DCTV"' , Ham-E"' , and 
most genlocks and framebuffers. 




