


Prorye~t 
The Last Word Processor You'll Ever Need 

ProText is a fully integrated word processing package 
combining the features of a word processor, text editor, and 
a command line interpreter all in one easy to use package. 

ProT ext includes features usually found in word process
ing packages costing several hundred dollars more. These 
features include: a spell checker, automatic page formatting, 
screen attribute display, footnoting, header text, footer text, 
mail merge, unlimited document size, cut and paste opera
tions, on screen help, full macro functions, full support for 
most popular printers, and a command line interpreter. This 
allows ProText to be used effectively in program develop
ment and reduces time wasted switching to an editor. 

The combination of these powerful features has created 
a unique working environment. P roTe,'r! can be used to com
pose a letter, write a book, develop a program, and much 
more. 

ProText is available from MichTron for the IBM PC, 
Amiga, and Atari ST for the retail price of $199.95 . 

f)~ I!,,!,!~!~,~!j 3itr ~ Orders and Information (313) 334-5700 ~ 
CIRCLE 015 ON READER SERVICE CARD 
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Fleshing Out 
by R. Shamms Mortier 
II just isn'llrue l You can leach an 
old dog new nicks. AI/easlold 
dogs are co[XIble of learning new 
n'ieks wilh some time and efforr. 
This MOlial deals with DigiPaint 
3.0 and adding a Ihree dimension 
al feel 10 your piClUres. 

Cell Animator 
A Quid Look At Photon Video 
Cel AnimalOr 
by Mike H ubbal11 
With the advel1l of Ihe Amiga and 
cel1ain software packages, Sh0l1 
and simple cartoons have been a 
realityfor many frush-aJed 
amaleur artists/animators. What 
aboUllhe software for the 
professional artiSI/animaJor? 
El1ler Microlllusions' PhOl.01l 
Video Cel AnimalOl: 

Digital Painting 

BoingApeeI A poinling drawn wtth Deluxe Photo/ab. 

AniInation 

De!uxeVIdeo III 

Deluxe Video m 
by Steve Gil/mor and Tina Chase 

T s 

Graphics Roundup 
Six Graphics Packages 
You Mighf Have Missed 
by R. Shamms Mortiel; PhD. 
Remember the thrill when Aegis 
released their pail1/. and animation. 
[XIckages, and Elechvnu; Ms fol
lowed SUif Wilh the progeniLOr of 
the De/uxePail1l selies ? Well, 
here are six [XIckages you should 
notforget. 

Animation Secrets 
The "Move Requester" 
in DeluxePail1lll! 
EveryAmiga artistlknDwn, 
whether in graphic design or the 
fine electronic am, uses De/uxe
Paim more than any OIher AmiRa 
paim program. Here is a linle 
secret you should know. 

A IUfolial on creating videos with Deluxe Video II. Included On Disk is the video discussed. 
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Other Graphic Items 
XapShot 
XAP SHOT MEETS 
FRAMEGRABBER 
-A NEW HARDWARE COMBO 
FOR AMIGA DIGrrlZlNG 
by Harv l£1ser 
The pol table digitizing studio in 
yow· hand. .. Add (J}70ther slick 
/irtle gadget to rhe growing pile of 
hardware with which you can pull 
real-life imagelY into yow· Amiga. 

ClipArt From The 
Macintosh 
Amiga IFFsfrom MacPictures 
by Jay Gross 
You've seen a MacPicture before? 
That's one that origina!es on one 
of Apple's MaclnlOsh computers. 
You can pol1 those nice 
MacPictw·es over to the Amiga! 

Monitors 
The Big Picture 
by Jay Gross 
The Amigds graphics (J}"(! noted 
far and wide. About 708 wide, in 
fact, if you COUn! overSC(J}l. 
Howevel; you can'l see a single 
pixel of those graphics wit/wut a 
monitol: But which monitor is 
lightforyou ... and/wwdo you 
choose a non-Amiga monitor? 

A sample of I.\i'I"lat XapShot can do. 

Mandelbrot 
by J ohl1 Iovine 
Mandelbrot graphics (J}"(! Iwmed 
after an IBM I"(!searchfel/ow, 
Benoil Mandelbrot, whodevel
oped the field of ji"aclal geomelJy. 
D,: Mandelbrot coined the tenn 
fraclal to deSCIibe this special type 
ofgeometly. 

Desktop Publishing 
Intlrxiuctionlo Amiga Desktop 
byJayGross 
While Ihe big computer powers 
baa/ed over desktop publishing in 
black and white, an elite, liale
known hardware system was qui
et�y. step by step, becoming an 
enonnously paweljid. velyaf
fordable system. 

Oxxi & Disney 
Make The News! 
Some velY interesting news flom 
both of these companies hirs the 
market. Oxxi expands, and Dis
ney jumps into the Amiga market! 
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Graphic Items Continued 

ScanLock Contest 
The details on an ino-edible free 
genlock ojJeJ: InclJ(ded is a special 
offer 10 subsaibe at low ch0/1er 
subsCliprion rates. 

Graphic Roundup OveNiew. Page 69 

Imp~ 
A Visit To Impulse, Inc 

by Mike Hubbartt 

Graphic News 
by Jocelyn M. Brooks 
Hel-e are just a jell) news items tluu 
might be ojimerest to the graphics 
community. 

Impulse, Inc., produces many differem products, including the we/l-IaJown Amiga 3D ray-tracing pro
gram Turbo Silve7: Rayn'acing produces vivid images, and Turbo Silve7' generates animations thaluse 
these high qualiry graphi£" images. I recemly lOured theirfacilities in Minneapolis, and spoke with the 

Dynamic Hi-Res 
S[X1ce Station is a sniking image 
taken from LaserDisk in the /atesl, 
and highest Amiga l-esolution. 
The (1r!Oted includes a little infor
mation on how it was done. 
ON DISK 

presidem ojlmpulse, Mike Halverson. 

27 

On Disk This Issue 

RED, "Etched In Stone" 

Red • This ~e's Cover 

Cherries 
The lalest rage is scanning. And 
this pu:mre shows ojJjUSl how 
good scanning can get. This im
age was scanned using the JX 450 
Color scannerjrom Shmp. Just 
double clu:k the u:onlO 
view the picmre. 
ONDISK 

This issue's cover was ray rraced by M. Fishel: Then the etched in SlOne ej}ect was added here ill the GRAFlx studios jor 
piacemem all this issue's covel: 

Continued On Page 68 
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"KARA FONTS" TAKE 
A QUANTUM LEAP ... 
FONTS THAT MO V E ! 
NEW 
For DPAINT III, 
DVIDEO III & 
other programs 
that use the 
AnimBrush 
format. 

ANIMFoNTS1 
ChromeSCRIPT is an 8 color, formal, sophisticated roman style script in 
caps and lower case and comes both as a keyboarded and AnimFont. Each 

letter of the AnimFont appears to be hand written across the screen. A 
variety of looks can be achieced with the included optional palettes such as 

Chrome, reflective Gold, copper, bronze and other gold effects. 
One Disk· Suggested Retail $ 49.95. 

NEW 
For DPAINT III, 
DVIDEO III & 
other programs 
that use the 
Anim Brush 
format. 

ANIMFoNTS2 
BULLION is a dimensional, beveled, highlighted, uppercase gothic font 

and comes in a keyboarded and AnimFont. The AnimFont rotates onto 
the screen 90 degrees on the "Y" aXIs to the left while a glint of light travels 

across the face from left to right. When used as instructed, the glint will 
travel continously across the whole word(s). Comes standard in Gold with 

additional palettes such as Metallic and Silver. 

THE 
ULTIMATE 
FONTS: 
3 Exciting 
Professional 
Titling 
Packages. 

One Disk· Suggested Retail $ 49.95. 

HEADLINES: 10 Hi-Res, up to 8 color, uppercase fonts in two sizes each 
(approx. 104 & 84 pts. high). Font styles in CHROME, MARBLE, BRICK and 

GRANITE are dragable for added 3-dimensional effects. Other styles are 
CHISEL, WOOD, BEVEL, CAST, CHISELserif and COLUMN. 

3 Disk Set - Suggested Retail $ 79.95. 
SUBHEADS: The Same popular 10 fonts as in "HEADLINES", 

but in two smaller sizes each (aspprox. 72 & 55 pts. high). Now possible 
to use in lower resolutions at a workable size. 

2 Disk Set - Suggested Retail $ 69.95. 
HEADlines2: 4 NEW8 color fonts in 2 - 3 sizes each. 

ChiseISCRIPT: Italic script in upper and lower case. GLASS: Transparent 
uppercase gothiC face. ENGRAVED: Dragable, uppercase 

two-plane shiny font. EMBOSSED: Raised or sunken letters on a surface. 
2 Disk Set - Suggested Retail $ 69.95. 

1 MEG (Keyboard), 1.5 MEG (AnimFonts) Required / 2 Disk Drives Advised. 

KARA COMPUTER GRAPHICS 
6365 Green Valley Circle, Suite 317, Culver City, CA 90230 (213) 670-0493 







All the fleshy 
feUows you see 
in this article 
are the con
coctions of R. 
Shamms 
Mortier 

some University of Vermont courses in computer cartog

raphy, and was led to a patient attitude by witnessing all 

of my work disappear at three a.m. when the mainframe 

belched. As it turned out, this was excellent training for 

my eventual Amiga purchase many years later, as it 

gave me the courage and humor to accept interruptions 

from the Amiga Guru. 

I've paid my dues on just about every microcomputer on 

the market: IBMs, DECs, Apples, Commodore 64s, Com

modore 128s. Never having had any need to caress 

game machines masquerading as the real McCoy, I 

skipped Ataris. My St. Vitus dance with Commodore be

gan with the 64. I purchased every graphic piece of soft

ware I could for it, and used that same software when I 

upgraded to the 128. At our local Commodore Users 

Group meeting several years ago, I swore my allegiance 

to the lower end systems, taking an oath that I would 

never purchase a "pricey" Amiga. Three months later, af

ter receiving a grant from MacMillan and Company in 

New York to develop a video layout for an instructional 

piece on atomic orbitals, I broke my oath and purchased 

the beginnings of my Amiga mega-studio. 

10 

So I get on with it! 
I have spent hours and days and months in serious doo

dling. Many of my gallery shows have been based upon 

these impromptu sketches, and I cannot sit through 

managers' meetings without commenting secretly and vi

sually upon the proceedings. 

There is something about the half angelic, half demonic 

character of the human face that has always attracted 

me. It was inevitable, then, that I should gravitate to

wards this same subject matter when my tools changed 

from pen and ink to the computer. My Amiga graphics 

software library is loaded with every package that I 

could get my hands on. I am, thank you, an Amiga ob

sessive artist, and make apologies to no one for my ef

forts. I truly believe that this system has sent an evolu

tionary shock wave through the industry which will 

change forever the way artists and designers work. It 

has done this on two fronts: the tools that have been de-

veloped for the Amiga are revolutionary and first rate; 

the price of the system is low enough so that it can be af

forded. 

Yes? Yes? Yes? 
So, when it came time to select painting and drawing 

tools that could help me accomplish my self-assigned 

task of reconfiguring the human face, I chose several dif

ferent pieces of software. For standard non-HAM tools I 

use ExpressPaint and DeluxePaint III. The dithering 

tools in each are excellent accessories for my purposes. 

In the HAM realm, I use Photon Paint 2.0 and DigiPaint 

3.0. Many times, I port my work back and forth amongst 

these wares, before achieving a final painting that is sat

isfactory to me. It is the dithering tools and their manip-
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most. Lately, I've been spending the bulk of my time with 

DigiPaint, because it has attributes that give it the feel 

of an oil painter's toolkit, and it handles colors and 

dithering in a superlative fashion. I1l try and take you 

step by step through a portion of my creative process, in 

the hope that this will spur you on to your own creative 

and intuitive explorations. 

And Awayyyy we go ... 

THE TUTORIAL 

"Dithering" is the next facet that you must come to grips 

with in DigiPaint. "Dithering" is the process whereby 

adjacent colors are mixed as to give the impression that 

there is a smooth blending from one to the other, as op

posed to a hard edge between them . There are two main 

dithering settings on the Control menu of DigiPaint. 

One gives you a standard look (the right-handed choice), 

while the other interposes a pattern, giving you the feel 

of a canvas painting. I use both at different times, but 

prefer the left-handed one in most cases. Use the left

handed one for this tutorial. 

What to do in what order 
1. Develop your fleshtone palette in the "range" color

pots on the right of the main menu. I usually work light 

to dark, as far as the intensity ranges go, but you can ex

periment with the reverse. 

2. Select "Range" from the modes category, and then 

choose to work with a filled rectangle. Paint a rectangle 

of your flesh-toned colors on the screen. 

3. Pick up the rectangle as a brush (choose "no back-

This tutorial assumes that you own DigiPaint and are somewhat famili

ar with its use (if not, close the magazine for a day or two and go buy 

it!). The first thing we11 do is to choose a resolution. I always work in 

the highest resolutions possible, because I like to minimize the jaggies. 

In DigiPaint, this means choosing Video-Res HAM (320 x 400). Forget 

overscan at the moment, as you won't need it for the tutorial. 

People come in many colors, and each range has its own beauty and 

possibilities. In addition, color is an emotional artifact, meaning that 

through color, we witness internal activity. A face tinged in green can be 

responding to the hue of a green light, a red light, or to seasickness and 

envy . 

When choosing the color ranges of your characters features, experiment 

with the impact that these colors will provoke. In addition there are 

shadows. Red- and pink-toned skin colors cast greenish shadows, while 

black skin can incorporate violet shades. Seek out the way that the 

master painters have studied these characteristics, and learn from 

them. Just because you work with a computer, there is no excuse for be

ing ignorant of history and the lessons to be learned from it. I have in

cluded a sample page of some of the color palettes that I use, to give you 

some visual references on this matter. 

February 1990 Continued On Page 40 n 



A Look At Deluxe Video III 
by Steve Gillmor and Tina Chase 

In this article we will discuss the techniques, trials, and 

triumphs of using Electronic Arts' Deluxe Video III mul

timedia presentation system. The comprehensive up

date of the pioneering Deluxe Video software allows the 

AIniga desktop producer access to 2D animation, sounds, 

music and titling in all resolutions, in up to 4096 colors. 

We wanted to demonstrate a number of the capabilities 

of Deluxe Video III in the GFX. vid video on your disk. 

We pretended for the purposes of this discussion that we 

were producing a promotional video announcing Grafh 

Magazine, to be used for a looping in-store display. 

There are many more effects and new tools available in 

the program than we had space to incorporate examples 

of, but this should be a good starter kit for you. 

Briefly, the video begins with music, a DMCS ditty from 

Conquering The Video Monster With Deluxe Video 

12 

the Deluxe Video examples disk. If you're 

running from floppy disk, there will be a de

lay while the first images and animations 

load. First the screen does a diamond

shaped wipe from the center out, revealing a 

patterned background of the words "Deluxe 

Video III" . Then an animbrush graphic of 

the name of this magazine zooms and tum

bles towards you, coming to rest near the 

bottom of the screen. The "x" in Grafh then 

spins a few times in place. 

Now, at least for the first time through the 

complete animation, there will be another 

pause while the next brushes load. The title 

appears to float to the upper left portion of 

the screen, and an open hand journeys from 

left to right, arriving just in time to catch a 

falling green/white ball - to an accompanying 

"boing" sound effect. The hand tosses the 

ball back up off screen, from where it re

turns, cleverly disguised as a big lacy 

snowflake. When the snowflake lands in the 

hand, the title in the upper left corner begins 

to colorcycle in a cascading effect. If you're 

running a 68000-based AIniga (A500, AlOOO, 

A2000), you will probably notice the music 

change tempo, then pick back up again when the cycling 

completes. 

Another hand, this time in color holding a blue eraser, 

erases in a zigzag fashion the entire screen to black. 

Again we pause visually as more stuff is loaded into 

memory. The sound of a helicopter is heard, then we see 

a helicopter gradually dragging a large red TV set from 

the upper right toward the middle of the screen. On the 

TV set's screen is an animation of a bird in flight. The 

chopper deposits the TV, then exits stage left. The bird 

suddenly flies out and around the set, then flies off 

screen right. Finally, animated letters slowly turn and 

GRAFlx 



appear to fonn the ending GRAFIX title, and the picture slowly fades 

out. The video then loops to the beginning as the music continues. 

You'll notice that from now on the video will run much faster as it re

peats, since many parts are now in memory. 

Let's step through the video scene by scene, and analyze the elements 

used to create these effects. 'Ib start with, we used DeluxePaint III ex

tensively in this production, not only to create the brushes and back

ground pictures, but also to create new animbrushes and alter existing 

ones. Although Deluxe Video III fully supports OP5 AniIns, we decided 

to use the more compact animbrushes to convey the power of the pro

gram without going over our byte allowance on your Grafi'x disk. 

The video is made up of four scenes, named ZoomS pin, BallinHand, 

Erase, and Copter. ZoomS pin has three elements, the backdrop black 

and grey pattern, the zooming and tumbling title animbrush, and the 

spinning "x" animbrush. First we chose a Diamond Wipe Effect for the 

background IFF picture, with a one second duration. Since Deluxe 

Video III, unlike its predecessor, does not support automatic sizing of 

brushes, we used DeluxePaint Ill's Move requestor to do the job. We set 

the Z Distance to -1500, the X Angle to 720, and Recorded in reverse so 

that the full-sized title brush diminished and tumbled into the center of 

the screen. Playing it back in the opposite direction, we picked it up as 

an animbrush and brought it into Deluxe Video. First we Loaded it, Po

sitioned it, then Played the Anim, and finally Stamped it down and 

Released it. 

We could have just Positioned it just prior to its Play command, but we wanted to avoid 

as much delay as possible during realtime play. After the animbrush is stamped down, 

• we Release it, which frees some memory but does not UnLoad the animbrush. As you'll 

see, we will use it again in the next scene. 

The last frame of the Grafi'x animbrush does not have the "x" in it, so when we stamp it 

February 1990 

down, we also simultaneously Play the "x" turning animbrush. 

This was also prepared in DeluxePaint, and it works seam

lessly with the other brush. We could have created the 

same effect with one animbrush, but we wanted to test the 

ability of Deluxe Video III to accurately support multiple anim

brushes in a precise and fran1e-accurate situation. 

13 



That's the whole first scene, and you might be wondering 

why we broke things up in quite this manner. The next 

thing that happens is that the Graflx title moves up and 

to the left quadrant of the screen. We wanted to take ad

vantage of the new Deluxe Video III ability to attach ob

jects to other objects in a hierarchical or parent-child re

lationship. We also wanted to reuse the same two anim

brushes to create the effect of a single Brush. So we at

tached the "x" to its parent animbrush, then set the Play 

Anim requestor for each to Play only the last frame. 

Then we used a MoveTo effect on the Graflx animbrush 

to move both brushes together to the upper left corner. 

Since we only Released the title animbrush in the first 

scene, we only have to Position and PlayAnim it in the 

second scene. We also Show the backdrop picture again 

to clear the first scene's leftover Stamped brush; other

wise we would see the Grafl part of the title split into two 

parts, with one part remaining at the bottom of the 

screen. 

One of the important differences between this and the 

14 

previous release of Deluxe Video is that now the parts 

(pictures, brushes, Anims, animbrushes, sounds, and 

tunes) are saved separately from the script you devise to 

orchestrate your video. This gives us the opportunity to 

use various elements from the examples included on the 

distribution disk, as you too can do with the parts from 

this video. Of course, we had to modifY the palettes of 

some of the brushes to work with our material, and we 

tried where possible to use smaller versions of existing 

objects. 

The open hand brush originally held a larger version of 

the bird we see flying later in our video, so it was careful

ly painted out (well, not so carefully that you can't see 

where we doctored it). We used a new effect here to 

make the movement of the hand as it catches the ball 

more realistic. First, a MoveTo effect carries the hand 

out to intersect with the dropping ball. The we added a 

MovePath effect, entered Trace mode and drew a path 

down, then back up as the hand propells the ball back 

up. It is easy to experiment with Trace until you get a 

movement that looks realistic, and you can adjust the 

points created by the trace in Edit mode to more exactly 

define your trajectory. 

We did much the same thing with the ball, using a 

MoveTo to arrive at the same spot on the screen, then 

adjusted 

the length 

of the 

MoveTo ef

fect to coor

dinate the 

arrival time 

with the 

hand. It 

was then 

fairly simple to create and edit a MovePath for the ball 

to mimic the downward movement of the hand as it 

"catches" the ball, then keep pace with the hand's upper 

movement until the timing seemed right to let the ball 

continue on alone. While in trace mode, we pressed the 

"h" key to zoom the trace screen out, in order to move the 

ball out of frame at the top of the screen. Then we had 

the blue lace snowflake fall back into the hand at the 

point in time where the ball would have been expected to 

return to earth. Since we wanted to convey the impres-

Continued On Page 26 
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~ SHOT MEETS 
FRAMEGRABBER 
A NEW HARDWARE COMBO 
FOR AMIGA DIGITIZING SHOT 

The portable digitizing studio in your hand . .. Add an

other slick little gadget to the growing pile of hardware 

with which you can pull real-life imagery into your 

Amiga. The Canon Xap Shot: it's terrific, but pricey. 

This small camera, about the size of a peanut butter 

sandwich, when used with the FrameGrabber (Progres

sive Peripherals & Software), enables you to carry 

around what amounts to a portable digitizing studio in 

the palm of your hand. 

by Harv Laser 

While spending nearly a G-note to take video pictures of 

vacation spots, babies and house pets could be deemed a 

legitimate reason for owning a Xap Shot, the Amiga own

er reading this will ask "so why is Graflx reviewing a 

camera?" Good question. Glad you asked. 

H ow TO STUFF REAL LIFE 

INTO AN AMIGA 
• Appealing most, perhaps, to the well-to-do "yuppie" mar- Think of the ways you can use your Amiga to create stat

ket whose livingrooms bristle with the latest esoterica of ic, moving, and printed imagery. Do you like to dabble 

consumer electronics, Canon Inc., of Tokyo, touts the Xap 

Shot as "Photography for the Video Generation." The 

Xap Shot's main marketing thrust will be to folks who're 

willing to part with a good chunk of cash in order to tote 

around a small, easy-to-use camera which can capture 

live images and then play them back through a home 

television set. To this end, the Xap Shot fills the bill per

fectly. 

February 1990 

with paint programs? Perhaps you've contemplated 

making your own animations or videos. Or maybe you're 

the photographer or artist for an Amiga User Group 

Newsletter. Most of the people I know, while fascinated 

by computer images, aren't artists. 

This brings up the problem of how to get satisfactory im

agery into the computer so it can be further manipulated, 

massaged, and processed, and a final product delivered 
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to you by your software. 

Let's take a hypotheti

cal situation and ex

plore the possibilities. 

Your user group meets 

tonite, and there's going 

to be a demo given by a 

representative of a 

large software compa

ny. It's your job to write 

and illustrate an article 

for the next newsletter 

describing this demonstration. Rather than the same 

old screenshots, you want to get a photo of the speaker at 

the podium. What are your choices? Well, you own a 

35mm camera with all the trimmings (although you 

haven't used it much since you caught "Amiga Fever"), 

and you have a DigiView setup, so you figure you'll just 

fire off a few shots during the presentation and digitize 

the prints. Knowing that your deadline is close, the next 

day you rush your film over to "Mr. Speedy's One Hour 

Foto" at the local mall to get your pictures back in a hur

ry. You really wanted "Jumbo prints" because they're 

easier to digitize but since one-hour places don't offer 

them, you make do with 3x5 prints. 

You race home with your processed photos and, sliding 

behind your computer chair, open the package and whip 

through them. Uh oh, they're not so great. In fact, out of 

the whole roll of 24 pictures there're only one or two that 

you're even semi-proud of. Oh well, most amateur pho

tographers get results like that, even with a shoulder

bag full of camera gear. 

You fire up your DigiView and slap the best picture down 
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under the camera. Your 

newsletter editor uses 

Professional Page, and 

he wants gray-scale IFF 

graphics, so you use Di

giView's black and white 

mode to digitize your 

picture. After a lot of fo

cusing, digitizing, and 

diddling with the soft

ware, you finally get 

something you think 

he'll like, and you save it off as an IFF picture and up

load it to the private newsletter section of your club's bul

letin board. Later that day the editor phones you. The 

picture you sent him wasn't the greatest thing he'd ever 

seen but hell use it and he also wants a shot of Joe 

Demonstrator shaking hands with the group's president. 

It's back to your photos to repeat the process. If you're 

lucky you have the shot he wants. If you're even luckier 

it1l be one of the good photos. If not, well now you know 

what Jimmy Olsen went through. Ah, the life of a cub 

reporter. 

A N EXCITING VIDEO DIGITIZER 
~ow let's try another approach: go through 

that same scenario, but instead of using a "real" camera 

and a DigiView, let's try the Xap Shot and the 

FrameGrabber. But first, for those of you who are unfa

miliar with the FrameGrabber, well take a little detour 

here to describe it. 

The FrameGrabber (Progressive Peripherals & Soft

ware) is a live video digitizer that will work with ANY 
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model Amiga since it doesn't attach to the bus. The tracers, desktop publishing programs, word processors, 

FrameGrabber is a freestanding black box about the size animation programs, whatever you have. 

of a hardbOlmd book that takes the monitor output sig-

nal from your AnUga and sends it back into your monitor 

through two cables. Another cable attaches to your 

Arniga's parallel port. It sits in the monitor "loop" so you 

can toggle the realtime, live, incoming imagery and your 

norn1al Amiga display - instantly with the tap of one key. 

Fran1eGrabber's software can also create animations in 

standard .ANIM format by capturing consecutive frames 

in turn, either manually or via a built-in, variable timer 

in the FrameGrabber software. 

.. It talks to the parallel port so it can "download" captured As long as the image on your screen remains in 

• 

imagery from its own 96 kilobytes of memory to your 

Arniga, there to be processed by the Frame Grabber's 

software. 

On the front of the FrameGrabber is an NTSC (That 

means standard American video.) input jack, a standard 

RCA female-type plug just like you'd find on the back of 

your hi-fi receiver. No funky BNC connectors here. Into 

this plug you connect any device which outputs a good 01' 

NTSC signal - like a VCR, a TV-tuner, a laserdisc player, 

a color camcorder, even a security-type B&W camera like 

those used with DigiView. 

OR ... a Canon Xap Shot. 
You nm the FrameGrabber's special software on your 

AnUga which controls the FrameGrabber's circuitry. You 

watch the images on your AnUga monitor coming from 

your NTSC source via the FrameGrabher. Moving or 

still images - it matters not. When you see something 

you want to grab, you hit ONE KEY. Whammo. 

FrameGrabber grabs whatever you were seeing on your 

monitor (in IJ30th of a sec

ond for color, IJ60th for 

B& W) and downloads it to 

the AnUga via the parallel 

port. The FrameGrabber 

software then massages it 

into whatever resolution, 

color, and size you had 

previously selected, and 

displays it on your screen. 

This process can take any

where from a couple of sec

onds to about a half 

minute, depending on 

what resolution mode 

you're using. You can save that image to disk as an 

Aroiga IFF file and later import it into dozens of Amiga 

graphic-oriented software titles - paint programs, ray-
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FrameGrabber's memory, that image can be manipulat

ed, enhanced, tweaked, modified, and beaten into sub

mission THOUSANDS of different ways by the 

FrameGrabber's software. The software is VERY fast. 

Written in Assembly language by the same developer 

(Justin McCormick) who wrote PlXmate (Progressive 

Peripherals & Software), it also has the distinct "PlX

matey" feel to it. 

Due to the amount of memory in the FrameGrabber box 

itself, the only mode in which you can capture overscan 

pictures is low-resolution (320 pixels across, plus the 

overscan area). However, the FrameGrabber software 

works in low, medium, interlace, and high resolutions 

and in palettes from two colors to 4096-color HAM, or 16 

shades of gray. Besides IFF pictures, brushes and 

palettes, it can save files in DigiView's 21-bit RGB for

mat, or in its own, 24-bit format, as separate RGB files 

(meaning you can slow-scan digitize using a FrameGrab

her and a B&W security camera and colored filters for 

results as good as DigiView). 

Given enough memory, 

FrameGrabber's software 

multi tasks wonderfully, 

and since the FrameGrab

ber is in your monitor 

"loop" there's no need to go 

through a lot of folderol 

with extra cables or use 

two monitors if your NTSC 

input device is a camera 

which requires focusing. 

You can FrameGrab from 

RUNNING videotape, or 

laserdiscs, or live video 

cameras, or television. 

The FrameGrabber's soft

ware enables you to toggle from your Arniga display to 

the Frame Grabber's live display instantly. Even if you're 

not digitizing, you can amuse yourself and watch televi-
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sion on your Amiga's monitor while you're downloading 

from a BBS! The only downside to this is that the 

FrameGrabber must be powered at all times when you 

use your monitor - the FrameGrabber has no on/off pow

er switch. However, if you're not using its software, 

you'd never even know the FrameGrabber is there. It's 

completely transparent to all your other software and 

hardware. 

erased and its disk space used to record another image. 

The Xap Shot has a minimum playback resolution of 400 

lines, and its image sensor captures 786 pixels horizon

tally, so that it delivers VERY crisp and clean results. 

The Xap Shot has a small, built-in, light-sensing, auto

matic strobe flash, which cannot be detached or tilted. 

There's no facility on the camera for attaching any other 

kind of flash device. 

"But it uses the parallel port! What about my printer?" Besides shooting single frames, the Xap Shot can be put 

Hey, no problem. Just get one of those little Centronics 

AlB switchboxes and you can have both the FrameGrab

ber and your printer connected to your Amiga (although 

naturally you can only use one or the other at a time). 

ALWAYS make the switch, with all power to the system 

turned OFF, however, to prevent potential damage to the 

components during the switch operation. 

F ILM? WE DON'T NEED NO 
Now back to our 

story. We'll 

rewind the user 

group meeting and 

start again. . . This 

time, you go 

equipped with a 

Canon Xap Shot 

camera and a small 

portable television. 

During the demon

stration you snap pic

tures of your guest 

speaker and club offi

cers. Even as the 

FILM 

demo continues, you walk .to the back of the room and 

quietly plug the output of the Xap Shot's AC coupler, 

which also contains its video output jack, to an RF con

verter attached to the antenna terminals of your 

portable color TV. You put the Xap Shot into playback 

mode, and you can rapidly look at all the pictures you 

shot just seconds earlier! This is TRULY instant photog

raphy. Even Polaroid can't do it faster than this. 

If you don't see satisfYing images, you just re-shoot the 

pictures right then and there while the meeting is still 

going on! The Xap Shot works its magic by using a CCD 

(Charge-Coupled Device) image sensor to record onto 

tiny, two-inch "standard" format "video floppy disks". 

Each disk can hold fifty images, and any image can be 

18 

into a self-timer mode, and then tripod-mounted (using 

the optional "action grip") to get yourself into your own 

pictures. It also offers a continuous shooting mode where 

you can record three frames per second by pressing and 

holding the "shutter" release button. 

A small, liquid crystal display atop the camera's body in

forms you of which shooting mode you're using, which 

frame on the disk you'll be recording to next, whether 

your disk is loaded or write-protected, and the internal 

battery's condition. Canon claims the 

small, black, lead-acid storage battery 

(about the size of a pair of Vegas dice) holds 

enough juice when fully charged to record 

800 frames without flash, or about 300 

frames if you use the flash 25 percent of the 

time. The Xap Shot will power itself down 

automatically after two minutes of non

activity in playback mode when using the 

battery, or after 15 minutes when using the 

AC coupler. 

Including the battery, the Xap Shot weighs 

just under one pound and snuggles very 

comfortably in an adult hand, although its 

smooth surfaces could be a bit "grippier." My large 

hands had no trouble dealing with the Xap Shot's tiny 

control buttons and switches; it took a few sessions with 

the camera to learn which did what, but after that it was 

insanely easy to hold and use in all its modes. While I 

was carrying around the camera at a local tourist attrac

tion, few people seemed to notice it. A couple of folks car

rying bulky SLRs curiously asked, "What's that?", but 

the Xap Shot is very compact and unassuming in ap

pearance. 

G
OOD BUT NOT PERFECT. . 
Unlike videotape-based CamCorders, the Xap 

Continued On Page 39 
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MandelhrotgmphicsarenamedaffercmIBM research follaq 

Benoit Mandelbrot, who developed the coastline is quite irregular, with a lot of 

field of fractal geometry. Dr. Mandelbrot nooks and crannies moving in and out 

coined the term fractal to describe this from the water. 

special type of geometry. Basically, a frac-

tal is a geometric object with fractional di- Using the yardstick our coastline mea

mensions. surement becomes much greater. The 

The roots of fractal geometry reach back 

over a century. The mathematicians Carl 

Weierstrass, George Cantor, G. Peano, 

and H. von Koch who developed these 

"mathematical beasties" had their equa

tions labeled "pathological." Their equa

tions conflicted with the geometric intu

ition of the time. 

Fractional Dimensions 
What is a fractional dimension? Let's use 

a few examples to illustrate. Take a sheet 

of paper; imagine it as being a true, two

dimensional plane (pretend the paper has 

no thickness). Now, crumple the paper 

into a ball. It has now become a space

filling 2-D object that appears as a three 

dimensional object. Mathematically, you 

could say it has a fractal dimension be

tween two and three. 

The same idea can be applied to one di

mensional lines. Cw-ve or fold a line over 

enough of times, and you11 generate a 

two-dimensional plane. These types of 

fractals are space-filling fractals. 

Dr. Mandelbrot had used the English 

coastline as an example of one

dimensional, space-filling fractal. For us, 

lets use the U.S. coastline. Imagine it is 

our job to measure a section of the U.S. 

coastline. We decide to use a one-mile

long measuring stick. We measure the 

section and come up with a measurement 

of 25 miles. We decide that the measure

ment isn't accurate enough, because we 

missed a lot of irregularities in the coast

line on account of using our one-mile-long 

straightedge. So, we remeasure the same 

section using a yardstick. We find the 
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conclusion we draw from this is that the 

shorter our measuring stick, the greater 

the length of the coastline. This may be 

easier to see if we remeasured our coast

line again using a one-inch measuring 

stick. Now we can measure many more 

irregularities in the coastline, all of which 

contribute to our total length measure

ment. 

AB stated before, a line IS one

dimensional. But if we deviate our line 

up and down, it approaches being two

dimensional, depending on the amount of 

deviation. For example, deviation in a 

straight line is analogous to the nooks 

and crannies in the coastline; a coastline 

will therefore have a fractional dimension 

between one and two. 

Complex Numbers 
The fractals we will play with today use 

complex numbers. A complex number is 

made up of two parts. The parts are 

called real and imaginary. The complex 

number 9+3i, where 9 is the real part and 

the 3i the imaginary. The i next to the 3 

shows which part of the number is imagi

nary. Complex numbers can be plotted on 

a standard Cartesian coordinate system. 

This is the standard graph system with x 

and y axis used in high school to plot lin

ear equations. Using this graph system 

for complex numbers, y becomes the axis 

of the imaginary numbers. The x axis be

comes the axis of the real numbers. 

Plotting 
We begin plotting by defining the area of 

space we are going to explore. These are 

the input variables XR, XL, YT, and YB in 
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the program. The 

variable range is then 

divided into pixel points 

using our screen resolu

tion as the divisor. For 

the x range it is XR

XIJ320 and y range = 

YT-YB/200. The input 

variable CT detennines 

how many iterations 

the equation will perform for each pixel point to deter

mine whether it lies in or out of the Mandelbrot set. The 

iterative equation is 

Z = z"2 + c 
Starting with a seed value for Z, we square z and add c 

then feed this value of z back into the equation. Remem

ber z and c are both complex numbers. (In the program 

we use x and y derived from our range.) The rules gov

erning the mathematical operations with complex num

bers are a little different than using standard real num

bers. (See properties of complex numbers at the end of 

this article). 

In the iterative process, some complex numbers become 

quite large, quickly exceeding the capacity of the com

puter; these numbers are treated as if they reach infinity 

and are considered outside the Mandelbrot set. Other 

complex numbers remain small after many iterations, 

these numbers are in the Mandelbrot set. 

Color Generation. 
When running a complex number though the iterative 

equation, if the number exceeds a preset limit (that 

would identifY a number growing geometrically to infin

ity), the iterative process is halted. The current value of 

CT, which identifies how many iterations have passed to 

reach this point, is used to 

calculate a color that the 

corresponding pixel is paint

ed. If the iterative process 

continues until the value of 

CT is exceeded, that point is 

considered inside the Man

delbrot set and is painted 

black. 

Mandelbrot Picture 
Our finlt Mandelbrot picture 

uses the standard coordi

nates -2.25 to .75 for the x 

20 

range and -1.5 

to 1.5 for the y 

range. The 

graphic resolu

tion I set up in 

the program is 

320 x 200 with 

four bit planes 

or 16-color res

olution. You 

can enhance these resolutions if you want. I keep the 

resolution low to keep the program as simple as possible. 

Program Features 
I tried to incorporate a number of useful features into the 

program. Menu option "I" allows you enter coordinates 

to plot a new picture. This is useful if and when you run 

across a Mandelbrot picture and coordinates in another 

magazine or book and wish to regenerate the picture. 

You will be queried by the program for a filename. This 

is for an automatic save feature that saves the picture in 

IFF ILBM format upon completion of the plot. Saving in 

this format also allows you to use these plots with all 

popular paint programs that support IFF ILBM format. 

Be careful in choosing a program name - the program 

does not check to see if a file with that name already ex

ists, so you could inadvertently overwrite an original 

drawing if they both have the same filename. 

The save function also saves the drawing plot coordi

nates. This is to allow you at a later time to be able to ex

plore any drawing in greater detail using the view mode. 

Using the view and create modes in the program allows 

you to move a square box around the screen using the 

cursor keys. This feature allows you to zoom into the 

area lying within the box. When you 

press the enter key, the new drawing co

ordinates are calculated from the box pa

rameters, and you are given the option of 

(1) changing any of the parameters, (2) 

plotting the new drawing or (3) retWTl

ing to the menu. As you zoom further in

to the Mandelbrot set I would advise ex

ploring the edges of the set. As you zoom 

further and further in you will have to 

increase the CT value to achieve greater 

Continued On Page 38 
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Interactor 

Released in December, InterActor is Very Vivid's 

new animation design system, which specializes in 

special applications such as scrolling backgrounds, 

scorekeeping, playing animations from harddisk, 

interfacing with laserdisks, synthesizers and pro

jection systems, sprite-flipping, and interobject col

lision. Designed for professional use, InterActor 

uses the mouse as its main tool, using double

clicking to load objects or add them to lists, cut, 

copy, and paste object attributes, and scroll 

through or multi-grab items in a list. To enhance 

speed, all editing tools are on screen with the sin

gle click of a mouse button; there are no menus, 

pop-up windows, or any other inaccessible program 

functions. The user interface also supports key

board commands, the use of the return key for op

tion confirmation, a cut and paste buffer, and the 

facility of multi-grabbing items in a list. 

Folders represent different areas of the program. 

When a folder is selected, the screen is redrawn in 

order to optimize speed and memory handling. 

The screen is also redrawn each time a different 

Page in a Folder is selected. A new "zoom rect" 

technique is used to enhance smoothness. Folders 

are built on coherently linked, expandible modules, 

allowing for the use of upgrades or enhancement 

modules. They also allow the program to support 

new ports, different serial devices, and new anima

tion or file formats. 

InterActor sells for $99.00. 

Custom modules begin at $30.00. 

Very Vivid Inc. 

P.O. Box 127 Station B 
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Toronto, Ontario, Canada M5T 2T3 

(416) 686-7850 

SupraModem Plus 

The Supra Corporation announced in December the 

SupraModem 2400 Plus. The SupraModem 2400 

Plus features MNP classes 2-5 and CCITT VA2bis, 

which are error correction and data compression pro

tocols that allow the user to communicate at very fast 

rates with no errors. With MNP, the user can com

municate at an average throughput of 4000 bps. 

CCITT VA2bbis allows for 8000 bps error-free 

throughput. SupraModem 2400 Plus is used with a 

terminal setting of 9600 baud. It then adjusts its rate 

and protocol to match the modem at the other end of 

the phone line. 

Features of the SupraModem 2400 Plus include com

patability with any computer and all popular telecom

munications software, asynchronous operation at 300, 

1200. amd 2400 bps, compatibility with U.S. and in

ternational protocols, and autoanswer/autodial. The 

package, complete with the modem, operator's manu

al, quick-reference card, power adapter, and telephone 

cable, sells for $199.95. 

Supra Corporation 

1133 Commercial Way 

Albany, OR 97321 

(503) 967·9075 

Neriki Desktop Genlock 

Approximately a year and a half ago, Telmak released 
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a broadcast quality genlock called Neriki Image 

Master. The Neriki Image Master works with all 

Amigas as well as all graphics, text, and animation 

software. It genlocks to any suitable video source 

to produce full 500 line resolution under NTSC 

standards. 

This self-powered, standalone, rack-mountable 

unit does not take up any slots and does not drain 

on computer power supplies. Because the controls 

such as chroma phase, effect key, enable, key in

vert, and dissolve, are built into the genlock, soft

ware commands are not needed for its operation. 

The Neriki Image Master, which is designed for 

upscale use, outputs in NTSC, R-G-B, key out, and 

YC out. The Neriki Image Master is RS-170A ap

proved. The selling price is $2250, which includes 

a one-year limited warranty. 

More recently (April), Telmak released the Neriki 

Desktop Genlock. The desktop model is designed 

to be used without a switcher, and therefore only 

outputs in NTSC or YC. The desktop model has 

the same video board and the same output quality 

as the N eriki Image Master. The selling price for 

the Neriki Desktop Genlock is $1250.00. 

Telmak USA Inc. 

Il01AAir Way 

Glendale, CA 91201 

1-800-637-4540 

Vldeotcpe Grqjic Tutaids 

TeleGraphics International and Micro Digital 

Graphics jointly produced an instructional video

tape series about incorporating effective, low-cost 
computer graphics into video productions. The 

three tape series focuses on various Amiga graphics 

packages, video graphics techniques, and pre

production planning. With straight-forward language 

and easy-to-understand examples, the series is de

signed for at-home users as well as companies in

volved in desktop video. 

Tape one, Video Graphics Techniques, is an introduc

tion recommended for the beginner. The tape teaches 

the basics about signal theory, hardware requiremen

ts, genlocking and keying with SuperGen, the "trans

porter" effect, fades/wipes/dissolves, and much more. 

The tape also includes tips on how to avoid video 

graphic problems. 

Tape two, Color Cycling Animation, explains how to 

utilize the color cycling feature of most Amiga IFF 

paint programs, focusing on Deluxe Paint II and 

Deluxe Photolab. The tape teaches you step-by-step 

how to use the color palette. It also teaches you how 

to animate the background and combine the anima

tion with your object or character. Applications in

clude text animation, cartooning, background manip

ulation, animation backgrounds, flow diagrams, and 

flying logos and objects. Tape two also comes with an 

Amiga animation art disk, which contains animations 

from the tape along with some other animations. 

Tape three, Digitizing for Effect, teaches digitizing 

manipulations such as cut and paste, expand, flip, 

and distort, and gives an overview of how digitizing 

works. Tape three includes instruction and demon

strations of Digiview, Deluxe Photolab, Deluxe Paint 

III, and Digi-droid. Tape three also teaches you what 

equipment to use, how to choose images to digitize, 

and how to choose a camera for your specific purpos

es. 

The tapes are available on VHS format only and sell 
for $39.95 each or $99.50 for the set. 
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Tape four, Amiga Hard Drives: The Complete 

Guide, is scheduled for release February 15, 

1990. It covers Amiga hard disk installation 

and discusses various hard disk options, high

lighting two SCSI controller boards as well as 

JANUS drives. The tape also explains basic 

hard disk concepts such as partitioning, format

ting, interleave factors and autobooting. More

over, tape four includes guidelines for simplify

ing and optimizing Directories. Tape four comes 
with a utilities diskette and will sell for $49.95. 

TeleGraphics International 
05 Dock Street 

Wilmington, NC 28401 

(919) 762-8028 

PixelScript By Pixelations 

PixelScript vl.l, released in August by Pixela

tions, is a PostScript interpreter which allows 

printing from PostScript files on a Preferences 

printer. PixelScript works with all Amiga desk

top publishing and word-processing packages 

and runs from either CLI or Workbench. 

Features of PixelScript include an ARexx port, a 

screen previewer, and ten fonts in two font fami
lies, including two light fonts for finer print 

quality at small point sizes. Pixelations claims 

to have improved handling of complex structured 

graphics and bit-mapped fonts, as well as im
proving handling of gray-scale images by adding 

a rotation feature. More efficient RAM us-
age and faster loading of Pixelations-format 
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fonts add to overall speed improvements. The Pix

elScript package includes a complete manual with 
details on running Pixelscript and tips for using it 

with many packages. 

Pixelations markets as series of typefaces for Pix

elsScript. Volume one, called The Providence 

Family, is a compilation of Roman, Italic, Bold, and 

Bold Italic typefaces designed for elegance and easy 

legibility ($75.00). Volume two, Brighton Sans, is a 

sans serif face with calligraphic touches at large 

sizes ($65.00). Volume three, University Heights, 

incorporates a variety of unusual typefaces 

($65.00). Volume four, New Optimal,is sans serif 

with a flair at the ends of the strokes ($65.00). The 

typeface series works with Professional Page, Page

SetterlLaserScript, PageStream, excellence!, 

ProWritelProScript, City Desk 2.0, Shakespeare, 

and of course, PixelScript. 

Pixelations also makes two volumes of clip art 

which they call typographer's ornaments. Both in

clude a variety of images, ranging from an old fash

ioned lamp to flowers to Christmas decorations. 

Volume one (23 images) and volume six (25 images) 

both sell for $65.00. 

Pixelations, Inc. 
p.o. Box 547 

Northborough, MA 01532 

1-800-225-5800 
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ON DISK - From Page 36 

gadget is NOT selected (white with black letters), the 

selected or given filenames will be appended to the 

list at the right. The list at the right will always have a 
current file denoted by a light blue box filled with 

dark blue letters. The current file may be changed 

by either selecting a new filename on the file selec
tor, or by selecting the up or down arrows at the bot

tom of the list. The current filename may be removed 

from the list by selecting the "Remove" gadget locat
ed at the bottom of the list, in between the two ar

rows. filenames may be inserted into the list by plac
ing the current file indicator ontop of the file which 

you wish to insert AFTER, and selecting a new file

name from the file selector. When you have added 
all the desired filenames to the list you can create 
the desired animation by selecting the "Build" gadget 

on the file selector. 

Note: All pictures in the list MUST be of the same reso

lution and display modes. There must also be at least 
3 filenames given (the same three IS acceptable). 

SplitANIM Vl.O - Split one 
animation into two. 

SplitANIM is used to split a single animation into two 

smaller ones. This is mostly used to enable manipula
tion of an animation that is too large to fit into 

memory. This program is freely re-distributable. This 
means that you may distribute it to anyone, or any

where that you so desire providing that this unaltered 

file, and the original unmodified 
program are distributed together. 

To use SplitANIM you must first know how many 
frames are in the animation that you want to split. 

This information can be obtained through the use of 

the ANIMlnfo program. Once you know how many 
frames there are in the animation you must decide 

where you wish to split the animation. At this point 

you can use SplitANIM to perform the operation. 

To call SplitANIM from CLI simply type: 
SplitANIM <return> 

To run SplitANIM from workbench simply double click 

on its icon. 
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You will be prompted for the full pathname of the an

imation that you wish to split, and the frame at which 
you wish to split it. 

If you wish you can give the information to SplitANIM 
on the command line 

when calling it from a CLI. 

i.e. SplitANIM animname 15 <return> 

SplitANIM will create two new files with the same 
name as the original except that it will append a ".1" 

and a ".2" to the end. These two files are valid Op

code-5 Animations and can be viewed and manipu

lated as such. 

Graphic Images 

There are also several graphic images included on 

this issue's Companion Disk. To view them, simply click 

on their icons, and they will soon appear. Click with 
the right mouse button when you are finished. All 

these images can be viewed with 512k. They include: 

Station - Dynamic Hires 
BoingApeel - HAM 

Cherries - HAM 

Ghostball- HAM 

Containment - HAM 

Dome- HIRES 

Animations 

There are two animations this issue. Both require 1 
Megabyte to view. They will also work from their 

icons. Both animation also include sound, so please 
make sure your volume is turned up, and plugged in! 

Overall, enjoy. If you have any prob
lems, please refer to our technical 
support line. And Thank You. 
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sion of a lack of weight in the 

snowflake, the hand does not react 

when the flake lands. Therefore, the 

flake only needs a MoveTo effect. 

DVideo ment by changing the Options effect 

back to Restore To Pattern, or select 

and Turn Off the Picture Track en

tirely from the menu. Continued From Page 14 

The scene is rounded out by two 

more effects, a sound effect borrowed from a CanDo 

demo, and a ColorCycle effect on the Grafh title at the 

upper left corner of the screen. The "boing" sound ad

ds a familiar dimension to the ball's landing, and is 

Loaded, Played, and Unloaded just like any other 

Part. You can adjust the volume, frequency (or pitch), 

stereo position, and number of repeats, but we just 

loved the way it worked the first time we tried it, so 

we left. it "as is". We created a cycle range of colors for 

the Grafi'x brush in DeluxePaint, making sure that the 

colors in the range were not used elsewhere in the 

scene. 

The third scene features a fleshtoned hand with a blue 

eraser that comes into view from the lower left, and 

proceeds to traverse back and forth across the scene, 

erasing whatever is beneath its path. We tried doing 

this effect in several different ways, with varying de

grees of impact. One option was to wipe away just the 

brushes present on the screen, preserving the back

ground patterned picture. To do this we added a Back

drop track to the scene, attached the Picture track to 

it, and put a Pattern effect on the Picture track. 

The last scene, Chopper, is filed 

with tracks and effects, so many in fact that we 

turned on Interlace Display so that we could see ev

erything without having to scroll around. The heli

copter animbrush we also borrowed from a CanDo 

demo, remapped its palette and shrank its size in Per

spective mode in DeluxePaint III. We could have used 

Halfbrite or HAM modes, of course, as well as multiple 

viewports and resolutions, but we would have faced 

different problems had we done so. Deluxe Video al

lows the user to turn scenes or entire videos into Ani

ms with the MakeAnim effect, speeding up the display 

of complex images, and cleaning up the smearing of 

HAM artifacts. However, the size of a typical Anim 

can start at 150K, too big for our purposes here. 

The helicopter's path is actually two MoveTo effects, 

one to the point where it "drops off' the TV set, the 

other a faster exit out of frame left. The TV is not at

tached hierarchically to the chopper, and if you look 

closely you can see that it is not precisely coordinated. 

The bird on the screen, however, is attached to the 

Parent TV brush. We wanted to convey the impres

sion at first that the bird was "on TV", so we locked 

them together until after the TV becomes stationary. 

This has the effect of assigning the image of the Pic- Then we Traced a MovePath in a smooth freehand mo-

ture track to the Backdrop track, which governs what tion, making sure to have the bird fly around and 

image is replaced when a brush moves across the across the front of the TV set to make its escape clear. 

screen, concealing and then revealing as it goes. 

Checking the Restore To Pattern option on the Options The final touch we left. to Kara Fonts' stunning new 

effect when it is placed on the Backdrop track accom

plishes this goal. However, we finally decided to have 

the screen erased to black to strengthen the audio en

trance of the helicopter in the next scene. To do this, 

we added a Continue effect to the Backdrop track, 

which maintains the scene as it was in the previous 

scene. Then we changed the Options effect 

to Restore To Black, and left the Picture track in place. 

We could have removed the Picture track altogether as 

it turns out, but leaving the Picture loaded speeds up 

the video when it cycles back to the beginning after 

the fourth scene. If you own Deluxe Video III, experi-
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AnimFonts release. Created by Kara Blohm, a key 

beta-tester on both DeluxePaint III and Deluxe Video 

III, these animbrush sets come with instructions for 

use with each program. We used DeluxePaint as a 

work area, stamping out each letter in sequence in a 

70-frame animation. We then picked it up as an anim

brush and Loaded it in Deluxe Video, where it pro

vides a classy closer to our vignette. 
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IMPULSE 
A VISIT TO IMPULSE 

BY MIKE HUBBART 

Impulse, Inc., produces many different products, includ

ing the well-known Amiga 3D ray-tracing program Turbo 

Silver. Raytracing produces vivid images, and Thrbo Sil

ver generates animations that use these high quality 

graphic images. I recently toured their facilities in Min

neapolis, and spoke with the president of Impulse, Mike 

Halverson. Mike discussed the past and present of Im

pulse and the Amiga. 

I felt relieved after entering Impulse's building, since I 

didn't see a lot of people in ties rushing hurriedly about 

with piles of paperwork. I rarely wear a tie and hadn't 

bothered with one for the visit, and I was glad to notice 

Mike without one also. Renegades one and all. Inpulse's 

front office was set up with a secretary to recieve clients, 

but the main part was opened up for working for hard

ware and software engineers and support people. Sever

al Amigas were in the area of Mike's desk, and he had 

one running Thrbo Silver on his own desk while I was 

there visiting. 

Impulse has one programmer - "the best anywhere" 

claimed Mike, "he can do anything we think of'. An en

gineer is also on hand for hardware projects (like the 

company's new VOREC 1), and the other three people 

are available for supporting him, the programmer, and 

the end user. Impulse is "oriented towards the video 

market", Mike said. "Our products are low priced and 

high performance". The company has been around for 12 

years, three of them in the Amiga marketplace. They've 

previously worked in the Apple and PC markets, but 

have no products in those markets presently. Their 

Amiga products include Turbo Silver, Terrain, Diamond, 

VD 1 (digitizer), and Vorec 1, which is a voice recognition 

device for driving the Amiga with spoken commands. 

What is the Impulse policy? "Our goal is to listen to the 

end user and provide what they want," Mike said. I 

asked about customer support people. "Everyone here, 

all five people, will answer the phones. I talk with my 

customers, since I know how to use all our products". 

THE PRODUCTS 
As mentioned earlier, Thrbo Silver is Impulse's primary 
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product. Mike told me they have sold more than 25,000 

copies of this powerful raytracing program. Now that is 

a lot for any type of Amiga program, and it's phenomenal 

for this type of software. Turbo Silver is an improved ver

sion of an earlier product, Silver, released in 1987. As for 

its future, "Impulse has and will continue to support the 

users of Thrbo Silver. We want to help people use the 
Amiga effectively one hundred percent." Thrbo Silver's 

most recent versions are Thrbo Silver 3.0 and Thrbo Sil

ver SV The SV stands for "stereo vision," meaning the 

program allows use of stereo glasses such as the Haitex 

and Sega 3D glasses for viewing realistic 3D images and 

animations. 

Another Impulse product is Terrain, which generates 

fractal images of both mountains and water and is used 

in conjunction with Thrbo Silver. Additional object disks 

are also for available, containing predrawn objects to 

trace. 

Impulse's product, Diamond, a follow-up product to 

Prism, the first Amiga HAM paint program, is the only 

Amiga paint program that accommodates the special 

RGBN files that Thrbo Silver generates. As for hard

ware, check out VD-1 and VOREC 1. VD-1 is a 24-

bitplane frame buffer and video digitizer that will cap

ture a frame from color or black and white video cam

eras, moving or still video tape, video disc, broadcast 

television, and NMR or CAT Scan outputs (from the 
medical and scientific professions). The VD-1 has a sug

gested retail of $1000. 

Impulse's newest product, VOREC 1 is a low-cost Amiga 

voice recognition module. This product comes with a life

time warranty, which 

the owners manual 

states is "100 years" on

ly to those who return 

their warranty card, ex

cluding shipping costs. 

Vorec 1 recognizes spo

ken words and uses 

them to control the 

Amiga, or insert into 

programs as an alter

nate input source. Im

pulse was sold out of 

this product during my 

Confined On Page 35 
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You've seen a MacPicture before? '1'hat~" one that 
originates on one of Apple:" MacIntosh computers. 
You have to give 'em credit, their black and Lvhite 
graphics have a really nice look to 'em, owing mainly 
to the e."(tensive use of dithering algorithms to portray 
varying shades of gray with only two colors. You can 
port those nice MacPictures over to the Amiga with a 
little effOlt, a little luck, and a potful of utilities from 
the freely distributable libraries of Amiga software. 
Oh, and a couple of expensive pieces of commercial 
software, and hardware, too, if you want to get really 
fancy. 

'Ib view a MacPicture on the Amiga, you first have to get the 
MacFile into the Amiga somehow. The easiest and least expen
sive way is with your old friend, the computer BBS. Many elec
tronic BBS's around the country offer graphic files in the Mac
Paint picture format. The MacIntosh has many, many graphics 
file formats, including some new ones for the Mac Irs which 
support color. However, for black and white pictures, the Mac
Paint format is a very common one. Look for those MacPaint 
formatted pictures first, 'cause they're the easiest to view on the 
Amiga. They're also quite attractive, pretty much defining 
MacArt from the machine's early days. Download the files from 
your favorite BBS using your favorite Amiga terminal program. 
If you don't have a modem, you're pretty well stuck, unless 
you're willing to spend the money to read MacDisks directly, 
which ain't cheap, but is rather a nice thing to have. 

If you see files labeled Stuffit, or ones whose filenames (usually) 
end in the letters ".sIT", you'll need a program called "unSIT" on 
the Amiga to unpack them. Stuffit is a MacPacking program 
like ARC, LHarc, and ZOO, but unlike those it's not machine in
dependent. Works on MacNothing else, in other words. Scott 
Evernden, a loyal Amiga fan from way back, has written a pro
gram called unSIT, which will unStuffit those files AFTER you 
get them to the Amiga side. Scott's program is freely dis
tributable, and should be available on most any BBS you call, 
but if you can't find it, ask the SySop where you call if he or she 
will unMacStuff those files for you. 

While you're downloading, or at your next usergroup meeting, 
try to collect up the following kit of utilities from the freely dis
tributable libraries: 

A. MacView, also by Scott Evernden. The most recent version, 
preferably. Scott's talking about doing an even newer one as 
this heads for the printing presses, so ask around and see if 
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there is one 'by the time you read this." MacView is a pro
gram for viewing - and saving as Amiga IFFs - MacPaint 
files. 

B. Multiview2.0 by Wayne Hogue. Documentation comes 
with the first version, and the program isn't terribly easy 
to figure out without the docs, so you might have to obtain 
both before you have a workable set of program and docs. 
This program is much better in its 2.0 version, so you'll 
definitely not want to use the earlier program, even 
though you'll need it for its documentation file. 

C. Your choice of graphic screen saver. Suggestions are If
fencode by Matt Dillon and ScreenX by Steve Tibbet. 
There are several others available, both commercial and 
not. If you have the commercial program GRABBiT, from 
Discovery Software, you won't need the others - although 
ScreenX does some additional neat tricks. In a pinch, you 
could get by without a screen saver, but it's nicer with 
than without. Also, if you plan to convert only MacView 
pictures of a small size (such as clipart), you won't need a 
screen saver program. They're nice things to have in your 
arsenal of software, however, so get one if you can, any
way. 

The other pieces of commercial software (other than 
GRABBiT) needed for parts of this porting recipe are for 
serious picture porting indeed. First and most important 
is the $69.95 (ouch! that's the list price) PixMate from Pro
gressive Peripherals. It's by Justin McCormick, and it has 
a bunch of neat features that will be useful for many other 
things besides porting MacPictures. PixMate's thing in 
life is to convert what-have-you to what-you-want. Many 
of the Mac's best pictures are bigger than a screen, either 
the tiny MacScreen or the Amiga color one. They were 
built to print as a whole letter-sized sheet, and on the 
Mac, the users get to scroll around in them on their screen 
before sending them to the printer for full-size viewing. 
'Ib get larger-than-screensize MacArt converted to Amiga
sized screens, PixMate is the ticket. Deluxe Photolab 
(Electronic Arts) will accomplish the job, but not in the 
same way as PixMate, and a newer product on the Amiga 
paint market, DigiPaint 3 (NewTek), will do a pretty good 
job, too, although it converts everything it sees into Amiga 
HAM format pictures. 

The other item on the shopping list is DigiView 3.0 from 
NewTek, or (your choice) Justin McCormick's excellent 
software sold with the FrameGrabber (Progressive Pe
ripherals & Software). It's possible that some of the other 
digitizing and/or scanning software on the market will 
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work, but you're on your own to find out. DigiView's soft
ware, now in version 4.0, is most adequate for this pur
pose. However, it comes WITH the hardware for $199.95 
list. 

Both Multiview2.0 and MacView will show a MacPicture 
on the Amiga screen. Multiview offers a number of read 
options, and will sometimes correctly display MacScreens 
that MacView cannot cope with. MacView, however, offers 
the ability to SAVE a MacPaint formatted file, as well as 
the option to print pictures, and to scroll around the dis
played MacPicture inAmiga high resolution or low resolu
tionmodes. 

Try MacView first. If it complains that the file is not a 
MacPaint format, try invoking it from the CLI window 
with the command: 

MacVww -f<filename>. 

The "-f' in there tells the program not to worry about an 
incorrect MacPaint file header. The MacIntosh's various 
softwares aren't too careful about writing that file struc
ture out in an interchangeable manner, since their intent 
is anything but compatibility with each other, so files gen
erated with different products may have variations of the 
file header. 

If the file won't work with MacView, try Multiview2.0. Al
though Multiview2.0 has an option for saving to IFF file, 
it won't accomplish what is needed to make PixMate's job 
fit in only 512K of CHIP memory. Of course, if you have 
the current "Super Agnus" chip - variously called "Fat," 
and "Plump" Agnus - you might be able to disregard this 
concern, since the more obese chip permits a megabyte of 
CHIP memory (assuming you HAVE that much to appro
priate). 

Use MacView in hi-res. The program has a slider on the 
right side of the screen for choosing which part of the 
MacPicture shows. In addition, you can smooth-scroll the 
image with the mouse by pointing into the image area, 
holding the left mousebutton down, and moving the 
mouse. 

Many MacPictures are smaller than the Amiga screen, 
particularly images intended for use as clipart. If the pic
ture you're trying to import is smaller than the Amiga 
screen you're home free. Use MacView's SAVE IFF op
tion, or GRABBiT, or IFFENCODE, or ScreenX. or what
ever else, to save the screen to an IFF disk file and that's 
that. 

Most artsy (as opposed to clipartsy) MacPictures are, how
ever, more lines tall than MacView (or the Macs) can dis
play at one time. On the original Macs, the screen resolu
tion is 512 x 380, so who but Apple knows why the pic
tures're bigger than the Amiga's 640x400 screen? Whyev-

February 1990 

er they're bigger, they just are. 

'lb get the bigger MacPictures into a single 
piece viewable on the Amiga, you'll need Pix
Mate's expensive features. If your intent is to 
use the finished image as line art, you'll also need DigiView 3.0 
for the final conversion back to black and white. 

Here's what you do for the bigger ones: 

First, with MacView in 64Ox400 mode, get the top part of the 
MacPicture to show. 

Next, save the screen. The latest version of MacView has a nice 
pulldown menu option for this - appropriately named SAVE IFF. 
However, if you have an older version, you can multitask a 
screen saver software to do the job. Using GRABBiT, that's a 
hotkey operation. With ScreenX, it's a menu proposition. Using 
IFFENCODE, you get a CLI, CD to where you want the files to 
go, and IFFENCODE. Left Amiga M shows the picture so IFF
ENCODE can copy it out to a file. Leave the CLI active, and 
click through the screens with the mouse. Press return when 
the picture is showing. 

The next step is obvious - do the same thing for the bottom half 
of of the MacPicture. Be sure to use a different filename so 
you'll have two halves in two files. It's best to have some over
lap, to make lining up the two images easier later on in this in
volved process. 

The rest is a job for PixMate. If you don't have PixMate, Photo
Lab, DigiPaint 3, or some other program capable of joining the 
screens, you're wasting your time making the halves in the first 
place. 

Before you start, plan on using up some disk space for all this, 
as the file sizes for each half just about quadruple. Also, it's 
best to save frequently and with incremental filenames, so if you 
make a booboo (it's easy to do!) you won't have to start over at 
Step One. Allow at least three hundred kilobytes of disk space 
for each 40,000-50,000-byte MacPicture you want to convert. Of 
course, when the job is done, you can safely get rid of all the ex
tra files. 

MacView's display is four colors (note the green gadgets in its ti
tle bar). You want greys, not greens, but an IFF screensave will 
have a four-color palette to start you off. So, you crop out the 
green gadgets and reformat the picture to allow sixteen colors, 
instead of four. (Memory consumption goes WAY up!). Pictures 
saved with MacView are two colors. Nuch neater to start with. 

Although other products besides PixMate will do the job so far, 
you need PixMate for the next part: diffusing the black and 
white image INTO those extra bitplanes, making a picture with 
shades of grey, instead of blobs of black. The purpose of convert
ing to shades of grey is to keep the next step, which is removal of 
some of the lines of the image, from making a big mess. 
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OXXI ACQUIRES 
AEGIS PRODUC1S & 
PARSOFTWARE 

Oxxi, Inc. has announced the acquisition of the rights of the entire Aegis Develop

ment, Inc., product line, including the name "Aegis" and all associated trademarks. 

In addition, Oxxi has acquired PAR Software, makers of ExpressPaint and Spritz. 

Jolm Houston, president of Oxxi, said in making the announcement that each com

pany's products will continue to be sold and supported by Oxxi, with many planned 

upgrades and enhancements fu be announced in the near future. 

Aegis will operate as a division of Oxxi, specializing in desktop video, graphics and sound, while PAR and Oxxi products will continue to be dedi

cated to general productivity applications. All registered users of Aegis and PAR products will be completely supported in Oxxi's new capacity, 

with uninteITIlpted service, John said. 

'We are extremely excited about the addition of both the Aegis and PAR products to our current line of software," Houston said. "These high

quality, perlonnance-oriented software programs cover all maiket segments, including desktop video, business productivity and utilities, allowing 

Oxxi fu become a full-service developer and publisher for theAmiga and other computers." 

Houston said both acquisitions come at a time of changing market conditions, where consolidation of resources and product development efforts 

will be necessmy to effectively compete in what is becoming an increasingly crowded market. 

There is already software for the Amiga fu do a lot ofthings related fu anima

tion. Plenty of it, and good stuff, too. There's stuff for novices, stuff for the 

somewhat serious, and stuff for people who make their livings with Amigas in 

animation studios. So, what do Amiga animators need with another piece of 

software? Well, this new one is different (isn't that what they all say!). More-

DISNEY ANNOUNCES 
SOFIWARE FORlHE 
ANlGA COMPUlER 

over, and most interestingly, this new one (though still in the vapor column as yet) has the king of names behind it. Disney. The 

company announced ... The Animation Studio - the ellipsis is part of the name - for Amiga animators to ship in February. The an

nouncement has almost nothing about the product in it, relying (most confidently) on the Disney name to sell the product. It's not 

the copy, however, that does the best selling job. The actual letterhead is the best part. Disney Studios has pleniful of Amigas. They 

use them for prototyping things, among other things. They also have pleniful of money. Ever been to Epcot Center? Case rested. 

They can buy as many of whatever kind of computer they take a notion for, but they pick Amigas. Now that says something about 

Amigas! 

So, here comes this letterhead with a picture of Mickey Mouse (who else!) in the corner. Not a big one - nice and tasteful, and of 

course, impeccably drawn and reproduced - in color, of course. The laserprinted letter, which is ON this letterhead says: 

"In February, Your Favorite Animation Program Will Become Obsolete" 
(That's the bold-type headline) 

The Walt Disney Company's animators have joined forces with Disney's software designers to create the most exciting and innova

tive computer animaton program ever! . .. In February, Disney will unveil its latest masterpiece as: 

(another headline:) 

Disney Software presents ... 
The Animation StudiO 
Developed by Silent Software for the Amiga, Disney's .•. The Animation Studio is the first computer package to provide an easy-to

use interlace with teclmiques based on feature film animation. Features include onion skin teclmology, full paint function, Disney 

Continued On Page 35 
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While the big computer powers battled over 

desktop publishing in black and white, an 

elite, little-known hardware systern was qui

etly, step by step, becoming an enormously 

powerful, very affordable system with one 

nwgnificent thing to recommend it: gorgeous, 

full, living color. Of course, the secret system is 

the Amiga, still a secret, 

still largely ignored in 

the desktop publishing 

magazines, and still de

veloping, becoming bet

ter and better all the 

time. 

The graphics-intensive Amiga 

is designed around the same Motorola 68000 family of micro

processors ('brain" chips) as Apple's MacIntosh, and operates 

with a similar, mouse-driven, graphical, user interface. The 

Amiga does with color what the rest of the industry does 

with black and white, both on its screen and on art originals 

for use in printing. All at prices for both software and hard
ware that come in FAR lower than a MacIntosh or MS-DOS 

e 

Gross 

system for plaill old black and white. While the Amiga's se

cret has been kept, however, Apple has patched color, in a 

very expensive form, onto the MacIntosh. Indeed, only re

cently the Mac's software moved up to some of the same ca

pabilities as the Amiga in color separations for printing. 

Before confusion starts, however, let's define color as it re

lates to publishing, either desktop or otherwise. If you draw 

with both a black pen and a red pen on a white piece of pa

per, and expect your printer to reproduce it exactly, the result 

is what's known in printing as 

"spot color." That means, color 

ink is used in places - spots - on 

the page, and black ink is used 
on the rest. Printers talk about 

"register," which is the accuracy 

with which the two inks are 

placed on the sheets, and with 

spot color, register is generally 

none too critical. 

Th do spot color in your publications, you can produce what 

the industry calls "camera ready art" by simply doing two 

identical sheets, say, on your copier, and erasing or whiting

out the parts not needed on each color. White out the black 

parts on one copy, and the red parts on the other. Even 

though color inks may be employed in the final printing, so 

e 
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color in the original- that would be quite a trick for a print of 

a Van Gogh, for example, wouldn't it! You get "process" color 

by adding the three primary colors together, in order to fool 

the eye into perceiving the image as "full" color. The trick is 

to make the image into thousands of tiny dots of each of the 

primary colors (Cyan, Magenta and Yellow, which for conve

nience and confusion are also called "Blue, Red and Yellow," 

and "process blue," "process red" and "process yellow.") 

"Color" desktop publishing generally supports "spot" color 

across all computers that do desktop publishing. No prob

lem. However, "process" color is important when you want a 

"full color illustration" in your printed piece. This very publi

cation, for example, is produced ENTIRELY on Amigas, us

ing color desktop publishing software. Everything you see 

here has been placed there electronically using the Amiga, 

only the Amiga, and nothing but the Amiga. No "color seps," 

in other words, and no "conventional" processes. You'll find 

spot color, as well as a great deal of process color throughout 

the magazine. The Amiga does all of the typesetting, as well 

as the color separations, and prepares (by outputting to a 

Linotronic Imagesetter) the one-piece, finished, printers'neg

atives from which printing plates are then made to actually 

attach to the press to print the paper. 

In desktop publishing, the process color is what separates 

the pretenders from the real. It is the Amiga, in this case, 

that is the real world, and those it'1:1f(jJ~i It= f;l.:TIiJ:i: ivt-
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IrPi'llll. rlll$Ciol I terns _ the ones the "other" r •• '''' _ J., ... _ • topl .. : III 0 1lS: 0 IIII r .... 1 

o C_I r ..... he_lOW_I ro .. 0 ..,otl" 0 Wi.... magazines rave on about - have 
o.lptot: ,M! @!!IOo...l .. Cusl. $poes. 0 r-, to fudge the issue. Most of 
.... 1 ... r.ls ~!iEl 0 "11'_ MliU.:" 

1 ~:..::::::I .. = .... =:=-==~ ... =.~It':..:.::.;.;""'~I.--: ..... ::--ss..;;:=;;....-'1 them still can't do it, and if they 

t ~ ....... Ilodl fI1IiIIIiII,1 a-IlIiIir ~.. 0 I .11 Ills do, it's not as easy, and not ...... ss VIII.. ~'1\,1 ~ 3 C.I .. 
..... ss ~I. ~I.I ~ 4 C.I.. ~ NEARLY as inexpensive as the 

" PHctn e,.. ~I.I uaI:I:;'" e.l .. 'ostScrI,t Amiga. Page lavout and spot C!:J !e_11 oJ 

1 L!=~~ .... -. ............ .._,...., ____ ..,1T1l1 ... _====fl color's no problem, but throw in 
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a full color photograph on them 

and you're left with the Amiga 

and the MacIntosh, and noth-

WHAT IS A SEPARATION? 
Take that color photograph. Th put it on paper, along with 

the rest of your document, a printer first makes what is 

known as "color separations" from the photo. Through a 

complex photographic process, the "seps" will consist of a set 

of black and white negatives which isolates the red, blue, yel

low, and black components of the picture. Th get "true" color, 

you theoretically have to "separate" only the primaries -

three colors. However, in the real world, color printing looks 

better if you also separate the black component, and print it 

with black ink, instead of depending on the combination of 

the three colors to make the black. Almost all seps are four 

colors, but for some applications (particularly in newspapers) 

they stop at three, and sometimes (usually in very high

quality art prints) stretch to five or more. The Amiga's color 

separation software handles three- or four-color seps without 

any coaxing, and INFO magazine (which is also produced on 

Amigas) has 

even done a 

five-color sepa

ration for one of 

their covers. 

The added fifth 

color was 

metallic gold 
ink, which cre- A sample of 

encapsulated 

ated a very in_Postscript 
within 

teresting and Profe~sional 
PageD 

unusual, metal-

lic effect. Since 

~:~~ .. ";'-::'~: '': :;:'lr:£~~~~ "".,.- ....... __ .. _- ... _ ... _--... .. _" .. _-"(" ,,,,",,_/R._ ... _~,. _ ..... _ .. __ ... _ 
I""~"" wtI_ - .- ,- ..... ___ , ..... __ ...... 
"~-_ .. ... ,--.I ,, ..... _ _ .. _ ..... -.. .. _ r,... ..... 

~S:::~:·li·-~o·-" ::::p:...-.:::.-::iSg~ 
tI>o_.~ :=.:::::~"":,;; .---... ... ... __ ... -... ..-I..'_ M, ._.-_ ;, ... _ 
": ... "" ,/ / ,.,,,,, ,,1/110.' ::..'"!" ..... ":.:=-= 
~""-' :.:-z--n. __ ,,-_ ... _-- ...... "- .... __ .. .--,----
....-.., ......... _ ... _--- .... - ... __ ._-"""---_'_, __ ..-__ n.. ___ ... _ .......... _._ --_.--.... _ .... ...-.- "" ... _-_ .. _---_ ... --_ .... _""" ..... _ ..... ... - ...... ",,_ .................. _ "'-

~puhfisiiiNG --
most color reproduction is in only four colors, just assume 

four from here on - though of course, more colors in the pro

cess is no problem for the Amiga. 

Th get the actual ink onto the paper, the printer will make a 

plate from each of the color sep negatives that the Amiga 

generates, and print each one in register in exactly the same 

place on the paper. If the quality of the seps is good, and if 

the inks are smooth and even, the result will be a picture on 

paper that looks like the original you started with. The 

printing process itself, however, has many, many variables, 

all of which must be skillfully controlled to get good color 

printing. One very nice thing about the Amiga's color sepa

rations is that they are automatically in perfect register, 

eliminating some of the ~echanical steps in the printing pro

cess that can be a source of error. Color seps done the nor

mal, mechanical way are very expensive. Even with the aid 

of highly sophisticated, computer-driven, laser scanners, a 

GRAFlx 
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good four-color separation of a business-card-sized illustration 

(usually from a transparency) costs about $150. For hand 

work on the finished seps, the bill can go much higher, even 

many times higher. If your page requires several such illus

trations, you'd better stop by the bank for a loan on the way to 

the printer, because that's the charge for EACH separation. 

Count the number of pictures on one of this magazine's pages, 

and you easily get the idea how expensive the color sep proress 

can be. One isn't too bad, but a dozen of them per issue makes 

a real pain in the checkbook. 

Amiga computers do for color separations what desktop pub

lishing software did for typesetting - bring it in-house and 

make it affordable. Specifically, there's Professional Page, a 

piece of software from a Canadian company called Gold Disk, 

Inc. Now in version 1.3, it's a professional, desktop publishing 

and white. For one thing, the paper still has to be printed three 
or four times in process colors, in order to achieve the color pic
tures. That means multiple press plates, more presstime, and 
plentiful waste for each pass through the press. So, much pub
lishing continues to be done in good oYblack and white. 

The software that handles the color, handles the black and 
white, too, but there are some other titles from which to choose, 
if you don't need the color separations. 

For example, City Desk 2.0 is a black-and-white-only, desktop 
publishing software package that makes good use of many of 
the less expensive, non-Postscript laserprinters, and Soft Logik's 
PageStream is an up-and-coming professional-level product 
that offers many features not found in Professional Page, but 
with the limitation of having its own, proprietary font libraries 
and device drivers. PageStream works well to PostScript, too, 

and offers a wide variety of word
processing and picture import op
tions, including an industry 
"standard," Encapsulated 
PostScript. 

Output Droiv •• :her~re-n(les Driv ... 

Send To l!!I PR1: 

software package that runs on 

the Amiga. Its features include 

an impressive array oftypogra

phy options, auto-hyphenation 

and kerning, an intuitive user 

interface, and built-in color sepa

rations to PostScript. 

o Disk Fih For many folks, too, Gold Disk's 
PageSetter program, which offers 
many of the same features as 
Professional Page and a similar 
user interfuce, will fill the bill ni
cely. It's excellent for the casual 
desktop publisher who wants to 
tum out the occasional church 
bulletin, club newsletter, or 

hint p.a.ges in ~Asoend.in8' Ol'del' (iE". 1. .• 5) 
DD.5cendins Ol'der (ie. 5 .•. 1) 

o Callah Hul tiph Cop i •• 

'Ib use it, import any graphics 

file from disk into the Amiga, 
and with the click of the mouse

button tum it into color

separated PostScript files, which 

you can transmit to your type

Papel' Size ~ x ~ 

setter to get those sep negatives (just as this very page was ac

complished). The cost: $3<HiO at the going rates for a letter

sized page, and that includes as many "seps" as you want to 

put on a page, not just one. A dozen of them cost the same as 

just one, though theAmiga will devote a lot more thinking tme 

to turning out the page. Drop theAmiga films off at your printer, 

and stop by the bank to invest the savings youjust made. 

Professional Page lists for $395. If you want to reproduce from 

materials other than Amiga paintings, drawings, and such, 

you'll also need a digitizing or scanning system. Add a couple 

of miscellaneous pieces of software for tinkering with the color 

disk files, Butcher 2.0 and PixMate, for example, and Digi

Paint 3, if you like. 'Ib get quick proofs for checking your work 

as you go, add your favorite laserprinter, either PostScript or 

not (with Professional Page v1.3 or some of the other Amiga 

desktop publishing software, you don't need a PostScript

capable device). And then presto! You're in the publishing 

business! Color publishing, too. Simple as that. 

whathaveyou, without troubling to learn the complexities of the 
professional level products. PageSetter's output can be directed 
to an Amiga IFF picture file, too, so you can get a screenshot of 
the finished page quite easily, and tinker with it, if you like, in a 
paint program. 

The line between desktop publishing and wordprocessing is 
steadily becoming less distinct, too. The newest wordprocessors 
on the Amiga market, mirroring the fashion on other comput
ers, honor graphics and text on the same page, and many also 
support the use of Amiga fonts and even color. With some of 
these, Pen Pal, or ProWrite, for example, you might not need 
page layout software at all, if you're doing simple, one-column 
documents. 

In short, regardless of the impression conveyed by those 

flashy desktop publishing magazines, the Amiga is a dream 
of a place to do page layout, graphics design, and all kinds of 

desktop publishing, either amateur or professional, and it's 

especially suited for color. You have but to acquire the soft-

ware, and of course, the skills and techniques. The power 

Most Publishing Is Black and \MJite (and the freedom) of the press is at your fingertips. 

Even with the Amiga to make color seps inexpensive, the cost of 
printing color is still much higher than the cost of printing black J: 
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In my youth, getting up 

early on Saturday to 
longer runs without 

saving and running 
watch the morning car- separate sections. Also 

toons was an important recommended is a sec-

weekly event for us ond disk drive. 

kids. I was as fascinat

ed by the techniques employed by the artists as I was by This program is not for novices. You need to have the 

the subject matter. I never would have believed that talent, inclination, ability, desire, time, etc. to learn all 

making a full-length cartoon at home would be possible; the product's features before starting any major project. 
it seemed that a horde of talented artists would be need

ed to produce even a single short episode in a reasonable 

amount of time. With the advent of the Amiga and cer
tain software packages, short and simple cartoons have 

been a reality for many frustrated amateur 
artists/animators. What about the software for the pro

fessional artist/animator? Enter MicroIllusions' Photon 

Video Cel Animator designed with the professional in 

mind. 

I was impressed by this product the first time I saw the 
included demos. Wow! I have never seen anything as 

beautifully done on an inexpensive computer. Take the 
demo of a waterfall. The color is simply superb for the 

water, rocks, sky, trees, and flowers. The deep blue sky 

had clouds in the far background, and the trees (both 

near and far from the viewer) are done in fine detail. I 

felt like I was seeing the best computer rendition possi

ble, for a computer with less than a $15,000 price tag. 

This demo alone requires at least 1.5 megabytes of 

memory. From this, you can get the idea that this prod
uct can produce large animations, and you're right. 

The program comes on three disks, two of which are ex

amples. The manual is written for the complete Amiga 

beginner by Heidi Turnipseed - a professional animator 

previously affiliated with both Disney Productions and 

Don Bluth Productions. The manual organization is by 

chapter for each menu of the product. There is a short 

introduction chapter covering the program requirements 

- which is one megabyte minimum, although 2 to 8 

megabytes is recommended for the animator to get 

34 

A few samples included with this product demonstrate 

the program's abilities, and your first project should be 

examining them in detail. Animations created with Cel 
Animator can either be viewed, genlocked to standard 

video tape, or sent (via Photon Video's Transport Con

troller) one frame at a time to video tape. 

This program can utilize display real-time animation in 

the Amiga's different screen modes - 320x200, 32Ox400, 

640x200, 64Ox400, HAM, and Overscan. The number of 

frames displayable depends on the screen mode and the 

amount of memory available. Animations are also possi

ble in two colors, a mode referred to as the "pencil test". 
As the pencil test mode will allow the largest possible 

animation length for available memory, it is used to ob

serve the flow of an animation before adding color. 

A powerful feature of Cel Animator is its sound syn

cronization with the video portion. The program uses re

altime playback of sound for matching to video. Once 

the sound is matched to the video portion, the animator 
can print out an exposure sheet - which lists the frame 

numbers and their corresponding sounds. Although obvi

ously a product aimed more at professionals, this pro

gram will enhance the library of any serious amateur an

imator. 

Photon Vuleo Cel Animator 
List Price: $149.95 
MicroIliusions 
17408 Chatsworth St. 
Granada Hills, CA 91344 
818-360-3715 
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IMPULSE - From Pace 27 

visit, but explained it to me and gave 

me an owner's manual for technical 

data. The manual claims Vorec 1 can: 

• control allAmigagraphic {unctions; 

• open I close main I temporary screens; 

• control scroU bars; 

• use the SAY command to let the 

Amigo speak; 

• play digitized BOunds; 

• show pictures; 

• display I read text strings; 

• read software menu items and exe

cute them; 

• interface with ARa:x, for all the vast 

power that brings to bear; 

• make certain programs run "Iw,nds 
free". 

I was so impressed, I plan on making 

another trip to Impulse to take a look 

at a working VOREC 1. 

Although the concept has been around 

for a while, Mike is pushing for a uni

fied organization of Amiga developers. 
Their purpose? nTh provide direction 

for Amiga developers. Apple states 

their machine is for desktop publish

ing, and mM states they produce a 

business machine, but we don't know 

what Commodore wants for the 

Amiga. Commodore should tell us 

their future plans." 

Unifying all developers would insure a 

majority would follow programming 

standards instead of going off on their 

own. "Why do we need foUl' different an

im fonnats?" asks Mike. Both mM and 

Apple developers have developer associ

ations which help provide direction. 'We 

don't know what Commodore's plan is ..• 
Maybe this group oould get Commodore 

to state a stratAlgy, and keep to it. Unifi

cation would seem the best way, follow

ing the old adage that "there is strength 

in numbers." 

Felruary 1990 

Should the group be aggressive? 'We 

developers want to cooperate with 

Commodore, and not be antagonistic. 

We believe in the Amiga and care 

about the end user." 

I enjoyed the time spent at Impulse, 

and hope that they continue to produce 

products that enhance the Amiga's 

standing in the oomputer marketplace. 

With their unique software and hard
ware products, they add a lot to the 

Amiga marketplace. • 

Disney - From Page 30 

animation tutorials and a library of 

Disney character and background art. 
••• The Animation Studio, Disney 

makes it possible for you to create 

beautiful animation in the finest tradi
tion of the art. 
(One more headline:) 

Disney Software presents... 
The Animation Studio 
It could smlx.come from. Di~ 

That's it. That's the whole letter. As to 

the last part, ''It could only come from 

the Amigal" Anyway, all this advance 

publicity for the Disney program 

notwithstanding, it's the letterhead it's 

printed on that really shows beyond a 

shadow of a doubt that Disney's de

signers have class. That picture of 

Mickey over in the comer? It's VERY 
subtly pixelizedl Now THAT's a clever 

touch. • 

Desktop Vldeo/ videos 
from the publishers of 

Desktop Video! Newsletter 

·VIdeos designed to show you how to 
set up your own Iow-cost desktop video 
system ••• produced by rtIIl people 
using desktop video in the rtIIl world .• 

- Video Milrktting utter 

DTV #4 • Desktop Video a the 
AmIU... A hands-on guide to setting 
up your own desktop video system 
using the Amiga corJ1)Uter. Covers 
equipment selection & hookup, reviews 
and demonstrations of the best 
software, studio design, and lots of 
practical advice on getting the most br 
your rooney while avoiding costly mis· 
takes. 120 minutes. VHS. $30.00. 

DTV #5 • Desktop VIdeo for ProfiL A 
'gueriUa' video that shows you how to 
earn thousands from your DlV produc
tions. Includes what type of videos to 
produce, how to find clients, how to reo 
search a project. where to sell your 
videos, how much to charge, setting up 
a duplicating system, much more. 120 
minutes. VHS. $30.00. 

Order both these videos and save 
$10.00 plus receive 6 months of the 
Video Marketing L.etter.EBEE.1 I I 

J 
Do You Have questions about 
Desktop Video? Call our FREE DTV 
technical Hotline for answers. 
1-501-321·1429 weekdag 9-4 CST. 

call for more information and your free 
saJll)Ie of the Video Marketing Letter. 
We offer a money bacIr guarantee, 
and accept Visa, Me, personal checks, 
UPS COD. Next day P4r available. 

Group M Productions 
100 Bridge St., #27 

Hot Springs, AR, 71901 
1-501-321-1845 
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GRAF Ix Magazine Issue 1.1 

Here is a sample of what 
you will find on this is
sue's Companion Disk. 

Included this issue are three animation utili
ties. They are used to both create anima
tions, and manipulate them. The instructions 
are as follows: 

CombneANIM Vl.0 - Join two 
animations into one. 

CombineANIM is used to join two animations 
into one larger one. This is usually used in 
conjunction with the SplitANIM utility to com

bine animations that were split up due to 
lack of system memory. This program is 
freely re-distributable. This means that you 
may distribute it to anyone, or anywhere 
that you so desire providing that this unal
tered file, and the original unmodified pro
gram are distributed together. 

To use CombineANIM you must first have two 

animation that are of the same resolution 
and display modes. This information can be 
obtained through the use of the ANIMlnfo 

utility. Once you have these two animations 
you can combine them into one. 

To call CombineANIM from the CLI simply 
type: 
CombineANIM <return> 
to run CombineANIM from the workbench 
simply double click its icon. 

You will be prompted for a pathname which 
will be used to create a new animation. 
You will then be prompted for two more 

pathnames. These files must already exists, 
and must be valid Opcode-5 type anima
tions. These two animations will be com
bined into a new animation. If you wish you 
can give the information to CombineANIM 

on the command line when calling it from a 
CLI. 
i.e. CombineANIM newanim anim 1 anim2 

<return> 

ANIMBuild Vl.0 - Animation 
creation tool. 

ANIMBuild is a program that allows you to 

combine selected pictures into a standard 
OpCode 5 animation. This program is freely 
re-distributable. This means that you may 
distribute it to anyone, or anywhere that you 
so desire providing that this unaltered file, 
and the original unmodified program are dis

tributed together. 

Upon running ANIMBuild, you will be present

ed with a file selector. At the right of the file 
selector will be an empty file list area, and at 
the bottom of the screen there will be a 
place labeled "Destination ANIM :". To the 
right of this test will be a gadget labeled 
"ADD". When this gadget is highlighted (it is 
highlighted upon entering the program) it 

will be dark blue with light blue lettering. 
When this ADD gadget is highlighted it will 

force the next selected or given filename to 
become the "Destination ANIM :" name. Se
lecting a file will cause the selected ADD 
gadget to become deselected. When this 

Continued On Page 24 



The GRAF Lx Companion Disk 
DISK INSTRUCTIONS 
The Disk#1 that you have is a compressed disk. There are actually TWO disks worth of information contained on 

that one disk! We did this to provide more information. and more value to you our readers. The one 
drawback is that you must decompress the disk to be able to use them. We have tried to make this process 
as simple as possible for your convenience. 

I. Prepare two blank, unformatted disks., then boot from a standard 1.3 Workbench disk. 
2. On Disk# 1 there is a DeCompress Icon. Double click it to begin the process. It will give you instructions from 

there. Below are some guidelines to follow. 

• Write protect your Wrnkbench disk before you start. Try to use a standard 1.3 Workbench disk. 
• 1 Megabyte is strongly recommended. 512k Owners, unplug your entemal disk drive before beginning. 
• When the program asks you to insert a disk a disk in drive 0, be sure to put it in your internal drive. 
• Two drive, I Meg. Owners, put GRAFXl in your internal drive to speed things up. 
• The decompression requires that RAM:T exist. A standard 1.3 Workbench creates this for you. So try to 

boot from a Standard 1.3 Wrnkbench, or make sure you have the following in your 
startup-sequence: Makedir RAM:T and Assign T: RAM:T 

\Something 
Missing? 
The GRAF/x Companion 

Disk Is Only $11. 
Just call 

1-800-2-THE-MAG 
1-8(1)..284-3624 

'!bOrder 
Or Use Your 

PLUS! This issue Includes A 
Free BONUS DISK! 

PJfE 'lJIS'l(PCIl('IlaJ{OJ" (j'.l?lLJ" AU 
'Wfiy aid we opt to indwfe 
tfis~ witfi (j'.l\.JlJ" /;t%agazine? 
One of tfie Yfmiga s strongest points is its grapliies. 'To tef[ you 
wout it on paperis one tfiing, 6ut to tmIyfeel tIie impact, ami 
understand tlie Yfmiga s power, we fuu{ to sliow you on t!isf(, So 
we indwfetf some of tlie Iiottest grapliic images, animations, 
utilities ami otIieritems to not only sliow you, 6ut tolet you 
participate in tlie Yfmiga s power. 

U'fiy Compress 'IIie 'Dis/(! 
'W/iiI.e we were compifing tlie wntents for tIiis issue we rea[izet! 
tliat grapliies on tIie Yfmiga ~ up a.LaT of space. So we triei 
to fou£ some animations, ami images tliat tfidn 't ~ a fat of 
t!isk§ space. 5Wf wliat we fount£, was not up to tlie statufarrfs 
of tliis magazine. We we optei to compress tlie y'1(Jl1'/;t'lJisf(, 
'JI(gw insteaa of only 88«Qxr 5Imiga c£is~ we are getting 
anywliere from. 1.6 :MegaDytes to 21'u[[ :Mega6ytes per c£is/(J 
'lIiat means tIiat we don't liave to winee at liigli marwry 
grapliies, ami you don't liave to put up witli fow quafity 
grapliies! 

'But tlie 11W1"af of tIie story is ... enjoy ami fearn. 5Wf prease, if 
you liave any comments or sUIJ9estions, tef[ us witli your 
reader surveys ... we WILL {isten. 

dytfe~wallace 
Pu6{islier 

BAD DISK? 
So you think you have a bad disk. Don't worry. 

Simply send your Original disk back to us, and 
we will promptly replace it. 

WHAT DOES A BAD DISK LOOK UKE? 
If you encounter a message saying that one of 
your disks has a "Read/Write Error", then you 
probably have one. Or, if your Amigo suggests 
using DiskDoctor to fix it. 

WHAT SHOULD YOU DO? 
Thats easy. Simply send that disk to us, with a 
small note as to the problem you encountered, 
and we will gladly send you a new disk. 

Please send your bad disk to: 
GRAF/x - Bad Disks Urgent 
6CfJ6 Greenbelt Road Suite 789 
Greentbelt, MD 20770 

TECHNICAL SUPPORT 
Technical support is being provided by 
NewAge computers. When you call, please say 
you are calling for GRAF Ix technical support. 
Also please have the issue number, and any 
other relevant information ready. 
1-301-220-1296 



depth resolution. Remember the 
greater the depth, the longer the 

~~g~§::~~~_ program will take to plot. The box 
II:: isn't always visible, depending up

on the picture and location on the 
screen, if this is the case use the cursor keys until it be
comes visible. 

Classic Fractals 

What we have played with are classic fractals. These ge
ometric objects are already ten years old. New and more 
powerful fractals, the kinds that create realistic land
scapes, planets and plants, and even generate music are 
the latest toys in fractal math. There is a lot more that 
lies ahead of us than behind. 

Practical Applications 

Aside from the fractals' inherent beauty, fractals have a 
wide diversion of applications in most of the sciences. 
New applications of fractals appear almost weekly as sci
entists around the world massage these equations into 
revealing still another facet of nature. 

Properties of Complex Numbers 

There are two properties of complex numbers you need 
to know about in order to perform algebraic operations. 

QUALITY VIDEO FONTS 
FOR YOUR AMIGA 

*----------* 
MASTERPIECE 
PROFESSIONAL 

FONT COLLECTION@ 
20 DISK SET 

The largest collection of fonts and clip art available in a 
single package for the AMIGA. 

110 DIFFERENT HI-RES FONT STYLES 
This doesn't mean 10 sizes of 11 fonts. It means 110 
DIFFERENT fonts. 

LARGE SIZES 
Specially desilPled for video work. 95 % of the fonts 
are over 100 pt. tall. 

BORDER CLIP ART • BRUSHES 
COLORFONTS • 100 PAGE MANUAL 

20 DISK SET - ONLY $199.00 
Contact your local AMIGA dealer or order direct from 

AROCK Computer Software, 1306 E. Sunshine, 
Springfield, MO 65804 1·800·288·2765 

DPaim n Io.~ tndommk olllloc:lnJakArli. 

1) Squaring the symbol i = -1 therefore i A2 = -1 

2) The conjugate of a complex number x + yi is the com
plex number x _ yi. Therefore, the conjugate of the com
plex numbers 9 + 3i and 4 - 7i are 9 - 3i and 4 + 7i re
spectively. 

OK, with that out of the way lets do some math with 
complex numbers. 

1) ADDITION: 'Ib add two complex number first add the 
real parts then add the imaginary parts like so: 

EX.1 (9+3i) + (4-7i) = (9+4) + (3-7)i = (13-4i) 
EX2 (7+2i) + (3+4i) = (7+3) + (2+4)i = (11+6i) 

2) SUBTRACTION: 'Ib subtract two complex numbers 
first subtract the reals, then subtract the imaginaries. 

EX.3 (9+3i) - (4-7i) = (9-4) + (3 -(-7»i = (5+11i) 
EX.4 (7+2i) - (3+4i) = (7-3) + (2-4)i = (4-2i) 

3) MULTIPLICATION: 'Ib multiply two complex num
bers, multiply as if they are ordinary binomials. Then 
replace iA2 with-1 

EX.5 (9+3i)(4-7i) = 36-51i-21iA2 = 36-51i-21(-1) = 57-51i 
EX.6 (7+2i)(3+4i) = 21+34i)+8iA2 = 21+34i+8(-1) = 
13+34i 

4) DIVISION: 'Ib divide two complex numbers, first take 
the conjugate of the denominator and multiply both nu
merator and denominator. 

Our basic iterative function Z = zA2 +c where both z and 
c are complex numbers naturally can't be programmed 
without first putting these numbers into a form that is 
digestible to BASIC. We reduce z and c to their real and 
imaginary parts, thus z = x+yi and c = p+qi. To perform 
our iterative function: 
xl = x*x-y*y+p yl = 2*x*y+q 
*SEE program for complete breakdown 
Other Reference Material 
The Beauty of Fractals 
H. Peitgen & P. Richter 

The Fractal Geometry of Nature 
Benoit Mandelbrot 
W.H. Freeman & Co., N.Y. • 
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Shot provides NO built-in facility for Xa Sh t pictures you shot that evening 
viewing the pictures you've taken with p 0 onto disk as Amiga IFF pictures. 
it. You MUST run a cable from the 
"video OUT" jack on its AC Cou- The FrameGrabber's software has a 
pler/Battery-charger's base to some Continued From Page 18 "multiple exposure" mode, and since 
kind of television or monitor in order the Xap Shot is sending it rock-solid 
to see your pictures. still video frames, it's trivial to multi-expose them on 

For sheer number of features and system flexibility the 
Xap Shot is easily outclassed by dozens of conventional 
"SLR" camera models. Although the Xap Shot has a 
"macro" mode switch, allowing you to get in as close as 
12 inches from your subject, the ONLY other lens it ac
cepts is a pitiful 1.3x "teleconverter" that comes with the 
optional Action Set grip. The camera's built in llmm, 
fl2.8 lens is roughly the equivalent of a 60mm lens on a 
35mm camera. There are currently NO wide-angle or 
real telephoto lenses available from Canon, and there's 
no way to connect or adapt or mount any other brand of 
lens, or binoculars or telescope. 

Besides the limited number oflenses, the only other real 
major annoyance I found using the Xap Shot - and some
thing I'd consider a design flaw - involved the rather idi
otic finger dance one must endure in order to completely 
erase one of its little video floppy disks. Only one frame 
can be erased at a time, and doing that requires being in 
PLAY mode, holding the ERASE button down, pressing 
the shutter release button and then pressing the FWD 
button to advance to the next frame. That means press
ing three buttons fifty times each to erase one disk. A 
royal pain. 

A disk takes just seconds to pop into the Xap Shot via a 
spring-open door on its top. Each video floppy disk costs 
around $10.00 at camera stores, an outrageously high 
price considering that standard 3.5-inch computer disks 
are well under a buck each now, but at least the tiny 
disks can be used over and over. 

Otherwise I found the Xap Shot to be well-built, precise
feeling, and it functioned perfectly - not surprising con
sidering its Japanese heritage and its thousand-dollar 
price tag. Considering what Canon has managed to 
cram into such a tiny, portable package, the Xap Shot is 
really a rather amazing piece of hardware. 

LET'S TRY THAT AGAIN ANOTHER WAY 
Back again to our user group meeting. You've previewed 
the pictures on your portable television and decide you 
need to shoot a few more pictures from different angles. 
Finishing that, you're ready to pack up and head home. 
On arrival, you plug your Xap Shot's charger into a wall 
socket and run a cable from it to your FrameGrabber. 
Fire up the FrameGrabber's software, put the Xap Shot 
in PLAY mode and you're ready to start transferring the 
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your Amiga to get the cleanest possible results. Digitiz
ing from the Xap Shot to the FrameGrabber in its 
640x400 high resolution black and white (perfect for desk
top publishing programs) provides astoundingly detailed 
pictures. 

One special tip here - on the underbelly of the Xap Shot 
is a small black rubber plug. Pull this plug and you re
veal what must surely be one of the smallest slide
switches you11 ever see. You MUST flip this switch in or
der to be able to FrameGrab from the Xap Shot in any of 
Amiga's "interlace" (400 lines high) mode. 

You give your newsletter editor exactly what he wants. 
He's pleased, you're pleased, and your next newsletter is 
seen by a member of your group who happens to be the 
brother-in-law of the owner of a phototypesetting service 
who's cousin works for a prominent New York advertis
ing firm who calls and offers you a job shooting stills for 
a layout for LIFE magazine. Well maybe, but we can all 
dream, can't we? 

Any good photography shop who carries the Canon line 
should have a Xap Shot for you to try out. As this goes to 
press, Canon has just started advertising some "big 
brother" Xap Shot models with more features and even 
better video resolution - but at a higher price. 

FRAMEGRABBER 
List: $699.95 (includes software and monitor cables) 
Progressive Peripherals & Software 
464 Kalamath St. 
Denver, CO 80204 
(303)-825-4144 

CANON RC-250 "XAP SHOT" CAMERA 
Available in black or white finish 
List $999.00 
Includes one video floppy disk, battery pack, battery charger, 
AC coupler, Pin Cable, Mini-Plug Pin Cable, Soft case and wrist 
strap. Optional equipment at extra cost: Action Set (including 
action grip which provides tripod socket, and 1.3x Teleconvert
er), Macro Frame stand for close-up shooting at 12 inches, and 
RF converter. 
Canon U.S.A Inc. 
One Canon Plaza 
Lake Success, N.Y. 11042 

ABOUT THE AUTHOR: Harv Laser is Senior 

Sysop/Chairman of PeoplelLink's AmigaZone and writes 

about the Amiga for several magazines. Plink: 

CBM*HARV 
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ground" so that you leave the back

ground color behind). Fleshing ing your image with a transparent 

shadow that fades at the edges. The ef

fect can simulate a 3D reality quite ni

cely. Paint in some dark tints over 

your subject at the sides opposite the 

apparent light source. 

4. Select "Copy This Brush" under 

Brush/Swap. Continued From Page 13 

5. Select "TXT MAP" from the modes menu. 

6. On the Control Screen menu, go to the spherical con

trol on the right and the left. Place the point highlight in 

the center of each globe (you can experiment and alter 

these settings in a later encounter). The sphere on the 

left is a "wrap" tool, and the one on the right is the "high

light" tool. With the "HighLight" tool, move the accom

panying sliders so they are both at the very top (100 per

cent). This means that your shapes will use both ends of 

the color spectrum at full value. 

7. Return to the "Tools" screen, and choose the free

form/fill options (the squiggly line and the word "fill"). 

8. Erase your color rectangle from the screen by choosing 

"clear". 

13. Now, set the mode control to "Lighten" (leave the set

tings as they were for "darken"), and paint in some lights 

over areas of your subject that are closest to the light 

source. Continue until you obtain results that you are 

pleased with. 

14. Step back and take a look. Now, make any final alter

ations. Always work light areas against darker areas, 

and vice-versa. In HAM paint programs, there is bound 

to be HAM artifacting (places where colors smear a bit 

over the range of their use). In my opinion, when deal

ing with organic subjects, this is O.K It gives the subject 

a random look that is far more "real" than a metallic 

sheen. If you desire otherwise, change the range of col

ors in the "Range" palette by experimentation. 

DigiPaint 3.0 has some of the best algorithms for mini-

9. From here, I have included a series of step-by-step mizing these artifacts, but when you wander too far from 

paintings of a hand for reference. Each of the segments the standard sixteen colors in the DigiPaint palette, 

of the hand have been painted one at a time over each you're sure to get some. Stay closer to the colors in the 

other. You can begin by experimenting with some organ- given palette if you want to avoid them. 

ic curved shapes to get the feel of the tools you're using. 

15. As a final touch-up, I often use a one-pixel, black col-

10. After you have painted the basic shape to the screen ored brush (turn "fill" om, and outline certain sections of 

(or a compilation of segments, like the hand, that form a the work. This really pops it out from neighboring color 

unified subject), it's time to add some finishing touches. areas. 

If you've used the left-handed dithering routine as I sug-

gested earlier, your shapes will have a woodgrain-like An alternate method: 

texture. With practice, you can change the apparent di-

rection of the "light" that illuminates part of your shape Refer to the face picture for the look this technique pro

and gives it a pseudo-3D look. duces. With this method, you use the range palette di-

rectly, instead of wrapping brushes to obtain textured ar-

11. Choose "Darken" from the modes menu. eas of pseudo-3D color. 

12. "Darken" adds a dark shadow to areas of your work. 1. Get a color range you want to work with. 

Shadows work best when you control their transparency, 

and DigiPaint has some of the most delicate controls to 2. Select "Range" from the modes menu, and begin draw

help you do this. They are the same sliders that I men- ing your shapes. 

tioned earlier in the "Highlight" part of the Control 

screen. For "Darken", a good moderate setting would be 3. Proceed as before, adding darks and lights in the final 

to set the left hand slider (Foreground) about a third of phase. 

the way down, and the right-hand slider (Background) 

all the way down. This will give you the effect of overlay- Notice the different feel that this method produces. 
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Fleshing 
Continued... 

When I work, I 

use both meth

ods, as well as 

other experimen

tal discoveries, all 

in the same 

painting. When my work demands an intricate touch, I 

switch to the normal dithering tool. I use several meth-

ods for painting in hair. The one demonstrated in the ex

ample picture was obtained as follows: 

1. Paint a series of vertical lines of varying (but fairly 

narrow) thicknesses to the screen in the color of your 

choice. I often use a slight range of intensities and hues 

for different effects. 

2. Pick up the lines as a brush (remember, no back

ground), and select "Copy This Brush" under 

Brush/Swap. 

3. Texture-Map the brush where you want the hair to ap

pear. Work in layers for a layered random look. That 

way, no one will be able to tell that you've worked the 

area with only one basic brush. 

Disrespectful History 

Several months ago, I began developing a series of cari

cature-portraits that utilized all of the techniques that 

I've explained here. I'm eventually going to do a gallery 

showing of these works, using large Cibachrome print

outs oftheAmiga screens. The theme is what I call "dis

respectful history", a comment upon the bloated and lop

sided viewpoints that historians ascribe to certain fig

ures, especially mythic military personages. If you are 

an Amiga artist, you should find these paintings worthy 

of some study, as they incorporate techniques that I have 

discovered over many hundreds of hours. 

Traditionally, artists study the work of other artists in 

the same medium that they work in, and so I offer these 

to you with this in mind. For non-artists, these also 

make great collector's items (like warped baseball cards). 

Eventually, there will be about twenty-five paintings in 

the series, and several examples are printed here. If you 

want a disk ofthese images which you can load into your 

own computer, please send $10 to R. Sharnrns Mortier, 

Eyeful Thwer Communications, 15 Rockydale, Bristol, 

Vermont 05443. • 
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animated 

variations can be 

created in this 

fashion. I have 

also discovered 

that it's much 

Secrets 
Continued From Page 45 

more memory efficient to pick up ANIMbrushes in 

1o-Res and save them. Brushes have no generic 

resolution, including ANIMbrushes. That means that 

you can load them into another resolution, as long as 

you're willing to work with the commensurate size 

changes. The Lo-Res/Hi-Res change is a halving of the 

brush. DeluxePaint III (just like its predecessors) uses a 

lot of CHIP RAM, so Hi-Res operations (especially 

grabbing brushes) often will refuse to cooperate. Lo-Res 

grabs, on the other hand, can be much larger. When the 

brush is imported into Lo-Res, its edges sharpen up, and 

memory is managed much more cohesively. 

There are other requesters and operations in the 

animation portion of DeluxePaint III that bear 

explanation , and those will all find their way into other 

columns in this series. The "Move Requester" should 

really be commented on by another vendor with a 

dedicated package (maybe named "Super-Move or 

something), giving us more animation options. 

"ANIMbrushes" should become an Amiga standard, as 

they're so easy to work with! For now, have fun with 

your discoveries. In the hope that these words will help 

you in your creative pursuits, I remain yours in 

ROMulan space. 

* A small correction to my review of DeluxePaint III in 

AX.: I have to take back my frustrated statement that 

there is no way to remove the pointer from the screen for 

videotaping purposes. There is a way, although it should 

be alluded to in a clearer fashion in the manual. Simply 

press the DELete key, and the pointer disappears. It's a 

toggle, so pressing it again brings it back. Utilization of 

this key is also necessary for painting with a one pixel brush 

in small areas. That way, you can see what you're doing. 

Send questions, comments, and your own hints and 

observations you'd like to share with others to: 
Dr. R. Shamms Mortier 

15 Rockydale 

Bristol, VT 05443 
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Okay, load the TOP half of your picture into PixMate; use 
the program's DISPLAY option to turn ON bitplanes 3 
and 4. The program will automatically reformat the pic
ture to 16 colors when you exit this option. 

1b crop off the green gadgets, you can either use the 
CLEAR AREA command, or scoot the image to the right 
with SHIFT-<right cursor>. What goes off the right side 
of the screen is gone forever, so center the image again for 
further work. IT you go to far with the pushing off the 
right edge, reload the picture BEFORE you save it. 

Next, do a PACK COWRS and a SORT COLORS (low to 
hi) on the image. Save the image - mainly in case of disas
ter. This is the TOP file. 

The next step in all this is image processing to "soften" the 
image into those extra bitplanes. Most of the time, the 
softening should be done at this point. However, for par
ticularly dense pictures, you might get better (and faster!) 
results by waiting till after you've reunited the halves to 
do the softening. Experimentation is the only way to fig
ure out which is which. 

Using PixMate's image processing panel, select "AVG." 
This will take a couple of minutes, but it's very entertain
ing to watch. The result is a grey-scale picture, and a very 
good one, too. Better save it,just in case. 

Next, click back to the "DISPLAY" option, and select 
"COLOR" in the reduction/enlargement side. "Color," 
rather than "Even," "Odd," or "Average," is usually the 
best way to make a size change for MacPictures. With 
some images, "Average" will work fine, and it's much 
quicker, so you might want to give it a whirl and see if it 
works first. Use UNDO ifit's not any good. 

You need to reduce the image size in both directions. The 
dimension containing the most detail will suffer the worst, 
so you might need to experiment with choosing "Thinner" 
or "Shorter" first or second. 

Use the "Pack colors" option again, and then do a "Sort 
Colors." You want "high to low." SAVE THIS IMAGE! It's 
(finally!) the finished version of the top half of your pic
ture. IT you don't like the way it looks, experiment with 
some of the optional routes described earlier. 

Obviously, to get the bottom half, you have to go through 
the same steps. Do the same thing, in the same order, to 
get the bottom picture in the same state. You can use the 
OTHER SCREEN feature to line up the images with each 
other before you go into image processing, but the AVG 
function will insist on your closing down the OTHER 
screen. It's memory intensive, and it wants pure, unclut
tered CHIP memory, too. 
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The final step is combining the shrunken, grey
scale images into one. Don't delete these files, how
ever, if you plan to go to the DigiView step. Some 
images work better through that part as halves, 
rather than wholes. 1b save memory, you can try 
reducing the number of colors back to two after all 
the diffusing, packing and shrinking has been ac
complished. However, you will lose detail from the picture. 

1b match the pictures, you want the palettes to be exactly the same, even if 
you use something besides PixMate to do the joining. 1b match the palettes, 
load both pictures into PixMate at once - one on each screen - pick out the 
one with the fewest colors, and then invoke PixMate's "Match Palette" -
'With Other" option. You should go through this step even if there is no dis
cernible difference between the palettes, and if you plan to work on the im
ages in some other program, you should save the files after the palette 
matching is complete. 1b merge the two images with PixMate, toggle bete
ween them with "Flip" and adjust the position ofthe the images with <Shift> 
<cursor key>. When the two images match up perfectly, use the "Clip" op
tion to get both onto one screen. Save the image, and it's (finally!) done. 

The result so far is a grey-scale picture half the size of the original MacPic
ture as ported to the Amiga (The MacIntosh uses only a nine-inch screen, so 
the final image size isn't much different). However, if you want to use the 
image as line art, say, in a desktop publishing application, youll want to go 
the extra mile with DigiView. Take heart. The DigiView part is not nearly 
as long and involved as the PixMate section. 

Also, you can try MacView's IMPORT IFF function. It tries to dither Amiga 
color pictures into blobs of black and white acceptable to the MacScreen. 
Sometimes the results are quite nice, but HAM pictures don't take to the 
translation very well. After the MacVersion of the Amiga file is showing, 
save it either to MacPaint format (for torturing your local MacBBS's) or to 
Amiga IFF, to get a two-color image from a color image. The DigiView step is 
called for if this doesn't work. Especially if you like playing with DigiView. 

First, load up DigiView. You don't need to hook up your camera and lights, 
'cause this is a pure software operation. Set DigiView's palette to TWO col
ors, and make the first one black and second one white. Youll have to 
change the second one from grey to white with the sliders. Select FREEZE 
PALETI'E, and click on COLOR. This brings you to the COLOR menu, 
where you need to reduce the contrast by several clicks (for a very detailed 
original), and/or raise the sharpness slider by three or four clicks (for a 
blocky original). 

Then, simply LOAD the finished picture that you saved out of PixMate. Di
giView will display its results as it goes, so if you see that the image needs 
more contrast, brightness, or whatever, stop the process with the left mouse
button, make the changes, and select DISPLAY. After some trial and error, 
you can get a pure black and white effect from the finished picture that's ev
ery bit as nice as the MacPaint original. 

Whew! That's it. All this takes about an hour to go through the entire pro
cess start to finish - including the DigiView part. How long would it take you 
to redraw the picture? 
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Secrets ofanAmigaArlist: Animation 
TIre 'Move RI!questN'in 
Deb.txePaint m 
Every Amiga artist I know, whether in graphic 

design or the fine electronic arts, uses 

DeluxePaint more then any other Amiga paint 

program. Even when you work in HAM modes 

(which DeluxePaint does not address), the 

program is useful for preparing many of the 

graphic elements that later will be exported to 

other wares and formats. DeluxePaint I set the 

pace for others to emulate. DeluxePaint II 

added tools found on no other micro paint 

program: stenciling and perspective. The 

recent release of Deluxe Paint III (see my review 

in the August A.X. magazine)* has kept up the 

tradition and then some, by adding one of the 

easiest and most option-laden animation 

features of any other Amiga program. 

Like many programs that enter the ferocious 

Amiga marketplace, DeluxePaint III has a lot of 

attributes that need further and deeper 

exploration of use than an overall review. Some 

of the uses of microcomputer arts tools are 

never covered in a manual, but are discovered 

along the way by dedicated users. This also 

brings up an issue for this continuing series of 

articles on Amiga graphics ware. If you have 

discovered an item of interest that you'd like to 

add to the Amiga community's knowledge of 

tools, please write me a letter and describe your 

discovery. I'll incorporate it in a future article, 

and give you credit for the submission (see my 

address at the article's end). Now, back to our 

topic. 

The animation capability of DeluxePaint III is 

by and large controlled from a "Move 

Requester" found under "Animation" in the title 

bar. I suggest that your first step, before 

actually accessing this requester, would be to 

turn on the "Coordinates" setting under 
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Preferences. Why? Because many of the 

operations undertaken by this requester 

demand that you have some knowledge of the 

whereabouts of your brush on the screen, both 

where it's coming from and where it's headed. 

I've included a sample screen layout in Lo-Res 

non-overscan so that you can get an idea of the 

positions of the coordinate-numbered screen 

map. As you can see, the upper right corner is 

represented by 0,0, or X (horizontal position) 

equals zero, and Y (vertical position) equals 

zero. This is true no matter what resolution 

you're in. The difference comes when you move 

down and/or right from that position. Different 

resolutions address higher pixel resolutions in 

one or both cases than Lo-Res addresses. In 

Lo-Res, the rightmost position is 320, and the 

topmost coordinate reads 200. 

The "Move Requester" allows you to input a 

series of directions and parameters that tell a 

"Brush" (a small section of a picture) what to do 

in a certain number of frames. Electronic Arts 

could have released this requester as a whole 

separate program - that's how good it is at 

doing what it does. Let's take a look at all of 

the buttons included in this requester, one by 

one. 

At the top of the requester are two rows of XYZ 

input boxes. The first row is marked "Dist" 

(distance), and it allows you to control the XY 

coordinates of the screen for brush placement, 

as well as a pseudo-Z direction. The X and Y 

input boxes determine where the brush will 

appear on the screen. A positive X number will 
move the animation to the right, and a negative 

E 

R 
E 
T 

number moves it to the left. A positive Y B 0 

number moves the brush upward, and a ;Yo 
negative one downward. Be careful here, Ro Shamms 
because you can move your brush right off the Mortier 
screen for many animation frames. Knowing 

this, you can use this possibility to seemingly 
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pause certain aspects of the animation. 

The Z direction is that which gives you a fuller illusion 

that you are working in a true 3D environment. The Z 

axis goes into and comes out of the plane of the screen. 

Inputting a number in the Dist-Z column will force a 

brush to go "into" the screen farther, while making it a 

negative number brings the brush apparently closer to 

you. The closer a brush gets, the fatter and more 

dominant the pixels of that brush become. The larger 

the brush, the more storage space the picture will take 

on disk in "compressed" mode. It's a good idea to 

consider. saving your creations in a non-compressed 

fashion if you are working with an animation that 

requires radical movements of brushes, and/or 

incorporates oversized or -Z distances. 

The next row is marked "Angle", and it's concerned with 

giving you the illusion that the brush is spinning in 3D 

space. Spins in the X direction turn the brush toward 

the top (a positive number) or the bottom (a negative 

number). Y turns move the brush left (negative number) 

and right (positive number). Z axis moves the brush in a 

circle to the right (positive number) or the left (negative 

number). 3D effects are best observed by using the Dist 

numbers in the Z direction, and the Angle numbers in 

the X and Y direction. 

At the end of each row is a button that is marked 

"Brush". It is a toggle that can be turned on or off. Using 

it can greatly affect the outcome of an animation. When 

"On" in either instance (Distance or Angle), movement is 

centered on the Brushes X, Y, or Z axis. When off, it is 

the screens X, Y, and Z axis that is the reference anchor. 
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Let me give you an example. Let's set the X angle at 90 

degrees and the number of frames (set beforehand in the 

frame # requester) at 12. This means that in twelve 

frames, a brush will spin around the X axis (uP/down) 90 

degrees, or until we see it edge-on. Now let's set the Z 

axis to 360 degrees, a full circle. Toggling the brush with 

the "Brush" selector on and off in succession will present 

you with very different animations. You can't get the 

hang of this by anything I say, but must experiment over 

a period of time in order to get a visual feel for the 

results. Just remember, using the "Brush" toggle at the 

end of these first two input rows makes a great 

difference in the movements of your images. 

Under these rows are boxes marked "Clear", "Go Back" 

and "Cyclic". "Clear" removes all of the selections from 

the input rows, readying them for new input. "Go Back" 

resets the location of the brush, allowing you to 

experiment with new settings. Without using the 

Go-Back function, new animations will be drawn where 

the old one left off. With it, a new animation will occur 

at the beginning of the first. What this really means is 

that you can create a screen full of diverse animations in 

no time at all with only one brush image. It's a good idea 

to experiment with a small square before moving on to 

more complex images. This will allow you to pay 

attention to the animation, instead of getting seduced by 

the image. 

The "Cycle" toggle produces some different effects. With 

Cycle activated, the computer assumes that your 

animation will run continuously, so that the first frame 

you produce is also your last frame. This causes a 

seamless flow in the looping of the animation. With 

Cycle off, however, the last frame will represent the final 

position of the brush as determined by the input 

requester. This assures that the final frame will place 

the brush in an exact screen position. This is useful for 

animating charts and graphs that need to arrive at a 

specific place without the need for backwards movement. 

If Cycle is off and you try and loop the drawn animation, 

you will see a slight delay. This is because the first and 

last frames have been rendered the same at the same 

place on the screen, so that there are two equal frames in 

the sequence. 

To the left of the middle half of the Move Requester are 

three more controls: Ease-In, Ease-Out, and Count. 

Ease In and Out give you a chance to play with gravity. 

A ball, for instance, does not bounce at equal velocities in 
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its journey from the ground to the air and 

back. When it reaches the top of its 

bouncing curve, it stalls a little in 

response to gravity. In the same way, a 

projectile may leave a muzzle at a very 

high rate of speed, and slow down as it 

lopes towards a target. With the Ease 

buttons, you can input a number of 

frames at the beginning and/or end of a 

movement cycle, to slow the action down. 

The "Count" box allows you to input a 

number for frames to be rendered. You 

can enter a lower number than in the 

actual frame number requester. This will 

mean that your animation will finish and 

fade to black before the movie is through 

running. 

It's nice to do this if you have several 

items moving on the screen at once to 

initiate variety in the playback. I've had 

some enjoyable and unexpected results 

here. If you put a number in this box that 

is a lot higher than the actual number of 

frames (maybe by a factor of four or five), 

the image will be redrawn on top of itself 

at points during the frame progression. 

This creates a long chain of images, 

useful for flow diagrams, turning gears, 

and pipe-like forms in perspective. If you 

also colorcycle the results, be prepared for 

visual astonishment. 

On the right of this section are two sets of 

icons that perform other animation feats. 

The first set shows two arrows, the 

second of which is attached to a circle 

(target). Default position is the first 

arrow, which allows the movement of 

images on screen FROM a pasted down 

position TO the coordinates set in the 

Move Requester. Choosing the second 

makes the original, pasted-down brush 

the "TARGET" of the animated sequence, 

and your coordinates are used as the 

starting frame position of the brush. 

Something that few DeluxePaint III 
animators realize is the power of multiple 

animations from the same brush. When 
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you use the "Go Back" function in combination with the arrow/direction 

tools, the result can be totally mesmerizing. Your images can start 

their dance from anywhere on the screen, and several clones of the 

image can target specific, looped end points at once. The Move 

requester is not a one-shot deal in an animated sequence. By setting 

the frames at 12 in the frame requester 

and at 200 in the Move requester, your 

image will alternate colors (providing the 

color chosen is in a sequence of ranged 

colors in the palette). When played back, 

the animation will color cycle in one 

fashion with the TAB key on and another 

with it oill 

The next icons we greet are 

Forwardlln-PlacelBackward. Forward 

and Backward render the animation 

frames accordingly. In-Place will render 

them all on one frame, and is a nice tool 

for getting some interesting in-place 

effects on a painting. The last tools are 

some of the best. The "Preview" 

command allows you to see a wire frame 

rendition of the animation before it is 

permanently drawn. Always use it prior 

to rendering. It's fast and exact, and can 

prevent the destruction of hours of labor. 

At the other end is the "Draw" tool, which 

initiates the rendering. In the middle are 

two of my favorites, "Fill" and "Trails". 

"Fill" will fill the entire screen with the 

brushes as they move from frame to 

frame. My experience has been that 

Hi-Res compressed mode moves the 

completed animation too slowly when this 

is chosen, so it's best to use this in 

Video-Res for recording or genlocking 

purposes. "Trails" leaves a copy of the 

images that preceded the current one on each frame, so it's great for 

evoking an image that grows and then shrinks into itself, like a 

Jack-In-The-Box. The last two commands are "Cancel" (which removes 

the requester without saving any new changes you've made), and "Exit" 

(which remembers the changes before removing the requester). 

Most of the normal DeluxePaint III brush alterations will not work with 

an ANIMbrush. The exception is the "FLIP" command, which does a 

nice job in flipping the ANIMbrush horizontally or vertically. Lots of 

Continued On Page 41 
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lhe Big Picture 
The Amiga's graphics are noted far and wide. About 708 

wide, in fact, if you count overscan. However, you can't 

see a single pixel of those graphics without a monitor. 
'fum yours off if you don't believe it. Nothing, right? 

The image is there, being generated inside the comput

er's circuitry, but unless there's a tube connected, there's 

no picture, pure and simple. Although most people will 

opt for the plain, vanilla monitor sold with the machines 

- and many dealers make "bundle" deals that include a 

monitor in one low-low price - you're not limited to choos

ing Commodore's monitors to go on your Amiga. In fact, 

if you crave a really high quality computer display, you11 

have to leave the Commodore fold altogether, and get 

something from the likes of Mitsubishi, Sony, Taxan, 

Princeton, or any of dozens of others. How do you shop 

for a fancier Amiga display? And what do you ask for? 

And what questions do you ask, in order to decide which 

will work, which will look 

good, and which should be 

left on the dealer's shelves? 

This is the layman's guide to 

monitor shopping for the 

Amiga. 

The first thing to decide is 

what you WANT. Do you 

want a bigger picture? A 

By: Jay Gross 

sharper picture? Both? Less flicker? And are you will

ing to pay a premium for what you want? If you won't 

pay for it, of course, you probably won't get it. With mon

itors, as with many other things in life, quality costs 

money. However, the monitor business seems to be orga

nized into several plateaus. After you get to a level, the 

next jump is a major one. 

The Amiga's normal monitor is what is known as an 

"analog" one. Computering is all digital, of course, but 

an "analog" monitor puts that digital stuff back together, 

directing its color guns to draw a picture onto the screen 

for you. The" analog" part of that really translates "More 

colors" for all practical purposes. When the Amiga was 

very young, analog monitors were very expensive beasts 

- the Amiga ones were the first that were really af

fordable by normal humans. Since then, the MS-Dos 

computers and clones have invented analog monitors, 

and the competition in that market has driven prices 

quite low. 
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One thing you have to realize in monitor shopping, 

though, is that any old analog monitor won't necessarily 

make the Amiga happy. Besides that, there are many 

different kinds, colors and varieties of analog monitors 

that happily work with MS-Dos computers, but not with 
the Amiga. 

The key to knowing whether a given monitor will work 

with your Amiga is a specification called horiizontal fre

quency (and a few other choice names, as well). This is 

usually stated in "kiloHertz". A "Hertz" is a "cycle" by its 

engineering moniker, so a kiloHertz (frequently written 

kHz) is a thousand cycles per second. For the Amiga, the 

desired scan frequency is around 15.75 kHz. 

Monitors also have a "vertical" frequency capability. For 

the Amigas in the USA, that's 60 kHz. A monitor that 

works at those frequencies will generally work with an 

Amiga. However, (you knew there'd be a catch, didn't 

you!) you might have to engage a committee of electrical 

engineers and a magician or two, in order to get a func

tional cable to connect it. 

Besides looking for quality in an Amiga display, you 

might also be looking for compatibility and inter

changeabilty with other computer systems. There is, at 

least, hope in this realm. High-end monitors that work 

with the Amiga will work just fine with any other com

puting boxes that might strike your fancy. If you plan on 

adding a MacIntosh or an Atari you your collection, how

ever, watch out for the specifics of the monitors those 

machines require, and get a so-called "multi-sink" (or a 

hundred different trademarked spellings of the same 

thing) monitor that has sufficient "auto" range to accom

modate those "other" computers. More on "multi-sink" 

after a bit of other confusing jargon has its turn. 

When MS-Dos-oriented people go into an Amiga store, a 

frequent question they ask is: ''What kind of graphics 

card does it have?" Respectable store people will courte-
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ously retire to the back room to laugh, but the fact is, a 

"graphics card" is (currently) a foreign concept to an 

Amiga, which does its graphics and display creation 

right in its very own family of custom (and high

powered) graphics chips. So, for MS-Dos folks, here's the 

scoop on the Amiga's "graphics" cards. First of all, the 

"CGA" mode that many MS-Dos computers do is about 

the same level of resolution as the Amiga's normal Work

bench screen. However, the Amiga offers 16 colors in 

that resolution, selectable (through the Preferences pro

gram) from a palette of 4,096. A "CGA" monitor will in

deed work on an Amiga. However, since a normal eGA 

monitor is digital, not analog, it will produce a boring, 

and FIXED eight-color palette. That's eight colors se

lectable from a palette of only eight, plus half-brights of 

each. Hardly does justice to the Amiga's display. If 

you're planning to do only boring things like wordpro-

If you're going to have one monitor that makes both 

sides of the fence happy, a VGA one will probably do it. 

Watch out for the horizontal frequencies, though, and if 

you have any doubts, see it work on the Amiga before 

you plunk down your cash. The safest way to deal with 

this compatibilty puzzle is to spring the extra bucks for 

the "multi" monitors. Originated by NEC, the "multi" 

ones (note careful avoidance of treading on anybody's 

trademarks) take in whatever signal you choose to give 

them, figure out where the synch is, and adjust them

selves accordingly. A key consideration in a multi 

(ahem!) monitor is the range over which it will consider 

an incoming signal acceptable. This can be rather nar

row, as in some of NEC's own current merchandise, or it 

can be very wide, as with some of the Sony products that 

will work with almost anything on the planet. 

cessing and such with your Amiga, a CGA monitor might Different manufacturers call the "multi" thing different 

do just fine for a while, till it bores you to tears. The ca- names, most of them containing the words "scan", 

"synch," etc. Don't as

sume, however, that every

thing labeled "multi

something" really is capa

ble of scanning an incom

ing frequency and adjust

ing itself to it. Some of the 

newer NEC products, for 

example, would be more 

aptly named "multiple" 

bling for connecting the CGA monitor should be well than "multi" as they originally defined "multi." Some of 

within the capability of any half-decent hardware ven- their models honor several specific frequencies (multi

dor. pIe), but they can't deal with anything you throw at them 

EGA is another level up in price from CGA on the MS

Dos side, but it's not much of an improvement if you try 

to hook it up to an Amiga. Just forget it - it isn't worth 

the extra money anyway, on either side of the fence. 

VGA Now THAT's a computer buzzword if there ever 

was one (and there was!). A VGA display on a MS-Dos 

computer is a quite nice display, indeed. Its resolution is 

about the same as the Amiga's overscan modes, but it 

doesn't deal with the computer's picture borders (almost 

nothing does, besides the Amiga), and for performance, 

it's a bit on the slow side. Forget any fast-moving anima

tion - but of course, MS-Dos computers aren't animation

friendly, anyway - unlike the Amiga. Most VGA moni

tors will work just fine on the Amiga. Indeed, some of 

them will truly impress even a jaded AMIGA person. 
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(as in "multi"). 

Th work correctly with an Amiga, a "multi" monitor has 

to honor the Amiga's 15.75 kHz horizontal scan fre

quency, which is ever so slightly BELOW where a few of 

those monitors start multi-ing. Th work with the Amiga 

and a flickerFixer (MicroWay), a monitor needs to be 

able to accept a horizontal scan frequency of twice that 

number - 31.5 kHz. That's very close to VGA's specifica

tion, but not exact. The flickerFixer is a board for the 

Amiga 2000's video slot which de-interlaces the Amiga 

display, removing the "flicker" from its high resolution 

modes. It works only with a "multi" monitor, not a regu

lar RGB-analog one like the Commodore ones generally 

sold with the machines. 
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Quality 

Other than accommodating the flickerFixer's monitor re

quirements, one of the main reasons you'd get a more ex

pensive monitor is so you can see a better picture from 

your Amiga. So, it'd be nice if on your monitor shopping 

trip (charge card at the ready!), you knew what to ask to 

find out whether a monitor is higher quality than the 

vanilla one at your house. Here's the scoop. 

First of all, the physical size of a monitor's screen is gen

erally specified, like TV sets, as a diagonal measure

ment. The usual display is "13-inch", which really 

means 12 inches that you can see plus some wraparound 

inside the plastic case that only the diodes will ever ex

perience a picture on. Disregard any reference in the 

monitor's spec sheets about resolution. That generally is 

stated in so-many dots by so-many dots. Doesn't mean a 

thing in the real world. That's only a maximum figure, 

and you'd only see that many dots if you had the exact 

computer and software combination to produce it - which 

may be a lot more obscure than you'd find particuarly 

useful. 

To decide whether a monitor has a sharp image, look at 

the spec for "dot pitch" and compare it to the size of the 

tube. Dot pitch isn't a relative term, but the sharpness 

you perceive will be. For example, a .31 dot pitch on a 

l3-inch (or so) monitor is pretty sharp, but on a 30-inch 

makes for sharper pictures and richer colors. However, 

the larger a screen size, the larger the dots can be and 

still be considered tiny. In the l3-inch picture size, a dot 

pitch over .4 is coarse and mushy, coarser and mushier 

as the figure increases. Over the years, some ofthe mon

itors Commodore has sold to connect to Amigas have had 

dot pitches well over .4, although the original Amiga 

1080 monitor (and a few of the others from time to time) 

came in at a respectable .38. Thomson sells an Amiga

capable RGB-analog monitor with a dot pitch of .51. Ex

cellent (and cheap) for playing games, useless for any

thing else. 

Higher end (and nicer looking!) monitors offer dot pitch 

in the .31, .28 and even .25 range. The l3-inch Sony that 

Apple remarkets for use on the color MacIntoshes has a 

dot pitch of .25. Now that's SHARP! NEC and Mit

subishi, as well as Sony, sell Amiga-capable monitors 

with dot pitches in the .31 range for the l3-inch models. 

For example, the Mitsubishi Diamond Scan (Mitsubishi's 

version of "multi") AUM138lA is part of a line of "multi" 

goods which now includes a l6-inch model and a whop

per 30-inch one. The Diamond Scans, nice as they are, 

require very wierd cabling to connect them to Amigas; 

however, they've become rather popular, and several ca

ble companies now offer convenient, manufactured prod

ucts to connect them with. 

monitor it would be incredible. Dot pitch is the size in Engineering types say that the only real measure of 

millimeters of the dots that make up the phosphor clus- quality performance in a monitor is its "bandwidth," and 

ters which in turn form the picture out of (you guessed that's correct. Bandwidth is a measure of a monitor's 

it) a thousand points oflight. ability to turn its voltages on and off in a precise manner, 

thus to address a number of dots of resolution, and so 

If those points of light are large, the picture looks fuzzy forth and so on. It is indeed a good measure of a moni

and mushy, and the color saturation is low. Tinier dots tor's capability. To really understand it all, however, 
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you'll have to first spend a few years and a few thousand 

smackers getting an engineering degree, so it isn't really 

all that practical to shop with. 

Most manufacturer's state the "bandwidth" for their 

products, however. The higher the bandwidth, the more 

capable the monitor. This figure won't, however, tell you 

anything about the quality of manufacture, or the beauty 

of the picture. For those elements, LOOK at the monitor 

(while it's RUNNING), and consult the case somewhere 

on the front panel, usually, for a brand name. No matter 

what the fast talking salespeople might claim, you don't 

get something for nothing - either in monitors or any

thing else. Any specification that isn't stated should be 

explored thoroughly, too. If the dot pitch, for example, 

isn't listed in the sales brochure, it's a safe bet there's a 

REASON it isn't. 

Don't let the specs fool you, either. LOOK at the monitor, 

and if it doesn't look good, no matter what its specs, it's 

NOT good. Simple as that. 

MONITOR CHECKLIST 
Here's a checklist for things to consider in evaluating a 

monitor for use on the Amiga: 

Will it WORK? 
Check for RGB-analog and correct horizontal scanning 

frequency. 

Are you going to use a flickerFixer? Buy "multi-scan" if 

so, But be sure you get real "multi", not just "multiple," 

as explained in the main article. Again, check the hori

zontal scanning frequency. 

What's the Dot Pitch? 
If it's not stated on the sales brochure, ask. Then see it 

in WRITING before you believe it. The SMALLER the 

number, the better the monitor for a given size tube. 

What's the Bandwidth? 
You might also, take a gander at the monitor's documen- This is mainly for techno-types, but it's the real measure 

tation if you'll be making your own cable. You can't just of a monitor's capability. The LARGER the bandwidth, 

guess which signal is where or you'll blow your Amiga, the more capable the monitor. 

your monitor AND your top. A very popular, inexpen-

sive, VGA-capable monitor, the AOC, for example, comes 

with documentation that's so poor that only a graduate 

engineer could figure out how to make an Amiga cable 

for the thing. For example, in a specification chart under 

"input voltage," the monitor's "manual" states that it re-

quires "house current." 

It really isn't as much of a jungle out there as it may 

seem from some of this. However, if you don't watch out, 

you'll quickly mire in a pool of engineering jargon. The 

safe and sure way is to buy something with a respectable 

brand name on the front - but don't take the salespeo

ple's word for what's respectable and what's not. Ask 

around. 
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What's the BRAND NAME? 
Nuffsaid. 

What's the Length of the Guarantee? 
A monitor that's guaranteed till donkeys fly is likely to 

be better than one that's guaranteed till you get it home. 

Monitor (and TV set) makers often specifY a different 

length of guarantee on the picture tube, too. However, 

these days you can probably forget changing the picture 

tube - you can get a whole new monitor for what that 

would cost, most of the time. 

Who Makes (or Sells) the Cable? 
A store that doesn't speak Amiga will have a hard time 

answering this question, and unless you can dig into the 

nitty gritty of the cabling process yourself, you're stuck. 

There is almost NO standardization among cables for 

the different monitors, and the Amiga's side of the propo

sition is an odd beast in its own right. 
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Free 
weep_s~_e_s_ 

In conjunction with our subscription drive, GRAFlx is 
offering a Scanlock Genlock fromVidTech free! With 
this genlock you can mix live video with your Amiga' s 

video for video titling or even more advanced video 
applications. The unit also comes with independent fade 

controls to fade between Amiga and live video. In 
addition, this genlock supports S-VHS! How do I take 
advantage of this? lustfill out the reader survey sheet 
from this issue and check YES or NO. If you check 

YES, you will get 6 hard hitting, action packed issues of 
the most informative Amiga GRAF Ix Magazine 

available atfar under the newsstand rate! And if at any 
time you are not happy with your subscription ... just 
mark cancel and we will refund the balance of your 

subscription. There is absolutely no risk to you, 
so give us a try! 

To enter the sweepstakes use the Reader Survey form included in this issue. Or you may make a copy of that 
form to use, or send a SASE to this address for a copy. You may enter as many times as you wish, but only one 
entry per envelope, and all entries must be filled out by hand. No purchase is necessary. 

All entries must be in by May 1, 1990. Drawings will be held in the central offices of Hahn-Wallace Publishing 
Group, and all decisions are final. WInner must specify configuration for AmigaSOO/l 00012000. Mutilated or 
illegible entries will be disqualified, and sponsor not responsible for lost or stolen entries. Any prizes not accept
ed will be re-awarded. Offer open to U.S. residents except employees and their immediate families of 
Hahn-Wallace Publishing Group. Taxes on prizes are winner's responsibility. 
Not valid where prohibited by law. 

Send All Entries To: 
GRAF/x Magazine 
6006 Greenbelt Road Suite 189 
Greenbelt, Maryland 20770 



DYes! Start my charter subscription to GRaf/x 
D I don't want to subscribe now, but please enter me in the sweepstakes. 

D Please send me this issue's Companion disk, and also include the free BONUS Disk. • $9.95 + $1.50 P&H 

D One year (6 issues) $14.95 D One year (6 issues) $69.95 
Save 37% off the cover price. Save 22% off the cover price. 

D Two year (12 issues) $24.95 D Two year (12 issues) $99.95 
Save over 47~ off the cover price Save over 44% off the cover price. 

CANADA & MEXICO $22.45 (Mag only) I $79.95 (Mag wi Disks), FOREIGN SURFACE $29.95 I $84.95, FOREIGN AIRMAIL $47.95 I $102.95 
(U.S. funds drawn on u.S. bank). Prepayment is required on all foreign surface & foreign airmail order, all prices are one year only. 

D Payment enclosed $ D Please bill me. 

D Mastercard D Visa Acct#------- Exp. ___ _ 
Signature~ __________________________________________________ __ 
~arne~ ______________________________________________________ ___ 
Address~ ________________________________________________ __ 
City State __ _ Zip ____________ _ 

For direct ordering, call TOLL FREE 1-800-2-THE-MAG weekdilys 9:00 a.m. - 5:00 p.m. E.5.T. In Maryland, 
call 1-301-595-5194. For credit card orders only. Please allow 6 -8 weeks for processing your subscription. 
Please make checks payable to GRAF/x. 

1) How did you receive this issue of GRaf/x ? 
D a) I subscribe. 
D b) Bought at newsstand. 
D c) Borrowed from a friend. 

2) Where do you use your AMIGA? (check one) 
D a) home D b) business D c) both 

3) Is your income: 
D a) under 30KD b) 31K-40K D c) 41K-50K 
D d) 51K-60K De) 61K-70K D f) 70K+ 

4) What is your age group? 
D a) under 18 D b) 18-24 D c)25-45 

D d) over 45 
5) How long have you owned your AMIGA? 

D a) new D b) 1/2 yr Dc) 1 yr 
D d) 2 yrs D e) 2yrs+ 

6) What area of hardware / software do you 
plan to purchase next? 

D a) animationD b)video production 
D c) paint programs D d) ray tracing 

D e) desktop publishing 

7) How much do you plan to spend on 
hardware /software? 

1 yr 2yrs __ _ 

8) Do you own a modem? Dyes D no 

9) What are you most interested in? 

10) What are you least interested in? 

11) Is there a topic you would like to see 
covered in the near future? _____________ __ 
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A good while before any 

other Arniga 3D programs were available, 

Brian [name] sat down to write one. That 

was before Sculpt ever traced a ray, before 

Thrbo Silver, ne Silver, almost before the 

Arniga, even. It took a while, though, and 

Brian's 3D program is now, after all these 

years of development, almost ready to 

ship. What remains to be done doesn't 

have anything to do with the program, 

however, just little things like finishing 

the manual, creating the packaging, and 

things like that. The program is being 

marketed by Progressive Peripherals & 

Software under the title "3D Profession

al." Brian's software development compa

ny is "Cryogenic Software." 

3D Professional is a new rendering pack

age for the Arniga. That's "rendering" not 

raytracing, but Brian says he's probably 

going to add a raytrace module (as an 

add-on option), too. In the world of com

puter graphics, there's a delicate distinc

tion between "rendering" and "raytrac

ing", but only skilled observers can tell 

the difference if the "rendering" is skillfu]

ly done. The key is to look for shadows, 

translucency, and transparency. Render

ing algorithms, for the most part, don't 

produce the same precision in such things 

as those for raytracing. You get some-

thing for the trade-off, however, and what you get is 

speed. Any rendering process zips along at many times 

the rate of raytracing, since the process isn't nearly as 

mathematically laborious for the computer. 

A "rendering" program does its thing by divvying up any 

objects you feed it into lots of triangles. "Polygons," real

ly. It then figures out how these tiny elements ofthe sur

faces are lit, and shades them accordingly. Other sophis

ticated algorithms perfonn smoothing on the results, so 

that "faceted" look goes away. Math intensive as all of 

this is, it isn't as much so as raytracing algorithms. Ren

dering programs have a hard time dealing with shadows 

and reflections, although there are some ever-more

sophisticated rendering algorithms that do that, too. 

One way is to have the computer create a new object au

tomatically anywhere there's a shadow cast by another 

object, and take the shadow objects into consideration in 
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rendering the scene. Of course, if you go 

too far out into this realm of perfection

ism, you eventually give up the speed 

gain you got in the first place, and might 

as well raytrace. 

The rendering algorithms in 3D Profes

sional are quite sophisticated, judging 

from the program's output. However, one 

thing that really sets the program apart 

from the rest of the Arniga products is its 

ability to render directly to Encapsulated 

PostScript. Sure, you can have a gander 

at the program's output on the Arniga 

screen, but the resolution of the screen is 

fixed in space and time (dramatic echo ef

fect), and although what you see is what 

you get, what you see is ALL you're going 

to get. Th get more colors and more reso

lution, you have to render to some other 

hardware. Say, for example, you wanted 

an overhead-projector transparency of a 

nice, rendered vase (one of the example 

objects in the accompanying screenshots 

from the program). 

Would you set up your SLR and click the 

Arniga screen? Sure. Then make a big 

transparency. Or, print to your printer, 

and Xerox the result onto transparent 

material. Then when you project the im-

age, your audience will be wowed, indeed, 

by the nice computer display, but it'll LOOK like a com

puter display. It won't look like some talented artist sat 

down and drew the picture with pen and paper. 

Suppose, instead of shooting the screen with a camera, 

you did your original rendering of the vase to Encapsu

lated PostScript. You then send this humongous chunk of 

code to a PostScript service bureau and print it to film in 

a laser typesetter. Project the result, and there will be 

not a pixel to be seen, since the rendering is being done 

at the resolution of the output device, not the resolution 

oftheArniga screen. The results will look very much like 

it would if a talented artist drew it, but with delicate 

shading and precision of perspective that would truly re

quire a talented artist to accomplish. 

If you crave more and better "eye candy" that you're get

ting with the Arniga's standard display, 3D Professional 
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also supports one of the most esoteric add-ons the machine has ever seen. 

It's the Mimetics FrameBuffer. This is a board that plugs into an Amiga 

2000, 2500, or 2500/30, that adds display capable of a much larger palette . 

The board supports only an NTSC composite video monitor, but displays a 

21-bit-plane image - that's a palette of about 2 million colors. Much is 

made in computer graphics circles of twenty-FOUR bit imagery for "broad

cast TV' and other video uses. However, home television sets are restrict

ed to being able to display an NTSC signal ("NTSC" is engineering jargon 

for "Standard This-Continent Television"), and cannot do better than about 

21 bitplanes anyway - the same as Mimetics' FrameBuffer. 

Anyway, if you 

have one of these boards, 3D Professional will render images to 

it. Brian plans to support the new 24-bit (aha!) Amiga IFF 

standard, as well. A 24-bitplane picture sports a palette of 16.7 

million colors. Notwithstanding TV set's inability to display 

such an image, the 24-bit imagery is the "standard" of most 

broadcast-quality rendering. 

Look for 3D Professional to be shipped around the time this 

magazine makes it to the dealers' shelves, if current plans and 

promises hold true. 
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Where am we begin? 
Certainly not at the begin
ning, because in the bad or 
the amount of software tools 
available to Amiga artists and potential 
artists was almoot none. Remember the 
when Aegis released their paint and animation pa(:~~ 
and Electronic Arts followed suit with the progenitor of 
DeluxePaint series (or are you too young)? I remember those 
old days with a degree of nootalgia, however, since I used to 
get more sleep then. Now, my wife finels me slumped over the 
computer, and I leave for WOlX with a crick in my neck and a 
case of CRT radiation bum over the upper part of my body 

The things I used to fantasize doing within the electronic 
medium when I started out on the Apple aOOut ten years ago 
are now realizable. I had one of the first microcomputer ani
mation showings at a gallery at the Universi1¥ ofVennont I 
produced a rather silly little computerized slide showanima
tion called "Planet Bang!". It was a series of images depicting a 
planet being struck by an asteroid (don't ask me where my 
head was at), and it consisted of twelve single frames in in a 
dazzling eight colors. The software was very difficult to rna
neuver around, and the attached graphics tablet would erase 
any disks left in its vicinity 

But then was then, and now is torrwrrow. The only lingering 
reminder of three days is that sometimes I dream of swinging 
a large multi-<x>lored Auriga checkmruk, deftly slicing a bushel 
of apples into fragmented pulp (do I need to see a shrink?). 

There are a nmnber of graphics and animation products that 
I use constantly I am't mention them all here, but fd like to 
call some of them to your attention. 

This small sampling of excellent packages from very creative 
developers is only a small indication of what's out there. I am 
in contact with enough developers and vendors acroos the 
country (and acroos the seas) to know that the explC6ion of 
professional Amiga products is on the rise, and that the 
sta.t.e4the-arts is pushing all of us ahead. All of these 
products require time to learn to use, and prqjects to 
motivate their inCorporation. Just learning to use the
se creative engines and to compare their potentials 
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Scene From Fantavision 

like wares has almoot bemme a full-time occupation for many of 
us obsessive Amigoids. Sometimes, one of my iOChizophrenic per
sonalities am be heard chanting strange ritualistic phrases, com
manding that the development stop (or at least pause), so that 
other things besides learning new tools can be accomplished (like 
electronic painting and making :MIDI music). But then I remem
ber where we came from, and the ridicule wfive had to bear for 
our choices. It is then that I say to the gods, 'Let the developing 
conunenre!". And now, sinre it's 3 am. and a peaceful snow is 
fulling on the Vermont hills, rYe got to get some sleep. Enjoy! 

Vidro E{fi!cts 3D (version 2.0) 
Irmovision'Thchnolcgy 
PO. Box 743 
Hayward, California 94543 
41fr538.8355 
Retail: $199.00 

'This is version 2.0 of a product that I consider to be one of the 
finest Amiga professional animation tools, and it is significantly 
faster in operation and image generation then 1.0. I ran acroos 
the initial adveIfuing on an obscure back page of a magazine. No 
phone number was listed (which is seldom a way to make the 
pro;pective purchaser feel secure and protected), so I tracked one 
down and gave Innovision a aill. I have never regretted that in
vestment 

I do a fuir amount of videographic work for the University ofVer
mont Much of it involves preparing titles, credits, and textual 
slides fur instructional pngramming. After a while, Ixlth I and 
my clients start looking for ways to bring these visuals to the 
>'Creen in new and interesting ways. A little novelty never hwts, 
even in the classroom. Everyone in the country is Ixlmbarded by 
so much video that all of us have bemme jaded concerning state
of-the-art looks and proresses. Software like this gets all of us in 
deeper. But isn't that part of the advertising and marketing 
strategy behind all this anyway? Isn't that what a full blown 
Arniga ohlession is all about? 

The manual that accompanies this software is first rate. It is 
padmged in a large three-ring binder that folds out flat for easy 
study. This makes the later addition of new pages fur upgrades 
easy. VidEFX-3D is suh;tituted for your Workbench disk. Ver-
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sion 1.0 was not copy protected, but version 2.0 is. When it pops 
up in Cl1, you are given several choires. One conun.and allows 
users with 1.5 megabytes of memory or more to boot it, and an
other is used for those with one megabyte or less. I strongly rec
onunend that you have at least 1.5 meg.:; to play with this pack
age. Another separate command will bring up the VIDPLAY 
module onre your creation is rendered. It is in High Resolution, 
full overscan. 

One of the moot helpful features conrerning the user interfare de
sign is that the moment your cursor is positioned over a gadget, a 
paragraph of helpful text pops up. No help keys need apply. 'This 
is especially helpful on the initial screeTL Before you are a hoot of 
step-by-step functions, which must be acressed in a linear order. 
Each has an accompanying p:lp-up help text to guide you along 
the way. Every care has been taken by the developers to make 
sure your creations are first rate! 

After initializing a script disk, we move on to the "import object" 
sequenre. "OQjects" can be paintings, text material, or any other 
graphic configuratioTL The only stipulations are that they are in 
High Resolution and that they contain no more than eight colors. 
If they contain more then this, they will be translated into what 
the system sees as the moot suitable eight colors of the palette. 
'The wisest thing to do is to design them this way originally with 
your favorite paint program. Much of what you do here, and the 
ultimate suocess, is based on an initial proress of planning, which 
holds for all serious video work. 

Color 0 will be transparent if you are going to genlock your final 
work, so keep this in mind in the design stage. If you am keep 
your graphic in one color (color 1), your movements will achieve 
maximum smoothness. From my own extensive experienre with 
this package, however, I am assure you that if there is a penalty 
to be paid fur working in eight colors, you will hardly notire it 
when viewing the finished anirnatiOTL 

Color 3 is reserved fur one-color extrusions when you want them, 
and colors 4 to 7 will give you multicolored extrusions in the same 
way. 

Deluxe Paint ill 
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After you select an oQject to manipulate and it is translated, the 
irlltial cropping screen pops up. A one-fourth representation of 
your graphic is dejXlsited in a view screen. You can jXlsition it in 
any Cartesian mordinate ex, Y, or Z parameters), and then crop it 
so as to save unnecessary mathematical acljustments when it is 
generated. As many as nine separate IFF HiRes oQjects can be 
sent flying and spinning all at once, as long as you mnsider disk 
space and RAM in their generation. Of murse, they must all 
have the same palette. Here is where you also can determine the 
oQject:s' center of rotation, useful in generating mmmon and errat
ic movements. 

Something fve learned is that oQjects designed and rendered in 
3D also work well, if they are imported from packages that have 
good Phong Shading routines (ie., if the eight mlors contain mixes 
of each other, so that the eye sees more than eight). 

Next is the main EDIT screen. The quarter screen view of your 
oQject is replared with a wire-frame border. 'This is so that gener
ation of the movement files can be easily demonstrated in real 
time. TIming is an all important part of professional videograph
ics. Often the designer is requested to show a specific movement 
in a very boundaried timeframe. In this software, you always 
have mntrol over the time element You can control movements 
in increments of seoonds or thirtieths of a seoond I suggest you 
string three "tracks" tq¢her for a rompleted animation. 'The 
first determines the originating jXlsition cr an object. Unless you 
want it to fade on at this point or to start from a standstill, no time 
is allocated to this track. The semnd track involves the spins and 
turns and zooms, as well as the final jXlsitioning (where you want 
the object to wind up). The third track allows you to program the 
amount of time that the oQject remains in place at the end 

More and fancier tracks are poosible, but memory is a mnsidera
tion. Even with great mmpacting routines, zooming an oQject to 
300 percent and then animating it can strain the most evolved 
system (at least until those magic laser readlwri.te drives hit the 
rnruket). On this scrren, you can shape the movement paths of 
your object in VeIy fine increments, and then hit a playback but
ton to see how the wire-frame representation reacts. 'This is also 
the place that you would select either a depth increment and/or a 
shadow for your creations. 

When the rendering is acromplished, you retreat again to the 
CU. With the mmmand 'VIDPIAY', the "show" screen pops up. 
You can play back your masterpiece in two fashions. If you select 
PRESENTATION, the animation will play once after you click 
the left mousebutton. If you select PLAY, the animation will start 
automatically and loop until you hit a mousebution. either in a 
one-time or a looped mode. All of your files are saved to a disk 
previously labeled 'PLAYFILES". Between this and your script 
disk, all of the movements of your work can be stored. Actually, 
you muld select the same script to alter the movements of other 
oQject files in the same way. After loading a PLAYFILES disk on 
this screen, you are ready to preview your finished work If you 
have enough memory, you can string animations ~ther back to 
back 

FOI71IS in Flight 2.0 
Micro Magic 
261 HamiltonAve. #32OC 
PaloAito, CA94301 
415-327-9107 
Retail: $119.00 

Many animation and rendering programs have hit the Amiga 
market in the last few months, and this one frequently gets over
looked, probably because it is fairly mmplex to operate. It's re
sults, however, are very nice. The program's mmplex syntax and 
user interface will be rompletely revamped in the next major up
grade (due in the Spring of 1990, so fm told). Meanwhile, Fonns 
In Flight deseIV€S more ~tion as a professional tooL All of 
theAmiga 3D ocillptjDWanimation programs have strengths and 
weaknesses, and Fonns in Flight is no different, so the serious 
Amiga designed animator will have many or all of them in hedhis 
library. With the help of pnwams like "Interchange" by Syndesis 
and its various mnversion modules, each of the formats can be 
transfmned into the other, thus providing the Amiga artist the 
best of all worlds. 

Fonus in Flight has paid extra attention to Phong shading, as op
posed to the creation of polygonal surfure3. 'This means that your 
final piere:; will show smooth transitions from one surfuce to the 
next, not the often blocky appearance of a fareted work. Also note

Lastly, you are allowed to aa:e:;s the rendering screen. Normally, worthy is the VeIY fast redraw time, which allows you the pa
for professional results, you would choooe to rend~~~~s..m __ .n·~~~~llJ1e~t with getting just the right view cr your cre-
sixty frames per seoond You can, however, ation. Fonns in Flight uses a whole series of 
choooe ten or thirty seoonds for previewing pur- hiearchical menus and unique-to-itself oom-
poses, as long as you don't mind somewhat mand tenus in the actual sculpting of a prQject. 
shaky results. You rouId also have evetything You'll have to live with the manual at your side 
rendered in IFF files instead of the VidEFX for awhile. 
rompressed mode (which means the frames 
rouId be imported into DPaintIll for more ex
tensive mlor rendering). WIth version 2.0, it's 
seldom more than a few hours between this 
step and a viewing crthe finished product. 
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'I\.vo of the tenus that are central to your ability 
to manipulate Fonns in Flight are 'FSURF' 
and "QSURF". FSURF stands for "Flat Sur
face", and is made up of curves joined end to 
end ~ stands for "Quad Swface," which 
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means that it is made fium four surfaces. FSURFs are flat, 
QSURFs don't have to be. By "pulling" on the vertices of a CUlVe, 
an infinite series of CUlVed surfaces can be oonstructed. Most 
FSURFs and QSURFs can be translated back and forth to each 
other. Fonns In Flight handles 3D oonstruction very differently 
from all other 3D programs on the Amiga, but it produces profes
sional results in all non-HAM resolutions (the next version will 
address HAM as welD. 

The manual is designed with the begiruring user in mind, and a 
long list of summations at the end of each chapter (just as with 
any well designed instructional text) reIDrorce the learrling and 
oomputerese terminology. 'This way, when you return to the pro
gram after a long ah3enre, you can referenre the summations at 
chapters' ends. Forms in Flight has an instructional method that 
should be emulated by all professionalAmiga 3D software manu
als. 

One ci the mo:>t exciting parts 
of this program is the way it 
can be integrated with stan
dard IFF Backgrounds and 
Foregrounds. translated into 
'Texture M.ap;", IFF images 
can be wrapped around any 
QSURF That means that any 
3D shape you design can have 
a "skin" made from an IFF 
graphic - leading to some pret
ty interesting visual results. 
As long as the colors and reso
lutions remain oonstant, IFF 
images can also be imported 
as Background and Fore
ground element., in your 
paintings. If you attempt to 
wrap a resolution different 
from the screen on a QSURF, 
Fonns In Flight will defuult to 
the resolution of the brush. 
This might promote you to 
name your saved brushes with Pain .... ..;u, Deiuxe I'hoIoLIb 

either a reoolution extension 
(such as Jll) or a cx:xle that designates the resolution (such as PI
CLo). If not, you run the risk ci suddenly seeing your scene pop 
into an unwanted resolution. 

Another matter to ronsider is to render the 3D model in a limited 
section of the oolor palette (say oolors 3 to 7) and to render your 
brush in another oolor list (oolors 8 to 16). That way, when you 
wrap your brush on a dedicated section of the mode~ you'll still 
leave the rest of your creation in the designated color palette. 

The present version has no options as far as refraction indexing. 
The 'light source" is behind the "camera" at all times, but since it 
will wrap IFFs, you oould design a whole series of IFF textures 
and brushes with that in mind It also does not allow for variable 
light sourres and reflections, and a finished High-Resolution 
sculpture has the apparent texture and feel of a hard plastic or 
soft metal material, dependent entirely upon the oolors used to 
define its shaded shape. Not only is overscan addressed, but you 
can also input any supportable overscan in a customized window. 
As a 3D sculpting tool, Fonns In Flight II pnxluces some of the 
smoothest and sharpest renderings around 
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One would wish that all of the Amiga 3D sculptinglanimation 
wares used the same tenns to describe like events and proresses. 
There are a list of rommands in Forms In Flight whale opera
tions you may be fumiliar with, but whose oommands and syntax 
will be foreign to you There are two modules on Forms In Flight 
2.0: "&liter" (their spelling) and 'Fast Flight" (the Player). It is 
the editing process that allows us to shape our sculptures. Both 
FSURFs and QSURFs are usually drawn on the screen in one of 
the three 2D orientations (XY; xz, Y2), although you can draw in 
three dimensional space as well The advanced user can also de
termine another 2D orientation =mensurate with needs to dis
playa certain viewing angie. Only one orientation is J:XllSible on 
the screen at anyone time, unlike other Amiga 3D programs that 
allow all at once. I personally favor this, but I know that there are 
other artists that like the standard draftsman's and CAD format 

An FSURF is a flat surfare made up of cwves joined or unjoined. 
There are five FSURF oombinations: Circle, Closed, Open, 

Straight, and Open-Straight 
All of these lead to designing 
the basic fonns that can be 
spun and extruded to form 
various 3D objects. 

QPURFS, on the other hand, 
are what is oornrnonly referred 
to as "surfare patches". They 
must have four points, and 
four points only, so the pro
gram can create rounded sur
faces based on their design. 
FSURFS can be transformed 
into QSURFS and vire versa 
Because an FSURF can have 
any number of CUlVes, while a 
QSURF can only have four, 
conversion fium one to the oth
er often produces unexpected 
results. Experimentation here 
(as with all other Amiga cre
ativity software) is vital 
~tion to a QSURF 
places grid lines inside of the 

object The finer the grid, the finer the roundness of the shape. I 
have, however, found that too many grid lines crashes my system. 
Even with 4.5 megabytes of memory and a 6802(Y68881 chip set 
onboard, some renderings in Forms In Flight 2.0 are too oompli
cared The wireframes come up OK, but solid models can really 
tax the program (especially in 16-color Hi-Res). 

The camera can be moved fium side to side so that you may in
vestigate the operation thoroughly. The manual oontinually de
fines the tenns used in layman's language, oomparing operations 
to fumiliar everyday materials and events. As you view the object 
from alternate sides and watch it get redrawn to the screen, each 
new rendering can be saved as an IFF image. 

If you select a curve for modification, it can be stretched or twned 
into a straight line at will By changing it in the dynamic box, you 
alter its Direction and "Speed" (size). If you select just one of the 
nodes of the curve, more precise oontrol over the sculpting can be 
achieved One end can also be "modified", and the whole curve 
can be "rounded". Curves can also be "split", which gives them 
extra control points to manipulate. 
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A few oommands are my fu
vorites because they give me 
the chanre to experiment with 
3D object creation in ways that 
are tU1ique to Forms In Flight 
One of these commands is 
''Mirror''. Forms In Flight lets 
you decide which plane the ob
jErl is to mirror around, and 
also the axis that will be used. 

Forms In Flight uses the oom
mand "Sweep" to acoomplish 
what other 3D ooftware calls 
''Extrude''. Extruding (sweeping) gives a 2D object depth, and 
Forms In Flight allows you to detennine the extent of that depth 
This is very handy when creating 3D letters and numbers fur an
imation. Ol:!jects can also be swept along a "path", which is any 
CUIVe in any orientation imaginable. Any QSURF can be set to 
receive an IFF texture map, a full color brush imported from an
other painting session. Up to 15 such brushes can be in memory 
at anyone time, depending upon the extent of yom extra 
memory. Sinre this is not a HAM pnwam, though, you'll have to 
be careful about colors. 

New IFF images will change the whole screen to that palette. 
Thxture map' appear on QSURFs only. Another nire feature of 
Forms In F1ight is that resolutions and number of colors can be 
changed at any time, and yotrr object then displays the result (if 
"shaded" mOOe is dl(~n). The object is not resized, but main
tains the same proportions and screen size that you previously 
determined, though you can redure or enlarge any object at any 
time. In all resolutions, Forms In Flight tries desperately to ren
der yDtrr WOlX in the smoothest poosible range of shades. It has 
the smoothest non-HAM shading routines ('Phong" shading) 
that any Amiga 3D renderer can boast, with no hint of polygonal 
edges to ruin the results. I affillutely love the way that Forms In 
Flight shades images. 

The screen is always open to the alternate views provided by a se
lectable roving camera. These viewpoints can be manipulated in 
all of the ways previously mentioned "Look Points" (the direction 
the camera is pointing) can also be detennined and set The 
whole view can be PANNED, left-right and up-ilown. Specific co
ordinates can be given in all cases. The camera can be rotated 
and rolled, and then set aright with the 'Heads-Up" command. 
The camera can also be moved in and out, 00 you can create "fly
bys" of yotrr oQject. 

In addition to texture mapping 
IFF images onto the 00ject., 
IFF foregrounds and back
grounds can be incorporated. 
Bad<grounds are rendered 
"under" the 3D image, while 
foregrounds are rendered on 
top. For animations, this can 
generate oome very profes
sional results, especially if you 
have the memory to allow for 
overscanning at the same 
time. In animating an object, 
wait until the last frame to in
corporate these effects, as re
drawing time between frames 
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pressure. 

can be excessive if they are 
brought in at the begiruring. 
As with texture mapping, 
make sure that you are work
ing with the same color palette 
and resolutions. Any objErl 
can be copied, resized, or put 
on a 'lathe" and spun, creating 
a multitude of funtastic 
shapes. The artist in love with 
shapes fur shapes' sake will 
spend bOtrrs on this operation 
alone, and hopefully the di
vorce courts will not feel the 

When you get the hang ofit, animating objects in Forms In Flight 
is as easy as drawing. The manual could make it easier though, 
by devoting more than two tiny chapters to it (the latter of which 
fucuses on the demonstration animation included with the pro
gram). There is a fairly complex: animation requester that is not 
given nearly enough attention, containing a oomplete hiearchy of 
animation structures within animation structures. The basic 
idea revolves around setting yom object on a "path" and telling it 
what to do while it follows that path All along the way, various 
positions and other objects can be brought in and edited, until 
fairlyoomplex animations are obtained. Add to this texture map
ping, background/foreground importation, and camera manipu
lations, and you can imagine the extent of the finished animated 
piere. 

Changes for version 4.0. " fm told that they'll skip "3.0", just 
as DigiPaint (New'Thk) skipped 2.0. This is probably fur the same 
two reaoons: extensive manges and PR hype). Here are a few of 
the promised d1anges that will appear in Forms In Flight 4.0 
(originally set to enter the market in late summer of 1989): 

1. Support for the 680'2AY68881, which will allow Forms In Flight 
to run considerably fuster on madrines (such as Amiga 2500's) 
with this configuration. 

2. Far more oomplex objects constructed with the same amount of 
mermry, as the ooftware will store only the polygon currently be
ing worked on 

3. The renderer will map tex
tures acroos entire Stn'fuces. 

4. HAM mode support 

5. Antialiasing (edge smooth
ing) will be computed from the 
best colors in a IS-million color 
range, and Extra HalfBrites 
will be allowed. 

6. 4.0 will be import compati
ble with 1.0 and 2.0. 

7. It will be broken into three 
separate modules: Editer 
(again .. their spelling), Ren
derer, and Animator. 
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AbcM and Facing 
Page. Ray,nad 

objects from 
PoIarArts. 

8. It will be priced armmd $199.00, with an upgrade pricing for 
owners of 1.0 and 2.0. 

9. The new "Editer" will have a multi-windowed approach like 
other Amiga ware, and the hiearchical menus will no longer be 
used There will be fewer oommands, and more control points 
will be added to curves. Some commands will be acressed by dou
bleclicking the mouse. 

Forms In Flight 4.0 will be distributed by Centaur Software 213-
821-5995, so that additional infunnation will be supplied by them 
prior to the release of the new version. I recommend this soft
ware highly, and can't wait for 4.0. 
Comic Setter 
Gold Disk Inc. 
POBox 789 
Streetsville 

Mississauga, Ontario 
Canada L5M 2C2 
416-828-5636 

I first saw the Beta of this package atArniEJqx>in 1988. It was so 
complex that nolxxly could do a demo of it (the developer never 
showed up). I started my visual life with comic books; "Entertain
ing Comics" to be exact, the originators of Mad magazine. In the 
fifties, they had about twelve titles on the shelves (befOre the Mc
Carthy era wiped them away). When I saw the Beta of Comic 
Setter, I was immediately thrown back to my obsessive past, and 
couldn't wait for its release. Gold Disk, of course, is well known 
for its dedicated Desktop Publishing wares for the Amiga, so I 
was confident of a quality procluct:.. 

Because the options that desktop publishing proresses demand 
are so complex and intertwined, the software that is able to gen
erate a good end product is often not easy to learn to use. Comic 
Setter is no exception. The icons that address specific tools are not 
at all initially intuitive in their use or visual design, so a £air 
amount of time spent going through the tutorials and referencing 
the manual is neressary. Comic Setter's manual has no index, 
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which can be an unnecessary fiustration at times. The manual 
does, however, contain a number of very complete tutorials. If 
you follow these tutorials in a step-by-step fashion, you shouldn't 
have many problems identifYing the right tools fur the right func
tion. If you skip the tutorials in favor of muddling your way 
through the software, I wish you luck. 

Comic Setter's output is meant to allow you to emulate the c\assi
cal '1ook" of American comics, and the clipart that is included 
(plus the extra disks of clip art that Gold Disk markets) does in
deed replicate this style. As a cousin to Gold Disk's other desktop 
publishing wares, it allows the incorporation and creation of both 
IFF and structured graphics (brushes and full pi<fures). Comic 
Setter works in the two Amiga sixteen color resolutions, Medium 
and Hi-Res. Like any other Amiga graphics package, the colors 
can be edited to represent any cf the 4096 poosible. I am sad, 
however, that it does not address HAM. Maybe a future version 
will. 

Comics are based on very specific design elements: pane\s, text 
balloons, sound text (Ka-Boo:lm!, Splat!, etc.), backgrounds, and 
fureground figure characters. This package addresses all of these. 
Doubleclicking the left mousebutton on the icon that resembles a 
small portrait changes the cursor into a crcss-hair that allows you 
to define an area fur graphics. When so defined, this area can be 
used as a canvas for your own creations, which are subject to the 
drawingipainting tooIs at the side of the screen. More probable, 
though, is the fact that you will want to import graphics from 
your own IFF creations. Each page must use the same palette, so 
this is a consideration best taken to heart when you go about de
signing your own comicbook graphics. If you have a black and 
white printer, design your work in gray scale or black and white. 
Color does not convert well to gray. Of course, you could always 
alter the palette colors from within the program befure sending 
your page to the printer, but this can be cumbersome, time con
suming, and still not guarantee you the best results. It makes a 
lot of sense to sketch out your ideas in a storyboard manner well 
beforehand 

Placing the pane\s on the page can be done either prior to the de
sign cf each individual story element, or beforehand in a full-page 
fashion. If you choo;e the second method, you'll probably want to 
view the entire page at once. Comic Setter has a built in zoom 
feature (200 percent, 100 percent, 50 percent, and "full page''). 

The outlines and colors of the panel frames may be selected ac
cording to your tastes. The placement of panels in a comic book, 
their size and relationship, has a great deal to do with the pro
gression of the story. Nonnally, graphics placed within the con
fines of a panel will be cropped (cut oft) by the places where the 
frame crosses the graphic. However, Comic Setter also contains a 
toggle that allows the graphic to bleed off of the panel, thereby al
lowing very dramatic visua\s to leap from the page. Any object on 
the page can be moved and resized. As in wordprocessor environ
ments, objects can also be cut, copied, and pasted 

Thxt that tells the story and allows the characters to speak can be 
placed on the page in two ways. The first, and moot used in 
comics, is the text balloon. Comic Setter allows you to choo;e 
from six shapes of text balloons, define the color and width of their 
outlines, and place them anywhere in a frame. Once placed, a 
text requester pops up, allowing you to spell out the wording of 
the message or dial~e. The finished text appears in the balloon. 
The text style may be selected from any Amiga disk font, so we 
see that the developers have given us as many creative options as 
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possible. A number of romic book fonts are included on 1he Corrric 
Setter clipart disk. 

The second way that text may be written to the screen is without 
a balloon - necessary fur the narrative =ents. 

There are a number of tools that work with the bitmap drawing 
mooe (paint, airbrush, fill, smear, line, rectangle, ellip1'e, and bezi
er CUIVes), and a smaller number that work with just the struc
tured drawing mooe (linelpolygon, rectangle, ellip1'e, and bezier 
CUIVe). In 1he bitmap mo:ie, the smear and airbrush tools have 
associated requesters that allow you to set their parameters. 
Structured graphic:; take less memory to store but are a bit more 
difficult to execute. Onre drawn, however, they can be resized 
and repooitioned without looing any clarity or sharpness. 
Bitmapped graphic:;, however, can suffer greatly fium resizing, 
but are usually the choire for more complex subject matter. 

The hardest tool that I found usable in Corrric Setter was the fill 
tooL The software expects you to fum, click on the background be
fore the fill tool addresses an enclosed space, and I fuund this to be 
unlike any other graphic:; program I have had experienre with. I 
fuund this over-<XJmplicated, especially sinre the icon is the famili
ar "paint can" used by many Amiga painting programs. Either 
the icon needs to be redesigned before version 2.0, or the manual 
needs to be enhanced to offer a more complete "fill" example. 

In addition to color fills, Corrric Setter also addresses pattern fills. 
These alternate fills are selected by double-clicking on the pattern 
fill 00x at the bottom left r:f the page. A requester with 25 pat
terns pops up fium which you select. Each pattern is made fium 
four colorn, any of which may be edited to change the design of the 
pattern. 

I have printed Corrric Setter pages to a Canon PJ1080A color 
printer with really glXX.! results. Choosing 'balf..toning" in the 
print requester prints some authentio-looking corrric book screens 
in the panels. High Resolution seems to be a better choire for 
roth clarity and symmetrical structures (circles and squares) 
than the Medium Resolution mooe. I've had a bit r:f trouble, how
ever, with dot-matrix output, due mainly to the color-to-grayocale 
transitions. Thaes why ies far better to design your IFF screens 
fium the start in grayscale if you're going to import them into this 
pnwam 

The one change that I think this software needs in order to find 
its niche in the Amiga market is to make it HAM compatible. If 
and when this occurs, panels on a page could all address different 
palettes, and be far more interesting. Color is used in romic books 
to set moods, not just to colorize graphic:;. More than sixteen col
ors are needed to really make this work. This is not an easy pro
gram to use, but the possibilities are very addicting, especially for 
old corrric rook fanatic:; like me. 

1loo fromMinduxrre Intenw:tWnal 

PageF/ipper Phts FIX 
Mindware International, Inc. 
230 Bayview Dr., Suite 1 
Barrie, Ontario, Canada IAN 4Y8 
705-737-5998 

This software is the professional version of Mindware's 'Page
Flipper" program which I saw atAmiExpJ in 1988. The original 
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'PageFOpper" software was one of the fum, Amiga software cre
ations that allowed you to flip frames of an animation Different 
from any other animation engine, PageFlipper allows you to 
script the individual frames in any order. PageF1ipper Plus FIX 
goes much deeper into theAmiga animation universe ofpossibili
ties. Pageflipper Plus FIX allows animations to "slave" (drive) 
other animations, much as MIDI music devires can drive sepa
rate keyboards. 

The manual, like the software, is extremely complex and is not 
intuitive, but Mindware has done their best to present the user 
with very intricate tutorials. You must have patienre while learn
ing this software. Be prepared to study long and hard to master 
this pnwam, but given that, be prepared to obtain some of the 
finest results imaginable in Amiga animation, and at rendering 
speeds unmatched by any other Amiga animation utility. There 
are many built-in transitional effects, and a methoo for designing 
unique customized effects as well Pageflipper Plus FIX uses t.er-

ms and syntax that must be either mastered or continually refer
enced in the manual as your pro:iuction moves along. Pageflip
per Plus FIX works in allAmiga resolutions, including HAM 

Pageflipper Plus FIX has an on-OOard conversion mOOule for 
translating ANIM files to a Pageflipper Plus FIX usable IFF for
mat. This means that any creation you have completed using the 
ANIM cmvention will be usable in Pageflipper Plus FIX, as well 
as separate frames of IFF animations. Animations can also be 
chained tq:ether over more then one disk, which can save you a 
bundle in the editing suite. Pageflipper Plus FIX works within 
the confines of its own scripting language, which means that you 
must know the syntax r:f that language before attempting to 
master the program's variable results. 

The scripting screen lowers like a slow curtain, and allows you to 
witness the production of the animation as it is being manipulat
ed. When ies finished rendering, ies ready to play and be saved. 
The built-in effects are listed and described in the manual, and 
can be previewed fium the WorkBench. There is also a listing of 
error codes at the end of the docmnentation.. I must tell you that I 
have already ordered the professional upgrade to this software, 
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and Mindware assures me it will be out sooner than "real soon 
oow." Because of their learning during the preparation of their 
OCher Amiga product (PageRender-3D) and the magical toudl of 
AndyThut., the next ~ ofPagtillipper Plus FIX promises to 
be even more spect:acular. 

The people at Mindware oould hold seminars fur all OCher Amiga 
deve\openl in customer service and oongenialitr They are the 
moot helpful and genuinely o:mcemed developers in the business, 
as well as the producers of oome of the moot prdessional and use
fulAmiga products. They are aiffi one of the motivating forces be
hind the move to ARexx as a command language standard. 

PageRender3D 
Mindware International, Inc. 
Suggested Retail Price: $149.00 

Mindware has jumped into the 3D arena with both feet, with the 
introduction of this astounding product. Some of the things that 
PageRender 3D doo:; are not only new to the Amiga, but new to 
computer graphics in general Mindware sees PageRender 3D 
as part of a larger total package ofAmiga-sperific animation prod
ucts. They have other modules in development that address ani
mation utilities, soundtrack editing, and ocripting. 

The manual comes packed with hin1s, ti~ tu.toriaJs, and an in
dex. It's spiral bound so that you can open it flat as a referenre 
tooL PageRender 3D operates in all of the Amiga's resolutions 
and drawing modes, including HAM and full ovenmn. Overscan 
and super-bitmapping is approached on a ocrolling screen You 
can sculpt in a Low Resolution, and then change the screen to 
High Resolution fur rendering and animation. The objects are 
vector mapped, so no size differentiation results. 

An UNDO is provided for rendering, and a multiple UNDO func
tion is provided while you are drawing the pre-3D outlines. This 
means that you can backtrack your drawing one line at a time, all 
the way back to the beginning. The 68020'68881 version of the 
p:rcwam (found on the program's 'Extras" disk) speeds up all 
PageRender 3D processes tremendously, some by as much as 400 
percent 

Items can be entered on the screen in four ways: as 2D shapes 
that are exbuded in depth to form 3D objects; as 2D shapes that 
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are spun on an axis to become 3D objects; as pre
formed 3D oqjeds fium a disk-based libnuy of 
"primitives"; and fium a ocript file that describes 
not only the object, but may wntain its animat
ed choreq:raphy as well The ocripting language 
is really a subset of the ARexx format, and 
PageRender 3D can be "called" by any pnwam 
that sends out ARexx commands. No secret is 
made in the manual that the developers hope to 
coax you in this direction as soon as you are able. 

As in PageF'lipper+FX, your iconirnoooo'menu 
inputs are written to a portion of the screen in 
the ocripting syntax (you could be saving the 
ocript at the same time for reference, learning, 
and revision later). There are variables and 
nested functions that can be called upon by the 
advanced user to make the writing and produc
tion of the visuals even simpler, and they areful
ly covered in the manual as well 

Not only can you shape your sculptures, but you can twist them. 
and set them up in cloned arrays. These arrays can be used in 
animations, or saved as IFF pictures. They can also be 
saved10aded as Object files for later PageRender 3D woIt The 
two array parameters in the disk library are "rectangular" and 
"hexagonal". The rectangular version gives you a 3D world of 
shapes that are cubically strewn in all three dimensions, aoo:Jrd
ing to the parameters that you have set (XYZ) and the limits of 
your computer's memory. The hexagonal array sets objects out 
on a plane, and is the first step in shaping them further (into 3D 
arches, crevices, waves, fimnels, and coltnnns). 

Words alone cannot express the visual power and beauty that can 
be achieved in this manner. You can aiffi acljust several of the ob
servation points so that you get just the angle and size that you 
require. Syndesis is reportedly working on a PageRender 3D 
module fur their Interchange program. 

PageRender 3D allocates colors by using a "dynamic palette". 
You can break the limit of sixteen colors in Hi-Res, because when 
you assign a color to an oQject, you can have it any color you de
sire. The ~s color is overwritten with dithered patterns to in
dicate light and shadow, so that Hi-Res, multi-colored 3D oqjeds 
are fully realizable. When 32 colors are used (l;>Res and Video
Res), PageRender 3D reserves twenty-€ight color registers for 
facet colors. Aseven-level dither provides 28 times 8, or 224 maxi
mum facet shades. 'Hi-Res" has 12 reserved color pots, for 12 
times 8, or 96 maximum facet shades. The placement and 
brightness ofJight sources also effects the overall color. 

The animation processes in PageRender 3D are very intuitively 
designed. The icons were designed with much thought as to their 
use. Design your animations in 1.o-Res wireframe first, then with 
a text editor, you can revise the ocript and render the objects in 
Hi-Res ovenmn. But don't design animation sequences that are 
too big, unless you're saving to a harddisk, or acroos several flop
pies. 

Presently, PageRender 3D doesn't support reflectionlrefracti.on 
indexing. 'Ray Tracing" in PageRender 3D is really fancy 
dithered rendering. There is a great "disk check" that doesn't al
low you to overfill a disk with saves (if only Eledronic Arts had 
implemented this on DeluxePaint III!). 
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This oottware is an absolute jewel, and fium my experience with 
MindWare, I will bet that they are oontinuing to IX>lish it 

ExpressPaird 3.0 
By Stephen Venneulen 
Distributed by moo 

ExpressPaint is the best kept Auriga secret in the electronic 
painting categmy. This is 1rue because of its dual nature as a 
painting Pf!W3IJl and a desktop publishing accessory on one 
disk. Th be sure, future upgrades of this oottware may opt for one 
realm over the other, but for now, it seIVices both arenas. It is a 
multifaceted and varied painting prrgram 

Until the release of version 3.0, I considered this Pf!W3IJl to be 
much more of a desktop publishing tool than a vid~hic util
ity. I still oonsider it as leaning more in this direction, although 
rome of the added capabilities of 3.0 make it valuable to the 
vi~phic designer. The main detriment is that you cannot 
view overscan pictures all at onre, but have to scrnll them This 
means that viOOwaPhers have to export their results into other 
Amiga packages to tape it in full overscan. 

Expres3Paint allows for six independent oolor cycle ranges at the 
same time, whim is great fur animators. It has 00 many unique 
Brush manipulation features that it may be just the tool needed 
to oonstruct very large graphic environments that can be shown 
and &rolled by other wares. There are aloo ExpressPaint utilities 
and extras disks that give you more tools. The scn>en layout and 
tool access is different from all other oomparable programs. 

It inoorp:>rates scn>en pages whim rest within edit page bound
aries whim rest within "virtual page" dimensions, making it vel)' 

handy for desktop publishing requirements, but oomewhat diffi
cult for other Amiga uses. Ifhiearchical menus are your joy, how
ever (menus that call up sub menus), then ExpressPaint is defi
nitely for you. Some of the tools, airbrushing for instance, have 
sulHnntrols over its usage that extends its capacities into unex
plored territory. Another great feature of ExpressPaint is its ca
pacity to store an aImoot unlimited number of brushes (limited 
only by memOl)'). large, small, multimor - they can be called up 
at the f1i<k of a gadget to be plared on the ocreen. 
They can aloo be reoonfigured in ways not dealt 
with in any other prrgram 

ExpressPaint's unlimited UNDO option allows 
the Amiga artist to erase each step of a WOIX 

backwards to the very beginning, instead of the 
one step UNDO offered by all other similar 
Amiga paint prcwams. There's a "TInt Thol", 
and grabbing Brushes fium your painting can 
be set 00 that you peel them off the page, rather 
then just cloning them The Dither Fill re
quester allows fur oome of the moot revolution
ary fills of this kind in any Pf!W3IJl on the 
Amiga market The Perspective Fill tool 
(though a bit difficult to Ieam to use) can give 
you spectacular results as well 

Brushes can be set to a 3D grid, and the Ant
ialiasing feature has its own dedicated menu, 
including the inoorp:>ration of varioos dithering 
modes for specific scn>en resohrtions. 

Other utilities: 
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ExpressExtras 
Suggested Price: Bundled with ExpressPaint 3.0 
F:xpress1bols 
Suggested Price: $5.00 to ExpressPaint Registered Owners 

ExpressExb:as has a number of additional ingredients that the 
ExpressPaint owner will appreciate: artwork, brushes, and ex
amples. There is aloo a 'balf-tones" drawer, that allows you to fill 
specified areas of a page with gra~e patterns. "ColotThxt", for 
enabling ColorFonts, can be accessed, and there are controls for 
turning the overscan mode on and of[ 

Express'IOOls was released with an earlier ExpressPaint version, 
and oontains four programs. One is called 'VIJAM", and it allows 
you to oonvert HAM files to Lo-Res. Another, 'VGRAB", is a 
scn>en grah'save IJIlWaffi. It is oomparable to dedicated scn>en 
grabben; that ro;t as much as $50, and grabs everything on a 
screen, oonverting it into an IFF picture file. The third is VPAGE, 
whim trnnsIates, manipulates, and saves ExpressPaint pages in 
a Pa:;tscript file furmat for use with quality laser printer output, 
including the translation of oolor into gra~e. 

It is the last selOOion, however, that will be of moot interest to the 
Amiga vid~hic oommunity. Its unassmrring name is 'DIS
PLAY", and what it does, as far as I know, has been duplicated 
nowhere else. DISPLAY allows you to smoothly and automati
cally scroll any non-HAM non-Extra Half-Brite IFF file left and 
right The horizontal dimensions of the IFF picture in question 
can be anything your expansion memory can handle. There is a 
demo on the disk of a file that is 2AOOx2OO, meaning smooth ani
mated storefront and expooition displays, or (for the Aroiga video
grapher) smooth credits, titl.es, and panned scenes transferred to 
videotape. It will aloo function with a whole list of separate files, 
furling at the end of each. You can preset the number of times the 
scrolling occurs (cycles), the fadetime, the speed, the direction Oeft 
or right), and whether it alternates direction in the scrolling pro
cess (PingPong) or not (Loop). Depending upon your needs, this 
tool alone might be worth the ro;t of the program 
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EvelY Amiga artist, I'm sure, has a favori te paint soft
ware with part icular modes and features that feel good 

for doing the best works in . DeluxePaint ill with its 
halfbright mode and animation capabilities has consis

tently been the package I look to, both for my buisness 

and personal applications. I will attempt to explain the 
technical steps from start to fini sh, using as an example 
my latest halfbright picture created for this article. It's 

entitled "'!'he WlZard." 

Mixing the Palette 

• 
al will look like, I create blends of colors on the 32-color, 

definable side of the halfbright palette, the fixed 32-color 

halfbright side will automatically calculate half intensity 

values of the original 32 colors chosen, providing more 

overall usable shades - 64 total colors. I had four basic 

priorities in mind while mixing colors for my palette, 

shades for flesh tone, clothing, objects that would appear 

to have a goldish quality and a small blend of grays to 

have in reserve for whatever else may pop into my mind 

during the creative process. 

I like to mix my palette before I get down to buisness. Starting Off 
Having a good idea in my head of what the finished visu- I start off in much the same manner I would, doing a 
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conventional pen and ink illustration, starting with an 

outline sketch of the foreground subject. I find it very 

helpful and not really all that much more work to split 

the background and foreground images, so that they may 

be used separately for other visuals or possible anima

tion work. I quickly block in with a solid color from the 

mid area of the blend rm working with, the ripples in 

the fabric of the wizard's cape. This gives me some dis

cernible shapes to place my highlights onto - see figure 1. 

Having the outline in place and fairly clean, I can then 

figure out where the main light source will be. This will 

determine where to place highlight and shadow on the 

figure giving it its shape. I wanted lightning bolts to be 

emanating from his raised and pointing hand and decid

ed that it would be this lightning that would serve as my 

main light source. 

Starting with the light end of the blend I'm currently 

working with, I place a line following the contour of the 

shape rm trying to achieve, in this case the folds in the 

ground subdued, so that the viewers attention goes to 

the foreground image first, then scans around the pic

ture. Once again we start out with a simple outline 

fonn, in this case the entryway to a castle with a wind

ing staircase leading off to parts unknown. To attain 

proper proportion between the two images I included the 

initial outline of the foreground while drawing the back

ground out - see figure 4. I not only had to take into ac

count the light source from the foreground image (re

member the lightning) but a much more subdued light 

source that would illuminate the entire background. I 

chose a central point straight up off the screen, some

where on the ceiling of this place. 

I used black to color over the mixed foreground outline, 

touched up the background outline where lines were bro

ken, then filled the enclosed outline areas with solid col

ors of varying shades from the halfbright side of the 

palette to give a slightly more dimensional look and a 

good feel for the lighting, giving me good indication of 

where to place highlight and shadow - see figure 5. Addi-

wizards cape, placing it favoring the direction of the tions of some more details, skull over archway, more de

main light source and shad

ing back from that, placing 

the next darkest color in the 

range directly next to the pre

vious color, repeating until 

faded down to the black back

ground - see figure 2. 

Figure 3 shows what I would 

call the gO-percent finished foreground image. Just 

about every edge where two shades come together can be 

aliased in one fonn or another (Aliasing is the way you 

can smooth out a jagged line by filling in between the 

stairsteps with an average of the two colors coming to

gether). Some areas will be harder than others, especial

ly where the stairstepping is extreme and on curved ar

eas. Aliasing, however is the key to cleaner, more profe

sional visuals. For now I can save it here and go on to 

start the background which will complete the scene - see 

figure 3. 

Starting the Background 
The steps toward background completion are nearly 

identical to those discussed with creating the foreground 

image but with one small change - the colors I use in cre

ating the background will be shades taken from the half

bright side of the palette. In doing this I will not have to 

worry about any of the colors from the foreground image 

possably matching and disappearing when placed onto 

the background. It also allows me to keep the back-
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by Christopher Roy 

fined shadows, highlights, cracks and pits in the walls 

and staircase, pretty much completed the background 

picture - see figure 6. 

Combining the Two Images 

Having the background and foreground images each at a 

stage where I can now combine them, I load the back

ground into the main screen, swap to the spare screen 

with a quick press of the 'J' key, and load in the fore

ground image. Having left the background the default, 

black, Color 0 value - which happens to be transparent in 

DeluxePaint - I could easily grab the foreground image 

as a brush. I swap back to the background screen, but 

before I can successfully combine the two, I align the 

brush where I want it to be and hit the right mouse but

ton, leaving a black matte of the brush image knocked 

out of the background picture. 

Having used some black areas in the initial foreground 

drawing some small areas of background showed 

through inside the matte outline, these are filled in or 
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Figure 1. 

palette I had previously mixed, and with slightly erratic 

mouse inputs I draw the inital form for the bolts a single 

pixel line thickness where I want them, coming from his 

hand. I then cut just the white lines out as a brush, pick 

a shade of gold from the palette and hit the "0" key, 

which is the keyboard equivalent for the brush outline 

mode from the pulldown menus. I place an outline of 

that color around the white. I repeat this about five 

times with progressively darker values of gold, going into 

the halfbright side of the palette if necessary. When I 

have the glow effect I want I simply carry that brush to 

the main screen and drop it into place, aligning it with 

the hand. This creates the effect that's pictured in the 

finished visual, very quickly and easily. 

One quick note on using the outline mode 

however. Try to keep the shades of color you are outlin

ing within the same general color range as your back

ground, youll achieve a much more realistic effect. Using 

this outline feature is also a great way to alias an object 

by picking a color value between the background and the 

colored over so that the matte is a solid black image - see 

figure 7 - I then go back to the spare screen, grab the 

foreground image as a brush once again, this time swap

ping to the background, align the image over the matte 

and hit the left mouse button, popping it into place on 

top of its designated area. Simply 'undo' the image, if it 

dosen't align the first time, and try again; eventually it 

will line up perfectly. 

See Figure 8. "The WIZard" - the completed pic. 

All that's left to do now is to put in whatever other de

tails I want to add. One very important detail is the 

lightning bolts emanating from his hand. They were 

easily created as follows. .. I have my finished picture 

loaded on the main screen, I then reload into the spare 

screen my completed foreground image with the default 

Color 0 background. I pick the color white from the 

Figure 2. 

image you want to smooth and outlining the object with 

that color. 

Two Other Halfbright Examples 
There are two other important example pictures to show 

how halfbright can create instant effects for depth and 

shadowing for a much more realistic image. The first 

("Amiga Video") is an example of creating a drop shadow 

of a foreground subject, in this case the video camera, 

which was easily done by creating and saving the cam

era as a separate image. I then grabbed it as a brush, 

selected halfbright mode from the pulldown menu, and 

stamped the resulting shadow over the background 

slightly off to the left, and down from where I wanted the 

full color image of the camera to be. Restoring the mode 

to matte, the full color brush could then be put in place. 

Figure 3. I then went to the smooth mode and simply wiped over 
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the edge of the shadowed area to blend it into the 

background. 

The second example (Making the Deadline) shows an 

example of creating a reflective surface for your image 

to sit on. It was easily created in halfbright by once 

again creating the images in separate pieces so that 

they could later be composited. The Amiga chassis 

was rendered first . I then grabbed it as a brush, in

verted it along its vertical axis and aligned the top of 

that brush to the bottom of the existing image, stamp

ing it in place. Keeping the currently inverted brush, I 

went to the halfbright mode setting, aligned it over 

the inverted image I just created and stamped it 

down, creating an instant reflective surface. 

The same technique was used on all the other objects 

in the visual. If you have enough colors left in your 

palette, the inverted reflection can be recolored by 

hand or possibly by using the tint mode, to simulate a 

reflection in a colored surface. 

Smoothing or not smoothing this halfbright image will 

give you either a dull or shiny appearance. I did an 

example of a car which used even another type of re

flective surface approach, that of simulated water. In 

this case the initial car image was once again grabbed 

as a brush and inverted along its vertical axis, as was 

the case for the Making the Deadline picture, and 

stamped it down below the existing car picture. Main

taining my current brush shape (the inverted car) I 

went into halfbright, stamping the resulting shadow 

over the inverted car image. In this case, however, I 

wanted the car to appear to be reflecting into a shal

low area of water that it was sitting in. This effect is 

very easily achieved utilizing the smear mode in 

DeluxePaint. I do this by selecting smear, activating 

the straight line function and picking the third largest 

default dot brush. Starting just outside and nearest to 

the top of the inverted halfbright image, I draw lines 

across the image at slight angles (somewhere around 

60 degrees) being sure to alternate sides with every 

other line drawn. What this will do is pull the image 

where the line was drawn, in the direction that the 

line was drawn creating a rippled surface very much 

like a disturbed water puddle makes . I then use 

'smooth', to go over the image I've just smeared, fur

ther enhancing the effect by softening all of the edges. 
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Things to remember 

when using halfbright 

There are a few things to keep in mind when utilizing 

the halfbright capabilities of DeluxePaint III. One, 

when your going to use halfbright to create a drop 

shadow effect onto a background, the background 

you're using must be created with the first 32 colors in 

the halfbright palette. Remember you can't halfbright 

a color that's already from the halfbright side of the 

palette. This logic also goes for creating a reflection of 

an object, as discussed in this article (Making the 

Deadline, and the car), the initial objects must be cre

ated in the first 32 colors of the palette for you to be 

able to halfbright them afterwards . Remember that 

going into the matte mode will transform your current 

halfbright brush back to its original form, and going to 

color mode will only give your brush a solid filled 

shape of the current color selected on the palette. 

(athough this may be advisable for certain effects). 

The only drawback I can see about the halfbright 

mode is that in many of the cases that I've used it, I 

don't get a true 32 different colors from my original 32 

colors. It seems that when you create shades on your 

palette or several shades of colors, some of the result

ing half intensities of those shades can actually match 

some of the original 32 colors. It seems to directly cor

respond to the number of colors in your original mix, 

and seems to only match some of the lower intensity 

originals (maybe one or two per color blend). 

Halfbright is one of my favorite modes to create in be

cause of the various instant effects that it can create. 

In the sample "The Wizard," I use it more for subduing 

and aliasing; in "Amiga Video," I use it to create in

stant dimension not otherwise possible with the stan

dard 32 colors, and in "Making the Deadline", I use it 

as a quick and easy way to create reflections, smooth 

or sharp. I hope these examples will give you some 

ideas for further enhancing your own visuals. 
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On Disk Continued 

RayTraces 
Two sample raylraces (Contain
meJU and Ghostbal/) are included 
011 disk 10 preview Kel1 Goerke 
who will be li~itil1g 011 Ray Trac
ing rze.:a issue. 
ON DISK 

Dome 
This was a velY old ray trace, daJ
iJlg back 10 the OIigil1ai ray tracing 
programs thaJ were ported 10 the 
Amiga fivm the VAC. Thi s image 
was created by actually hacldl1g 
the program, tricking it 10 creOle a 
sliced sphere! 
ON DISK 

DeluxeVJdeomAnimation 

BoingApeeI 
This interesting picture was creal
ed with a combinalion of scanning 
and editing with Deluxe PholOlab. 
This image was also awed here 
in GRAFlx's studios. 
ON DISK 

Animation Utilities 
These QJf! a se/us of valuable uti l
ilies which are used ill editing, alld 
creaJing animariDns. They include 
SplitAnim, BuildAnim and Com
bine ... aJ1 of which are explained in 
detail on fXlge36. ON DISK 

This animalion demollSlraJed the mu1Jib17~'ih and animaled brush plvwess of Deluxe Video III. This ani
maIion is complete with a timed musical score, animated brushes and mtJre. In addiriDn, you CLUlIoad 

and use the animated brushes in your own animatiollS! 
ON DISK 

Special Bonus Disk 
Because this is the Premier Issue of GRAF/x Magazine, we have included a FREE 

Bonus disk. We hope you enjoy it 

Trackball- The Animation 
One of the mtJre taleJUed animalOrs in the Amigo community is Eric Fleischer, also known as D/: GandaJf. He has al
lowed us 10 offer you the Trackba/l animaJion. It is complete wiJh multiple digitized sounds, all jlawlessly timed 10 the 

amazingly smooth animation. We hope you enjoy. ON DISK 



Video Effects 3D (version 2.0) 
Innovision Technology 
P.O. Box 743 
Hayward, California 94543 
415-538-8355 
Retail: $199.00 

This is version 2.0 of a product that I consider to be one of the finest Amiga 
professional anim ation tool s, and it is significantly faster in operation and image 
generation then 1.0. 

Forms in Flight 2.0 
Micro Magic 
261 Hamilton Ave. #320C 
Palo Alto, CA 94301 
415-327-9107 
Retail: $119.00 

Many animation and rendering programs have hit the Amiga market in the last fe w 
months, and this one frequentl y gets overlooked, probabl y because it is fairly 
complex to operate. It 's results, however, are very nice. 

Comic Setter 
Gold Disk Inc. 
PO Box 789 
Streetsville 
Mississauga, Ontario 
Canada 1.5M 2C2 
416-828-5636 

I first saw the Beta of this package at AmiExpo in 1988. It was so complex that 
nobody could do a demo of it (the developer never showed up) .Gold Disk, of 
course, is well known for its dedicated Desktop Publishing wares for the Amiga, so 
I was confiden t of a quality product. 

PageFlipper Plus FIX 
Mindware International, Inc. 
230 Bayview Dr., Suite 1 
Barrie, Ontario, Canada L4N 4Y8 
705-737-5998 

This software is the professional version of Mindware's "PageFlipper" program 
which I saw at AmiExpo in 1988. The original "PageFlipper" software was one of 
the first Amiga software creations that allowed you to flip frames of an animation. 

PageRender3D 
Mindware International, Inc. 
Suggested Retail Price: $149.00 

Mindware has jumped into the 3D arena with both feet , with the introduction of 
thi s as tounding product. Some of the things that PageRender 3D does are not only 
new to the Amiga, but new to compute r graphics in general. Mindware sees 
PageRender 3D as part of a larger total package of Amiga-specific animation 
products. They have other modules in development that address animation 
utilities, soundtrack editing, and scripting. 

ExpressPaint 3.0 
By Stephen Vermeulen 
Distributed by OXXI 

ExpressPaint is the best kept Amiga secret in the electronic painting category. 
Thi s is true because of its dual nature as a painting program and a desktop 
publishing accessory on one disk. To be sure, future upgrades of this software may 
opt for one realm over the other, but for now, it serv ices both arenas. It is a 
multifaceted and varied painting program. 
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A MAGAZINE FOR THE AMIGA INDUSTRY 

Amiga developers, dealers and distributors, now there is a 
centralized Amiga industry magazine: 

The A Iniga INSIDER. 

Dealers, what's going on insider Commodore, what are the 
new products available, and what are the hottest new products 

coming soon? Of all the similar products, which should you 
use shelf space fOl~ and which shouldn't you bother carrying? 
Are you wasting valuable retail space? What to look for, and 

what to look out for. 

How do you deal with the Post-Holidays slump? What methods 
do successful dealers use to sell products? 

Developers, each issue will bring you valuable information on 
how to manufacture, market and distribute products in this un

usual marketplace we call the Amiga community. 

How do you break into the difficult "chain store" distribution? 
Do ports payoff? What are the latest copy protection schemes, 
and do they actually help? What about packaging, what meth
ods, or packaging schemes actually reduce your labor and ex

penses? And what are the most cost effective packaging 
methods available? 

The Amiga INSIDER: The Industry Magazine For 
The Amiga. 

And the best part of all ... it's FREE! 

If you are a qualified Amiga developer, dealer or distributor, 
give us a call and secure your copy of the Amiga INSIDER! 

Call (301 )439-1151 (9-5pm) E.S.T 



Now Available ... 

ON 
Amiga Aninwtion • A UmiJed Editinn 

About This Speciollssue 
What you get, and how to get more infor
matlon about the products mentioned. 

Taking a Good look at Amigo Animatlon 
by Jay Gross 
Overview o f Amigo Arimahon Software . 
HardWare. techniques and expectations 
for the Mure. News about new develop
ments and new produc ts and improve
ments to corne. 

MakeAnim Program 
Get In on the act , and make your own ani
mations. even if you don·t have one of the 
commerc ial animation programs, yet. 
Here is MakeAnim. a freely distributable 
program for putting your own ANIM format 
f iles together from pictures. Complete and 
working. o n the dis!<. alOng with a how-to 
file to tell you how to use it. 

Product Review: Zoefrope 
by Mike Hubbartt 
Here's a look at one of the newer Amigo 
animation products on the market . 
Zoetrope. It has senous limitations for sen
ous video enthusiasts. but if you just want 
to make things move for the tun of it. it fills 
the bill 

ZoeAx2.RIF Animation 
Th~ necit animahon gives you some idee 
a bout what you can do with Zoetrope in the 
way of moving titles arouna on the Amga 
screen. Animation by Mike Hubbart!. 

F rogmovie Animation 
First thing you nohce about this neat tree 
frog ~ his eyes. Then his lunch ffies into the 
pictiure and kerpop' Yummy. 

Animation Program 
Included so you can 

II)' YOllr llalld at 
animation./ 

DeluxePaint III: The Next Generatlon 
by Mike Hubbartt 
Electro nic Arts· new upgrade to Deluxe
Paint adds animation to the warld of 
Amigo point programs. DeluxePaint III 
makes it easy by keeping trac k of the 
frames for you. 

Example Animatlon: DeluxePaint III 
by Mike Hubbartt 
This IS an example of what you can do 
quickly and easily with DeluxePaint III and 
a little poring through the manual to see 
how it works. 

AX Animatlon 
The car on the cover of Ami Exc hange 
MagOZIne Issue 2.2 spnngs to life. a nd a 
few o ther ra the r start1ing things occur. as 
w ell. This animation was created with 
DeluxePaint III from digitized images (and 
a little tinkering here and there) by Sham
msMortier. 

P raduct Review: Faniovision 
by Brion Roberts 
Brion explains a little about what was in
volved in c reating the NCR Fantavi~on an
imations. 

Marilyn - Fantovision Style 
A colorized Manlyn Monroe animation 
done with Fantav.ion. 

Objects 
This is a whole subd'ectory of objects for your 
anrnating ana raytiacing pleasure. The first 
batch goes with the ViCIeoscape tutOlid. 
Next is an object for rayfracing in Sculpt-
3D. It is: HangGlIder.scene 

Covered This Issue 
·Dell/xe Puin! 1/1 
• Video.\·(·ape-3D 

·Twho Siil'cr 
'Frlll/!egrahhcr 

3D Font 

• F(/n.Imisio/l 

·Scl//p/iE/rlll 
·Zoc/rope 
·/I1f('lj(IIII.I' (/l1d !non' 

Some of the most difficu~ to make objecls 
in rayfracing packages are alphabet char
acters. They'recomplicated and time
coosuming. Here for your rayfracing plea
sure is a sel of capita~ in a 3-D font named 
AXBok:t . It's in Tuitoc Siiver 3.0 format. 

Turbo Silver: Animation Mode Simple 
by Clyde R. Wallace 
A walk-through tutorial o n how to do an 
animation with Turbo Silver 3.0 (ana the 
new 'SV' update) from Impulse. Inc. What 
10 watch out for. ana how 10 get the most 
out of the time you invest . 

Spacial FlyBy: A Turbo Silver Anlmatlon 
b y Clyde R. Wallace 
The animation. Spacial FlyBy depicts a 
planetary system in 3-D space. through 
which the viewer (that's you!) moves. tak
ing in the Sights as you go. This is the tutori
al's demonstration anima1io n. 

Marilyn 
By Clyde R. Wallace 
ThO; is an explaination of how the Manlyn 
animation wOS created. This was not just 
your Q\/erage frame grabb ed a nimation. 
Several considerofion were kept in m ind 
when creating the animation. For instance, 
the animation was de~gned 10 have 
many frames that would create a long 
running animation in a short amount of 
memory. 

Marilyn The Animatlon 
By Clyde R. Wallace 
This is the accompanying animatio n from 
the Marilyn article. Clearly. Norma Jean 
and Ihe Amiga belong together. 

Where to Get More Information 
This is a list of company names. addresses. 
and telephone numbers for the producls 
mentio ned in this issue. 

Selling Your Animatlons 
byJayGross 
A fter you get all the hardware ana all the 
software you need. and after you gain a ll 
I he experience and skills yau need to d o 
animation on the Amga. whallhen? You 
don·t have to se ll your animations. of 
course, but if you want to, here ore some 
suggestions for marketing your work . your 
services, or your animated features. 

Get Set for MovieSetter 
by Chris Bailey 
Gold Disk's animation entry o n the Amga 
scene ~ MovieSetter. one of the so-called 
sprite-basec animation p roducts. Here's 
an article on the program. inc luding a d~
c ussion of how the demostration animo
t ion w as produced. 

MovieSetter Animation: AX Movie 
by Chris Bailey 
This MovieSetter animation shows ott the 
smoothness a t MovieSetter's animotiorlS. 
In only about 1:0 kilobytes of disk space. 
a nd within the memory constraints o f a 
standord. 512-K Amigo. it produces an ani
mation lasting a tull42 seconds. The pro
gram supports sampled sounds. too. b ut 
they cou:dn ' t fit into a 5 12-K Amiga on top 
of thO; slick animatian . so Ihe sounds have 
been omitted from this demonstration. 

You can order this Special Is
sue with your Order Form, or 
by calling 1-800-284-3624_ 



Coming To A Screen Near You. 
If you're ready to become your own studio produc

er, there's only one desktop video system that will bring 
NTSC and S- YHS to your Amiga's screen. The 
Scanlock system by YidTech. Other systems give you a 
genlock that's "either-or." They either support NTSC or 
S-YHS. But not both. 
Two For One 

With Scanlock, you get two genlocks for the price 
of one. So you can migrate from NTSC to the newer 
S-YHS format without investing in another system. We 
also offer a Scan lock model that is compatible with the 
International PAL TV format, including its new S-YHS 
version. 

Scanlock's dual-genlock system gives you broad
cast-quality video at consumer prices. And our system 
offers all the bells and whistles, including front-panel 
fingertip controls, mUltiple monitor connections for 
viewing and editing, and independent fade controls for 
both reference and Amiga videos. If your Amiga is sup
porting a load of peripherals, we provide a connection 

that lets you use an optional external power supply. 
Scanlock is a breeze to use. A "glitch-free" vertical 

interval switch lets you insert, reverse and remove refer
ence video and Amiga graphics at the touch of a fmger. 
And you can switch between NTSC, S-YHS and analog 
RGB formats without moving cable connectors. When 
you're done editing, you can resume normal Amiga 
operation with the flip of a switch. 
Don't Get Locked Out 

So if you're ready to become your own producer, 
choose the desktop video system that doesn't lock you 
into one genlock - the Scanlock system by YidTech. 
Coming to a screen near you. 

CalI or write us today: YidTech International, Inc., 
2822 NW 79th Ave., Miami, Florida 33122. Telephone 
800-727-2261 or 305-477-2228. Fax 305-591-1651. 
Prices:NTSC-$995, PAL-$l ,095. Distributed by 
Southern Technologies, Dallas, Texas. 

·.· VidTech 
-




