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Camcorder not included. |

ntroducing CameraMan™ from

ParkerVision, the remarkable new

video system that’s quietly
revolutionizing event videography
and desktop presentations.

CameraMan empowers
videographers and presentation
professionals with a whole new
palette of creative options.

The CameraMan Wand™ creates an invisible link
to the base unit, giving you total remote control of
your camcorder from distances up to 100 feet. In
autoTRACK mode, CameraMan tracks the action
automatically, with perfect pans, tilts and zooms --
while the Wand’s professional-quality microphone
captures sound at the source with brilliant audio
fidelity. But that’s just the beginning.

The Wand's sophisticated Command Center lets
you control CameraMan effortlessly from a distance --
right down to the speed of camera moves. Plus,
ingenious Location Pre-Sets store up to four locations,
including zoom settings, in memory for instant recall
at the touch of a button. You can even cycle
automatically between locations -- panning, tilting

Imagine the
Ultimate

Videomaking
Machine

( .|||||-|.|M.m

fve e

e
CameraMan is a rrax{emarkgf“ o

ParkerViision, patw

and zooming simultaneously -- with
camera moves precisely timed to
meet your needs.

CameraMan adds a new creative
dimension to: Event videography «
Business seminars and presentations
«» Educational video -- from school
productions to distance learning «
A/V and desktop productions »
Casting sessions « Second camera POV.

And that barely scratches the surface. To fully
appreciate everything CameraMan's advanced
robotics and revolutionary tracking system can do for
your productions, you've got to experience it for
yourself.

Send for our FREE video -- and discover the

ultimate videomaking machine.

For a Free Video and Brochure,
Call 1-800-231-1759 or Write Today!

CameraMan’

PARKERVISION
ParkerVision, 8493 Baymeadows Way, Jacksonville, FL 32256
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Toaster Talk

By Jim Plant

[ have a dream
(with apologies to
MLK).
tainly not an origi-
nal dream. [n fact,
it is a dream that |
believe is shared
by many of you. My dream is simple: ]
want to be able to easily and affordably tap
into the vast communicative powers of the
audio-visual medium. Instead of sitting
passively as waves of other’s messages
wash over me, [ want to be the one who
chooses the message. I want to be the one
who produces the vehicle that carries the

It is cer-

message to my chosen audience. I want to
be the one who is in control, from concep-
tion to completion, of the entire communi-
cation process.

[ want the same kind of control that
desktop publishers have over the print me-
dium. They can sit down at their comput-
ers with just an idea and, within a very
short time, produce a laser-printed docu-
ment with production values of sufficient
sophistication to satisfy all but the most
discriminating audience. I want to be able
to sit down, all by myself, at my low-cost
desktop video workstation with just an idea
and be able to walk away a couple of hours

later with a polished, professionally pro-
duced videotape.

The arrival of the Video Toaster, more
than any single occurrence, has taken a
dream that was mostly a glowing ember in
the back of my mind, and fanned the em-
ber into a small hot flame. No, the Toaster
is not yet the complete answer to my dream
(notice [ said YET). But, in a very short
time, NewTek has proven that the dream is
reachable. More than that, I know that the
folks at NewTek share my dream, as well.
And, they’re doing things to turn what has
always been a fantasy into a reality.

Because of my position as editor of

System
Timing

The TBCard/TR-7 combination offers a
hardware alternative to software control,
allowing you to stay in your primary desk-
top video software and have full control of
the TBCard Time Base Corrector.

IIDENI]

CORPORATION
I.DEN Videotronics Corporation
9620 Chesapeake Crive 8 San Diego, CA 92123
Eastern Regional Office (203) 827-8900

1-800-374-1DEN

Proc

Amp
Freeze

TBCard plugs into any desktop video system—Amiga or
PC based

Convenient hardware control on your desktop—freeze,
video level, chroma level, setup, hue and system timing

Component processing that provides high resolution
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Video Toaster User, I have the unique oppor-
tunity to talk, on almost a daily basis, to
various NewTek personnel about this dream
we share. This unique channe] of communi-
cation allows me to get regular glimpses into
the immediate and long-term direction of the
Toaster. Naturally, a lot of this information
1s of a sensitive nature, so I cannot get too
specific about much of what [ hear. [ CAN
tell you this: BIG things are happening on the
Silicon Prairie! 1 can also tell you that my
dream is in very good hands.

The NewTek “World Tour” is Goming

In the coming months you are probably
going to hear more and more about a new
training/promotional program that NewTek
has been putting together. This program is
currently referred to in Topeka by the
codename “World Tour.” World Tour is
what in earlier times was commonly known a
“Traveling Road Show.” NewTek’s varia-
tion on this theme is designed to put a large
group of enthusiastic NewTek Toaster ex-
perts and evangalists in a specific locale for
anywhere from several days to a week.
World Tour was specifically designed for the
purpose of end-user training, dealer training,
new customer prospecting and “just having a
good time” with folks who want to learn
more about the Video Toaster. NewTek is
putting the final touches on the World Tour
campaign and tentatively plans to launch it in
Chicago to coincide with SIGGRAPH '92.
If you're a registered Toaster owner you'll
probably receive information directly from
NewTek. If you're interested in finding out
more about World Tour, call NewTek di-
rectly at -800-847-6111.

Toaster 3.0 on CD ROM?

[t is still very early to be doing any SERI-
OUS speculation of the 3.0 Toaster software.
But, having said that, one of the more inter-
esting tidbits I've heard recently revolves
around the possibility of a CD ROM version
of the 3.0 software. There are several reasons
that this might be considered. First of all, CD
ROM technology has become much more
popular in the past 12 months, and the price
of CD ROM players has dropped dramati-
cally. Secondly, if 2.0 is any indication,
Toaster 3.0 software is going to be big.

There’s little chance that it will threaten CD
ROM’s 500+ megabyte capacity, but it al-
most certainly will exceed 2.0’s 30-some-
thing megabytes. But, doesn’t that still leave
over 500 megs unused, you ask? Well, that
leads me to point number three. NewTek
could use that huge space to offer even more
Toaster features. Or they could set themselves
up in the 3rd party distribution business by
letting other vendors put their software prod-
ucts on the disc. Vendors would have an
efficient, low-cost way of delivering their
product directly to the end user, and end users
would have instant access to a potentially
huge library of Toaster-related software.
Anytime you found yourself in the middle of
a critical job needing some specific Toaster
font, or 3D object or texture, you could dial
an 800# and use your credit card to unlock
precisely the resource you need. Don’t forget
that I'm not a NewTek decision maker so |
really don’t know exactly how things will
turn out. But, having given you the standard
disclaimer, I'll tell you that I'm keeping my
eyes open for a good CD ROM player.
DeskTop Video '92

DTV "92 was held May 21-23 at the Hyatt
Regency-Airport near San Francisco. While
attendance was very disappointing, those who
did show up enjoyed the undivided attention
of a number of Toaster-oriented exhibitors.
DTV ’92 was touted as a multi-platform
show, but NewTek and the Video Toaster
were the dominant attraction. NewTek oc-
cupied a HUGE space right smack in the
middle of the hall. In fact, this was by far the
biggest NewTek exhibit I have ever seen. A
number of NewTek’s most knowledgeable
experts were on hand to provide top-knotch
Toaster information. Among the crew that
flew out from Topeka were Lee Stranahan,
James Hebert, Arnie Cachelin and, of course,
Kiki Stockhammer. Mac product manager,
Jud Alford, was also in the booth showing off
the Mac/Toaster combination that NewTek
has officially dubbed ToasterLink/MAC.

Top NewTek execs, Paul Montgomery
and Tim Jenison, made a rare appearance as
the keynote speakers on opening day. They
talked a little about the history of the Toaster
and showed the eager crowd the latest Toaster

demo reels and promotional tapes. They even
provided a sneak preview of a new Toaster
TV commercial that is slated for imminent
broadcast in several test markets.

RGB Computers and Video, producers of
the AmiLINK line of Toaster-compatible
editing systems, had a very nice exhibit where
they showed both the Amiga and the PC/
Windows version of their product. HT Elec-
tronics, a local Amiga/Video Toaster dealer,
had a very interesting setup that featured ed-
iting systems from both RGB and
Videomedia. Videomedia, the company that
manufactures the V-LAN devices that are
used by many companies (including RGB) to
interface computers and VTRs, has also de-
veloped a very sophisticated standalone edit-
ing system that integrates quite nicely with
the Toaster.

There were four major Amiga/Video
dealers in attendance at DTV "92: the previ-
ously mentioned HT Electronics, as well as
Computer Showcase, Spectrum Computers
and San Francisco Video. These four dealers
also hosted representatives from various
companies like GVP, MicroSearch, Scala,
Videomedia, and Selectra.

Of particular interest to Toaster owners
were the exhibits by Phil Kestell of Unili
Graphics and Julie Peterson of Classic Con-
cepts. Phil was showing his outstanding col-
lection of 3D fonts for LightWave 3D (they’re
also available for Imagine and Caligari 2).
Julie was showing her new collection of
Toaster fonts, complete with all the proper
diacritical marks for most popular foreign
languages. Also of interest to Toaster owners
was the exhibit manned by Bruce Robertson
and Ralph Barclay of Cardinal Engineering,
Bruce and Ralph are both ex-Grass Valley
Group video engineers who have come up
with a very well-designed product, called the
BreadBoard, that helps overcome the critical
timing problems that can arise when a Toaster
Is integrated into an existing video system.

As previously mentioned, DTV ’92 was a
multi-platform show, so there were a few
MAC and PC-orented exhibitors. But, to no
one’s surprise, NewTek and the Video
Toaster dominated the show. You could not

continued on page 48
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Quar terback

The Next Generation In Backup Software

Quarterback 5.8 - @ 1392 Central Coast Software

.'E?
1| i

o The fastest backup and archiving program on the Amiga!
* Supports up to four floppy drives for backup and restore
o New integrated streaming tape support

o New “compression” option for backups

* Optional password protection, with encryption, for data
securify

o Full tape control for retension, erase and rewinding

o New “inferrogator,” retrieves device information from
SCSI devices

e Capable of complete, subdirectory-only, or selected-files
backup and restore

o Improved wild card and pattern matching, for fast and
easy selective archiving

o Restores all date and time stamps, file notes, and
protection bits on files and directortes

o Supports both hard and soft links
o Full macro and AREXX support
o Full Workbench 2.0 compatibility

o Improved user interface, with Workbench 2.0 style “3-D”
appearance

* Many more features!

Thousands of people rely on Quarterback
for their backup and archival needs. Now,
with Quarterback 5.0, there is even more
reason to do so. Greater speed, even more
features, and proven reliability. And a
new “3-D” user interface puts these
powerful capabilities at your finger tips.
With features like these, it is no wonder
that Quarterback is the best selling
backup program for the Amiga. Would
you trust your data with anything less?

Central Coast Software

A Division Of New Horizons Software, Inc.

206 Wild Basin Road, Suite 109
Austin, Texas 78746
(512) 328-6650 » FAX (512) 328-1925

Quarterback is a trademark of New Horizons Software, Inc.



ig news for those
of you who missed
the last issue of
Video  Toaster
User, here’s a
quick catch-up on
an important point
you may wish to know: The second print-
ing of the Video Toaster manual contained
an additional addendum, known as the
“Cool Tips Addendum.” If you do not have
this addendum, contact NewTek Technical
Support and request a copy. It contains a
half-dozen corrections to the manual it-
self, as well as numerous tips and tricks
for using the Toaster, plus ARexx docu-
mentation for LightWave. Best of all, it’s
free of charge to Toaster owners.

More Big News...

By the time you read this, you may al-
ready be aware that there is a “bug fix” to
two problems surrounding the System 2.0
software and certain third-party peripheral
cards. (The term “bug” is used pretty
loosely here since it wasn’t a problem in
the System 2.0 code, but the end result was
a problem for some users.) The update will
soon be available from Authorized Video
Toaster System dealers, several of the na-
tional online networks, and many Amiga
Toaster dealers. It contains no new fea-
tures, only the following correction.

Different configurations of hardware
within the Amiga operating system caused
timing differences with the motherboard
when saving a Framestore from the
Switcher. The result was that the frame
might be saved with horizontal or vertical
lines running through it. A very small per-
centage of Toaster owners experienced this

frustrating glitch. If you are one such owner,

contact your local dealer (or NewTek Tech-
nical Support) for a single-disk System 2.0
update to correct the problem.

A second problem that occurred for
Toaster users involved ToasterCG in tan-
dem with the RCS 68040 accelerator. Un-
expected interference could interrupt the
display of Scroil Pages. This too has been
taken care of by NewTek’s programming
team, Alcatraz, and the updated ToasterCG
file is also contained on the single-disk Sys-
tem 2.0 update.

Again, this update is free from NewTek
Technical Support, or for the cost of du-
plication from your local Toaster dealer.
This update is a part of all Video Toaster
System 2.0 software. If you just purchased
the Toaster and are unsure whether you have
it, contact Technical Support to find out.
ToasterCG In-Depth

One of the more powerful new features
in ToasterCG is the ability to load text
files directly into the page you are editing.
This feature is useful for compositing
lengthy credit rolls, displaying long lists
of information (such as college class avail-
ability during enrollment), or converting
an existing text file into instant CG graph-
ics with minimum hassle (i.e., without re-
typing the entire file). I've even found it
handy for saving “roughed out” ideas of
CG pages when I'm in a hurry and haven’t
the time for the Toaster to boot up.

While a genuine word processor is pre-
ferred for this procedure, the WorkBench
operating system’s built-in text editor (Ed)
can certainly be used to create and edit
ASCII text for importing to ToasterCG.
Whichever text editor or word processor
you use, it must meet one main require-
ment: that it can save the file in the ASCII

By James Hebert

text format (some word processors may
refer to this as a “text only” format). The
other requirement is that you have a basic
understanding of the organization of files
on the hard drive (often referred to as the
directory or file structure) so that you place
the text file in the proper location where
ToasterCG may find it.

The filenames that you use for
ToasterCG pages follow a certain naming
convention, called a pathname. The
pathname is a simple method of describing
both the location and the name of the file
you are working with, in a single phrase.
Here’s an example pathname:
DHO:Toaster/CGTextFiles/Page00.text.

You can read a pathname either for-
ward or backward, because the informa-
tion it contains leads you to the same re-
sult—a certain file in a certain location.
Read forward, the above name indicates
that on the hard drive device known as
DHO:, in the drawer called Toaster, in yet
another drawer called CGTextFiles, there
is a file named Page00.text. Read back-
ward, file Page00.text will be found in a
drawer called CGTextFiles, which is kept
within the drawer called Toaster, which is
located on the hard drive known as DHO:.

All of the files that the ToasterCG will
recognize must follow this naming con-
vention. If not, when you select the Load
Text File function ToasterCG will respond
with the message “Unable to find file.”
(Unlike a word processor, ToasterCG does
not present you with a menu of possible
ASCII files to load into the page. The file
must already exist for the page you are
editing, otherwise the process will not
function properly. ToasterCG accepts only
one specific file for each individual page.)
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Here’s a list of pathnames for pages 00
through 04 that demonstrates the proper
pathnames for a Toaster on hard drive de-
vice DHO
DHO:Toaster/CGTextFiles/
Page00.text
DHO:Toaster/CGTextFiles/
Pagell.text
DHO:Toaster/CGTextFiles/
Page02.text
DHO:Toaster/CGTextFiles/
Page(3.text
DHO:Toaster/CGTextFiles/
PageO4.text...and
through the final page...
DHO:Toaster/CGTextFiles/
Page99.text
As an example, in order to load a text
file into page 67, you will need to use a
text editor to create a new file, type in its
contents, and then save it with the name
DHO:Toaster/CGTextFiles/
Pageb67.text.
Any slight variation on this file name
will not be accepted by ToasterCG. As you

SO on

may already know, close doesn’t count with
computers. Filenames need to be exact.

ASCII text files may be loaded into any
type of CG page. Key and Framestore
pages will only hold one screen’s worth of
text, since that is all they can display. Scroll
and Craw| pages will accept files of almost
any length, depending on the system’s to-
tal available RAM. When creating the text
file, the manner in which you type in the
data determines its final appearance on the
ToasterCG screen. This is also determined
by the type of CG page into which you are
loading this data. For example, consider
the following lines as if they were an
ASCII text file created for ToasterCG:

The Video Toaster Movie

starring

Miss KiKi Stockhammer

Loaded to a Key, Framestore Page, or
Scroll Page, this file would appear exactly
as it was typed in.

The Video Toaster Movie

starring

Miss KiKi Stockhammer

H UROBONTS-VIDEQ

YOU GET ALL THIS IN ONE COMPLETE PACKAGE

== SRUKLNCHOADER
(At

o Eae Y
[Pl asael

Classic Concepts PO Box 786, Bellingham, WA 98227-0786 (206) 733-8342

However, if you use too large a font
size for the above pages, ToasterCG may
need to place unwanted line breaks be-
tween words. The resultant page may look
like the one below. (To remedy this, use a
smaller font size first, then move to a larger
size once the file is loaded and you can see
how much room there is to work with.)

The Video Toaster

Movie

starring

Miss KiKi1

Stockhammer

Loaded to a Crawl Page, this file would
appear as below. All <returns> from one
line to the next are ignored (they are treated
simply as additional spaces). Extra spaces
between words or phrases will be main-
tained.

The Video
starring Miss KiKi Stockhammer

Whichever type of page you load text
into, line formatting will remain intact. If
you have previously designed a certain
page type, say a Framestore Page, with six
lines of text, and each line uses a different
font and color, then the newly loaded text
file will retain those settings on a line by
line basis.

Toaster Movie

Unless a word processor is handy, [ tend
to use the Amiga’s built-in text editor
called Ed. Although inelegant, it is simple
and handy, (note: the updated Ed in
WorkBench 2.0 is even friendlier). There
are only a few commands you really need to
know in order to set up a quick test file to
load as ASCIT text.

I. Open a Shell or CLI window.

2. Type ...

Ed DHO:Toaster/CGTextFiles/
Page99.text.

A new window will appear, with the
comment Creating New File at the bottom.
(Be certain to type the filename correctly
for your hard drive. If you make an error,
you may be editing a file that the system
will save under the wrong name/location!)

3. Enter the text from the examples
above, using your own name Or anyone
else’s in place of KiKi’s. Remember not to
go too far out on a line. Type several lines
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4, When cemplete, press the Escape key
once (an asterisk will appear on the bottom
line of window), then press the letter x (it
will appear beside the asterisk), then press
<return>. This will save the file, and exit
the text editing program.

Now fire up the Video Toaster and en-
ter ToasterCG. Go to page 99 and select
the type of page you desire. Now hold
down the Alt key and press F9. The page
will fill with the text file you created ear-
lier.

If for some reason ToasterCG will not
load the file, the most likely answer is that
the filename was incorrectly typed. This
results in the file being “in the wrong place
at the wrong time.”

The error may be any of the following:

(a) an incorrect hard drive name (you
did use your own in place of DHO:, didn’t
you?).

(b) a typo in another part of the full
pathname (the letter O in place of the num-
ber 0 in DHO:).

(c) a punctuation typo, such as a semi-
colon (the period-comma) instead of a full
colon (two periods).

The Ed text editor is documented in all
Amiga manuals. However, the most com-
mon commands I find myself using are
these:

[. Ed (followed by the full pathname of
the file). This “starts” the text editor with
the filename [ wish to use. If the file al-
ready exists, it will appear. If not, it will be
a new blank file.

2. Ctrl-a to insert a line at the cursor’s
current position.

3. Ctrl-b to delete a line at the cursor’s
current position.

4, Escape, x to save the file and leave
the editor.

5. Escape, q to leave the editor and ig-
nore any changes made to the file (this is
handy in case you really foul it up!).

You might wish to try these out to get
an idea of how Ed functions, and how
ASCII text files work within ToasterCG.
You may find them handy.

The C& Buffer Page Mystery Part |

Manual indicates that Scroll and Crawl
Pages may be saved as CG buffer pages.
Let the buzzer sound! This is an error,
actually. Since Scroll and Craw! pages are
rendered by the Video Toaster “on the fly,”
there is no need to pre-render them.

The CG Butfer Page Mystery Part Il

A number of callers to technical sup-
port have had a bit of difficulty recalling
previously saved CG buffer pages. They
successfully create, render, and save the
page. However, after shutting down and
restarting the Toaster, those pages are
missing.

The step that’s missing in this equation
is that of saving the Project after the buff-
ered pages have been created and saved to
the hard drive. Without this crucial step,
the Toaster does not “know” that buffered
pages have been saved. Therefore, here are
the steps that should be taken to save and
recall ToasterCG buffer pages success-
fully.

I. Create a Key or Framestore Page.

2. When the page is to your liking, hold
the Alt key and press F9. This will render
the page and save it to the hard drive.

3. Press the Escape key to return to the
Switcher (do not shut down the Toaster,
you want ToasterCG to remain loaded in
memory).

4. Press FI0 to go to Toaster Prefer-
ences.

5a. If the Project that is showing is the
one you want: double-click on the Save
Project button (it looks like an arrow aim-
ing into a disk). Answer Yes to the confir-
mation menu that appears.

5b. If the Project that is showing is not
the one you want: click on the Save Project
button, press the period key on the nu-
meric keypad, type a name for the Project,
then double-click on the Save Project but-
ton.

At this point, you may safely shut down
the system. When you return to the Video
Toaster and load this Project, the buffered
page(s) will be available to the Switcher
for instant loading.

FYI, buffered pages are saved with a

the current page, and the current
Framestore device. You will not be of-
fered the opportunity to name the page
when you save it. To the underlying com-
puter system, a typical bufter page
filename looks like this: 007.PG.047-DHO.
The first three digits (007) indicate the
Project to which this page belongs. The
next two characters (PG) indicate that this
is a page. The second three digits (047)
indicate the CG page number that this file
represents. Finally, the last three charac-
ters (DHO) indicate where the current
Project is located.

Loading Version 1.0 ToasterCG

Books into System 2.0

Several users have attempted to access
Version 1.0 Toaster Projects (that contain
CG Books) without success. The names/
positions of certain Switcher effects were
altered, and this alteration causes difficulty
in loading an older file. However, there is
a way to access the original CG book and
get it up to date.

|. Start up the Toaster.

2. When you reach the Switcher screen,
activate the CG by clicking on it once (of
course, if the CG button is solid or dark, it
is already active and you may skip this
step).

3. Press F10 to go to Toaster Preferences.

4. Select the proper device where the Ver-
sion 1.0 Project files are located.

5. Locate the correct file using either the
mouse (dragging it over the three-digit nu-
meric window) or the numeric keypad
(pressing the plus or minus keys).

6. Double-click the Load CG Book button
(it looks like three stacked pages). This will
load the CG Book only, ignoring the Project
file itself.

7. Return to ToasterCG. You will find,
upon entering CG, that your files are intact.
At this point, it is advisable that you return to
Toaster Preferences and save this book in its
updated form, with a System 2.0 Project.

Well that's all for now. See you next
issue.

James Hebert is head of Technical Sup-
port at NewTek.
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By John F. Gross

elcome to this
month's Dear John
Column, where I
answer your
Toaster questions.
Let's take a look in
the mailbag and see
what we have.
QN = Is it possible to create ANIM
files from frames created by LightWave

3D to play back at a reduced resolution
and frame rate to get an idea how your
effects look without using a VIR? How
could 1 get the detailed information to
create such files or find out which
software to buy?

James Guske

Rancho Cucamonga, CA

A= There are currently three pro-
grams that I know of that will allow you to
Rend24 is a
shareware program created by Thomas
Krehbiel (see page 36).

do exactly what you want.

It is a fully
multitasking program that operates in the
background, converting images into a
lower resolution anim file as you render
them from LightWave. ADAM is a CanDo
application created by Daniel McCoy. It
is similar to Rend24 with the exception of
converting images to DCTV format. The
third way I know of converting images to a
lower resolution and combining them into
an ANIM file is to use FRED, the new
frame editor that is included with the latest
version (2.1.3) of Art Department Profes-
sional. You could write an ARexx batch
script that would convert a number of
LightWave rendered images to a lower
resolution and then use FRED to combine

them into an animation.

Q= Your Q & A column on the
Video Toaster caught my attention and
I hope vou can help me with using
Toaster 2.0 withthe A3000. You see, we
bought an A3000 as soon as it came oitt
and were told at the time that there
would be no problem in using the Toaster
with it. We found this to be “salesman
talk” since it was incompatible. Later
on we managed to run the Toaster by
changing the super Denise chip for the
regular Denise chip and it worked fine.

We recently purchased version 2.0 of

the Toaster, but to my surprise, after a
normal installation process, 1 kept
getting the infamous “Toaster not
responding” message over and over.
After several trials rebooting (warm
and cold), 1 still got the same result. 1
reinstalled the old version of the Toaster
software and it worked fine. Is there
any other adaptation that must be made?
Please help me - it’s very frustrating to
have 2.0 and not be able to use it.

Roberto Pons

Director - Cristal Rio Producoes

Rio de Janeiro, Brazi

A= In talking to the knowledgeable
folks at NewTek Tech support, I was in-
formed that occasionally the new version
of the Toaster software may give the
“Toaster not responding” message when
installed in a 3000. There is one adjust-
ment you could make to the Toaster board
that may correct the situation: Carefully
remove the cover of the computer (4 screws
on the sides and 1 in the top-middle back).

When viewing the side of the Toaster card,
you will notice a small adjustment screw
above the “R" in the name Video Toaster
printed on the side of the card. Make sure
to ground yourself before touching any-
thing inside the computer to avoid static
discharge. Make sure to take a good look
at the position of the screw before starting
to turn it, Using a small, non-metallic
screwdriver (commonly referred to as a
“tweeker™), carefully turn the screw
clockwise about an eighth of a turn. Try
booting the Toaster software again. If you
still get the “Toaster not Responding”
message, try turning the screw another
eighth-turn and start the Toaster again.
Keep this up until the Toaster finally re-
sponds (hopefully). Be warned that
NewTek advises to be very careful when
making this adjustment. If you get it too
far out of alignment, you may have to send
your board back to them for proper align-
ment. Also, if you have any qualms about
working on the inside of your computer, [
strongly recommend that you have a
qualified technician perform this proce-
dure. It’s also possible that you may have
some faulty RAM chips in your 3000.
While 1.0 may run fine, 2.0 is much more
memory intensive and even one RAM chip
that is slightly defective may cause prob-
lems with 2.0. Run a good RAM test pro-
gram to check your RAM to see if there are
any defective chips. By the way, Toaster
System 2.0 is compatible with the new
Super Denise chip (Toaster 1.0 was not);
however after the final release of the soft-
ware was completed, Commodore changed
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the Denise chip making it exhibit some
problems with the Toaster. If you notice a
dark interface screen while working in CG,
you have a new Denise chip problem.
NewTek is currently working on a fix for
this problem and should soon have a work
around. I have also heard from different
users that have mentioned various prob-
lems with using the Toaster in a 3000.
One of the things that seems to be a com-
mon denominator is the power supply in
the 3000- -It is not as beefed up as the
2000 version. There are a few manufac-
turers producing stronger power supplies
that will work in the 3000. This may also
help with your problem.

=/ amjust starting to experiment
with single frame recording of
LightWave images. [ am running into a
couple of problems however. [ often get
a message that states that LightWave
can’tfindthe current frame or the frame
is not the correct version.

Mike Powers

Downers Grove, IL

A\ = The problem you are experienc-
ing in LightWave is a common one. When
you first tell LightWave to save frames,
you must give the frames a suffix name.
For example, you would click on the Save
Frames button in the Record panel, select
an area on your hard drive to store the
frames (LightWave will default this to your
Images directory), and then type in a name
such as “LogoFly”. When the frames are
saved to your drive, they will be named in
the standard framestore convention -
001.FS.LogoFly, 002.FS.LogoFly, and so
on. When you are ready to record these
frames to tape and you wish to play them
back, you need to select the Play Frames
button in the Record panel and select the
name of the frames you wish to play.
Here's the key-—LightWave just wants to
be informed of the suffix name, so if you
select the entire framestore name -
001.FS.LogoFly and click on OK,

LightWave will give you the message you
have seen. What you need to do is select
the Framestore name and then delete ev-
erything but the suffix—in our example,
you would delete everything but the name
LogoFly. Now when you click on OK,

There is a small
bug in ToasterPaint
that causes a filled
polygon to not
fill...there is a
work-around.

LightWave will play the proper frames as-
suming of course that you have the proper
first frame/last frame options chosen. In
other words, if you saved frames 30
through 60 to your hard drive and you go
to play them back, you must first go to the
Scene panel and choose first frame 30 and
last frame 60. This way LightWave can
find the proper frames.

X = Sometimes when | am working
inToaster CG,my screen turns pink and
[ get these strange artifacts of text on
the screen. | work in a three monitor
mode, and the artifacts don’t seem 1o
hurt anything. Do | have something
wrong with my systemor is it something
I am doing wrong?

Tom Lentzman

Sioux Falls, SD

A = What's happening to your in-
terface is occurring while you are in a
key page and you have taken the image
to the program monitor. This is not a
problem with your system and you are
not doing anything wrong—this is sim-
ply the way the Toaster operates. You
will find that this only happens after

you create a key page, render it to pre-
view and then hit F10 to take it to pro-
gram. As soon as the image is taken to
program, your “artifacts” appear on
your interface screen. Like you men-
tioned, it doesn’t affect anything and
as a matter of fact, it can sometimes be
very helpful in moving text around—
you get to see the “before” position as
If the

pinkish color bothers you there is a

you move your lines of text,
very simple fix. Simply escape (not
shift-escape) out of the CG and select
any effect on the switcher screen. You
will notice immediately that the arti-
facts disappear and your screen returns
to its normal colors. When you return
back into the CG, everything is back to
normal.

Q= Sometimes when I am in
ToasterPaint and | try to draw a
filled polygon, I only get the outline
of the polygon. What gives?

Lisa Enge

Orlando, FL

Az
ToasterPaint that causes a filled poly-

There is a small bug in
gon to not fill. It doesn’t happen all
the time but often enough to cause
problems. There is a work-around. If
you notice, this only happens when you
are using the single pixel brush or the
horizontal line brush (and even then
not all the time). If you choose any of
the other built in brushes, such as the
smallest circle brush, you will be able
to draw out any filled polygons.

John F. Gross is a Video Toaster
graphic artist employed by Alpha Video in
Minneapolis. He has been using a Video
Toaster every day since it was released
and is still trying to catch up on his sleep.
Questions can be sent by mail to:

John Gross

Alpha Video

7836 2nd Avenue South

Bloomington, MN 55420

E-Mail on Compuserve at 71740,2357.
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Professional Digital Sound For Your Video, Music, and Radio Productions

The Video Toaster goes a long

way towards solving your video
problems. But what about sound?
Do you need to synchronize back-
ground music with your produc-
tions? How do you add footsteps,
door knocks, and other sound
effects to your video or animation?
Do you need to fade, cross fade,
or eliminate sections of audio? Can
you edit your audio, or are you
stuck with the first take?

Studio 16 solves all these prob-
lems by turning your Amiga into
a complete sound studio. With
Studio 16’s SMPTE support you can
lock sounds frame accurately with
your video. Audio triggers reliably,
at the same spot, every time. Or you
can quickly slip your audio effects,

trying them at different spots. And

since Studio 16 plays directly off

hard disk, the number of sounds
you can trigger is unlimited.
Each of Studio 16’s four
tracks can be metered
and mixed. Unlike two track
systems, Studio 16 can
combine multiple tracks with
no generation foss. And it can record
while playing.
The Studio 16 sound editor

graphs the audio waveform and

allows you to cut, copy, and paste

audio. Zoom, scale, fade, reverse,
and many other functions are avail-
able. Edits can be non-destructive
or permanent.

The included AD1012 hard-

ware provides audio in,
SMPTE in, and audio
out connectors.
Just plug your
VTR, CD player,
radio, tape deck, or
other source directly in.
Then record with 12 bits at sampling
rates up to 80,000 samples per
second. The ADIOI2 can synchro-
nize and chase SMPTE time code
at 24, 25, 29.97, and 30 fps.

how does the 12-bit ADI0I2 sound?
Absolutely great!
— Amiga World, 4/92, p.29

Designed to exceptional audio
standards, the ADIOI2 offers CD
frequency response and 70dB

: signal-to-noise
N ratio.

The ADI012
includes a spe-
§ cial sound
coprocessor —the advanced 2105
DSP. The DSP allows Studio 16
to perform real time mixing and
high quality 16 bit effects. These
include echo, flange, delay,
and chorus.

Call today for a free
Studio 16 informa-
tion packet,
(408) 374-4962.
Fax: (408)
374-4963. Dealers:
call for promotional

package. Salespeople: call to

join our commission program.

SunRize Industries
2959 S. Winchester Blvd., Suite 204
Campbell, CA 95008 USA

|

|

European Representatives: BENELUX dONAR + 32 (011)22 50 76. FINLAND Power Computer + 358 (9) 18 781 8992. GERMANY AS&S +49 (069) 5 48 81 30. ITALY AP&S + 39 (0432) 759264. SPAIN PiXeL.SOFT + 34 (088) 71 27 00.
SWEDEN DisplayData + 46 (0457) 503 80. SWITZERLAND Microtron + 41 (032)872429. UNITED KINGDOM HB Markeling + 44 (0753) 686000.

Studio 16 is a trademark of SunRize Indusiries. Video Toaster is a trademark of NewTek. Inc. Amigais a irademark of CBM.




[ Taming the Wave

By David Hopkins

his business is
mighty tough to
keep
Some of you may
not recall the pre-
Toaster days of the
Amiga, but when
Commodore released the Amuga it sported a
standard Motorola 68000. Many of the
Amiga models stilf do, but soon the Amiga
2500 arrived with the amazing 68020. This
thing was a blaze of speed, let me tell you!
Couple that with a huge 20 megabyte hard
drive, and you had a “state-of-the-art” com-
puter system!

Well, that was then, and this is now (good
o’ S.E. Hinton there...). Just a couple of
months ago I covered the new 68040 boards
from Progressive and RCS. Now THOSE
were fast! Just when I thought I had covered
the highest end available, up pop a handful of
new ‘040s. And these are clocking in at an
astounding 33Mhz, while the previous were
at 25 or 28. So, how much difference can a
few lousy megahertz make? You wouldn’t
believe it!

The board in question at the moment is
the 40/4 Magnum from CSA. Before we hop
into the more interesting parts, let me point
out that when [ cover a new device, [ don’t
babble on and on about the technical specs.
It's my feeling that the device should just
plug into the machine, and do amazing things.
If you are like me (and [ think you are), you
want to know what it does for you in the real
world. THAT is where my tests come in.

Steve Riker, an old friend of mine from
CSA, drove up from San Diego to bring me
both the board and an incredible 1.2 Gigabyte
Panther hard drive from Maxtor. After rip-

up with...

ping open my newest Toaster system, yank-

ing out the ‘030 GVP processor that was
resting comfortably in there, he plugged in
this large card. Both sides of the card have
stots and/or plugs for a variety of gadgets.
I've never seen a single card that had things
on both sides, but then, I've never seen a card

It you are using something
such as ripples or the un-
derwater texture to ani-
mate a surface, you may
want to try image mapping
it instead.

with banks of LEDs either! That's right, two
separate banks of LEDs keep a constant dis-
play of the board status easily at hand (well,
as easily at hand as anything INSIDE your
machine’s case CAN be, | guess..). We were
a bit worried about having to change jumper
settings or something for the two hard drives
that [ already had internal when we moved
them onto the 40/4. But when we tried
booting the system, found that the card had
autoconfigured the Panther, the 100 meg
drive, and the 50 meg drive, with no prob-
lems at all.

As the Toaster software loaded up, Steve
told me about the meg of Static RAM which
comes standard with the 40/4 Magnum, al-
lowing astounding processing speeds. He
told me about a SCSI hard drive controller
capable of transfer rates up to 6 megs a sec-
ond, the extra parallel and serial ports that
come out of the back of the card, giving you
two of each on your system, and the built-in
hardware support for AppleTalk waiting only
for software to support it. [t even has the
ability to put up to 64 megs of 32-bit memory

directly on the board. And, he told me about
the $4995 list price.

Of course, that price includes 16 megs of
60 ns 32-bit memory, making this demo unit
just a tad more expensive than the standard
model. if you don't count the fact that this IS
a 33 Mhz "040. The standard model comes
with 8 megs of 32-bit memory and the single
meg of Static memory, plus all the other
goodies mentioned above, for $4599. This
may seem a bit steep, but keep reading...

The first test [ ran was the default scene
which is included with my “Big Rig” object
set. The scene consists of the entire truck
(over 24,000 polygons), four image maps,
tracing shadows and reflections, in hi-res
Letterbox mode. On the RCS and Progres-
sive boards this image was created in roughly
[4 minutes. Get ready for this one...8 min-
utes, 42 seconds! Think about that for a
minute!

[ also chose a scene that you could try on
your own machine in case you don’t have the
truck... The Workstation Scene which is in-
cluded with Toaster 2.0. In default settings
the image rendered in 2 minutes and 6 sec-
onds. Switching the resolution to high gave
me 7 minutes and 2 seconds. Try rendering
them on your machine, and you’ll get an idea
of what this means!

All right, on to the next test—this time a
bit of hard drive work. A Toaster Framestore
loads from the hard drive in an impressive 3
seconds. Next, I restored 29 megs of textures
from a Quarterback back-up off of a single
floppy drive in roughly 17 minutes. By the
way, while it was restoring, [ was using
ADPro 2 to follow up the restore process,
loading each image, JPEGing the file, then
saving it back on the same hard drive. | was
able to convert an average of two images
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between every Quarterback disk swap.

A program supplied by CSA on the in-
cluded disk rates times for certain activities.
[ am usually leery of any “rating” software
supplied by the manufacturer, but I'll pass it
along anyway. The test consists primarily of
writing files to the hard drive, reading them,
scanning directories, and so on. In the course
of all this, the program is also analyzing the
percentage of processor ability still available.
[ must say, the ability to create over 600 files
per second and still leave 91% of the proces-
sor available is a pretty impressive thing...

According to Steve, the board includes
crystals and chips for use with AppleTalk.
Since the software driver for AppleTalk is
not yet completed, the connector is not poking
out the back of the board yet. He expects these
to be fully functional in the near future, but no
firm date was offered. I took a close look at the
board and saw that there were indeed support
chips for these things, so I suspect it won’t be
too long.

All in all, this board is nothing short of
amazing. While the list price is just about
double the price of the 25 Mhz RCS
FusionForty or Progressive ‘040, the speed
increase is dramatic. If you use LightWave
professionally, this is the board for you. CSA
is possibly one of the most under-rated names
in the Amiga accelerator market, but the 40/4
Magnum seems destined to change all of that.

[ also want to VERY highly recommend
the Maxtor 1.2 Gig Panther hard drive. While
this was included with my evaluation 40/4
simply to better illustrate the drive transport
speed, it proved to be remarkable on its own.
You just have to sit and play with a hard
drive of this size for a short while before you
are asking how you could ever have lived
without it. T converted the entire Masterpiece
Fonts collection (110 fonts) into Toaster CG
fonts using the ToastFont utility, had all of
those on this drive, the original system font
versions, the ENTIRE contents of all three
Texture City sets (decompressed), and ALL
of WorkBench 2.0, and still had almost 900
megabytes of storage left! The list price on
this drive is $2,695, but CSA offers it for
$2,355. Keep in mind that this is 1200 megs of
storage! Very stable, very quick, VERY big!

Moving on to other things, I got a call
recently from Scott Wehba of Infinite Solu-
tions in Beaverton, Oregon. He was working
on animating a caterpiller for one reason or
another and ran into some problems with
repeated morphs. After explaining the solution
to him, I decided that this was something I should
pass along to all the rest of my loyal readers.

Imagine you have an object that morphs
three times (this is just an example, the con-
cept holds true for any number of morphs...).
At the end of the morph into the third object,
you want the whole sequence to start over
again. This seems pretty straightforward,
what with the Repeat option offered in the
morphing requestor, but there is a rule that
many people don’t realize. You see, each of
the morph targets have to have the same num-
ber of defined frames in their envelopes.

Let’s call our objects Ball, BallWide, and
BallTall. The direction of morph is exactly
the order they are listed. We want Ball to
become BallWide in frame 30. BallWide
becomes BallTall in frame 60. So, we build
the Ball metamorph envelope to read 0%
morph at frame 0, 100% at frame 30. Then
we make the morph envelope for BallWide
to read 0% at frame 30, and 100% at frame
60, right? This will work for one circuit
through the morph cycle, but making it re-
peat wouldn’t work. The proper settings are
as follows:

Ball:

Frame 0 = 0%, 30 = 100%, 60 = 100%, 90 = 0%
Target = BallWide, Behavior = Repeat

BallWide:

Frame 0 = 0%, 30 = 0%, 60 = 100%, 90 = 0%
Target = BallTall, Behavior = Repeat

BallTall:

Frame 0 = 0%, 30 = 0%, 60 = 0%, 90 = 100%
Target = Ball, Behavior = Repeat

Notice that we have defined all of the
morphs with the same number of total frames.
If they were different, the morph would be
staggered and all sorts of strange things would
happen when it was repeated. Keep in mind
that you want to make sure that the repeats
are set in the morphs, NOT the motions. If
you set the repeat in motions, the morphing
object would jump back to its original starting
position at frame 90, rather than continuing a

motion you may have defined.

Moving along...my good friends in
NewTek Technical Support offer an interest-
ing tip this month. If you are using some-
thing such as ripples or the underwater texture
to animate a surface, you may want to try
image mapping it instead. Don't worry, you'll
get the same result because you are going to
render full screen images of just the ripples in
a sequence, save them on your hard drive,
then render those images onto the surface
you would have rippling. Since mapping an
image is quicker than calculating the entire
ripple sequence, you'll save quite a bit of
time. They've even provided a formula for
figuring out how many frames you need to
record to loop properly. Simply take the
Wave Length and divide it by the Wave
Speed to find the number of images required
per loop. If, for example, you have a Wave
Length of .5 and a Wave Speed of .025,
you'll need 20 frames to make a complete
loop (20 x .025 = .5). This is a unique ap-
proach that I haven't had a chance to experiment
with, so it is "hot off the presses” to you!

That's about all [ have room for this month,
but I'll be back again next month with still more
information to help you make better use of your
time in LightWave and Modeler. Of course,
you know that YOU can decide what these
columns are about, right? That's right, all you've
got to do is let me know your particular interest,
problems you're having, and all of that kind of
stuff, and I'l do my best to provide you with
answers in the fastest manner possible. Hope
to hear from you soon, and keep up that ol’
animatin’ thang!

P.S. note the new address. That’s right, the
Mach Universe Studio has moved to a larger
location!

You can write to me at:
Mach Universe Productions
625 The City Drive, Fourth Floor
Orange, CA 92668
Attn: David Hopkins

Contact Information:

Computer System Associates, Inc.
(CSA)

7564 Trade Street

San Diego, CA 92121

(619) 566-3911
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THE TOASTER

By Arnie Cachelin

ou may have heard
that your Toaster
can be controlled
by external devices,
and even by other
software running on
the Toaster. You
may even know that this is often done us-
ing something called ARexx. What is
ARexx anyway? ARexx is a program
which runs on the Amiga computer where
your Toaster lives. It can read a script and
coordinate the actions of multiple applica-
tions running on the computer.

But ARexx is not only a programming
language, it is also a way for different ap-
plications to talk to one another, and a way
for simple scripts to control those applica-
tions. ARexx programs or scripts consist
of a series of commands to external pro-
grams as well as internal commands which
provide things like mathematical functions,
text manipulation, and file handling.
Commands to external programs are de-
fined and documented by the programs
themselves, and will probably be different
for each program (although “save”™
ample, is a common option). Any program
which has defined a set of commands to

, for ex-

which it will respond will also have a dis-
tinctly named ARexx message port to ac-
cept those commands. All you need to know
to control a program is the name of its ARexx

port, and the commands it understands.

To run ARexx programs. you have to
own and install the ARexx software. If
you have the new 2.0 WorkBench it is
already installed. To work with ARexx
programs, you will need to use the Amiga’s
“WorkBench” screen and an AmigaDOS

ARexx is an Amiya
program that can
read a script and co-
ordinate the actions
of multiple applica-
tions running on the
computer.

Shell. To get from the Toaster interface to
the WorkBench and back use the ctl-ctl-
alt-alt combination hotkey. You will also
need a text editor to create ARexx scripts,
The editor MEmacs should be in the tools
drawer. ARexx program names often end in
“rexx” and the script execution program, rx,
will run the program even if you don’t type
the rexx! ARexx programs must begin with

a comment, a line which does nothing and is
enclosed between “/*" and “#/”.

To work with the Toaster, ARexx pro-
erams must first add the Toaster commands
to the list of functions which ARexx already
handles with the line: add lib
(‘ToasterARexx.port’). This command is
very important and it will fail if the Toaster
isn't running, if the name is not spelled
and capitahized exactly, or if the name has
already been added. To avoid this last,
check if the name is there first, and/or use;
remlib(‘ToasterARexx.port’} at the end of
the program. Look at the examples o see
how this is done. The name of the Video
Toaster ARexx port is “ToasterARexx.port”.
The commands it understands are in the ap-
pendix of your VT manual.

Now that you know all that, what can
you do with ARexx? One very simple
example might be a frame grabber for self
portraits. Like the timer on a camera, it
would let you step back from the Toaster,
pose. and be grabbed after 10 seconds or
whatever. If this got fun, or you felt like
painting a dozen clones into your studio,
you might want to teach the program to
save the frame, and even to take multiple
frame grabs delayed by some interval.
Now it’s time-lapse photography. This kind
of control is also handy for presentations,
since it is just as easy to tell the Toaster to
load and display saved frames. Again, you
can get more ambitious and add different
transitions, CG pages, etc. to your presen-
tation, to teach it to wait for a GPI trigger
ARexx
programs like these examples already exist,
and they are in the ARexx_examples di-
rectory of a version 2.0 VT.

What is happening in the Toaster when
one of these scripts is running? When a
script named “Slideshow.rexx” is launched
from a Shell window with the command
“rx slideshow”, the program rx will search
for the script file, find it (hopefully), and
begin reading the file and trying to inter-
pret and carry out its commands. If there
are errors in the script or in the application
it is controlling (e.g. “Disk Full” on a save)

input from your spare mouse.

you may get an informative error message
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1-year warranty.
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latest most cost-effective disk-based storage technology available. The DMI
Floptical Disk Drive is the storage solution for todays data-hungry applications.

Use your MasterCard or Visa to order the DMI Floptical @
Disk Drive today. Call Digital Micronics at 619-431-8301.
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5674 El Camino Real, Suite P
Carlsbad, CA 92008
Tel: (619) 431-8301 ¢ FAX: (619) 931-8516
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which accurately tells you what the prob-
or you may not. In the case of our
slideshow, the script has probably found
the Toaster, moved the Switcher screen to
front, and set up the presentation by load-
If your

lemis...

ing the first framestore image.
images happen to be sequential, then you
can load them using only the *+' and ‘en-
ter’ keys, which are simulated by the
KEYP and DOEN commands. You may
have selected an effect before running the
script, which every AUTO transition would
execute, or you may select a different effect
with each frame. Possibly you will delay
display of each frame by using the
Toaster’s WAIT command to pause the
script for a specified time, while the cur-
rent image is viewed. If there are quite a few
images to show, you may want to let ARexx
repeat the load-wait-display cycle for you as a
loop. This saves a great deal of typing, although
it limits your ability to use different effects or
delays for different images.

If you would rather not become an

ARexx expert, software like TRexx or

ToastMaster can take care of the program-
ming for you. They provide a point-and-
click interface for Toaster script creation

if you would rather
not hecome an
ARexx expert, soft-
ware like TRexx or
ToastMaster can
take care of the
programming for
you.

with complete control of Toaster settings,
as well as convenient things including de-
lays, loops, and external commands. These
utilities save your sequences as ARexx

programs.  Similarly, most video editors
used with the VT control the Toaster by
creating sequences of ARexx commands.
In this case the commands are stored in the
editor, which precisely controls the timing
of messages to the Toaster and to source
and record decks.  On the other hand,
proficient ARexx hackers might welcome
the speed and source code protection of-
fered by the Rexx Plus Compiler from the
Dineen Edwards Group. This software
compiles your ARexx scripts into execut-
able, stand-alone programs, and sports an
excellent and very detailed manual. An-
other good book for ARexx enlightenment
and examples is Abacus’ “Using ARexx
on the Amiga”. We have now discussed
some basic uses for the Video Toaster
Switcher’s ARexx abilities. Watch this
space for tips on using ARexx and
ToasterPaint, and for other advanced ap-
plications.

Arnie Cachelin is the NewTek employee
who was responsible for the ARexx scripts
that ship with Toaster System 2.0.

USE YOUR \lII]El] TOASTER

SECRETLY SA\'E THE UNIVERSE
WITH

“Great results,
with very little effort”
Oran J. Sands, il

MicroSearch

9896 S.W. Freeway
Houston, TX. 77074
(713) 988-2819

Retail Price $395.00

*Video Toaster is a registered
trademark of NewTek Inc.
(Video Toaster not required to
create ChromaKey effects)

1991 VIVA AWARD
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How to Save the Universe
instructional video now
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Please send five dollars
for shipping and handling.
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About the

Examples

In the ARexx Examples directory of your 2.0
VT software, you will find some useful ex-
amples of working with the Toaster and
ARexx. Many of the example programs are
for ToasterPaint, which will be covered in
our next installment. To use ToasterPaint
ARexx programs, it will be very handy to
open a shell window to make the
WorkBench screen available when you en-
ter ToasterPaint. Here’s a description of
some of the Toaster-ARexx example pro-
grams which work with the Switcher:

GPiGrabber.rexx

This program will grab and save frames when
it receives pulses on the GPI input (second
mouse port) of the Toaster. It will save a
specified number of frames and then exit.
While the Toaster is awaiting a GPI trigger
pulse, it ignores all other input, so it is dif-
ficult to interrupt this script, or make any
changes to the state of the Toaster.

Timel.apse.rexx

This program will grab and save a sequence
of up to 1000 frames with a delay of
between 1 and 60 minutes between them.
You specify how many frames to grab,
at what interval and the name to save
them under.

ToastProsenter.rexx

This program also waits for a GPI pulse. It
displays all the framestores one by one
using whatever transition happens to be
selected when it is started. Since it will
basically run until it cycles through ev-
ery single framestore on the current
framestore device, you may want to put
a selected set of frames in a framestore
directory on the RAM disk for faster
loading and limited slides!

ToastShdeshow.rexx

This program displays all the framestores
in the current framestore directory in
rapid succession, without waiting for
anything at all. A.C.

EXPLORE THE POWER OF,THE. V-LAN. NETWORK!

VIDEO TOASTER
HAS THE
ULTIMATE
PARTNER IN
PRODUCTION!

SuperMICRON is the A/B Roll Solution to control your
video editing and animation productions with the Video
Toaster! Check it out:

> Provides full Video Toaster switching functions from
the editor’s keyboard.

Selects any of 186 DVE/patterns from a dissolve to a
Kiki Cartwheel, frame buffers and transitions. Stores
all of this information in your edit list.

Add the Animation+ option to perform single frame
animation with Lightwave 3D.

User re-programmable for most serial/parallel video
devices.

Expand or Upgradeto all V-LAN compatible products.

Videomedia, V-LAN, SuperMICRON and Animax are trademarks of Videonjedia, lnc.

FRAME ACCURATE
ANIMATION CONTROLLER
ON A PLUG-IN BOARD

Introducing Animax - the first product to put the industry
standard V-LAN™ control inside your IBM compatible or
Amiga computer! Checkitout:

> Provides single frame animation control of serial
videotape and videodisc recorders.

Interfaces to all major 3D graphics and animation
software such as Autodesk 3D Studio, TOPAS and
Lightwave 3D.

Software downloadable drivers for all machines.
Expand to control up to 31 devices on V-LAN network.
Upgrade to full-featured video editing applications.

Now check out the price: only $1295!
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TODAY!

For your nearest Authorized
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N ntroduction fo LihtWave's Modeler

Part 1

By Tim Doherty

ne reason that the
Toaster is such an
incredible value is
that it has many dif-
ferent video appli-
cations, any one of
which make it worth
its remarkably low price. [ purchased mine
specifically for its 3D animation capabilities,
but have since found numerous money-mak-
ing opportunities using the Switcher, CG, or
Paint software. Likewise, many users acquire
a Toaster primarily for use as a CG or
Switcher, only to discover that LightWave
3D opens new markets. They also discover
that the learning curve for 3D animation is
considerably steeper than it is for other
Toaster slices. LightWave’s state-of-the-art
layout screen has drastically shortened this
curve by making scene composition as inter-
active as possible. However, great anima-
tions don’t start on the Layout screen; they
start with well designed models.

Though the Toaster’s Phonebook is
stocked with an array of pre-made objects,
LightWave users will invariably be faced
with the need to alter or build models. This
can quickly overwhelm the newcomer, since
3D design is, by its very nature, a complicated
task. Fortunately, the LightWave Modeler is
intelligently constructed to simplify and
unclutter your 3D workspace. lts layering
capabilities, combined with its exceptional
speed and numerous tools, make it the design
program of choice for many professtonal ani-
By entering the world of 3D
sculpting one step at a time and learning
how to take advantage of Modeler's many
features, the new user will soon find that
3D design is intoxicating rather than in-
timidating.

mators.

The View

When you first load Modeler, you'll see a
screen as illustrated in Figure 1. Menu items
are located across the top of the screen.
Command buttons are on the far left. The
remainder of the screen is divided into four
boxes. Three of the boxes contain grids.
These are your main design windows, each
representing a different two-dimensional
view of our 3D world. The black lines in
each box are the axes along which you can
If you
have had any exposure to 3D programs, or
have used 2D paint programs which have
perspective controls, you are probably already

operate in that particular window.

Henu Buttons

assign a coordinate system to the axes. The
point where the three axes intersect at the
center of the hollow box has the coordinates
of 0,0, 0 (x,y,z). Moving to the left, away
from the center, is moving in the negative X
direction, while going to the right along the
X axis is in the positive direction. Likewise,
positive Y is up, negative Y is down, positive
Z 1s going into the box, and negative Z is
coming towards you out of the box.
Separating a 3D object into three 2D
views, each containing a different set of axes,
1s known as orthographic projection. If this
concept is difficult to grasp, imagine photo-
graphing a chair with a Polaroid camera. In

Layers

SEEEEEE

Orthographic VYieus

XYZ axes to define
space. If not, just visualize your monitor as a
hollow box. Left to right movement within
the box occurs on the X axis. Up and down
movement takes place on the Y axis. Move-
ment into or out of the box is on the Z axis.
Inorder to be able to determine exactly where
something is located in the box, we need to

familiar with using

Preview Box

order to show exactly what the chair looks
like, you’ll need three photos: one from the
front, one from the side, and one from above.
Now imagine that you want to mark the
photographs with a pen. With the picture
taken from the front, you can move your pen
from side to side on the photo (x axis). or up
and down (y axis). However, if you want to
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put a mark further back on the chair seat, you
need to use the side or top photograph. The
side picture allows you to move your pen
from the front to the back of the chair (Z
axis), or from top to bottom (Y axis). The
top photo allows you to put a mark anywhere
along the X and Z axes, but not along Y.

With this basic understanding, let’s load
an object into Modeler. Press “L” to bring up
the Open Object requestor, then click on the
SofaChair model in the Furniture drawer.
Once it has loaded, press the “A” key. The
“A” keystroke is a useful command that au-
tomatically zooms the window in or out so
that the entire object fills as much of the
views as possible. When the display has
been remagnified, you can easily observe the
three orthographic projections of the chair.
Notice that each window bears a Jabel iden-
tifying your viewpoint: Back, in which you
are in front of the object facing back along
the Z axis; Left, which displays a side view
looking at the X axis; and Bottom, looking
down the Y axis at your object. This is the
default view. It matches the position of the
LightWave Layout screen, and is known as
Logo orientation since it is a convenient per-
spective for modeling logos. If you click on
the View button under the display menu,
you’ll find several other orientation choices.
Try clicking on each of these. Observe how
the orientation of the chair changes. As you
delve deeper into 3D modeling, you'll find it
convenient to switch your viewpoint to ac-
commodate different types of models. 1
usually construct all of my models using the
Logo or Map settings.

In addition to altering the orientation, you
can also adjust the size, magnification, and
position of the windows. Note that these
commands have no effect on the object itself.
We are simply changing our position as we
look at it. To resize the boxes, place your
pointer over the location where the three
windows meet, then hold down the left but-
ton while you drag your mouse. By enlarging
a window in this way, you can concentrate
on a particular view or views. For example,
drag the crosshairs towards the lower right
This will enlarge the back view.
Next, let’s magnify the chair. Under the

corner.

Display menu, click the In button twice. The
chair should now fill the entire window.
Clicking the Out button will move away from
it again. You can also perform the same
operation by pressing the “<** and *>" keys.
Clicking the Magnify button gives you
slightly more control, allowing you to zoom
in and out by dragging your mouse.

As with magnify, there are several meth-
ods for repositioning your viewpoint. The
Pan button allows you to drag the area around
with the mouse. Try it now. Remember that
the object is stationary; we are changing our
position relative to it. You can also activate
the Pan function by holding down the “Alt”
key while pressing the left mouse button.
The cursor keys provide a third method of
moving the view by scrolling it in the appro-
priate direction.

By the way, the various keyboard com-
mands mentioned in this article are worth
learning.  You'll realize greater efficiency
and enjoyment when using Modeler. In fact,
I never use the display menu at all except to
occasionally change the view orientation. If
you forget a keystroke, or need a quick re-
fresher course, just press the help key and a
summary of all available key shortcuts will
be displayed.

[ should mention one more thing about
the windows before we move on. Unlike an
Amiga DOS window, which requires you to
click on it to be active, each of Modeler’s
design boxes becomes active as soon as your
mouse moves inside it. Again, this is a big
time saver, but keep it in mind when using
keyboard shortcuts. You may be looking at
one window while your pointer is in another.

Complementing the orthographic win-
dows is a special fourth view. Resize the
windows so that they are all approximately
the same, then go to the Options menu.
You'll see three buttons under Preview:
None, which is already selected, Static, and
Moving. Click on Static. Another wireframe
representation of the sofa chair will appear in
the lower right box. Unlike the orthographic
windows, this display has no set of axes run-
ning through it because the viewpoint is not
fixed. You can move to any position or angle
relative to the object. Modeler’s tools do not

function in this box. You can only select
points and polygons, or rotate your position.
Nevertheless, the perspective window is a
very powerful addition to the the standard tri-
view display. It allows you to preview your
object from any angle, and to select points
and polygons that you might have trouble
picking in the other windows. Any changes
you make to the model in the orthographic
windows will be reflected in the preview.

If you click on Moving Preview, you'll be
given two additional choices: wire or solid.
These show a continuously rotating model.
You can no longer select points or polygons,
but can still change your perspective. [f you
choose a solid moving preview, the object
will be displayed with hidden line removal.
As your design work becomes more complex,
you'll frequently find it useful to refer to the
Static Preview for selecting parts of the model
to work on, and to the Solid Previews for a
better idea of what the object looks like.
Ohject Basics

Now let’s turn our attention from the view
to the objects themselves, As you've ob-
served with the sofa, Modeler shows objects
in wireframe form. They are portrayed only
by lines and points, with no solid faces, which
means that you can see through the object
from one side to another. Complex wireframe
models may therefore become confusing.
This is why the Preview window is so useful.
Also, the program’s layering capability, to be
discussed in the future, is invaluable in sim-
plifying complicated design work.

Objects are composed of polygons which,
in turn, are made up of points. As with other
Modeler functions, there are several methods
of adding points to our 3D workspace. Clear
the chair and reset the window sizes by
clicking on the New button, found under the
project menu. Next, go to the Polygon menu
and click on the Points button. (Note that this
is different than the Points option located
further down under Select.) Now, by clicking
your left mouse button anywhere in the or-
thographic views, you can position crosshairs
which will indicate where a point will be
created. Place the crosshairs in the Back
window, then press the Return key. A point
has just been added. Using the Return key to
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and why!!! Ever been to NewTek? Ever wonder
how others are using the Toaster? Ever wanted
to see how to install that gizmo you've been
contemplating buying or just plain wanted help in
executing a particular technique with your Toaster?
Been looking for a place to showcase your work or just wanted to feel more in
touch with the market and be able to develop a more extensive user network???
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create points is the keyboard equivalent of
clicking on the Make button when the Poly-
gon/Points button is selected. A still faster
method of adding points is by clicking the
right mouse button while keeping the left
button depressed. Try adding a few more
points at random locations in the Back view.
Notice that the points all lie in a straight line
in the other two views. This is because we
have only moved the crosshairs along the X
and Y axes. The points have therefore all
been created along the same Z plane. To
change the Z position, go to one of the other
windows and move the crosshairs to a differ-
ent Z location. Return to the Back view and
add a few more points. In the side and bot-
tom screens, they are now at a different depth
than the other points. It is important to re-
member that each orthographic view is flat.
Moving in all three dimensions requires that
you change position in at least two different
windows.

Reset Modeler by pressing the Shift-N
key. Go to the Back window and enter five
points in a clockwise circular order. Then
press the “P” key. Much like a child’s con-
nect-a-dot puzzle, we have just joined a series
of points into a polygon. This polygon is a
solid object which can be loaded into
LightWave, given color, and rendered. The
“p” key is used to turn a series of two or more
selected points into polygons. Unlike other
3D programs which use only 3-sided trian-
gular polygons, those in Modeler and
LightWave can be made up of any number of
points and sides.

As you’ve probably noticed, the points
we've just created look more like small
squares than dots. This means that they are
selected. Points or polygons which are se-
lected are ready to be manipulated with any
of Modeler’s tools. Selecting or deselecting
points or polygons is usually accomplished
by clicking on them with your left mouse
button. However, anytime new points and
polygons are created, they are selected auto-
matically. The buttons to toggle whether you
are selecting points or polygons are located
in the center of the left hand list of com-
mands. Below these buttons, a black box
provides a handy reading of how many points

or polygons have been picked. If you click
on the Select Polygon button, you change
from Points to Polygon mode, whereupon
the points deselect. At the same time, the
edges of the polygon turn white and a dotted
line appears extending from its center, ndi-
cating that the polygon is now selected. Click

on an edge of the polygon in any view and it
will deselect. Click again and it will select.
Activate Select Points mode once more.
The five points which define the polygon are
still highlighted, because Modeler always re-
members which polygons or points were se-
lected when you switch between the different
modes. Hold down the left mouse button and
move the cursor over all five points in the
Back view. One by one, as the cursor passes
over them, they will deselect. Repeat the
same procedure to select them again. Nexl,
click your cursor in the empty space between
the More and Points buttons on the far left.
The points deselect all at once. Clicking in
this blank space is a convenient method of
deselecting all points or polygons at the same
time rather than individually. The “/” key is
the keyboard shortcut for this command
Return to the Back view. Holding down
your left mouse button, pick any three points,
then release the button. Now, click on one of
the deselected points. Nothing happens.
When you are in Select Points mode and
none are highlighted, you can pick points as
long as you hold the mouse button down. As

soon as you release the button, Modeler auto-
matically toggles to deselect mode. It will
stay in deselect mode as long as one or more
points are selected. To override this and
continue selecting points, press the shift key
before holding down the mouse button. This
procedure applies to Select Polygon mode as

well. Also, you cannot jump from one view
to another when continuously selecting
points. You'll again need to use the Shift key
and resume in the new view.

Click on the Select Polygon button again.
[f it isn’t already highlighted, pick the poly-
gon by clicking on it. The dotted white line
that extends from the center of the polygon
does more than just indicate that it is se-
lected. This line is called a surface Normal,
and 1s used to show which side the polygon is
visible from. Polygons created in Modeler
have only one side. This saves memory and
improves the rendering speed of LightWave.
It also means that you must exercise caution
when you join points to form polygons. Oth-
erwise, the polygon may face the wrong di-
rection and be invisible when rendered. The
order in which you select points is important.
Always select points in a clockwise direction
to the viewing angle. Figure 2 shows how
the order of point selection produces different
results. Polygon A was created in the correct
fashion, with a clockwise order of points.
Polygon B was made after selecting the points
in a counter clockwise order, and is facing
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card 1mto the powerful
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At least until now!
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the wrong way. Polygon C is twisted be-
cause no order was followed when picking
points. Remember that if you make a mistake
while selecting points, you can always stop,
deselect the points in error, then press the
Shift key and continue selecting again. If,
after creating a polygon, you discover that it
is fucing the wrong way, you can click the
Flip button in the Polygon menu, or press the
“F" key, to easily tlip it over without remak-
ing it.

Knowing how to create points and poly-
gons is essential to building models, but that
doesn’t mean that we need to do all of our
design work from scratch. Indeed, much
work is done by manipulating basic 3D ob-
jects that are already included in Modeler.
These object primitives include a box, a ball,
adisk, and a cone. Let’s clear the workspace
(Shift-N) and load in a basic 3D shape. Go'to
the Object menu and click on Disk. Move
your pointer to the upper left quadrant of the
Back view. Hold down the left mouse button
and drag the pointer towards the lower right
area of the window. A box will be pulled out

from the position of your first click, and will
interactively follow your mouse. The disk
will be created within the boundaries of this
box.
circular or oval by simply stretching the box
this way or that. When the box is sized and
proportioned to your liking, release your
mouse button. [f you now click on the Make
button or press the Return key, a two dimen-
sional disk will appear. Try this, then undo
the operation by pressing the “U” key. Move
your pointer to one of the other views and
drag out the bounding box. We are now
adding one more dimension to the object.
When you press Return you will create a
cone. To see what the object looks like,
activate the Moving Preview from the Dis-
play menu. Repeat this procedure, but start
the disk in another view. Notice the object’s

Thus, you can easily make the disk

new orientation in the Preview window. -
Experiment with the other primitive
shapes, both as 2D and 3D objects. Try
starting the object in ditferent views, and
notice how the orentation changes in your
preview display. Also note that, among other

things, the Numeric button in the Objects
menu allows you to change the complexity
of ball, disk, and cone by adding more points
to them. Remember the all-important Undo
key (“U”) will instantly erase any mistakes
or experiments.

Hopefully you now have an understand-
ing of the Modeler’s viewpoint, and of the
fundamentals of basic object shapes. If so,
you’ve just graduated from Elementary
Modeler 101 and are ready to move to the
next grade level. In the next issue, we’ll
examine how to modify and manipulate
polygons and objects. This will include other
techniques for selecting parts of objects, the
importance of polygon names, cutting, past-
ing, moving, and rotating selected areas, and
the power of Modeler’s layering tools. Until
then: class dismissed.

Tim Doherty is an Amiga animator whose work

has appeared on NBC, PBS, and cable TV.
Write him at:

TKD Animation

P.O. Box 242

La Mesa, CA, 91944

or call 619-589-6540.

Imagemaster

Everything in 24-bits. Total Alpha channel control. Undo. Redo. External display device support. File
format conversions from JPEG through IFF to NJPL FITS, plus many others; with more added all the
time—for free! Cinema-quality, true-color, full motion morphing. Hundreds of powerful image
processes. Geometric Transforms. Special Effects. Filters. Retouching. Feature Removal. Scaling. User
Transforms. User Convolutions: Over 60 Composition Operations. Color and Luminance keying. A
complete 24-bit paint kit. Totally WYSIWYG. Freehand, Line, Rectangle, Polygon, PolyArc, Area by
Color, Custom Masking, Friskets. ANIM reading and generation. Image sequence processing.
Absolutely the best quality Amiga-mode image rendering available. 2- and 3-d rotation. Handles any
number of images and/or brushes at one time. Incredible complement of area fills. Embossing. Tiling.
Complete filmstrip animation preview and test generation. Totally open modular interface, complete
information to develop your own tools is included. Huge ARexx interface. Motion Blur. Caricature.
Color separation - and recombination. Resolution independant. Virtual screen displays. Operates in any
Amiga display mode. Wet or Dry brush techniques, including absorption. Image analysis tools. Color
Counting. Histograms. Area Measurement. DCTV (with both saving and loading). X-specs. Firecracker
24. DMI Resolver. Harlequin. HAM-E. 68000/010/020/030/040 compatible. Includes FPU/Accelerator
version. Regular upgrades and unmatched free 40-hours/week service and support also includes multi-
line user support BBS. No copy protection of any kind. No site licences needed. Network-installable.
PAL and NTSC compatible. Works directly with scanner software and digitizers. It’s even easy to use!

Don’t let glossy ads and smooth talk fool you. Nothing beats Imagemaster. Nothing.

BLACK BELT SYSTEMS

Sales: (800) 852-6442 or (406) 367-5513. Information: (406) 367-5509




Want to learn the Video Toaster 2.0 but don't have the
time or patience to pour through a manual?

DESKTOP IMAGES
Instructional Uideos for

Toaster 2.0

Let noted Toaster expert Lee Stranahan show you how with this new educational series -
A comprehensive instructional video tape series designed to be user friendly and informative.

You'll learn, step by step, the tips and techniques to create high quality graphics, images and

effects on the Video Toaster!

Tape #1 - Toaster Essentials
A complete overview of the Video Toasters switcher and effects, keyboard equivalents, positionable effects, placing inputs "in
digital" and avoiding "jump cuts", luminance keying, maximizing memory usage, switcher transitions to ChromaFX, creating

an embossed effect from live video, and much more.

Tape # 2 - ToasterCG Essentials

Mastering the CG book, font, edge and palette controls, global page
commands, incorporating ToasterPaint frames into CG framestores,
loading and editing scroll pages from text files, using effects to transition
between CG framestores.

Tape # 3 - ToasterPaint Essentials

Demonstration & proper use of ToasterPaint's tools, useful keyboard
equivalents, transparency and range controls, brush modes, texture

mapping and warping, the spare page, undo and redo tips, negative
images with Xor.

Tape # 4 - Professional Techniques for ToasterCG and

To'a'sterfl’amt . L. . Lee Stranahan, founder of the first Los Angeles area Video
Image composition with rub thru and flood fill, multi-dimensional text Toaster users group, original editor & publisher of
backgrounds, oil painting and chalk drawing looks, getting the broadcast Breadbox (now Video Toaster User) and author of Toaster
graphic look, adding dimension to ToasterCG text, embossed borders System 2.0 tutorials.

and backgrounds.

Each video is professionally produced on broadcast Betacam videotape, mastered to 1" and distributed on VHS videotape.

To order, please complete this form and mail with check or money order, payable to RAVE Video:

RAVE Video Name
611 N. Orchard Drive Address
Burbank, CA 91506 City/State/Zip
(818) 841-8277 Phone #
#1 Toaster Essentials $49.95 $
#2 Toaster CG Essentials $49.95 $
#3 ToasterPaint Essentials $49.95 $
#4 Advanced Techniques for ToasterCG and ToasterPaint $49.95 $
California residents add 8.25% sales tax 3
# of tapes ordered x$4.95 (shipping & handling) 2

Total of Payment Enclosed

Video Toaster, ToasterCG, ToasterPaint, & ChromaFX are trademarks of Newtek. Inc.



Orange County
Ad Club Awards

very time [ hit the
with  my
Toaster, I seem to

have to pull the

show together as it

happens. Recently,

for a welcome

change, we got a couple of weeks to pre-
pare for a big “Black Tie” affair for the
Orange County Ad Club. In the past, these
shows were produced by using multiple
slide projectors and rear projection screens
on either side of the stage. This year, we
decided to use large video projectors and
use the framestore capability of the Toaster
to display the art that was up for awards.
All of you who know the joys of a stuck
slide in a multi-projector show know how
much fun these shows can be. Not only does
the Toaster excel at quick retrieval of
framestores, but has an ability to jump
around, making all those multiple nomina-
tions just a couple of key presses away. Now
let me detail the task of assembling the show!
A preliminary meeting with the pro-

road

ducer laid down the basic framework of
the show. We would need to produce a
short video, called the Opening Module,
which would spoof the year in review and
related advertising mayhem. The art would
be collected, shot and stored in my Toaster.
The scriptwriter worked from the theme,
“After a year behind the eight ball, you
deserve a shot.” Once the opening module
was edited, the sound man could lay down
sound effects to enhance the comedy. The
sound man was also to record the voice-
over for the awards onto reel-to-reel tape
so the Master of Ceremonies wouldn’t have
to butcher people’s names. I left the first
day as they ran off to their favorite bar to
“check out” its availability for the pool
hall shots they wanted to insert within the
“Opening Module” video.

A week later we met at their studios and
the three-ring circus began. We set our
Toaster up in the large room of the sound
studio and attached a Sony DX 3000 cam-
era onto my old Digi-View copy stand. [
don’t think you’ll ever use Digi-View now

By Joe Clasen

that the Toaster is here, but for shooting
over a hundred pieces of art, the copy stand
and the lights proved invaluable. After we
white-balanced the camera, graph paper
and tape marks positioned the art with the
least amount of fiddling. We then pro-
ceeded to place the art, pictures of the
judges, the sponsors, and a couple of pic-
tures that had been the “Call to Entry”
flyers for the show. While we were storing
framestores, the guys in the next room were
editing the opening module. They had a
Toaster in their edit bay, but it was the
vanilla 68000 version that NewTek sells
and they really didn’t use it for anything
except switching or Character Generation.
[ went over and showed them how with
ChromaFX they could remove the color
from some footage. Taking it one step fur-
ther, I showed them how to use the
ChromaFX and the simulated Film-Loop
effect together. They ended up using about
a dozen different effects from the new 2.0
software on the Opening Module. After
seeing the KiKiFX, they asked me if I
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could make an effect like that. I couldn’t,
but my wife Susan, (the artist in the fam-
ily). looked as if she needed a break from
touching up the 150 framestores and could
cook up something.

For a great opening effect, the ediiors
wanted a “1991” to fly into the screen and
continue through until it acted as a wipe.
While we ran a couple of cables to the edit
bay in the next room, Susan made a quick
animation in Deluxe Paint IV. She used
low resolution until they got what they
wanted. Unfortunately, it was one of those
“I'Il know what T want when [ see it”
projects. After a hundred trips to the mo-
tion requester, we arrived at an agreement.
Slipping into hi-res overscan, she finished
it in black and white. By careful keying
with the Toaster and another switcher in
the edit bay, we managed to have three
moving sources for the effect, one keyed
to black and two keyed to white which
changed as the 1991 moved toward the
screen. Four hours later we had a great
four seconds of video for the opening of

the module. After that, we all then broke
for pizza in the audio room and listened to
the music and sound effects the sound en-
gineer had put together. In the corner was

For the price of just
the software on the
Mac, you can do ev-

erything you need
with a Toaster and
have bucks left over

the script girl with her IBM hacking out
the script. After dinner we touched up the
remaining pieces of art and packed up.
The next Friday night we all got to-
gether one more time to put the finishing
touches on the show. A few pieces of art
were digitized that were unavailable be-

fore, so we set the copy stand and finished
up the rest of the show. With Diskmaster
1L, I easily rearranged the show by simply
renaming the first three numbers of the
Framestores on my Syquest 88 cartridge.
Upon doing so I was in for a welcome
surprise. Because we had gone into
ToasterPaint and touched each piece of
work with a black border, the normal
framestore size of 722,008 (up from
709,712 in Toaster 1.0) shrank to about
500,000 Some were as little as 300,000. It
turns out that the extra Syquest cartridge I
had expected to use for the show could be
used instead for my latest animation. What
is more important, I wouldn’t have to change
cartridges in the muddle of the show.
Speaking of animation, the opening of
each category was preceded by an anima-
tion that was produced by a Macintosh and
a program called Electric Image. Although
the animation of the spinning “ADVIL”
bottle was cute and fluid, the software that
produced it cost $7,500; and you still
needed a computer, still frame recorder and

ToastMagster

Harness the true power of the Video Toaster.”

Some of ToastMaster's features include:

Script and real-time control of the Video

Toaster

ARexx controllablc from other apphcatlons

such as Am1Lmk and ShowMaker ™

Sequencing and looping of events with

precision control
Creation of custom effects

Sequencing of genlock commands, or direct

control of the genlock from TeastMaster
Creation of GPI-triggerable event lists

Control of serial devices, such as laserdisc

players, VCR's, and modems
Sequencing of CG pages within scripts

The ability to create and save CG pages

directly with the built-in text editor
Script control over Toasterpaint

Call now about WipeMaster, the ToastMaster add-on
module thet dlows you to create your own custom wipes from
DekumePaint IV type animations!!

Toaster to new heights.
owner should be without.

Television stations, video production facilities, graphic artists...Toaster
users worldwide from all fields are using TeastMaster to take the Video
TeastMaster is a companion tool that no Toaster

Ask your local Amiga/Toaster dealer for a demonstration,

or call for a demo version. ToastMaster can also be

ordered direct from:

Byrd’s Eye Software

100 George Bush Dr. #25
College Station, Tx. 77840

(409) 764-0536

ToastMaster is 149.95. Visa, MasterCard, Discover, checks

and C.O.D. accepted. We ship worldwide.

ARexx is required.,

Video Toaster is a registered trademark of NewTek, lac.

Increasing of available background colors
from 8 to 4096......... and much, much more.

ARexx is a registered trademark of Wishfil Thinking Development, lac.
Dealer inquiries contact Vertical, Inc. (214) 466-0048
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controller! Just for a quick sample of what
a Toaster could do, | rendered an eight ball
and a pool table, and I used a background
picture of a pool hall 1 had saved as a
framestore. Using the new “Underwater
texture”, a new addition with the 2.0 soft-
ware, on the pool table provided a myriad
of shadows for the ball to move through. I
saved the frames out as DCTV frames with
DAAM and committed the animation to
tape. For the price of just the software on
the Mac you can do everything you need
with a Toaster and have bucks left over for
DCTV and probably the tape deck. After
seeing what the Toaster could do with ani-
mation, they started talking about an ac-
celerator and a Syquest Drive for their
Toaster.

We arrived at the show about noon.
While the lights were set and the stage
erected with the two rear projection screens
on either side, we set up directly behind
the stage. Two camera stages were set up
at the rear of the hall along with the fol-
low-spot stage. Two Sony DXC-3000s

with a DXF-50 Studio Kit allowed for the
engineer to fine tune the cameras at the
station next to me behind center stage. A
large video monitor allowed us to see the
show from our secluded area, one of the
cameras always taking the wide shot and
the other, with an 18-1 zoom, did close-
ups. Two switchers were used, a Panasonic
WIA 4600 and a JVC KV-1200. The main
video engineer needed two switchers to go
to each screen independently with either
tape playback, either of the two cameras,
or the Toaster output with the art. The
screen on the left had two Sony projectors
in double registration, a task that needed a
great deal of time to get correct. One pro-
jector had our output and the other had the
RGB output directly from the Macintosh.
The Mac had the duty of providing text
to one of the video screens listing all of the
nominations as the voice-over tape played
back the current nominations and winners
per category. The Mac used Persuasion
software, and as we tested out the output
through the 1270 Sony Video projector,

the output seemed reasonably good. We
used an Inline breakout box that took the
direct RGB output and fed the projector
directly. Because the output could not be
fed directly into the switcher, we were at
the mercy of the Mac operator to go to
black on his own to play back video, cam-
era, or Toaster output on one of the screens.
In total, two operators were needed for the
Mac, one for the program itself and one for
projector control. Two guys ran the main
switcher, one throwing switches and one
cueing tapes. My wife and I held down the
Toaster station. While T entered the
framestore numbers and cued things up,
she held the script and told me what was
next. One sound man handled audio play-
back while two cameramen and two light-
ing guys ran the main board and follow-
spot. There was one stage manager coordi-
nating the show, making a grand total of
12 crew members.

The crew had arrived about 8:00 A.M.
the day of the show to let the stage and
lighting guys build the stage, hang the

NAB SPECIAL: FREE DA WITH PURCHASE OF CCIMOD 800 VIP*

CCI MODEL 800 DISTRIBUT!ION AMPLIFIERS
Quality Video Products for Multimedia Video Systems

Front Panel Controls  Y/C Delay e Gain Controls

Adjustable Video Delay  Transcoding
Transparent Distribution

Compact e Self Contained e High Quality, Low Cost

Wide Band Performance
Integrates and times multimedia systems
8 Versions Available

CCI MOD 800 VIDEO IMAGE PROCESSOR

Transcoding e Multi-format e Front Panel Controls
Improves Signal-to-Noise for HI-8, S-VHS & 3/4" UMatic

Anti-Aliasing  Compact e Self Contained

*Restrictions Apply Call For Details

Dealer Inquiries Welcome

CCIELECTRONICS, INC. * P.O.Box 708 * Los Alamos, CA 93440 * (805) 344-2118 Calif. ¢ (800) 331-8333 National
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lights and erect the pipe and drape around
the stage and screens. What they hadn’t
planned on was part of the room being
used that morning by some motivational
pyramid meeting! First, we put up the 17’
pipe and drape in the middle of the room in
order to allow the rest of the stage to be
set. Everyone tiptoed around trying not to
laugh while a Donald Trump Wannabe on
the other side of the curtain tried to talk a
group of people into being super-salesmen.
Behind the drape we constructed the scaf-
folding to hold the projectors, cameras, and
staging. As the seminar next door ran
overtime and started to really make our
lives miserable, [ fired up Audiomaster [V
and began giving demos of some of my
favorite animal sounds. They soon got the
idea and left so the lighting guys could
hang their fixtures and get a focus. As we
scrambled to make up lost time, we missed
our 3:00 tech run through and had to try to
wing it as best we could.

It is unfortunate we never got a full run
through. As the guests wandered into the

Grand Ballroom at 7:00 P.M. for dinner, [
played back framestores of the “Call to
Entry” posters. While the crew had dinner,
we talked over how the show was to pro-
ceed and tested the headset systems. As
the show began, everything looked great.
We played back the Opening Module tape
and it wus received with laughter and ap-
plause. As we ventured into the show, it
soon became apparent that the Macintosh
was taking way too long to build each
frame it was trying to display. The pre-
recorded tape finished as the old Mac
chugged and rendered out at its own sweet
pace. How I wish we had another Amiga
and Oxx1’s great program “‘Presentation
Master”! The stage manager decided that
he would read the text as it appeared upon
the screen, thus saving the day. [ must say
that the Toaster was never holding up the
show, and the new 2.0 quicker framestore
retrieval allowed me to pul) up any frame
in any order with no problem. After we got
our rhythm, things went OK until the
lighting circuit breaker blew and darkness

fell except for the follow-spot. The Master
of Ceremonies, a well known stand up
comic, covered nicely for a minute while
we found and threw the circuit breaker.
After that, we succeeded in going forward
with the show as planned. Framestores of
the art appeared on the right side of the
stage while titles of nominations appeared
on the left side of the stage. The winner was
announced while the cameras showed their
smiling images on both screens. We pro-
ceeded until the end of the show when we
rolled the credits and turned on the lights.

It was one of those shows that grinds
men’s teeth. However, the test of the per-
forming arts is whether you grin and bear
it or choke. The Toaster never stowed
down the pace. The art was captured and
projected to everyone’s satisfaction. Next
year, [ believe the show will be run by two
Toasters, complete with stored animations
on tape that will replace the Macintosh.
And hopefully, the lighting guys won’t
plug a hundred amps of lighting fixtures in
a sixty amp circuit!

If your camcorder is so advanced,

how come it can’t shoot straight?

Do your videos cause motion sickness? That's because small format camcorders magnify
your every movement, even every breath, even if you're standing still. To get the smooth,
fluid pans, dollies, booms and tilts of professional Hollywood film makers, there's only
one solution. The Steadicam JR.™ It lets your camcorder glide so you can walk, run, climb

stairs — and your videos never shake.

* The same Oscar® and Emmy® winning Steadicam technology Hollywood film makers use.
* Integral, 3'4" high resolution monitor frees operator from the viewfinder to anticipate and

follow action.

* Supports virtually all 8mm, VHS-C and Super VHS-C camcorders weighing 4 pounds or less.
* Comes complete with remarkably informative and entertaining video instruction cassette,

"Obie" light, batteries, and mounting hardware.

For more information or the name of the dealer nearest you, call (800) 955-5025.

Cinema Products Corporation, 3211 South La Cienega Boulevard, Los Angeles, CA 90016-8512
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BreadBox “Classic”

Rend>24.

previously appeared in iIssue 2 of BreadBox

end24, a share
ware program by
Thomas Krehbiel,
addresses  the
output of real-
time, solid model
animations by
converting 24-bit pictures into standard
Amiga anims (and also into Black Belt
System’s HAM-E format). It is a must
have for every LightWave user. For
the non-professional, or the small pro-
duction house without expensive edit
VTRs and single frame controllers,
Rend24 allows the user to create full
color, real-time animations. Even large

production companies will find Rend24
useful, since it provides real-time pre-
views of features which cannot be
viewed in the layout’s wire frame mode
--such as moving waves. This saves
wear and tear on expensive tape decks.
The program excels in three areas.
First, it is fast.
Converting a Jo-

Rend24...
IS a must
have for
every
LightWWave
user

res overscan 24-
bit image into lo-
res HAM takes
about 10 seconds
on an accelerated
machine. Second,
it is wversatile.
There are no less
than 19 different
command param-
eters
options such as

image scaling, dithering, and NTSC
limits. Third, it multitasks flawlessly
with other programs. For example, you
can Rend24 to convert

covering

instruct

LightWave’s RGB images as they are
generated, and pack them into a HAM
anim on the fly.

Though a makeshift ARexx mouse
interface is provided, Rend24 was de-
signed to operate from CLI. With so
many parameters to type in, Rend can
appear confusing. Actually, it is as
easy to use as it is flexible. Let’s go
through the steps to build a HAM pre-
view anim from LightWave. For dem-
onstration purposes, we’ll say that we are
going to generate a 60 frame lo-res LW3D
animation and save the IFF24 pictures un-
der the file name “Fish” in the Toaster/3D/
Images directory.

Before loading the Toaster software,
open a shell or CLI so that you can
toggle back to WorkBench from within
LightWave. [I've found it convenient to
keep Rend24 in my C: directory, and to
change the current directory path of my
shell to the area where my IFF24 pictures
will be saved (in this case, “cd dh0:Toaster/
3d/Images”).

In order to build an anim, you must
first make the color palette Rend will
use match the converted IFF24 images.
To optimize the palette, it is best to
render and save a frame which shows
all or most of the animation’s colors.
If your scene has several objects mov-
ing into and out of view throughout the
animation, you’ll want to set up and
render a temporary key frame which
has all of the objects visible at once.
For scenes with only one or two ob-
jects, such as a flying logo, you can
simply render and save any frame
which displays the object(s) front and
side colors. Let’s assume this is frame

By Tim Doherty

30. Once the image has been Rendered
and saved to disk, pull WorkBench for-
ward (Amiga-N) and in your shell type:
“Rend24 -dhpcolors Fish030”. Rend24 will
then load in the picture, convert it to a dith-
ered HAM image, and save a palette to the
current directory.
Here, we've named
the palette “colors”.

As Rend24 cre-
ates the palette, it
also displays the
converted 24-bit
image. This gives
you an opportu-
nity to determine

Rend24
Version
14
boasts

a full
intution
interface

whether or not to
use dithering. If
the image looks
coarse or grainy,
try leaving out the
dither command. Also, the dithering
threshold can be adjusted by entering
“i” followed by a number 0-3. You’ll
probably want to experiment with
turning dithering on or off each time
you use Rend24, since the results vary
widely from animation to animation.
In this example, let’s say that the image
looks best when dithered.

Once you have saved the palette,
you’'re ready to automate the process
of converting images and building an
anim. From the shell, type: “Rend24 -
aFish.anim -df60 -hnpcolors
fish.” The “a” parameter instructs
Rend to build an anim under the name
“Fish.anim”. Since we didn’t specify a
directory path, it will be saved in the
current directory, “Images”. The next
two commands turn on dithering (“d”)

-rvw
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and set the number of frames in the
animation (“f607). Notice that more
than one option can be combined, but
those requiring an argument must be
last in the list. The other parameters
we’'ve selected are, in order: turn on
HAM mode (“h™); instruct Rend not to
wait for a mouse click before proceed-
ing (“n”); use the palette we’ve created
(“pcolors”); remove the IFF24 files af-
ter they've been converted, thereby
freeing disk space (“r”); hide the
Rend24 screen while converting, which
speeds up the process (“v”); wait for
the files to appear (“w”),
Rend to
LightWave, and bumping its priority to
image as soon as
LightWave saves it to disk; finally,
we’ve specified the file name for Rend
to convert (“fish™), setting it to look
for 60 sequenced files beginning with
“fish00(” and ending with “fish060".
When you hit return, a window will
open, stating that Rend is awaiting the

allowing
run concurrently with

convert each

Order Both

$89.95

No Shipping Charge in "Lower 48"
Company Purchase Orders OK

v
(MasterCoud

Dark Horse B?Mucuons

292F Waseerpass Rd, Heliertown, PA 18055 2156-838-2005

first picture. At this point, flip back to
LightWave (Amiga-M). Under the
record menu, make sure that
LightWave is set to save a series of
IFF24 images named “Fish”. Then,
click on Automatic Render, and let the
computer do the rest. When LightWave
is finished, you’ll find a file
“Fish.antm” in your Images directory.
The anim can be played with any ani-
mation player which supports HAM
and overscan. Be forewarned that
HAM animations can be large--my 60
frame tests typically run 3-5 megs in
size. Of course, you can always gen-
erate your animation in 32 colors rather
than HAM. [ use the public domain
program View to play back my anima-
tions.
important when loading such large
files. It handles overscan, allows easy

View is very small, which is

speed adjustment via the function keys,

and even permits you to pause and frame

step through the animation at any point.
I've used Rend24 to make many

previews, and it has performed flaw-
lessly with the exception that there is
no way to shut it down or exit until the
entire frame count has been generated.
Overall the image quality is excellent.
I’ve also tested Rend24 with the Ham-
E system, and though this produces
more accurate (not to mention spec-
tacular) animations, they suffer from a
slower playback speed.

Subsequent to completing this re-
view, the programmer informed me that
the most recent Rend24 update (ver-
sion 1.4) now boasts a full intuition
It also supports DCTYV,
along with numerous other improve-
Rend24 is available on many
Amiga bulletin boards, though the
newest version is probably easier to
obtain directly from Mr. Krehbiel. He
requests $20 for private use, and $50
Get out your check-
books—Rend24 is worth every penny.

Thomas Krehbiel can be reached via US Mail at:
10747 Surry Road Chester, VA, 23831

interface!

ments.

for business use.

Nonsense
Toaster
"How-To"

800-442-9660
CALL ANYTIME

"Like a private
lesson from a
video producer "

Two comprehensive
videos get you
productive fast!

Shorten that Toaster
2.0 Learning Curve!

Tutorial #1 $49.95

120 Mins +$3 S&H

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

Tutorial #2 $49.95

110 Mins +$3 S&H

Toaster Character Generator,
Toaster Paint, Customizing
FrameStores, Using CG Pages
with Digital Video Effects, Art
Card, Luminance Keyer Topics.
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by David Duberman

elcome back. Last
issue we discussed
the use of Pixel 3D
along with differ-
ent programs that
can output bitmap
images of text to
create 3D extruded text that we could load
into LightWave. We learned how to use
Pixel 3D’s Bevel option, and discovered
the secret of cutting and pasting polygons
in Modeler to create smooth sides and
sharp edges in the beveled text. [ hope
you’ve been keeping your virtual scissors
and electronic glue pots busy, but if you've
stored them away, brush them off and get
ready to learn some new techniques that
will keep your flying logo clients banging
on the door ‘til the wee hours.

Remember Pixel 3D’s Manual option?
The one you turned the page on quickly in
the manual because it looked so tedious
(all those settings!)? To refresh your
memory briefly, just in case, Manual lets
you set a different extrusion level for each,

PIXEL3D
Light\W

of up to 32 colors in the original image.
This capability is eminently useful for cre-
ating flashy-looking text with protruding
chrome outlines and patterned inlaid front
edges—see Figure | for an example.

First create the outlined text in Deluxe
Paint Il or IV. Run the program and set
the screen to 640 x 400 with four colors.
Select Color I, which by default is beige in
DPaint Il and grey in DPaint IV. Use any
technique such as drawing or typing from
the keyboard to get your text on the screen.
Keep it large but as simple as possible. By

Figure |

ave

gill

the way, the resulting 3D object tends to
use up a lot of memory, so if you have less
than nine megabytes total, keep the image
small.

Click on the Custom Brush tool or press
the b key and pick up your entire drawing
by drawing a rectangle around it. Then
click on Color 2, which is blue in both
versions of DPaint. Press the o key about
six times to give your logo a nice thick
blue outline—see Figure 2. If you get any
out-of-memory messages it means insuffi-
cient Chip memory is available. If you use
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the Toaster you must have at least one
megabyte of Chip memory, which means
you should be able to perform the six Out-
line operations.
other applications or even reboot your sys-
tem to regain sufficient Chip memory—re-
member to save any important files first.

Now save your outline brush from the
Brush menu and quit the program. Run
Pixel 3D and click on the Config button.
In the Bitmap Import Configuration re-
quester that appears, click on the button
next to Conversion Mode repeatedly until
Manual appears— see Figure 3. We only
need to set two extrusion values. The first
is for Color 1, the beige (or gray) that
makes up the logo’s inlaid face. Click on
the up arrow next to Extrusion Value 2
until the number 20 appears, or click on
the number box and enter 20 from the key-
board—don’t forget to press Return. This
is the distance that the front faces, colored
by beige or grey, will be extruded. This is
just a starting figure, so try it, then change
it if necessary. Since Extrusion Value |
represents the logo’s back edge and we
want that the same for both colors, we’ll
leave it alone.

Next click once on the up arrow next to
Extrusion Set # so the number 2 appears.
Enter 28 in the box next to Extrusion Value
2. By using a larger number here we force
the outline areas to be extruded by a larger
amount then the enclosed areas; change
the figure if your application requires it.
The front and inner and outer side surfaces
of the outline areas retain its color, which
is blue in this case. Now click on the up
arrow next to Smoothing Value in the
lower right comer of the requester so the
number 2 appears. That’s it! You might
wish to use Save Settings to avoid having
to manually reset these values in the fu-
ture. Finally click on Continue to return to
Pixel 3D’s main interface.

Click on the Import button under
Bitmaps, and select the brush file you
saved from DPaint. After a few seconds
you should see the extruded logo. Move in
closer for a better look and rotate it to see
it from different angles. Then click on

You may have to close

Serve Your Toast on The BreadBoard™
A video delay and buffer board for the Video Toaster

Delay buffers for delayed feeds of Inputs 1-4; in time with Toaster output.

Alpha/key signal access to provide independent feeds of Key signals for
use in downstream video equipment. The Alpha channel provides matting
capability for CG keys, most wipes, most TDE moves, and warps. High-
quality keying can now be done with an external sw1tcher/keyer to
preserve background video quality.

Extra Program/Preview buffers for driving monitors, VTRs, other equipment.

The BreadBoard has five video buffer amplifiers, three with delay lines.
The buffers are strappable between PGM output, PVW output, Inputs 1-4,
Key source signal, Key Insert video.

The BreadBoard cables into the Video Toaster feature connectors; uses
none of the six external BNCs.

The BreadBoard physically mounts inside the AmcFa in a PC expansion
slot, using only power from the bus; no bridge board required.

The delay lines can be strapped for a wide range of delay and adjusted for
unity gain. All outputs are rear-mounted BNCs. A dual-board configura-
tion achieves maximum flexibility: Four delayed Inputs, two delayed Key
signals, Four Program/Preview outputs.

Cardinal
Barclay Research Group, Inc.

916-272-1528 fax
PO Box 2617

L e
—
Grass Valley, CA 95945 $398 i =

TM's - Commodore Business Machines, NewTek Inc., Barclay Research Group, Inc.

800-356-8863

T REXX

Professional

- The power ofARexx without the programming
- Total control of the Video Toaster without additional hardware
- An eaey 10 use Intuition interface
- Support for all Toaster ARexx commands, including Switcher v2.0 commands
- The ability to call AmigaDOS programs
- Intuitive script loops and simple script linking
- Seripts can be run from WorkBench icons or from within TRexx Professional
- Cut, paste. copy, comment and undo operations with the mouse
- Control over YCRs, video disc players/recorders through the Amiga serial pori(s)
- Edit up to six scripts simultaneously
And MORE!
KludgeCode Software / P.O. Box 1163 / Holland, MI 49422-1163 / (616)786-0740
Support BBS: (616)786-0746
Available through your local Amiga denler or dirctly from KiudgeCode Software. Price does not include shipping or taxes (if

any). Video Toaster is a rademark of NewTek, Inc. ARexx © 1987 by Wra. S. Hawes
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Save under Objects and save it in the
LightWave object format in your usual
LightWave object directory. If you like,
call it Text.lwob. Again, if you run into
any memory problems, make sure no other
programs are running, especially the

Figure 2

Toaster! If that doesn’t help, use a smaller
or simpler brush. You may simply need to
allocate more memory via Pixel 3D’s
Memory gadget

After you quit Pixel 3D, check the
amount of available Chip memory. If it
seems smaller then usual, it could be due
to a bug I've encountered with the pro-
gram in which it doesn’t return all the Chip
memory to the system after certain conver-
sions. In this case, it’s probably a good
idea to reset the computer before running
the Toaster, in order to gain access to the
maximum amount of Chip memory.

Run the Toaster and enter LightWave.
Except for the brief discussion of ray trac-
ing reflections, everything here applies to
LightWave and Modeler 1.0 and 2.0. If
you're using LightWave 1.0 you should first
set up a dual gradient background; light blue
at the horizon to dark blue at the zenith for
the sky, and dark brown at the horizon to
light brown at the nadir for the ground. Don’t
forget to turn off Zenith Only.

Load the Tex!.lwob object you saved from
Pixel 3D. Click on Surfaces. In this example
we'll give the outline areas a chrome ap-
pearance and the inlaid front polygons a wood
pattern. Feel free to experiment with differ-
ent combinations on your own.

Incidentally, while researching this ar-
ticle I found that due to an apparent bug
Pixel 3D somelimes neglected to extrude

the second color, resulting in a flat outline
at the back of the extruded first color
Therefore, before proceeding you should
enter Layout and examine the wireframe
object trom the top; the XZ view. If you
see short thin lines sticking out from either
side of the back of the wireframe object
(the upper surface as viewed from the top),
discard the object and try again.

The current surface should be named
“Color 0 - White”; this represents the frontal
inlaid areas. Rename it if you like, then click
on Color and note that it’s colored the same
beige as in DPaint. That’s fine for the lighter
Click on Tex-
ture, then on the arrows at the top right of the
Texture requester until Wood appears. To
the right of Texture Axis click on Z axis.
That’s because Z 1s the in-out direction, and

wood tones, so we’ll leave it.

the object 1s facing us (out), so we want the
texture to lie along that axis. Click on Texture
Size and set the X, Y, and Z sizes all to 2.
Click on Texture Color and set a nice dark
brown; I found Red 73 Green 33 Blue O to
work well. Finally set the Ring Spacing to |
and click on Use
Texture to exit the
requester.

Select the next
surface, “Color 1 -
Blue™; it should be
the only other one

Conversion Mode

Extrusion Set ®

side) is usually more dynamic-looking than
a head-on shot. Don’t forget to create keys
for any altered objects, then exit Layout, set
the desired resolution from Camera, then
Render! Looks pretty good, doesn’t it?

There are lots of ways to play with this.
You can import images for use as reflection
maps instead of using the background colors.
You can use multicolor outlines and extrude
them to different lengths. You can bring the
object into Modeler, and using the technique
outlined in my article in the previous issue of
Video Toaster User, make the front surface
separate from the rest so that only it becomes
mirror-like.  Incidentally, if you keep the
sides of the extruded outline reflective and
turn on Trace Reflections (LightWave 2.0
only), the inner outline surfaces will reflect
the inlaid front surfaces, which may not be
desirable as they’ll [ose their chrome-like
appearance.
Morghing Text

Have you ever tried morphing one 3D
text phrase into another? If you have, you
know that it’s not a trivial task by any

Bitmap Inpaort Confliguration

$pin
Just if tcatcon
Ax is

Ratation

begree Valus 1
Pegree Value 2
$lice Count

Badius Offset

beside Default. aveling (nset Line Smoothing
ThIS, Of COUI‘Se, Beveling Depth Smoothing Valus 3
Least Settings € lear l Save ltttin&l

represents the out- Seisisn |

line portions R T

which were ex- Hemory

Lead Inport r——

truded an extra ——
nfo

eight units. Click S R auit

on Surface Color  Figyre 3

and enter 150 next

to Red, Green and Blue for a medium grey means. Well, almost any means. With

color. Set Reflection Map to about 70, and
click on Smoothing at the bottom of the
screen.  We didn’t need to bother with
smoothing for the front surfaces since
they’re completely flat to begin with.
Leave all other settings as they are.

Now enter Layout and position your
camera, object, and light. A slightly ob-
lique camera angle (e.g. above and to the

Pixel 3D and any program that can gener-
ate bitmap text images, you have the
wherewithal to create this effect, after a
fashion. To achieve this we’ll use Pixel
3D’s Defined 2 extrusion method, which
always creates a rectangular wireframe grid
of predictable size. Defined 2 places a
grid over the imported image, and the ex-
truded height of each grid point is deter-
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mined by the average of pixel values in
that area. As long as the image size and
grid sizes are kept the same, any two ob-
jects created by this method can be
morphed into one another. While youcan’t
morph bump-maps in any current Amiga
3D program, you
can achieve the

same effect (at Get l‘eady to
an extra cost in learn some
memory) with
this technique. new tech
Fist  run | piques that
DPaint in -
320x200 two- WI" keep
colormode. Us- | your clients
ing white as the b -
foreground anging on
color, draw or [} the doenr

type two differ-

ent full screens, saving each as separate
image files. Run Pixel 3D and in the
Bitmap Import Configuration screen set
Defined 2 to be the Conversion Mode, 30
for Intensity Range, a Grid Unit Size of 4,
and Smoothing of 2.

Click on Continue, then import an im-
age file from the first step. Examine it
from various angles and distances, then
click on Data. Note that there are 4,000
four-sided polygons. Typically with this
extrusion method many of these are non-
coplanar, which means they won’t render
properly in LightWave. Triangles can’t be
non-coplanar, so if we split all the poly-
gons in half there won’t be a problem.
Also, in general it’s a good idea that
smoothed objects to be morphed be made
up only of triangular polygons. Click on
the button to the right of Polygon Division
so it says “On”, then on the Perform Ma-
nipulation button, then on OK. After the
division is complete, note that there are now
8,000 polygons, then click on Continue and
save the object in LightWave format. Repeat
the process for the second image file.

In creating the grid object, Pixel 3D
averages colors, which results in a
LightWave-format object with a number
of different surfaces. The best way to deal
with this is to load the object into Modeler

and make the whole thing the Default sur-
face. Enter Modeler and load one of the
objects. Make sure no polygons are se-
lected (ie. all are affected by changes),
click on Polygon at the top of the screen,
then on Surface at the left side of the screen
(if you don’t see it, click on More..). When
the Surface requester appears, make sure
Default is displayed, and click on Ok. Af-
ter the conversion is complete, save the object
and repeat the process with the other object.

Exit Modeler and load both objects into
LightWave. The second is our morph tar-
get; set its Object Dissolve to 100%. Then
make the first the Current Object and set
the second as its Metamorph Target. Click
on the Metamorph button, then on the En-
velope button. Here’s where you decide
whether you want to morph forward only
or forward and backward. To morph for-
ward only, create a key at frame 30 (we’re
using the default animation length) and set
the Envelope Value at frame 30 to 100%.
To morph in and out, create a key at frame
15 and set the Envelope Value at frame 15
to 100%, then create a key at frame 30 and
set the Envelope Value at frame 30 to 0%.
Click on Use Envelope.

Enter Layout and arrange your setup. [f
you're using LightWave 2.0 note that you
can’t see the second wireframe object, as it
really isn’t relevant here. When you’re
morphing objects in LightWave, only
changes made to the first object in the
Layout editor take effect during the anima-
tion. Create any necessary keys, then make
and play a wireframe preview. This should
give you a pretty good idea of what the final
animation will look like. Exit Layout.

Click on Surfaces and set the Default
surface to smoothed, Color to grey (150
Red, Green and Blue), and set Reflection
map to about 75%. If you've set the sky
and ground gradients properly, this will
result in an eye-catching rippling chrome
effect in the final animation that will have
your clients throwing money at you. Of
course, try other effects for variety. If the
next version of LightWave has surface
morphing you’ll really be able to do some
amazing things with this effect.

CSA'S
40/4 MAGNUM™

The 40/4 Magnum is the most
powerful single-board com-
puter ever designed to work
with the Video Toaster™. More
powerful than an HP 9000/
380™or a NeXT= workstation!
CSA's 40/4 Magnum™ offers
unbeatable performance and
CSA has low cost models that
are expandable for those on a
budget! The 40/4 Magnum
provides everything you need
forserious productivity includ-
ing memory expansion to
64MB'S, a 10MB/sec. Rated
hard-drive controller, parallel
and serial ports. There's noth-
ing like having all this on a
single board. Don't settle for
anything less powerful than
CSA's 40/4 Magnum™,

Rocket Launcher ™

Do you need twice the speed
from your Commodore
A2630~ accelerator? The
CSA Rocket Launcherm
gives you double the speed of
both your processor and co-
processor on a small plug-in
module! Perfect for speeding
up Video Toaster™ applica-
tions, desktop publishing, and
entire system performance.
This remarkable product adds
new life to your Commodore
accelerator and is compatible
with DKB's A2632m memory
expansion.

Don’t wait..accelerate with
CSA’s proven product line.

CSA inc.

7564 Trade Street
San Diego, CA
92121

(619) 566-3911

FAX (619) 566-0581

All trademarks are property of their respective companies.

see article on page 16

VIDEO-TORSTER-USER<B- -0

une/july 1992




 Restore Origi;nal l

s

PROGRAM
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Heally By C. William Henderson
R

hromaFX is perplex-
ing to many Toaster
users. They can’t see
where ChromaFX is
much more than a
graphics toy, some-
thing you play with when you don’t have
much better to do. They can’t see much
practical value to it except for a few un-
usual special effects that aren’t needed all
that often. Yes, it can be a toy. Certainly
that’s the way I first looked at it. But [
later learned ChromaFX is also a powerful
video tool.

There are two basic types of ChromaFX;
filters and special effects. Filters enhance
video images whereas special effects dra-
matically alter the images. The former are
more practical, the latter lots of fun and
can be extremely effective for dramatic or
artistic applications.

Let’s first concentrate on the filtering
capabilities of ChromaFX, and why these
effects are valuable. If you are a serious
videographer, you are concerned about the
quality of your camerawork. Often there
are times when you discover that what you
shot isn’t exactly what you expected, espe-
cially if your viewfinder image is black
and white. Or you may want a color effect
that the existing lighting conditions won’t
permit. Of course, this can be solved with
glass filters, and, preferably, should be if
you have them available. But often your
video can be enhanced after shooting. The
video may be slightly off color as when
recorded in fluorescent light. Or you may
want to change the mood of your shot by
adding warmth or coolness. That’s where
ChromaFX comes to the rescue.

ChromaFX can produce three filter-like
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effects. The plain

I8

the ready. We will

color effect acts like
a plain color photo-

create an effect that
permits a whole range

graphic filter, except
in ChromaFX you
can vary the degree
of tint without having
to change filters.
Then there are the
multi-color filter ef-
fects which are very
much like the split
color filters of photography. Lastly, the de-

signers of ChromaFX have provided value
changing filters. These latter correspond to
some degree to the differing film types of
photography.

So, let’s get started. Since NewTek re-
ports that 90% of version |.0 buyers have
upgraded to version 2.0, and-not much has
been changed from 1.0 ChromaFX, this
discussion will concentrate on 2.0. I pre-
sume your first reading of this article is
from a comfortable chair rather than in
front of your Toaster screen, so first thing,
take page FX 4 from your manual and keep
it handy for reference. This article is not
intended as a substitute for the manual, but
rather as a supplernent.

Note the screen looks very similar to
version 1.0 except for two sets of buttons
numbered 1, 2, 3 and 4. Those near the
lower right corner, when clicked will put
one of the four video sources into the
Toaster on the program screen for
ChromaFX manipulation. Those at the top
right-center are the PRESET buttons to
which you can assign an effect which can
be activated from Switcher Bank F. To
assign an existing effect to these presets,
type the effect number from the keypad,
click in the Text (top left) window, press
ENTER (not RETURN), then click on the
preset you desire. More on that later.

The manual page FX 13 has a list of all
effects up to 52, which can be upgraded by
you to 56. As you create effects beyond
that number, add them to this list for easy
recall.

Since most of our filters will be modi-
fying color video, the Color Button (upper

J]
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right) should be depressed. Below that is
the Filter Control Panel. The upper button
(called Transition) allows single color
tinting of the entire screen. The Filter but-
ton below it permits a gradation of color
filtering of the screen. Initially we will
work with plain filter colors, so the Tran-
sition button should be depressed. And
the upper-left (diagonal line) button of, the
Color Table Control Panel (lower left of
screen) should be depressed. Now we are
all set except for one thing.

Notice the slider bars in the Color Strip
Control Panel. There are no windows to
designate RGB values. In most cases you
probably can select your color by eye, but
it 1s difficult to repeat a color you may
have used in the past, and nearly impos-
sible to describe in writing. So [ prepared a
tool which 1s helpful in defining a specific
color. The only way to guage the value of
an RGB slider bar in ChromaFX is to note
its location with respect to the Palette Tools
above it. This guage is calibrated for the
16 Amiga RGB values, not the 256 of a
24-bit scale, and should be quite adequate
for filter and special effect purposes. To
set a slider to a specified color, just observe
the location of a button above the color
designation and place your slider with re-
spect to the button. I suggest you make a
copy of Figure 1 and put it in your manual
or keep it handy to your Toaster.

So, thinking in Amiga RGB values, let’s
create a filter. Assume that you just shot a
video 1n incandescent light and forgot to
set your camera on automatic or manual
incandescent. Horrors, your video is too
yellow. No problem with ChromaFX at

T,

of filters to cool down
the yellow. When used
with the T-Bar, it will
. provide a tint ranging

from clear to a pro-
nounced blue.

1. On the numeric
keypad type 57 (or
the number following
your last effect; press ENTER. (You have
selected a blank effect numbered 57.)

The Color Table (lower left) should
grade from black on the left to white on the

The perfect add-on for
LIGHTWAVE 3D animation is

MotionMan is a fully articulated model of
a human-like figure for use in Lightwave
animation.
» All parts of the figure are separate objects
right down to the finger joints and eyelids.
» A provided Lightwave script assembles
the parts into a complete hierarchy, so users
can quickly and easily begin designing
poses and motion for the figure.
+ Also included are ready-to-use looping
WALK and RUN motion scripts, so making
highly realistic simulations of these move-
ments is automatic.
* A printed manual explains how to use the
figure and combine it with other scenes.

MotionMan lists for $149.95. However,
readers of VideoToasterUser may purchase
it at an introduclory price of only $89.95
until July 15, by sending US funds to
ANTI GRAVITY PRODUCTS
456 Lincoln BI.,Santa Monica CA 90402
Ph. 310-393-6650
Please allow 3 weeks for delivery.

(CA residents add 8.25% sales tax.)
Lighrwave 3D is a trademark of NewTek, Inc.
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right for the entire height of the table. Note
that the top arrow is depressed, indicating
whatever you do in the Color Strip will
affect the top of the Color Table. We want
to leave that alone and work on the bottom
of the table.

2. Click the bottom arrow in the Color
Table Control Panel. (This selects the
bottom of the Color Table.)

If you want a positive, or normal, look-
ing video, click the Normal Video button
(far left button in the Color Strip Panel) to
produce a black to white spread. If you
want a negative effect, click the Negative
Video button to its right, giving you a white
to black spread.

3. Click in the right box of the Color
Strip. (This selects the farthest right
[Brightest] color to change.)

4, Using Figure 1 as a guide, set the
RGB sliders of the Color Control Panel as

follows:
red 06
green 08
blue 09

(This turns the right side color blue.)

5. Click the Horizontal Spread (diago-
nal line) button in the Color Strip Control
Panel, then click again in the left box.
(This makes a spread from black to blue.)

Your Color Table is now complete. We
must next render this to a frame buffer and

Computer Animciffion

456 Lincoln Blvd, Santa Monicq”, CA 90402 |
TEL: (310) 393-9747 _

to the Program screen.

6. To render, click on the T-Bar, or the
Clapboard, or the easiest way is to the
RIGHT mouse button with the pointer
anywhere on the screen.

7. After the flickering stops, click the
right button again and move your mouse
down. The T-Bar will move down too and
the Program video will become bluer.

8. To name the effect, click in the Text
window, then type “Daylight” (no Quotes),
click RETURN.

9. Turn to Manual page 13 and enter
this as a new effect.

This, and any other new effects, will be
saved automatically when you exit
ChromaFX.

Let’s now make a filter that will correct
a video taken in daylight with the white
balance set to “indoors” or “tungsten”.

l. Create a blank effect numbered 58
by clicking on numeric +.

2. through 4. Repeat the above substi-
tuting the following values:

red 15
green 10
blue 09

5. through 9. Repeat the above, substi-
tuting “Tungsten” in the text window.

Fluorescent light 1s very difficult for
video color balance to deal with because
of the many types of fluorescent lamps.

FAX: (310) 576-6383 |

The Anti Gravity Workshop creates affordable
high quality computer animation and-is equipped
with state-of-the-art Amiga and Video Toaster
technology. Our work can be output to any
standard video format or motion picture film.

The filters are generally something in the
magenta range to counter the green of
fluorescence. One you may wish to try is:

red 11

green 08

blue 15

Now for one final simple filter. You
have seen movie and television scenes
purporting to be at night or in moonlight.
They are usually shot in bright sunlight
through a blue filter and underexposed two
stops. They are not color accurate. Moon-
light is sunlight reflected from a dark basalt
body and, thus, is not blue, but slightly
brown. But it is so dim that the receptors in
your eyes that detect color can’t see much
color illuminated by this light. The pow-
erful blue of the photo filters overrides
most color in the imagery, thus simulating
the low lunar luminance. Since we are so
used to movie moonlight, a correct movie
simulation would probably look unreal to
us, so we will join the crowd and go the
blue filter route. Such an effect is best shot
in sunlight and over a somewhat mono-
chrome scene with glistening water. So
let’s try a blue moonlight filter as follows:

1. Select another blank effect.

2. Leave the top of the screen: grading
from black to white.

3. Click the bottom arrow of the Color
Table Panel.

2D AND 3D MORPHING
RAY-TRACING

BEHAVIORAL MOTION

HIERARCHICAL AND
RELATIVE MOTION

ARCHITECTURAL
SIMULATIONS

GLASS, WATER, AND
REFLECTIONS

TELEMETRY, VIDEO
DISPLAYS AND ANIMATICS

QUTPUT TO
VISTA VISION FILM
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Since objects in moonlight shadow are
hardly visible, we want our darker colors
to be black. So:

4. Click the left (Darkest) box of the
Color Strip Panel. (Selecting black as our
color.)

5. Click the Copy button.

6. Click 1/4 of the way to the right in
the Color Strip. (The range of our solid
black.)

7. Click the Horizontal Spread button.

8. Click the left (darkest) box. (Com-
plete the total spread.)

9. Click in the right (Brightest) box
and create the following:

red 02
green 03
blue 04

10. Click the Horizontal Spread button.

11. Click the far right of the black spread.
(This gives us a large black shadow band.)

12, Click in the Text window and type
“Moonlight™.

That about wraps up the simple tinting
filters. These filters aren’t going to give
you the crystal clear quality of glass filters
on your camera lens because they tend to
become hazy the farther the tint is from
clear. But if your video needs correcting,
ChromaFX is an easy and effective way to
do it. And remember, slight tinting of a
video image can enhance the mood con-

siderably. So you may wish to create pink,
red, yellow or green tinted filters in the
manner you just used. You never know
when they will come in handy.

Let’s take these simple filters farther.
Click on the Black and White button in the
Filter Control Panel (second from top
right). Now when you render the effect
with the right mouse button, the program
screen becomes black and white video.
Moving the T-Bar down imparts a colored
tint to the black and white image. Clicking
the Color button will add the original color
to your tint without your having to re-ren-
der. The same is true for the Filter Control
Panel (just below the color buttons). First
move the T-Bar to its top, then click the
Filter button (the one with a rectangle in
it). You now have a graded screen tint,
from clear on top to color on the bottom.
The T-Bar doesn’t serve any purpose in
this mode, merely moving a hard edge
transition up or down the screen. If you
find a use for this provision, I'd like to
know about it.

This brings us to multi-colored filters.
NewTek’s Sunset(02) and Mars(06) filters
are examples. Instead of being clear on top
they grade vertically from one tint to an-
other. Why don’t we make one?

The default Sunset filter with its orange
top and blue bottom may be appropriate

KARA FONTS

for a clear crisp sky where the reds and
yellows are confined near the setting sun
and the foreground colors are illuminated
by the deep blue sky overhead and the
nighttime dark in the east. Let’s make our
filter simulate a brilliant sunset where the
sultry air and cloud filled sky enhance and
exaggerate the rich reds and yellows to fill
the entire sky. In this case the foreground
will be bathed in warm light.

Click the + key until you get a blank
(nameless) effect, and click the top arrow
by the Color Table to ensure you are
working on the Color Table top. Click in
the right (Brightest) box and proceed as
before with the RGB sliders to create a
color, click Horizontal Spread and then in
the left (Darkest) box to complete the
spread. Click the bottom arrow and repeat
the process for the bottom spread. When
you have finished, type in the Text Win-
dow “Sunset2” and hit RETURN. The fil-
ter colors for a red sky and a yellow fore-
ground are as follows:

Top R 1l Bottom R 15
G 00 G 09
B 00 B 00

You may have seen photographs with a
rich warm sky and a clear foreground. This
effect can be created with a split color
filter that is clear on the bottom and with a
tobacco color on top. So lets get another

TOASTER FONTS

Professional Broadcast Quality ChromaFonts for NewTek’s VIDEO TOASTER CG.

KARA FONTS - TOASTER FONTS 1
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KARA FONTS - TOASTER FONTS 2

Both Toaster Fonts 1 & 2 have four fonts in two sizes each (averaging 64 & 76 pts.). Six disk sets retail for $99.95 each.

KARA COMPUTER GRAPHICS 2554 LINCOLN BOULEVARD, SUITE 1010,

MARINADEL REY CA 90291

(310) 578-9177
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blank and change the top spread by putting
the following color in the right box:

R 10

G 06

B 05

Type “Tobacco” in the Text window
and press RETURN.

Remember, by clicking the Transition
button in the Filter Control Panel, you can
turn these multicolor filters into plain fil-
ters with variable tints.

You will note the default effects list
contains Contrast(08), Brightness(09) and
Gamma(10). These change, for the lack of
a better word, the value of the images.
However, I believe one may be misnamed.
The Contrast(08) filter actually has more
effect on saturation rather than contrast,
whereas Gamma(10) really controls con-
trast. Brightness affects just what it says
along with a little saturation. You may
prefer to name these filters as Satura-
tion(08), Brightness(09) and Contrast(10).

Now let’s put some of the filters you
created to use. Select any filter with a gray
scale on top, click a preset then press EN-
TER. Also click the Black and White but-
ton and Transition button. This will give
us a variable tint over black and white
video. Exit ChromaFX. Toaster pauses
here to store the new effects and load your
effect into its preset. When the Switcher
appears, select the same video source for
Preview and Program. Then click the F
bank and click once on the preset you se-
lected in ChromaFX.

The preview screen will momentarily
go blank, then return with the video in
black and white. And the little triangle in
the preset button will blink indicating a
chroma effect is active. Click TAKE to put
the B & W video on the program screen.
Now, pull the T-Bar (or right mouse) down
and watch the video image change tint.
Not much different from the ChromaFX
screen? Right! This is just another way to
do the same thing.

You have seen the current fashion in
commercial television where a black and
white video slowly changes to color. Well,
push the T-Bar to the top so the video is

black and white. Go to Bank A and click
once on button A47 (Bank A, line 4, button
7). Click the S (slow) button at the lower
right, then click AUTO. Color slowly pours
over your video to produce a great effect.
A46 (pour), A32 (tear and C35 (sweep) are
also great. The effect names are my own
because [ couldn’t handily find them in the
Toaster manual. You needn’t go from only
black and white to color. Had you left your
T-Bar at a different setting, the video fade
would be accordingly tinted. Some
Switcher effects won’t
ChromaFX presets, but you see this imme-
diately because, when activated, they can-
cel out the Chroma effect. The fade button
48 of each bank works with the presets,
but if your image is still or doesn’t move
much, you will notice a slight shift. It’s
not noticable with a moving transition.
Experiment with the various transitions and
write down their numbers and effects for
further reference (and playing).

You can do essentially the same thing
another way. First select the same video
source for both monitors, then enter
ChromaFX, select an effect and click the
right mouse button to render. When it ren-
ders, set the T-Bar where you want it and
see the result on the program monitor. Exit
ChromaFX and note the regular video is
on the preview screen. Select any transi-
tion that works with ChromaFX. The only
difference with this method is that the
Switcher T-Bar doesn’t change the Chroma
effect, but it will operate the transition. It
is useful if you want to make a very slow
transition or set it to half way. But use the
right mouse button, not the pointer, because
the Toaster screen goes blank and you can’t
see your pointer. To exit a ChromaFX transi-
tion, click a preset or execute a transition that

work with

doesn’t work with presets.

Toaster version 1.0 works similarly ex-
cept when exiting ChromaFX both images
return to their onginal colors. Click on pre-
view DV and the preview video will change
to the Chroma effect. Try various Switcher
effects to see which work best or at all.

If you are creating a ChromaFX filter
for a specific type of scene, like a sea-

scape, you don’t need to wear out a video-
tape by running the scene over and over.
Just freeze a frame of the tape and save it
to Framestore. However, you can’t use
ChromaFX on framestores directly from
the ChromaFX screen because it takes up
both buffers. So you must create the effect,
assign it to a preset and exit to Switcher.
Then load the stored frame into DV2 of the
Preview, click the selected preset and move
the T-Bar to get your effect. The still frame
will work fine as an experimental image.

Filters from ChromaFX don't work ex-
actly the same with Framestores as with
real-time video. Here's how to make it
work.

Select DV from your Program screen;
select the desired Framestore and press
Enter to display it as DV2 on your Preview
screen; then select DV2 for your Program
screen as well. Click the appropriate Pre-
set button in the F Bank and after a mo-
ment the Preview will appear as a gray
scale image (even 1f you had set the effect
to normal no-filter transparency in the
ChromaFX screen). This does not occur
with a real time image. Click Fade (F48)
and the Program screen will change with
movement of the T-Bar, but might show a
slight dual image due to the right shift, as
the effect replaces the original image.
Since you are using the Framestore only as
a test, this problem shouldn't bother you
much.

If you don’t have a video tape of your
desired scene, find a book or magazine
with a photograph of something you like
and shoot it live with your camera. This
video image can be worked on from
ChromaFX. You can also framestore vid-
eos of photographs if you want to build up
a library. If your hard drive is filling up,
store to floppies (one per disk). The video-
out from your TV set or VCR (hooked to
an antenna) can also provide images. This
is good for general experimenting, but
rather time critical for specific subject
matter.

There could be several instances when
you would like to know what a filter could
do to a particular video situation before
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you tape it. Say you are driving down the
coast when you see a magnificent surf
which you would love to tape at sunset,
but alas, you have to be at your destination
before dusk. If you know how one of your
filters will affect the surf you are seeing,
you can tape accordingly and add the sun-
set later.

I hate to end on a sour note, but NewTek
seems not to have heard the old adage “If it
ain’t broke, don’t fix it.” In version 1.0
you could change the effects anyway you
wished, then simply save them as part of a
project to a hard drive or to a floppy to
give to other users. Not so with 2.0. The
Toaster cannot save Chroma effects in a
project. Instead, when you exit to the
Switcher, there is a pause while your ef-
fects are saved to a file named
ChromaFX Effects in the ChromaFX di-
rectory of the Toaster drawer on your hard
drive. This file is limited to only 100
effects, including any defaults you wish to
keep. Whatever project you subsequently
load is stuck with those Chroma effects
currently in the ChromaFX.Effects file.
Next issue I'll show you how to save your
effects to a separate file, albeit somewhat
laboriously, thus negating the 100 effect limit.

To compound the saving problem, they
have changed the format so version 2.0
will not load ChromaFX created by ver-
sion 1.0, thus rendering the latter useless
and a waste of the many manhours spent
producing them. I have (or used to have)
several projects of beautiful and dramatic
effects that are now worthless and, more
importantly, since they aren’t viewable,
probably forgotten.

But back to the positive side. NewTek
has created a marvelous video tool with
ChromaFX. There is still lots more to ex-
plore. So in the next issue, not only will
we see how to save our ChromaFX, but we
will get into the colorful, playful and fun
part of ChromaFX; the special effects.
We'll delve into stuff like Posterization,
Color Cycling, Chalk-like drawings in real-
time motion and wild backgrounds for the
CG.

See you next month!

‘Summer Sale - Save $30.00

Sale ends July 15

Allied Studios
Professional Pack

Toaster Fonts

Spanish & Russian versions available

Of all the regular .. typeface collections out there, these are
my favorite.-- Lee Stranahan, founding editor, Bread Box

39 typefaces 228 fonts 15 disks
write for free printout - send $10 for videotape of all fonts

Reg. $189.95

now only $159.95

Send Check or Money Order
Add $3.00 for shipping

We ship 2 day priority mail

call for COD - sorry, no credit card orders

One Way Media

1035 Guerrero, San Francisco, CA. 94110
Telephoe 415/824-8774

Animation with your Toaster,
doesn’t take a lot of bread. f,. d

The [P@[I @?@

features for Toaster users:
+ +/- 0 frame recording to frame accurate VIR’s
- full-featured animation sequencing with lists
« record as you render, or from frames on disk
tape time code stripe/repair functions
record framestores and [FF24 through Toaster
+ miniature b&w 30 fps animation preview
- full VTR remote control panel w/joystick shuttle
- Arexx support for external porgram control

$425 - The Affordable Single Frame Solution!

NUCLEUS ELECTRONICS INC.
P.O. Box 1025,

Nobleton, Ontan'o, Canada

LOG 1NG

Tel: (416) 859-5218

Fax: (416) 859-5206

ALL COMI;ANY NAMES AND TRADEMARKS ARE REGISTERED AND COPYRIGHTED.
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GENLOCK YOUR SYSTEM
BLACK-BURST, SYNC, AUDIO
TONE $289

Need to genlock your video system?
The BSG-50 from HORITA generates
black-burst, composite sync, and a 1-
KHZ audio tone. Provides 6 separate
outputs of any mix of up to 4 each of
RS-170A black or sync. Also provides
subcarrier, blanking, drive.
UNCONDITIONAL GUARANTEE.

-NEW-
COLOR BARS, BLACK, SYNC
$379

The CSG-50 from HORITA generates
hoth SMPTE or full field color-bars or
black-burst, and composite sync signals.
Built-in timer switches from color bars to
black after 30 or 60 seconds. Full RS-
170A spec. Genlock your systems, lay
down colorbars and black. Desktop and
rackmounted versions.

UNCONDITIONAL GUARANTEE.

Contact your |oca! video dealer or

HORITA, P.0. Box 3993,
Mission Viejo CA 92690
(714) 489-0240

TODD

RUNDGREN
SPEAKS!

About the TOASTER,
the Amiga, and the
mistakes you don't
want to make.

Now On Video
See and hear Todd tell the wild story of
how he made his exciting music video
Change Myself.  VHS, 60 mins.

$23.95 + $4 s/h each, Check or M.O.
Calffornia orders add 1.95 sales fax

Order from
Sweet Pea Productions

P.0. Box 912/ 1673 Happy Trail,
Topanga * California » 90290 USA

Or Call our 24 Hr. Order-line

(800) 235-4922

With your VISA / Mastercard ready
rey

Toaster Talk
continued from page 4

wm around at DTV '92 without bumping
into a Toaster system or a Toaster-related
hardware/software product. The hit of the

show, however, was a new video product
that has no direct computer affiliation.
Parkerision's Cameraian

In my opening remarks 1 explained that
my dream is to be able to be in complete
control of a sophisticated video production.
The Toaster, of course, goes a long way to-
wards putting this kind of control in one
person’s hands. Now, a Jacksonville, Florida
company called ParkerVision has added a
very important piece to the puzzie: remote
camera control.

In order to tell this story right, I have to
back up a little to about two weeks before the
start of DTV ’92. [ was thumbing through
another video magazine when I stumbled
across a 2-page advertisement for a product
calted CameraMan. This ad stopped me dead
in my fracks. Just by looking at the picture of
the product I could immediately understand
what it was designed to do. As I read the
accompanying text 1 got more and more in-
trigued.  Finally, I couldn’t stand it any
longer, so I picked up the telephone and di-
aled the 800# that appeared in the ad. |

introduced myself to the pleasant man who
answered the phone, and requested the free
brochure and videotape.

As he was taking down all the pertinent
information, we got to talking about AVID
and VIDEO TOASTER USER. He had never

“‘ C;gr!!_t”aM“"

heard of either magazine before so, naturally,
I offered to send him some sample copies.
As the conversation continued, I mentioned
the upcoming DeskTop Video '92 show and
asked if ParkerVision was planning on ex-
hibiting. He said he wasn’t familiar with the
show, but would pass the information on up
the line. We talked for a while longer and he
explained what CameraMan was all about. [
was really excited to leam more about it. In fact,
[ wanted to get my hands on one real bad! When
our conversation ended [ immediately FedExed
a couple of copies of AVID and VIU. I was
really anxious to get things rolling.

A few days later I got a phone call from
Rick Schnarr, the marketing manager for
CameraMan. We talked for quite some time
about his product and our conversation made
me more eager to see one in action. | talk to
marketing types all the time, but [ seldom run
across any who carry more enthusiasm for
their product than Mr. Schnarr, I could tell
that he was totally excited about CameraMan,
and his excitement was very contagious, By
the time he told me he was going to try to



reserve some space at DTV *92, [ was just as
excited about his product as he was.

When DTV ’92 rolled around, 1 finally
got my chance to see CameraMan in action. [
was not disappointed. ParkerVision’s
CameraMan is a very sturdily designed de-
vice about the size of two shoe boxes stacked
one atop the other (see photo). Almost any
camera weighing up to 10 pounds (they will
soon release a version that can handle cam-
eras up to 25 pounds) can be mounted atop
the CameraMan. Once the device is set-up
the CameraMan will smoothly track anyone
holding the magic wand, thereby eliminating
the need to have a live human being manning
the camera.

Let me cut to the chase...CameraMan re-
ally works! 1 was amazed at how respon-
sively and smoothly it tracked anyone hold-
ing the wand (Oh, I forget to mention that
the wand is also a remote microphone). On
the wand are a variety of buttons that give
you even more control beyond CameraMan’s
default auto-tracking mode. For instance,
you can program CameraMan to swivel away
from the wand and focus in on a particular
object or area (you can program up to 4 pre-
set locations). You can also override auto-
tracking and manually control the camera by
using the up/down and left/right buttons on
the wand. CameraMan also can be controlled
through a serial port. Back up and re-read
that last sentence. Do you understand the
significance of this feature? CameraMan has
the potential to be put under machine con-
trol! My mind just boggles at the possibilities.

By now you can probably tell that maybe
I kinda like CameraMan just a little
bit..NOT! I am flat out in LOVE with
CameraMan. After the Toaster, it is one of
the most significant developments in the
desktop video market. CameraMan puls a
very important level of control in the hands
of the desktop videographer. There is a lot
more I can tell you about CameraMan (the
event that inspired the idea for CameraMan
is a very touching story). But, you can find
out for yourself by calling 1-800-231-1759
and asking for the free brochure and video-
tape. I must wamn you, however. After you’ve
seen CameraMan in action, you won't rest

2040 Video Toaster backgrounds
on a single floppy disk!

Pro Fills revolutionary program allows |
8 you to instantly select any one of

68 high resolution screens and
choose 30 composite palettes while
= multi-tasking with the Video Toaster.

Also includes 55 interlace patterns and 30 RGB palettes.

o Toaster Paint Backgrounds
o LightWave 3D Texture Maps

Version 2.0 Only $49.95

Pro Fills patterns, textures and screens are IFF compatible images
and may be used with any Amiga IFF compatible program._..

See your Amiga Dealer or order direct!
$49.95 plus $2.00 s/h C.0.D. orders $5.00 available in USA.
Upgrades available for registered owners.

Send $20.00 plus $2.00 s/h.

51 JEK Graphics
¢ 12103 S. Brookhurst St. E-125

P71 Garden Grove, CA 92642-3065
PHICS (714) 530-7603

Compatible with all Amigas. AmigaDos 2.0 compatible.

Pro Fills and Screen Generator software copyright 1991, JEK Graphics. All rights reserved.
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ViIDEO TOASTER
PROBLEM SOLVERS!

9 PIN

FROWT KDP-A750/440

KDP-A750 Universal

Adjustable Trigger

For Panasonic AG-A750, Future Video, and
Sony RME-700 Editors. On/Off switch.

KDP-440 Adjustable Trigger
For Sony RM-440, Adjustable for 5 Sec. or 10
second preroll. On/Off switch.

KDP-7220 Animation Controller
For United Media Editors, Sony EVO-9650
Animation VCR, and select film recorders.

ONLY $199.00 EACH

SMITH AUDIO
VISUAL, INC.

1410 S. Kansas, Topeka, KS 66612
913-235-3481 or FAX 913-235-3485

DEALER INQUIRIES WELCOME

400 NANOSECONDS
MAY NOT SEEM LIKE MUCH TO YOU
BUT IT'S ENOUGH
TO TURN YOUR BROWN EYES BLUE

By now everyone knows that the VIDEO TOASTER™
has avideo timing delay of 400 Nanoseconds between
inputto output. Thistiming delay will cause a colorshift
in your picture when you mix the same signal before
the TOASTER and after the TOASTER. The solution
is 10 delay the bafore-TOASTER signal by the sama
time. This will now correctly ime the signals when
using devices such as SPECIAL EFFECTS
GENERATORS (SEG) for added power to your
TOASTER technology.

The NET VDL-1 and VDL-2 are broadcast quality
ACTIVE delay fineswhich allow a programmable delay
range of 555 Nanoseconds.

ACTIVE delay lines allow timing correction without the
insertion loss and distortion typically associated with
PASSIVE delay lines.

SEG
VDL | st
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VOL-1 single channel : $645.00  VOL-2 dual channel : $1025.00

Dealer Inquiries : 800-877-8273 : Tobin Sales
Cable Inquiries : 718-680-7867 : NK Industries

Network Electronic Enterprises
777 Terrace Avenue, Hasbrouck Heights, NJ 07604
201-393-4834

until you have one. Good Luck!
Who are you Guys?

One of the problems we have in publishing
Video Toaster User is figuring out what Toaster
subjects we should concentrate on. We recently
completed a telephone survey of 100 VTU
subscribers and asked them a number of ques-
tions designed to help us get a handle on the
“average” Video Toaster user. This was by no
means a scientific survey, but it did help shed
some more light on the subject. Here are some
of the things we found out:

1. 92% of those surveyed own Toaster Sys-
tem 2.0. This is really no surprise considering
how many enhancements were included in the
upgrade. Most of the folks we spoke with who
had NOT yet upgraded their Toaster software
were in educational or government environ-
ments and were still trying to guide their requests
through the acquisition process.

2. Almost an even 50/50 split between

installations where the Toaster is the domi-

nant video device and places where the
Toaster is an additional video tool in an exist-
ing studio. It appears that more broadcast
installations than I had expected are bringing
in the Toaster. This bodes well for compa-
nies like Cardinal Video Products and Net-
work Electronic Enterprises; two companies
that offer products that solve potential studio
timing issues.

3. 83% of the respondents said they used
their Toaster in some type of commercial envi-
ronment. | guess there are a lot folks finding
ways to make their Toaster pay for itself.

4. 60% of those surveyed said they con-

sider themselves videographers who use
computers, as opposed to computer users
working in the video field.

5. The Switcher appears to be the most
popular part of the Toaster with 54% of respon-
dents naming it as most used section. When
asked what the most complex section of the
Toaster is, 73% of those surveyed named the
LightWave Modeler. The Modeler also led the
voting for “least used” section of the Toaster.
No surprise there considering the inherent
complexity of 3D modeling.

We also asked a number of marketing-
type questions that ] won’t bore you with.
We’ll probably go back in six months and do
another survey to see if we can spot some
developing trends. “Thanks” to all those who
participated in this survey.

Chip RAM: More s Better!

Those of you who also regularly read our
sister publication, AVID, have heard me rant
and rave about the MegAChip 2000 from
DKB Software. For those of you new to the
wonderful world of Amiga custom chips, al-
low me a quick explanation: the MegAChip
1s a smal] square circuit board that plugs into
the Agnus socket on the Amiga 2000
motherboard. What this circuit board does is
double the amount of chip RAM that the
Amiga custom chips can operate in. More
chip RAM means more direct memory ac-
cess for graphics and animation, and more
room for multiple programs running simulta-
neously (multitasking). Take my word for it.
More is Better!

Most of the true Toaster power users I know

BLACK GENERATOR

® Sync Your Entire Studio

® Unbeatable Cost Performance
® 4 — RS170A Qutputs

® Rugged All Metal Enclosure

® Optional Radsmount

.

TOASTER
COMPATIBLE!

$195

142 SIERRA ST., EL SEGUNDO, CA 90245  (310) 3222136

Practical Solutions Since 1971
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have the MegAChip board installed in their
system. Still, I'm often amazed to talk to people
who have either never heard of the MegAChip
or don’t understand its impact on their System.
I’ve had a MegAChip board in my system for
over 18 months now and I go nuts when I work
on a system that doesn’t have one installed. In
my opinion, it should be standard equipment on
every Video Toaster system.

The only warning I used to have when rec-
ommending the MegAChip was to make sure
of the availability of the 2-meg Agnus chip
(usually sold separately) before plunking down
the money. By the time you read this, however,
DKB will have eliminated even that misgiving,
They’ve begun shipping the MegAChip board
with the 2-meg Agnus already installed! And,
because they are able to buy these chips in
quantity, they can pass some of the savings on
to you. This makes the MegAChip an even
better buy than before. Suggested list price is
$349 which is about 100 bucks less than what [
paid a year-and-a-half ago. What can [ say? Buy
a MegAChip 2000. It can really make a differ-
ence in the way your system performs. You can
reach DKB Software at 313-960-8750.

Roderst Control

Before 1 go, I'd like to mention a neat little
product I ran across a few weeks ago that, until I
used it, T didn’t even know I needed it. It’s
called Mouse Contro] and its a very simple little
weighted stand that performs a very simple task:
it keeps your mouse cord from tangling and
getting in your way. This is one of those minor
little annoyances that hardly seem worth the
effort to eliminate them. But for about 15 bucks
you can get Mouse Control and solve the prob-
lem forever. Mouse Control is produced by
Advanced Image and they can be reached at
603-673-0212.

Well, that wraps it up for Toaster Talk. As
you can see and feel, the magazine is growing
rapidly each issue. We've added a significant
number of pages from the last issue and there
seems to be no end in sight. We appreciate all
the phone calls and letters offering congratula-
tions and support. We’re going to keep working
hard on our end to constantly improve Video
Toaster User,

Jim Plant

Editor/Publisher

ANNOUNCING. ..
The AVID Animation Tape

A sixty minute video compilation of animations crea
by you, our readers. Logos, industrial animations, and
Amiga created graphics. Learn by watching and analyz

tools and techniques that went into their creation.

(Choose your favorite segments, the top vote getter
will win some really neat prizes).

Send check for $10 to:

‘Avid Publications Available in VHS format
51611 Stevens Creek Blvd.
Cupertino, CA 95014 .

For Credit Card Orders

== == Call 1-800-388-3696

Take Your Images To
A New Dimension

Pixel 3D 2.0 popular

is the most powel rograms like
object utility available for E htWave
3D, Imagine

converting 2D
images info
3D objects.
Spin, ex-
| trude and bevel your

and Sculpt
3D. Plus,

Pixel 3D is
the recog-

images to create hig niz
quality objects. Pixel 3D standard for
also offers viewing and
the abiliy to ogimiglng
efficien . 3D objects.

“load n’ save” seven major 3 If two dimensional images

Fileﬂformcts. ..a feature that | leave you flat, take them to a
bndges the gap new dimension with Pixel 3D.
. etween

Axiom Software
1221 East Center Street

Rochester, MN 55904
Phone: (507) 289-8677
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By R. Shamms Mortier, PhD.

he NewTek Video
Toaster has not only
revolutionized graphic
video production, it
has also allowed state-
of-the-art computer
graphics and computer
enhanced production technology to be acces-
sible to a community of creative individuals
and production groups who can finally afford
these new tools. Many of these individuals
and groups had already established a history
of creative work in other mediums, so they
were already primed to explore a new tool.
Some of these folks are brand new to any
design process, so that their interactions with
the Toaster represent their first approach to
enhanced and original videography and com-
puter graphics.

As a designer, I have about 30 years of
experience in the field. As a computer graph-
ics user and designer/animator, my expertise
is based upon a nine year interaction with
various Commodore products (from the C-
64 to the Amiga), and a smattering of univer-
sity taught computer graphics courses. Many
of the new and upcoming computer graphics
designers have a very different background.
Many have never (or hardly ever) been in-
volved with “traditional” tools... T-Squares,
“rapidographs”, hand drawn animation
cels,..but instead have been weaned on the
electronic medium alone. This has its plus
and minus aspects in terms of computer de-
sign. On the minus side, it creates a lack of
understanding of the vocabulary and pro-

cesses that are still in wide use today, from
print shop communication to the animation
studio. It also can lead to a “dead end” men-
tality when it comes time to be aware of
creative options. On the plus side, however,
it has created a community of young creative
individuals who are quite comfortable with
all aspects of the video medium, which in-
cludes computer graphics. Many of these in-
dividuals have been involved with every as-
pect of computer graphics, including pro-
gramming, since well before the onset of
puberty. They can understand the computer
aided design hardware and process from all
or most of its perspectives; from hardware
components to hacking a software interface,
from Basic to ARexx, from graphics tablets

to waveform monitors, and to the NewTek
Toaster and beyond.

My subject for this article: Matt Strauss,
the Creative Director of the Media Design
Group of Vermont, is an example of this new
breed of design professionals. I have known
Matt since he was about fourteen, and even at
that time, he was intimately involved with
electronics and computers. His workroom
(his bedroom) looked like Captain Nemo’s
undersea laboratory, and was strewn with
wires and the innards of electronic parapher-
nalia from one end to the other. There were
monitors mounted on the ceiling, Commo-
dore-64s linked together in parallel, massive
wall-shattering speakers connected to key-
boards and radios, and whirring disk drives
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set in a row like new-age mini-robots. At any
given time, Matt could be found engaged in
programming some strange utility drivers that
caused some piece of equipment in the corner
to burst into light and sound, or leading his
friends and interested onlookers on a tour of
this strange altered Disney-like theme park.
His parents were most forgiving, either out
of a sense of awareness that their progeny
was someone gifted and special, or out of a
sense of frustration that there wasn’t much
they could do to intervene anyway.

When Matt was about seventeen, 1 hired
him as a computer graphics consultant for the
University of Vermont’s Graphics Service

which I manage. He helped me install and

reconfigure hardware peripherals, and hacked
more then one piece of software to comply

with my special needs. Now, at the tender

age of twenty-two, after stints with Vermont
cable TV as a cameraman, editor, and com-
puter graphics whiz, and along with his two
year involvement as the creative director of
one of the fastest growing design groups in
the area, Matt still serves the university’s
video studio as a consultant and "fixer of last
resort.” His expertise with the NewTek Video
Toaster is bom out by use (he was one of the
first testers and users in this area of the world)
and extensive experimentation and application
to professional ends. With the release of Toaster
2.0, 1 wanted to check in with him regarding the
enhanced capabilities of the software,
The Interview

R=Matt, tell the readers something
about the Media Group that you work for.

A= The Media Group is a full-service
video production house located in Williston,
Vermont. It specializes in all phases of video
production. Clients include area high-tech
firms (like General Electric and Xerox) as
well as broadcast TV productions and com-
mercials. One of our recent projects shows
complete computer graphic battle scenes in
full color 3D animation. The company started
business in 1988, and the current editing suite
includes A/B roll editing for 3/4" video and
BetaCam SP. We also use Sony and JVC 3-
chip cameras. We have Amiga, IBM, and
Mac workstations.

QQ=What is the configuration of the

Amiga workstation you use?

A= Through use of ParNet and other
devices, our Amiga can talk to both the IBM
and Mac platforms. We actually use two
Amigas, and each is fully loaded with RAM
and accelerator boards with math
coprocessing. Some of our recent acquisi-
tions include a 1.2 and 1.7 gigabyte hardrive,
a Fusiond0 68040 board (32 megs of RAM),

a BCD 5000 SFC controller, MegAChip
2000, a BOMAC Tower, and other peripher-
als.

=I've also heard that you use an

Abner Single Frame Device. Have you

hadany luckinterfacing itwiththe Amiga?

A = ['ve gotten the Abner to control the
Amiga, but haven’t had any luck going the
other way. I've called the company PalTex,

Our Wedding

25 computer graphic still images that your

Bride has been waiting for.
The premier Wedding Videographer's image collection for TOASTER users.

Our Wedding has 25 digitally-created
background images, for you to use in
making the most of that important

video record. The images were created

on mainframe broadcast computers,

and are a varied collection of full-
color embossed, pastel wash, and 3-D
images. Get a copy of Our Weddiny,
and give your wedding video that
little extra something.

Our Wedding works wonderfully with Video Toaster Digital Video
Effects, Character Generator, ToasterPaint, and Luminance Keyer.
25 Video Toaster compatible images in 24-bit IFF: $ 89.95

The Digital Graphics Library, Inc.
1382 Third Ave, Suite 333 NY NY 10021 Phone: (212) 978-8508 FAX: (212) 879-0707

Owr Wedding conoept and Images Copyright 1992, The Digital Graphics Litrary, lnc. Video Toaster rademark ot NewTek, Inc
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Network or Not
To Network?
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Do you need to manage very targe files quickly?
Do you need to share peripherals?

* printers

* tape backup systems

« large storage devices

+ plotters

« modems

« fax

- video equipment
Do you need to share fites with PCs, Macs or
other Amigas?
Do you want to remotely access your computer
and files from home or work ?
Do you need file access security?
Do you need to quickly backup large files?

You need access 1o a Novell® Netware™
network! You need Amiga Client Software!

Amiga Client Software from Oxxi will meet your
networking needs by allowing any Amiga
configured with a LAN card to work with the best
selting, most reliable, extensively supported
network available—Novell® NetWare™.

Productivity and project management can be
greatly enhanced—whether a program
development effort, VideoToaster” applications,
database management, order entry, extensive
desk top projects or any team effort requiring file
sharing. Amiga Client Sottware will allow your
Amigas to access super-large hard disks, share
expensive peripherals such as laser printers, and
perform data entry to central files.

Requirements:

Software: Novell® NetWare™ Version 2.15 or
higher, installed on a network file server; Amiga
WorkBsnch Version 1.3 or higher, KickStart 1.2
or higher.

Hardware: Amiga computer with 512K memory,
PC-AT File Server, LAN ARCNet", or Ethernet
communications cards (1 for each workstation, 1
for server), cabling and other connection
hardware.

Now Shipping!

OXXI ine.

PO BOX 90308, LONG BEACH, CA 90809 USA
(310) 427-1227, FAX (310) 427-0971

OXX| UK LTD.
171 BATH ROAD, SLOUGH, BERKS, SL1 4AE GB
(0)753-551-777, FAX (0)753-551-211

and it seems their folks are working on it.
There seems to be something that has to be
done with the GPI (General Purpose Inter-
face) trigger.

QQ=Matt, in general, how do you like
the new Toaster software?

A= Unbelievable! There has been a vast
improvement over 1.0, and 1.0 was dedi-
cated magic at that. This release, however, is
much more suitable to professional work. It
widens the horizon of possibility in several
ways. For one, it seems to solve a lot of the
old switcher problems while providing an
almost infinite number of possibilities for
future upgrades and changes. In addition,
LightWave has some truly amazing new fea-
tures. One of the best things that can be said
about the 2.0 edition is the smoothness of the
transition for users from 1.0 to 2.0. The cost
of the upgrade, considering all of the new
features, is extremely low. People might
complain that it should have been lower, but
these are folks who just don’t realize how
useful this unit is to the professional. There is
nothing else like it,

QA=With all of the new areas for
creative Toaster work, which ones have
you found to be the most interesting?

A= Well, we’ll have to go through each
Toaster module one at a time since there is so
much to talk about. Let’s touch on the

Switcher first. Positionable effects are at the
top of the list, which is the closest thing I've
seen yet to a user definable effect. Each ef-
fect can be customized to fit your needs. If
you want a graphic of the earth to flow out
from someone’s nostril, it’s easy to achieve
with the positionable effects. Framestore
compression is incredibly helpful. I've saved
at least 30 to 40 megs so far on one job alone.
[ estimate that I create about 300 Framestores
a month, and of these, I previously had to
delete about half to conserve hard disk space.
Not any more. I love having the ability to dis-
solve “key” on and off, as well as the option to
dissolve any effect in mid transition. The addi-
tion of two more effects banks have been very
helpful, but I'm still waiting for the day when 1
can create and save my own effects.

As far as the character generator in the
Toaster goes, it’s great to have the capability
to import and use ToasterPaint backgrounds.
This reduces the amount of time it takes to
incorporate a logo with character generated
art. Before, you had to create the CG page,
save it as a Framestore, then get into
ToasterPaint, [oad in the Framestore, hit-and-
miss cut and paste, then save it again as a
Framestore, which was creatively frustrating
and time consuming...but not anymore. The
speed of the CG is now vastly improved,
about 200% or better. The new wider selec-
tion of Fonts is very useful, as is the place-
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ment of shadows and outlines on crawls. The
buffered pages come up faster then
Framestores, even on screens packed with
data. Though I don’t use the ChromaFX a lot
in my work, when [ do [ appreciate the new
faster access time from the Switcher.

In ToasterPaint, it seems as if a lot of the
revisions have gone on below the surface.
Scrolling is more controlled, as well as the
elimination of certain 1.0 bugs. I like the
ability to grab a frame directly without saving
it, which is kinder to my time and to disk
space. The LightWave Modeler is something
I’'m using much more now then the 1.0 edi-
tion. The user interface is much clearer. I find
the new commands like “Bend”, “Twist”,
and “Clone” to be very helpful. Overall it’s
much more friendly.

The LightWave module is the place I
spend most of my Toaster time. Number one
on my list of thankful features is being able
to import Swivel, DXF, and 3D-Studio files.
1 do this in two ways: 1. using a null modem
and two terminal programs, or 2. using the
Apple file exchange on one side and Cross-
Dos on the Amiga side. The new spline con-
trols give me more control over object mo-
tion. I can control central movements and
tension between keyframes continuously, as
well as benefiting from the linear option. Auto
Texture-map sizing also saves a lot of trial
and error time. The fractal and underwater
features are very useful. The ability to negate
an image can save time and memory. The
bump mapping feature is much more fluid
with the new planar, cylindrical, and spheri-
cal options. [ wish it could modulate two
bump maps on a surface though. The auto-
matic texture sizing feature allows me to map
an image and a bump map, which is nice for
making an IFF texture with dimensionality.
There is much more flexibility with image
sequences, including the ability to choose a
range for images, and also to load a
Framestore as an image as opposed to only
an IFF file. Finally...raytracing! There is a
great refractive index at the back of the
manual, which allows me to achieve new
levels of realism.

The new resolution modes are very use-
ful. “Print” resolution is targeted to my cli-

ents that want prints and/or slides. The size
of the image, however, can be 10 megs or
more. It would be nice if the output was
targeted to JPEG directly.

The “TIO” library requester is also very
nice, but it would be better if this could be
accomplished with images. Just fantasize
what it would mean if NewTek had a license
agreement with ASDG corporation, so that
their AdPro software could be installed as a
crouton on the Toaster screen. (Comment: or
even if the Toaster had about six “open
croutons” so that other software could be
accessed with the click of the mouse!). It
would also be useful to have a “Pixel-3D”
button in LightWave. The Super-LoRes mode
is great for previewing ray-tracing. I love
having the ability to load/save surfaces sepa-
rately, which allows for the creation of **Sur-
face Libraries.” I also like saving everything
at once, but there still seems to be a bug that
prevents the computer from coming back up
after a save. The Envelope controls are
vastly improved as far as controllability
and load/saves. The diagram is larger and
more readable. I would like to see it in rela-
tion to the size of a whole sequence, though,
and to interact by adjusting and freehand
drawing. The ability to preview an animation
with bounding boxes allows me to concen-
trate on the movements alone in a sequence.

Last, but not least, is the Toaster manual,
which is entirely rewritten. It is very impres-
sive, like a video/computer-graphics Bible.
The concepts are very well explained, even
for beginners, and the screen dumped graph-
ics are super. The manual is a work of art,
and deserves an award for design, ease of
use, and range of detail.

X =Thus far, Matt, you've been very
kind towards the Toaster. Not to break the
spell, but haveyourunacross any annoying
little critters in your Toaster work? How
about pesky bugs in 2.0?

A = Unfortunately, there are a few. They
don’t detract from the magic of the package,
but should be addressed in the near future.
ToasterPaint still has a bug when poly-line
draw is chosen, because circle draw comes
up. The genlock utility should quit when you

NovaMate"
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NovaMate™ TBC/Frame Sync:

® [deal for broadcast and desktop
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re-enter the Toaster. WorkBench can suddenly
show up in CG. We should be given control
over the “notch filter” on the genlock for ad-
justrment, at least an on/off toggle. The “save all
objects” option in LightWave doesn’t allow you
to resume computing afterwards. When TIO
fails, it can cause havoc in the rest of the system.
Maybe there are some anomalies in the DXF
import section of TIO specifically.

=How about an ADPro/Toaster
connection?

A= ['d like to see a user definable “slice”
in the Switcher that would accommodate
ADPro. Also, in ADPro, I'd like to have a
“FrameStore” saver/loader, and in the Toaster
(CG, LightWave, and TPaint) to have the option
to save out work in any of the ADPro formats as
well (DCTV, DPaint, etc.). I'd like to see a
direct link that would render to the Toaster from
ADPro. Maybe even a hotlink with
ToasterPaint.

Q¥=How about a Toaster/DCTV link?

A= Now that would be something! DCTV
could offer Toaster users a way to work in 24-
bit in real time. With the DCTV/RGB adapter,

what you see is literally what you get. In
LightWave, DCTV could act as a nice preview
device. PC, Mac, everyone else has a surface
preview function..and a DCTV/Toaster con-
nection could do that and more for Amiga users.
With DCTV and a fast enough machine, you
could change things like specularity in real time.

QA=How about features that you would
like 1o see implemented in afuture upgrade?

A= ['ve mentioned some, but let me recap
and list my desires in order. The “ToastFont”
utility should handle larger font sizes. I'd like to
see a conversion utility that would allow you to
transform ANIM 5’s into Action-FX. It would
be nice to have all of the “Escape Codes” acces-
sible so that text files could be formatted directly.
The user definable macro-croutons fantasized
about earlier would be a great addition. I would
also like to have a DPaint-like (Electronic Arts
premier paint program) perspective mode
available in TPaint. Also a poly-line draw toggle
that makes lines and not polygons.

T would also like to see an “Expert” mode,
that would allow a user to configure every
part of the system, like an adjustable Prefer-

ences screen with hot-key input and more.
The creative director who uses the Toaster
needs much more flexibility to make each
project unique. “Design Your Own What-
ever” is the mark of the creative videography
game. The Amiga-based Toaster user knows
that we do not need another company like
Apple out there with so much proprietary
stuff! We’ve got to be able to do things our-
self, not purchase it as a service. If NewTek
doesn’t allow for this kind of creative expan-
sion soon, it will not be good for their con-
tinued success. People will recognize an ef-
fect as “just a Toaster effect”, and miss the
creative point. Designing a good effect is
complicated, but never underestimate the
creativity of the dedicated video professional.

I've heard rumors that a hardware up-
grade is also in the works, whatever that
means. Maybe future Toasters could have
TBCs built into every channel. Adding two
more digital effects banks would also help.

Thanks Matt for taking the time to be in-
terviewed, and giving us some valuable in-
formation.

- 8 x 8 Video Switcher

- 8 x 8 Audio Switcher

- Controled from Amiga
- Audio Follow Video

- Video D.A., Audio D.A.
- Black Signal Generator
- Rack mount, modular

- Terminated in 75 ohms
- 5 year warranty

AmiWare

3160 Steeles Ave. E. Suite 216
Markham, Ontario L3R4G9
(416) 940-6840
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Am1Ware Toaster II Training Tapes

Video Tools 1.0

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

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

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

Along with the training tapes we have included utility programs to help you with your VideoToaster. The
tools alone are worth the investment.

- Fade with frame count. 0 - ToasterPaint is used to $ 7 9 o 99

A
i

- compress a framestore.
— - Select one of 4096 - From WorkBench jump to ) .
[y background colors. } VideoToaster. (416) 940 - 6840
- Read data files from external ‘ - Composite up to 10 framestores.
computer.
- Write data files to external = - Two transitions with delay.
computer. = AmiWare

3160 Steeles Ave. E. #216
Markham, Ontario, Canada
L3R4G9
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By Mark Swain

n the beginning there was the Video Toaster. Then
came the skeptic, "it's a toy, and could never be
used as a professional production tool,” many
nervous observers scoffed. The skeptics how-
ever. did not realize the potential power that each Toaster packs. It
took the pioneering spirit of a special effects artist like Joe Conti, to
tully visualize the Toaster's vast potential.
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Joe Conti is no stranger to the world of
special effects. He began his Hollywood
career as a model maker at Boss Films on
the film, “Die Hard.” Classic visual spe-
cial effects, models, optical printers, and
stop-motion was the path Conti traveled
for many years. In 1985, he began to see
the potential of computer graphics when
he purchased his first Amiga 1000. Conti
used his Amiga to produce still graphics
using DPaint for slide show presentations.
“The Amiga allowed me to produce stun-
ning quality slides rapidly,” Conti said.

As the Amiga gained software, Conti
switched from still slides to 2D and 3D
animations. The 3D experience soon lead
Conti to a project designing a walk through
of a $100 million dollar Japanese theme
park. The theme park buildings were de-
signed in AutoCAD, and then transferred
to Sculpt 3D to perform the walk through
animation, Conti credited the Amiga for
the success of the theme park walk through,
“A simulation of this caliber would have
cost thousands on a high-end system, but
the Amiga allowed us to produce the
project from our desktop.”

The Toaster Years

In September 1990 the world of special
effects changed yet again for Conti, “I was
creating graphics for a mid-range of cli-

ents, but then the Toaster appeared on the
production scene and 1 was suddenly bid-
ding on high-end Hollywood type
projects.” The first project that Conti was
able to test the power of the Toaster on
was a scene for the film, “FreeJack.” The
movie is a sci-fi, time-travel thriller that
stars Emilio Estevez and Mick Jagger.
Dream Quest asked Conti to create the
opening computer time travel sequence.
The sequence snatches Estevez’s character

into the future from his race car seconds
before it crashes into the race track over-
pass.

The scene appears rather simple in the
film, but numerous seamless transitions
were required for the effect. Conti first
digitized a frame from the film footage
containing the race car before it crashes
into the over pass. Next, he used
ToasterPaint to digitally erase the car from
the scene. A three dimensional model of
the race car was created in LightWave
Modeler, and visually lined up with the
real car in the scene. The transitions start
with the real scene dissolving to the re-
touched background without the race car.
Then the real car transforms into the
LightWave 3D computer model. The
computer model then rotates while trans-
forming from a solid model, into a wire
frame model by using the polygon shrink
function of LightWave. The background
race track scene dissolves to black, leaving
only the wire frame race car. The last part
of the scene features a 3D targeting grid
that locks in on the driver, and beams
Estevez into the future.

The “FreeJack” sequence was com-
pleted in roughly two solid weeks of work,
over a two month production process.
Other high-end special effect companies

—— s

SIMULATION IN PROGRESS
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had also bid on this project. The lowest
bid was $40,000. Conti completed the
scene using the Toaster on a budget one-
fourth the lowest bid.
Apogee Toaster Magic

In late 1990 Apogee Productions was
looking to add a digital imaging depart-
ment, and heard of Conti’s success with
Toaster generated graphics. The special
effects company hired Conti to head up,
and develop their new digital department.
“With the recent success of computer ani-
mation in feature films, Apogee was open
to see what was possible with the Toaster,”
Conti explains.

The first project that Apogee called on
the use of the Toaster was for a Pillsbury
Doughboy commercial. Apogee has a
strong hold in stop-motion animation at-
tributable to their vast experience in clas-
sic model and motion control special ef-
fects. The stop-motion team, however was
looking to develop a more sophisticated
method of animating using digital video
equipment. ‘

The new method uses a video camera to
view the stop-motion figure, a still store is
used to freeze one animation frame, and
then a switcher is used to dissolve half
way between the live figure and the frozen
animation frame. In this way the anima-

tors could see how much they were mov-
ing the character in each frame. To ac-
complish this animation technique, the
team needed two expensive pieces of
equipment: a switcher and a still store.
Conti solved the expensive problem with a
single Video Toaster, a system that incor-
porates both a switcher and a still store.
“The animators were able to produce the
Pillsbury animation faster, and much
smoother than in past productions. Some
of the animators were so impressed with

how well the Toaster performed, that soon
after the production they purchased a sys-
tem of their own,” Conti said.

Although Apogee used the Toaster as a
stop-motion animation tool, the Toaster’s
big break was the show, “Unsolved Mys-
teries.” Conti was asked to produce sev-
eral seconds of animation featuring UFOs
for the show’s season premier. The UFO
sequence that the producers wanted needed
to be done quickly and on a tight budget.
“Apogee was nervous about using the
Toaster at first, but the show did not have
the budget to build real models and shoot
them with a motion control system,” Conti
recalls. The Toaster UFOs were given the
green light, and the sequence was finished
in two weeks time. Conti remembers the
reaction, “No one could believe that we
produced the sequence with the Toaster,
they were convinced that real models had
been built.” Unsolved Mysteries’ premier
episode was enjoyed by over 20 million
viewers, and has become one of the most
popular examples of LightWave 3D ani-
mation.

Conti used the Toaster successfully in
several more episodes of Unsolved Mys-
teries. Future episodes will bring to life a
ghost blimp, and the Lochness Monster.
“The goal for the segments in Unsolved
Mysteries was not to attempt cutting edge
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computer animation, but to produce a high
quality product for broadcast television,”
Conti said.

The Freelance Toaster

In recent months, Conti has branched
out on his own to produce computer
graphics and animation for a variety of
films and television programs. He cre-
ated, with the modeling help of Allen
Hastings, several of the bridge displays for
Star Trek VI. “I knew the director of the
film liked 3D graphics, so I called Allen
and asked him to make a model of the
Enterprise,” Conti recalls. Hastings
worked on the models all night, and then
sent the ships down to Conti over the mo-
dem. In a 24- hour period, Conti and
Hastings made a brilliant display loop of
the Enterprise rotating in wire frame. Conti
said, “The director was so thrilled with the
3D ship displays, that he wanted them
shown on several of the bridge displays.”

Conti has also recently Toasted up sev-
eral Television programs. An episode of
Doogie Howser M.D. this season featured
a computer MRI scan that Conti designed.
“The computer display showed a progres-
ston of tissue and flesh that developed into
Doogie's friend Vinnie,” Conti explains.
A new show called, “Man and Machine”
also features a Conti-generated computer
display of a rail gun, and DNA strands.
The interesting item about both of these
projects is that no post production was
needed. Conti says, “LightWave is great
for compositing multiple animations to-
gether. It provides a real slick post-pro-
duction look without the added post ex-
penses.”

Discover Stories i1s Conti’s latest
project. The program is produced by the
Disney Channel, and is inspired by the
pages of Discover Magazine. The basic
intent of Conti’s involvement in the show
is to bring to life the lush illustrations that
are present in Discover Magazine. “The
producers wanted to bring these very tech-
nical illustrations to life with LightWave,”
Conti continues, “Once the graphics were
finished, the producers could not believe
the large amount of quality graphics that I

could provide on a tight budget.”
At The Post Group

Another project Conti worked on re-
cently involved The Post Group, one of
Hollywood’s top post-production facilities.
The group was responsible for the post
production of, The Flash, Star Trek,
Michael Jackson’s music videos, and liter-
ally dozens of other television programs.
Post boasts rooms full of digital video tape
recorders, editors, digital disc recorders,
WaveFront stations, and Harry suites. A
facility to truly drool over.

The Video Toaster does however bring
a cost effective method of producing com-
puter animation for television programs to
the Post Group. The group does not em-
ploy Toaster workstations, but instead calls
on the expertise of computer graphics art-
ists like Joe Conti. One recent example of
the Toaster at use at The Post Group was
for a pilot episode of a new sci-fi televi-
sion show. Peter Moyer of the Post Group
asked Conti if he could make a futuristic
vehicle on the Toaster. The next day, Conti
had an animated test of the vehicle turning
on the screen like it had just stepped off
the assembly line. Moyer made a call, and
a few minutes later the producer of the
show appeared. She was to say the least,
excited about the possibilities that the
Toaster computer animation could provide
for her show.
Toaster Attitude

Conti views Toaster users as the new
breed of creators, “It takes a pioneering
spirit to try a new technology, and that
trail blazing attitude really paid off with
all the Toaster projects that [ have been
involved with in the last few exciting
years.” The new wave in Hollywood is to
create more for less. Conti has proven the
skeptics wrong. The Toaster does provide
a high-quality means to produce Holly-
wood effects on a budget.

Joe Conti would like to thank the follow-
ing individuals for the privilege of working
with them on "Unsolved Mysteries":
Cosgrove/lMeurer Productions, Apogee
Productions, Jennifer McKnew, Tim
McHugh, and The Post Group.

DIGITAL
BROADCAST
VIDEO

Specializing in 3-D Computer
Animation to tape.

Our company currently
supports LightWave 3D and
Imagine 2.0 animations.
Put that 24-bit animation you
have created on tape for a
professional and colorful
finished production.

Call today

(915) 698-5159

Low per frame rates
Company Logos
also available

Tapes available
in VHS, S-VHS,
3/4" and MII formats

VIDEO-TOASTER 2.0

We sell Amiga based Video Workstations for
professional use is our business since 1985!
Whether you have a need for a customized
Video-Toaster System or want to start with a
Character Generator or a 24bit Paintbox we
can help.

Give us a call and tell us your application and
the equipment you use. From Hi-8 /S-VHS to
MII or Betacam SP we can customize a Desk-
top Video System for you.

Wedo notdeliver a set of 'boxes’and assembly
instructions! Every system we ship is ready to
go with all optional hardware and software
installed and tested.

All Systems are designed to expand with your
growing needs.

We even offer Y
ON SITE INSTALLATION
and

ON SITE TRAINING.

You worry only about getting an excellent
productiondone. Let us worry about the right
computer for the job.

Call us now and order your free copy of our
DTV-Systems Guide !

InterComputing Inc.

2918 Spinner Ln.  Grand Prairie, TX 75052
1-800-800-9177 FAX (214) 606-2829




By Mark Thompson

Takes up

THE MAC
Challenge

s someone who makes a living from creating 3D
animation, | am always interested in hearing about
the features of other products that can increase
my company's animation speed and capabilities.
And aithough | have been a devoted Amiga fanatic since | bought my
first machine back in ‘85, | would not hesitate to purchase another
platform if it could cost effectively add capabilities that | could not
otherwise achieve on my Amiga. So it was with great interest that |
read MacWorld's February 1992 issue in which the article “3D:
Structure, Surfaces, and Movement”, highlighted and compared the
various 3D software offerings on the Macintosh.
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Currently, most all of my work is done
with LightWave3D, the rendering/anima-
tion package supplied with the Video
Toaster. [ have tried many other packages,
but LightWave just feels more natural to

me. Frequently however, I will find my-
self greedily eyeing the competition and
thinking, that sure would make my job
easier, Even so, feature lists can be quite
deceiving and more often than not, don’t
truly exemplify what the software can pro-
duce. So I was pleased to see that the
MacWorld article included a moderately
complex test scene that was rendered with
each package by each vendor’s chosen art-
ist. The intent was to visually show off
each program’s feature set. For those who
have not seen the article, images were cre-
ated with nine different packages:
Electricimage, Infini-D, MacRenderMan,
MacroMind Three-D, DMacTOPAS, Pre-
senter Professional, Ray Dream Designer,
Sculpt 4D, and StrataVision 3D. Of these
these nine, five of them used ray-tracing.
However, while studying the images, 1
thought to myself that I could render an
image with LightWave that would rival, if

not surpass, any of those pictured. The
momentary feeling of envy was suddenly
replaced by determination to duplicate the
scene and demonstrate LightWave's out-
standing image creation capabilities. And
so I got to work Object Modeling.

Since I didn’t have the luxury of start-
ing with a completely modeled scene as
did the Mac artists, I had to build one up
from scratch. The most prominent and
eye-catching object in the scene was the
glass globe of an oil hurricane lamp. To
duplicate its shape, I first scanned the im-
age with the best edge definition. ADPro
was used to increase contrast and decrease
the number of colors. The scan was then
loaded into DPaint where I carefully traced
its silhouette in black and white. The top
and bottom of the silhouette were then lev-
eled off to remove the rounding caused by
the perspective view. This image was then
loaded into Pixel3D for autotracing. With
monochrome conversion mode, line
smoothing set to 8 on algorithm #1, and no
beveling, spinning, or extrusion, I created
a LightWave object from my silhouette.
To get finely detailed curves out of

Pixel3D, it is better
to use a lower
smoothing factor
(say 6 to 8 depend-
ing on the image
resolution), and
then manually de-
lete or realign any
extra jagged points
in your modeler. 1
loaded the traced
object into the
LightWave Mod-
eler and cleaned up
the left edge. The
right edge was then
deleted and I
cloned the left edge
immediately next
to the original.
This edge
would serve a the
globe interior sur-
face and give the
glass a little thickness. I then carefully
selected all the points in sequence one edge

“p” to make the polygon.

new

at a time and hit “p
This was then lathed 360 degrees about the
Y axis yielding my globe object. After
checking that my lathed polygon normals
were all facing the right direction, I named
the surface “globe.glass”.

After finishing the globe, the glass base
of the lamp was next. I began by creating a
100 point circle in the X-Z plane with the
disc primitive. Then 80 points were de-
leted leaving 5 points in each of 4 oppos-
ing corners forming a square with rounded
edges. This was then extruded in the Y
direction in 13 segments. Each of the seg-
ments was then stretched in the X-Z plane
and moved in the Y plane to create the
desired bottle shape. Since this is to be a
glass object and I didn’t give the bottle an
interior surface, it was necessary (0 make
all polygons two sided. This is trivially
accomplished by going into the polygon
menu of the Modeler and hitting Copy,
Flip, and Paste in sequence while nothing
is selected.

Adding oil to the lamp was a simple
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task of copying the bottom half of the bottle
to another layer and sizing it slightly
smaller to simulate the thickness of the
glass. The top of the liquid was then moved
to fill roughly half
the bottle. Finally,
both objects were
given named sur-
faces and pasted to-
gether.

The rest of the
lamp is a collection
of simple parts. The
primary part which
feeds the wick was
merely a Y axis
lathing of a polygon
that was created
with hand-placed
points that were
eye-balled from the
MacWorld images.
The globe supports
were quickly
sketched in DPaint and traced and extruded
in Pixel3D. The wick is a multi-segment Y
axis extrusion from a small rectangle with
each segment given a small rotation in the
X and Z direction. The knob that adjusts
the wick is a couple of modified discs.
And finally, the flame and glow are two
stretched concentric spheres. When the
lamp was finished, the remaining fore-
ground objects were trivial, and the ob-
jects reflected in the mirror were a combi-
nation of LightWave supplied objects and
some | had previously created.

Surface Definition

Once the objects were completed, the
surfaces could be defined. The end table/
mantle, inlay, and mirror frame were
scanned golden oak, green marble, and red
mahogany respectively. The image map for
the wallpaper was scanned and then
touched up in ToasterPaint allowing it to
repeat seamlessly. The outside of the
matchbox was created in DPaint while the
inner box and matches have a subtle pro-
cedural fractal noise texture. The sofa in
the mirror has a procedural grid texture
that have the texture size set so large in the

Y and Z direction that stripes are produced.
Both the sofa and the curtains behind it
achieve their natural look from a repeating
scanned woven cloth texture that modu-

lates their diffuse lighting. Also scanned
was the pine texture used on the table in
the mirror. The metallic surfaces used on

the lamp were created by selecting color
highlights with 80% specularity and ap-
plying 25% of image mapped reflection.
The reflected image is nothing more than a
few soft white blobs on a black back-
ground. The glass surfaces were also cre-
ated with image mapped reflection to yield
a realistic look without ray-tracing.

A test rendering of the scene was used
as the reflected image for both the lamp
globe and the fluid bottle. The surface at-
tributes for both were set to 80% diffuse,
80% specular, high glossiness, 20% re-
flection, and smoothing. Opaque edges
were also used to better simulate the re-
fractive effects that occur on the edge of a
glass surface. As for transparency, the
bottle was set to 80% and the globe 100%.
The only other difference between the two
was a green tint in the bottle. The oil in the
bottle was also set to be transparent but
only 40% and with normal edges. A subtle
fractal noise pattern modulated the color.
For the glow of the lamp flame, the two

concentric spheres mentioned above were
simply given clear edges with no transpar-
ency and each had a slightly different shade
of yellow-orange assigned. They were also
set to luminous.
The surface that
required the most
work however was
the mirror. Because
LightWave 1.0
does not support
true reflection, it
must be simulated.
To further compli-
cate matters, the
current method of
reflected image
mapping uses a
spherical
projection which
works for
smooth curved sur-
faces but terribly
for flat ones.
Therefore, rather than reflect an image, a
planar color map was used. To create the
image for the color map, the scene was
rendered with the camera behind the mir-
ror facing perpendicular to its surface and
recessed back far enough to capture most
of the table/mantle. Once the image was
rendered, it was mapped to fit the size of
the mirror, but the size in the X dimension
was given a negative value to flip it left to
right, thereby properly orientating the re-
flection. To properly emulate a perfect
mirror with a color image map, one would
normally enable the luminous flag rather
than depend on diffuse lighting. By set-
ting it luminous, the reflection would re-
main unaffected by lights in the scene,
which is what you want since the reflected
image has already been properly lit. How-
ever, | wanted to create the effect of a
slight tint in the glass of the mirror to warm
up the reflected image. Therefore I set the
diffuse value to 100% and left luminous
disabled causing the golden glow of the
lights in the scene to tint the reflection.
Lastly, the surface was given a high
glossiness with 70% specularity resulting

image

well
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in the bright flare on the mirror’s surface,
It is perhaps brighter than it should be for
an oil lamp flame but | kind of liked it that
way. Figure 2 is a composite of most of the
image maps used in the scene. From left to
right and top to bottom they are: cloth
weave, golden oak, pine, red mahogony,
green marble, wallpaper, mirror image,
glass reflection, metal reflection, match-
box top, matchbox side, and clock face.
Scene Layout

With the objects modeled and the sur-
faces defined, scene layout was trivial by
comparison. Object and camera placement
was simply eye-balled from the images in
the article. The only non-trivial aspect was
lighting and shadow selection. I chose to
use a three light source: a point light for
the lamp flame, a spotlight for the floor
lamp in the mirror, and a second point
light behind and to the right of the camera.
This last light was to be from a window or
possibly another off camera lamp. As sun-
light, it was given a white-yellow color
with no intensity fall-off. While you would
normally simulate sunlight with a distant
light, in this particular scene it did not
matter much, and it helped light the other
side of the room. The lamp flame light was
also given a yellow-white color but it had
a high intensity (150%), with a large fall-
off of 150% per meter. The spotlight was
given a 25% fall-off and used the default
cone angles.

The next task was.to select shadow op-
tions for each object. In a static scene, it is
fairly easy to determine what to shadow
and what not to. When objects begin to
move, this decision becomes more com-
plex. The reason for bothering with this
step is to reduce render time. For example,
by disabling all shadowing for the mirror
surface, about an hour of render time was
saved. In this particular case, not only did
it save time, but it was also more visually
accurate. The other objects that had shad-
ows completely disabled were the flame
and all the background objects reflected in
the mirror. Others were only partialy en-
abled. The glass globe, for example, only
casts shadows and the walls of the room

only receive them. | should note that to
conserve precious memory, two separate
scenes were saved; one for the final image
and the other for the mirror reflection. This
not only meant that none of the mirror
reflected objects were needed in the final
scene, but more importantly, none of their
associated image maps were required ei-
ther. The polygon count in the final scene
was just under 6000.
Image Rendering
Before final rendering could be per-
formed, the mirror and glass reflections
had to be rendered. Because of the high
visibility of the mirror image, it was gen-
erated at full resolution with shadows and
antialiasing. Render time was roughly 4
hours. The reflected image for the glass
surfaces, on the other hand, was rendered
in the lowest resolution without shadows
or antialiasing and only took about 2 min-
utes. At this point, the final image could be
generated. At 768 x 480 with shadows and
antialiasing, render time came to 11 hours
and 50 minutes on my 25MHz 68030-based
2500 running v1.0 LightWave. I later tried
it with the v2.0 LightWave and the time
was reduced by two and a half hours.
Anyway, I leave it to you to decide
how the image fairs against the Mac-
generated versions. I may be a bit bi-
ased, but I think a Toaster equipped
Amiga blows them all away. Of course
there is much more to a 3D package
than simply making pretty pictures. But
if it doesn’t do that well, you probably
don’t care. After all, its visual impact
that commercial clients pay big money
for, and visual impact is something
LightWave has no trouble delivering.
Mark Thompson is a computer architect who
has been designing graphics and imaging
hardware and software for 10 years. He is a
7 year Amiga veteran and currently runs Ra-
diant Image Productions in Merrimack, NH
which specializes in 3D video graphics ani-
mation using Amigas.
Contact him at:
Mark Thompson
Radiant Image Productions
51 Derry Street
Merrimack, NH 03054
603-424-1829

Los Angeles

Video Toaster Users Group
\ y
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r/ VALUABLE TIPS: Lee Stranahan of New-
Tek, Chris Moras, and other Toaster pros take
you beyond the Toaster User Manual and
other tutorial tapes.

¢/ TOASTER COMPATIBILTY:Newest hard-
ware and softwareare previewed and demon-
strated.

¢/ TOP VISUAL QUALITY: Direct hi-band
digital mix of RGB, Toaster output screens.
VCR, and live cameras are used in
productions.

Tapes Currently Available:

Sampler 1- Excerpts of vols. 1,3 $ 1995
Sampler 2 - Excerpts of vols. 2,4 $19.95
Sampler 3 - Excerpts of vols. 5,6 $19.95

Vol. 1 - Textre City Demo, 3D Logo
Demo Tutorial, Toaster Fonts, and
Toaster News. $34.95

Vol. 2 - Lightwave 3D Tutorial (Fish Anim-
ation, Water and Cloud Effects), 3D
Toaster Fonts, and News. $34.95

Vol. 3 - Modeler/Lightwave 3D/DCTV
Conversion Tutorial, Toaster Fonts,
Toaster News. $34.95

Vol. 4 - Toaster Basics, Pixel 3-D Demo,
Lightwave 3D Light Refraction Tutorial
Demo Reels, Toaster News, and much
more. $34.95

Vol.5 - Toaster 2.0 system worldpremijere!
Lee Stranahan demos what's new in 2.0.
Switcher, CG, Chroma FX, LightWave
3D, Modeler, Genlock and AREXX.
Nutopia’s "Brain" demo reel; and
LightWave 3Dpresentation. $34.95

Vol. 6 - Personal V-Scope Demo; Personal
TBCII Demo; BCD 2000 Animation
controller Demo; New Toaster 2.0 Tips
& Tricks, and much more. $34.95

All tapes approx. 2 hus, VHS Only. ¢ 1-4 Tapes
Add $4.95, 5+ Tapes Add $6.95 for S & H.

CA residents add 8.25% sales tax.
N v,

rTo order, please send check or money order lo:1
Toaster Crustaceans

1730 Arcane Street
Simi Vulley, CA 93065

(805) 522-4864
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Neftworks

By Mark Swain

A Toaster
has an enormous
amount of video

ower.

and computer
graphic  power.
This has been

proven by the mul-
titude of individuals producing stunning
quality productions on a daily basis. A
single Toaster and LightWave 3D can free
creative minds to produce projects that are
only limited by the imagination.

A problem arises when the imaginative vi-
sions of individuals are more grand and more
ambitious than the tool can handle. Feature
films, television programs, and special effects
are projects that might cause one Toaster to keel
over gasping for breath. The solution is simple,
use more than one Video Toaster. In fact, use a
bartalion of desktop computers as a collective
entity; crunching, and calculating the images of
the creative mind.

Nets

Networks. A computer system linking
dozens of different computers to a central
controlling computer, known as the server.
Networks have long been associated with
main frame, mini, and other workstation
style computers, but in recent years a tre-
mendous amount of power has been found
in netting up desktops. A network is based
on the server, a computer that is setup to
delegate tasks or jobs out to other comput-
ers on the network. The server contains a
large hard drive that stores all of programs,
and information (images) generated by
other computers on the network.

The network frees the desktop of re-
stricting disk, and file formats. A PC,
Macintosh, and Amiga can all be net-
worked together, and share the same stor-
age device. The net thus changes a desk-
top from a software-driven device, into a
data-driven number crunching digital en-

gine. A good example of this is rendering an
image on the Toaster, saving the image back
to the network server, then turning to a
Macintosh and touching up the image in
photoshop. No disk format monkey busi-
ness. The net provides a clean, simple, and
very productive environment to create.

There are three distinct methods of con-
necting a network of desktop systems.
Thick Net is based on a thick coax cable
with a fifteen pin din connector at each
desktop (node). This type of network is
mainly used for long distance nets, such as
universities. Thin Net, is based on regular
video coax cable, with a standard BNC
connector at each node. A thin net system
is only reliable for small networks of
roughly ten nodes. Thick and thin net-
works are based on a bus style network or
the systems are connected in series. A
problem appears in these nets when one or
more nodes crash. This causes other nodes
on the net to function unreliably.

The best solution for desktop networking
is by using Unshielded Twisted Pair (UTP).
A method that uses regular telephone cables
to connect all nodes on the net. UTP also
uses a star cluster concentrator that connects
each node of the net directly to the server,
thus eliminating the unreliable bus structure.
1f a node crashes using UTP, then the server
ignores that node and delegates its jobs out to
the other nodes on the net.

Toaster Nets

To include an Amiga in a network re-
quires a basic hardware system. The
Amiga base unit, accelerator, memory,
network card (either net), and a single
floppy drive to boot the computer. All the
programs, and images that the system cre-
ates will be scuttled down the network to
the massive hard drives on the server. The
Amiga also requires a software interpreter
for the network operating system, Novell,
Oxxt has produced a product called, Amiga
Client Service (ACS), that provides a reli-
able link between the Amiga and the
Novell system. The network places the
Amiga in a professional computer envi-
ronment that is capable of spitting out ani-
mation frames rapidly. [If more power is

needed to crunch more information
(frames), then simply add more computers
to the network.

Bahylon 5 Net

Paul Beigle-Bryant has been designing
a Video Toaster Network based around
Novell’s operating system, Oxxi’s ACS,
and the UTP Networking method. Bryant
1s o stranger to setup networks, He once
set up a 120 node, 21 printer network that
existed on three floors for the Industrial
Bank of Japan in Los Angeles. Bryant is
now turning to the power of networks to
produce a television movie called, Babylon
5 (see feature article on Babylon 5 in April/
May issue). The movie will contain over
52 computer animated scenes, all gener-
ated using LightWave 3D. “Babylon has
an enormous amount of animation, and we
only have a few thousand hours of render-
ing time. The network will allow us to
crunch out scenes on a daily basis, thus
leaving us more time to create the models
and animations,” Bryant says.

The Babylon Toaster network will con-
tain eight Video Toasters for rendering,
four Toaster workstations, six PCs, and
two Macintoshes. All the desktops will be
connected to a server which is a 486 50
Mhz box with 64 megabytes of memory,
5.8 giggabytes of storage, and a 2.5
giggabyte dat tape backup system. “The
net will create a virtual parallel processing
computer system,” Bryant continues,
“With each Toaster rendering the same
scene, but different frames at the same
time, scenes can be completed rapidly and
on a television budget.”

The exorbitant cost of high-end worksta-
tions like Silicon Graphics' Iris (SGI),
Techtronics, Sun, and others keep them out of
the reach of most individuals. The desktop
network is a plausible altemative to achieving
high-end processing power at desktop prices.

Special Thanks to Paul Beigle-Bryant
for lending me some of his knowledge on
networks.

Oxxi/Aegis

1339 E. 28th St.

Long Beach, CA 90806

310-427-1227
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At Your
Fingertips 8

~

Introducing The “Video Toaster User™ Heyboard ﬂverau

Includes keyboard equivalent overlays for...
eSwitcher

eToasterPaint EVERY TOASTER OWNER
cLightWave 3D SHOULD HAVE ONE!
eModeler

ceToasterCG

Attaches securely to your keyboand with Velcro™ tabs. S 1 9-%

sml‘dy cnl‘lstl'llﬂlﬂll WIth sml‘al hmdmg' includes shipping CA residents add 8.25% sales tax

call 800-322-AVID (284 3) mam =~
or send your check to:AVID PUBLICATIONS 21611 Stevens Creek Blvd. Cupertino, CA 95014
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BreadBox “Classic”

Flashthatll.ogo

previously appeared in Issue 3 of BreadBox

popular method of
adding dazzle to an
animated logo is to
illuminate it with a
flash of light. This is
especially striking if
the logo is metaliic.
Unfortunately, a flash is sometimes diffi-
cult to create within 3D animation pro-
grams like LightWave. Toaster owners
therefore are lucky to have other tools at
their disposal. Using ToasterPaint (TPaint)
and the Switcher, you can produce a flash
for your logo which is both effective and
easy.

To begin, load an image of the logo into
TPaint. A sample is shown in Figure 1. In
this case, I've taken the last frame of a
LightWave animation. A flash will be
added after the logo has tumbled into view
and comes to a stop. Press F10 to render
the image to DV, and then F] to enter the
Transparency and Warping section of
TPaint. Activate hotspot transparency by
clicking on the Point Hotspot button. Next,

Figure 1

set the center trans-
parency to 50% by
dragging down the
left slider bar half-
way, or by clicking
on the middle left
icon. Adjust the edge
transparency to
100% by dragging
the right slider bar to
the bottom, or by
clicking on the lower
right button. Return
to the paint screen by
pressing F1 again.  gigyre 2

Set your drawing mode to freehand fill
(keyboard command "D") and pick the
single pixel brush (".") for better control.
Then, select a color to fit the image. The
logo in Figure 1 was gold, so I used the
bright yellow color from the default pal-
ette. For chrome, choose white or light
grey.

You are now ready to create the flash.
Trace around the logo in an uneven, jagged
pattern, as shown
in Figure 2. If the
logo is comprised
of more than one
word or object, it
is probably best to
trace each part
separately. Try to
keep fairly close
to the image as
you draw, since
the effect looks
best when it is less
pronounced. Your
logo will probably
exceed TPaint's

By Tim Doherty

quarter view, so when you near the edge of
the screen, hold down the shift key (while
keeping the left mouse button depressed).
This picks up the canvas, allowing you to
reposition your drawing and then resume
painting without a break. When the area is
completely enclosed, release your mouse
button. The resulting fill simulates a glow-
ing object. Press F9 to toggle to the other
frame buffer, and then F10 to view your
work. If you've made a mistake, simply
undo ("u") the operation and try again.
When you are satisfied, save the file and
then enter the Switcher.

DV1 and DV2 should already hold the
before and after images, respectively, If
not, you must reload them. Select DVI on
the program bus to display the unretouched
picture and DV?2 on the preview bus. Click
on the dissolve crouton, setting the speed
to fast ("/"). Finally, tap your space bar
twice. Your logo will appear to glow for a
moment, as demonstrated in Figure 3. The
speed of the flash can be adjusted by
changing the dissolve speed, or controlled
by how quickly you tap the space bar.

S8 VIEMONSTERISER ne/uy 1092



The flash in the Stenocat ani-
mation shown above was edited
onto the end of a LightWave ani-
mation. You can also use this
method to flash a title or name onto
the screen beneath your flying logo.
Again, render and save a frame of
the logo after it has stopped mov-
ing. Load this image into TPaint.
Add the necessary text--for in-
stance, the company name that the
logo represents. Text can be added
directly in TPaint ("F2") using
standard Amiga fonts. As an alter-

native, you can take advantage of Figure 3

Toaster 2.0's ability to combine CG and
TPaint pages. To do this, return to the
Switcher (making sure that your image is
still loaded in Toaster Paint). Enter the
CG. Select a Framestore page ("F1" fol-
lowed by "F4"). Press Alt-F3 to choose
the background and then F2 to pick a
ToasterPaint canvas background. After
hitting Return, you'll be able to use the CG
fonts and positioning tools for your text.

Pressing F9 and then F10 will show the
combined Framestore and text on the pre-
view monitor. The original TPaint image
is still unaltered, so you may reposition,
recolor, or otherwise change the CG until
your image is properly composed.

Once you have the text placed properly,
save the picture as a new Framestore ("L"
from TPaint, or "Alt-9" from the CG). If
you used the CG, return to TPaint and load

the new image. Trace around
the words using transparency
as outlined above. Again,
save the resulting Framestore.
From the Switcher, the three
framestores should then be
loaded and dissolved to as
follows: 1) Plain Logo. 2)
Logo with flash. 3) Logo with
text only. Wehn edited onto
tape, the company name will
appear with a sudden flash.
The entire procedures out-
lined here should not take you
more than 10 minutes or so.
Given the speed and ease of this opera-
tion, it is a satisfying method of adding
dazzle to already great looking animations.
Tim Doherty is an Amiga animator whose
work has appeared on NBC, PBS, and cable
TV.
Write him at:
TKD Animation,
P.0. Box 242

L.a Mesa, CA 91944
or call 619-589-6540.

LIGHTWAVE 3D ala TOASTER

If you're tired of buying toaster training tapes of some guy at a Users Group meeting showing you things you'll never use...
Then let AVP take you beyond the Video Toasters Manual and all other tutorial tapes on the market today!

TAPE #1 - Covers procedural texture mapping, how to produce surfaces like chrome, gold, copper and brass, create

effects like water and fire!

TAPE #2 - How to use Deluxe Paint, AD Pro, Pixel 3D 2.0 in conjunction with LightWave 3D to get more accurate objects.

TAPE #3 - How to use LightWave Modeler and Sculpt Animate 4D modeler to create money making objects in the right way!
TAPE #4 - In-depth ttorial on how to use envelope curves, multiple metamorphing techniques, lighting and surface control.
(each tape is 90 minutes in length and comes with an objects disk).
(suggested list price is $49.95 per tape).

AVP offers complete computer and video support with ON-SITE set-up and training, NATIONWIDE!

Training includes: Amiga System, Deluxe Paint, Video Toaster System, AD Pro, Pixel 3D, Sculpt Animate,
and in-depth LightWave 3D training.

SHORTEN YOUR LEARNING CURVE BY MONTHS WITH AVP!

AVP also offers: TOASTERNET BBS
On-line technical support for Video Toaster, AD Pro and Pixel 3D.
Downloadable objects and textures are available!
Subscription is normally $50.00 a year-but sign-on now and tell us you read this ad in Video Toaster User, and you'll
receive this years access for only $35.00! (offer only good till August 31st, 1992)
Call 414-789-8771 (modem) for access.

DON'T BE LEFT BEHIND - GO WITH THE PROFESSIONALS THAT HAVE WON TELLY AND ITVA AWARDS!! GO WITH AVP.

AVP*225 Regency Court*Suite 100L*Waukesha, WI 53186 Phone (414) 789-1570
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- CP PRODUCTIONS PRESENTS -
THE AMIGA PROFESSIONAL

TUTORIAL SERIES
THE DEFINITIVE "HOW-TO" ON THE

AMIGA IN VIDEO APPLICATIONS

...the instructional tapes were instrumental
in training our staff on the Video Toaster.
-KIRK P. MARCOLINA

University Television Station Manager
University of Pennsylvania
NewTek's Video Toaster:
Ultimate Guide Volume One

Learn to Use the Revolutio, \ deo Toaster
*Switcher with Dj ﬁ( ‘Q fects
*Framecapt v(a\‘@%ﬂ!

% ffects
2 eyl :

Covers installationJ To \1;@1\

Time Base Correct yh Generator
Different Sys! %g“ya fons and Clear
Concise Multi rce Video
Theory. Dlhk Fonts and
Keyboard‘Overlay for ter Generator,

60 Minutes $49.95

NewTek's Video Toaster:

Ultimate Guide Volume Two
Use and Explore the Creatn bllmes of:

*TOASTERPAINT i6.8 am! Program
-Create Specna cig
Specxahz phxcs
uch 'Vlore
rSo rare
"‘L A mma 1 p 5 Ay
-Create Stunmng iy
-Complete Ex 1 p and Use of
BCD §j matiqn Controller
-Create ed h Pixel 3D
-Include: k of 3D @3 ore
110 Minutes $49.95

The Ultimate Amiga Guide to

Video Production: Volume One
A detailed step by step guide on setting up your
Video Production Studio using Camcorder, VCR,
Genlock & Amiga to do Titling, Animations, Video
Backgrounds and Editing. Tutorials on:

* DeluxePaint III * Elan Performer * TV-Show
2 Disk Set of Video Backgrounds & Animations.
95 Minutes VHS $49.95

The Ultimate Amiga Guide to

Video Production: Volume Two
Produce Professional Level Titling and Effects
Features Installation of S-VHS Genlock and
provides clear concise explanation of Video
Basics. Extensive Tutorials on Pro Video Post,
TV-Text Professional and Broadcast Titler.

2 Disk Set of Video Backgrounds & Animations.
120 Minutes VHS $49.95

SPECIAL OFFER
Any2 $79.95 3 $109.95 All 4 $129.95

(215-594-9445 / 9-5 EST, M-F)
FREE SHIPPING

IN CONTINENTAL US

We Accept Visa/MC
Discover & POs

CP Productions Box 103 St Peters PA 19470

“Amiga is a trademark of Commodore Business Machines, Deluxe Paint
of Electronic Arts, TV-Text Professional I&T\ -Show of/ uma Group.
Ela nPerﬁrm 1 of Elan Design, Broadcast Titler of Innovision, Pixel 3D
of Axiom and Video Toaster of NewTek

VIDEQ TOASTHR

Border States Amiga
Group

(Micro-Tironix)

More info: 501-782-
404

Fort Smith, AR

Silicon Valley Video
Toaster Users Group
(HT Electronics)

More info: 408-243-
9233

Contact: Andrew
Timmons

2427 Hart Avenue
Santa Clara, CA 95060
The Toaster Group

P.0. Box 2008
Westminster, CA 92684

LA Video Toaster Group

More info;: 213-259-
9033

Contact: Mark Stross
10330 La Tuna Cyn. Rd.
Sun Valley, CA 91352
Toaster Owners & Op-
erators of Louisville
(T.0.0.L)

More info: 502-363-
2986

Gontact: Michael
Meshew

4556 South Third St.
Louisville, KY 40214
Toaster Users Group of
Southeastern Michigan
(TUGSM)

More info: 313-355-
0916
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Contact: Michael A.
Greer

26752 E. Garnegie Park
Dr.

Southfield, MI 48034

Mid-West
ToastMeisters

(Great Plains Computer-
Video)

More info: 402-339-
1001

Contact: Brent Mainack
Omaha, NE

Toast Posties

(Raleigh Area VT Users
Group)

More info: 919-872-

2854
Contact: Cory Petree
Raleigh, NG

Toasterholics Anony-
mous

(Amato’s Pro Video)
More info: 718-628-
6800

Gontact: Tim Ryan
New York, NY

Professional Video
Toaster Forum

(Omni Int’l. Trading)
More info: 206-628-
2923

Gontact: Monte Strohi
Seattle, WA

If you would fike to have your Video Toaster User Group included in this listing,
please send the appropriate information to:
Video Toastor User
ATTN: User Group Listings
21611 Stevens Creek Bivil.

Cupertne, GA 85014

Another Giant Star in the

Toaster Galaxy!

Announcing the arrival of EUCLID - an af-
fordable and friendly object grabber for the
Toaster Professionals and Toaster hobbyists!

EUCLID snaps onto the Video Input | of the
Toaster. The rest is as easy as just a few mouse
clicks and double clicks. Place any physical
object (like vase, soda can, sculpture, or what-
ever that youmay want to "object-grab")on the
platform. EUCLID eyeballsthe object through
a specially calibrated camera under a special
lighting environment. Rotate the platform for
adifferent view of the object and punch in the
angle. EUCLID remembers all the different
views and creates a LightWave object which is
a3-D geometric copy of the object in question.

No sweat with 3-D modeling anymore!

You do not have to destroy the object with gels
and castings in order to create its 3-D model!

Just let EUCLID look at the object and let it
"beam-up” an “"object.lwob” file to your
LightWave!

« User definable Resolution.
+Capture Accuracy around | mm.
*Max Object volume: height< 28 ems; radius < 39 cms,
«Requires Amiga Computer with Video Toaster 2.0,
preferably 9 Megs of RAM, and harddrive.
»Different object format conversions with Toaster TIO.
«Around 3 minutes of processing time per cross
sectional view.

Technology Licensing opportunities and

collaborative efforts are welcome.
Please write 10
Visual Entropics
Suite 161, 12545 Olive Blvd.
St. Louis, MO 63141

Atomic Toaster
Catalog

The ultimate source for media producers! Our
catalog provides you with complete reviews,
product applications. and reference charts for all
major Toaster-related products. And because we all
know your Toaster system can produce more than
just video, we include all major medio-related
products like Multi-tfrack Digital Audio, Typesetting
and Design. MIDI, and Presentation applications.

Qur staff has completed animations and
productions for the likes of The U.S. Winter Olympics
Committee, Southlond Corp. (711 Stores), AMOCO
Qil, etc, so you know who to call for the complete
story and full creative support!

Linotronics to Flim or Paper
Color Keys

300dpi Color Printing
High-res Slides

We dont sell any products we dont use!
Full creative support for any product sold!

Cail (801) 466-7330

Free Catalog
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HOLLYWOOD'S BEST :
Lo SECRET C.T.L. Electronics

Production/Post Editing Suites ’ ’6 WGS" Bro'adway
Advanced Animation Systems New YO"I(, NY 10013

Amiga, Macintosh, IBM

Sony and Panasonic Broadcast Specializing in Sony, Panasonic Industrial Video
Toaster Workstation Dealer

RGB AmiLink Dealer Hi-8mm, S-VHS & 3/4" Ediﬁng System
Authorized Full-Service Facility V-Deck, Single Frame & Laser Disk Recorder

Competitive Pricing Video Scanners & Printer
Every system includes training Toasfe,-, Ami/ink, Sundance

Data projector, VideoWall & monitor
Authorized NewTek dealer

Sales, Repair, Editing & Rentals
Video Specialist **Since 1968

PH 212-233-0754

1056 North Lake Street FQX 2] 2'227'3273
Burbank, CA 91502 9-6PM Monday-Frida
(818) 843-1610 12-6PM Saturday

* Video Toaster Workstations & Editing Systems

* OMNI classes, Monthly forums, Individual consulting
* Complete line of video equipment

"The reason I chose OMNI was your commitment to service, your
training and knowledge of the applications, and your dedication to
combining the video and computer mediums." Don Brown Video Productions

* RGB Computer & Video (AmiLink) named OMNI International Trading as the exclusive

sales agent for Japan at the 1992 National Association of Broadcasters Convention.

Both companies expressed their happiness at the agreement. OMNI has been serving the
Japanese and American markets since 1986.

OMNI International Trading
316 Westlake Ave. N. Seattle, WA 98109 (206) 628-2923 FAX: (206) 628-4324
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The TOAST of Chicagoland!

Talk with the video experts of Ring Software!

Ring Software carries everything you need to expand your video horizons.

AMIGA Computers

NewTek Video Toaster Board and/or Video Toaster Workstations

GVP Accelerators and Hard Drive Controllers

RGB’s AmiLink CI Editing System for Panasonic AG-1960 VCRs

RGB’s AmiLink VT Editing System for Professional Parallel and/or Serial VTRs
DPS Personal TBC and DPS Personal V-Scope (Vectorscope and Waveform monitor)
Nucleus Engineering Personal SFC Single Frame Controller

Fonts, Objects, Textures, Utilities, and Many Other Toaster Accessories!

Call us for Product Support, Individual & Group Training and Expert Seminars!
Rent Time on Our Toaster/AmiLink System for Your 3D Single Frame Recording Needs!

Ring Software is an Authorized * Ring Software is located 45 min.
Commodore/Amiga Dealer and Serivce R 1n g S ()ftwa]‘e West of Chicago, just off I-88
Center, an Authorized NewTek Video - . . East-West Tollway.
Toaster Workstation Dealer and an _7~() k. State St. Call for easy directions.
TRGB ApmomlAgo%]iﬂ D_f:aler-a[ Geneva, 11, 60134 Opesn W%dezin(y)s 20 -8
raining is av e on-site or , aturday 10 - 6.
our facility. ( 708 ) 2 ‘;2 '00 09 Ask about 90 days Same as Cash!

Amiga, Video Toaster, GVP, AmiLink CI, AmiLink VT, DPS Personal TBC, DPS Personal V-Scope, and Personal SFC are registered trademarks of
ommodore—Amxga Inc, NewTek, Inc Great Valley Products, RGB, ngnal Processing Systems, Inc, and Nucleus Engineering respectively.

GET THE ¥ =) “ We provide the highest “
AR M ATO S i quality industrial video [
and Toaster products

ADVANTAGE
BEFORE SALE ADVICE AND
AFTER SALE SERVICE

=wi=K sc@

I'NCORPORATETPD

Your one stop, full service desktop video source!

[ Allen Avionics Fuji Panasonic

ﬁ'ﬂﬂ;‘: "Eiih' P;gigg;:ge =GP B GREAT VALLEY PRODUCTS

APS professional  JVC Industrial Sachtler
Audio-Technica JVC Consumer Samson

available, plus advice
N from a knowledgeable

, = sales staff and suppo rt ;';:
@ il from an efficient service §
21 @ department.

BCD Kangaroo Sennheiser
Beyer Dynamic Leader Sony
Comprehensive  Lectrosonics  Stantron

DPS Lowell Tamron

EchoLab Luxor Toshiba
For-A Maxell  Wheel-It

Future Video NewTek  Winsted

ARMATO S
PeRe(O e VelJeDeEe*QO

67-16 Myrtle Ave., Glendale N.Y. 11385
(718)-628-6800 ¢ FAX (718)-628-7441 ¢ 1-800-545-2774

800 545 2774

718-628-6800
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=DigjtalDesign=

Solutions Inc.

|6 ,'
P 11280 Scottsville Rd., Suite 20 % ‘%
QQQQO Rochester, New York 14624
)

49
X
A RodmmmmyAwmzsdm
'\\@Yﬁvemakwwom m”m \T?
Inmgmtfonlswspeclalm Tum-KeyEdIlSysm'aslnsIalled

DESKTOP
VIDEO
SYSTEMS

Our complete line of *Desitop Video" peripherals Includes:

AuthOl‘ized 1B ol Edt Cartrolers for Arige, Mao, & P
Video T o.agter;lr %:mmhﬁgmrvs w:; (‘%.: I V24, DY
and Amlllnk FACTORY AUTHORIZED SALES, SERVICE & TRAINING
Dealer

o June Trade-in Specials
Specializing in He

Video Toaster™ sales, Panasonio AQ 7510, Jow
, %"“f%%"ﬁ% 1450.00 Distributors of SC AutoTri "
service, support, and DES2T0 Tec, i oodon $120% | G inortace and Cab %Ws

for the NewTek Video Toe.ster
RM440, 450, AGA750, AGASOD
and most others.

training

Desktop Video Systems
14111 West 95th Street
Lenexa, Kansas 66215

913-782-8888

(716) 235-7040 for Appointment C& commodore*

HIAM. - 6 PM. Weekdays AMIGA

4 " N A

Computer Video Associates

\

Florida's Full Service Video Toaster Dealer
Newtek Authorized Video Toaster Workstation Dealer
Hands-on Video Toaster Studio

Monthly Club Toaster Video Toaster User Meetings
Instructional Video Tape Sales & Rental

Full Line of Video Toaster-related Magazines and Books
Full Line of Video Toaster Accessories & Peripherals
e Progressive '040 Accelerators -~
e Syquest Removable Hard Drives

« DPS Personal TBC's & V-Scopes ¥

e BCD Single Frame Controllers -]
 Toaster Fonts &)
e Amilink Editing Systems
i : o Toaster Utilities & Add-On Software

» Club Toaster Video Toaster-specific BBS System

Phone: (813) 576-5242 9125 U.S. 19 N. Pinellas Park, FL 34666
Z B VIEOMTEMSER ey 000




.5 . C_OMPUTERS

IS

' *TOASTER SALES
-TOASTER SERVICE
-TOASTER SYSTEMS

| “TOASTER SPECIALISTS

YES! on the TOASTER
‘ in the AMIGA 3000
| We have the solutions for the power
| supply, case, TBCs, and by the use of a
custom bracket to eliminate the hacking
up of the A3000 or TOASTER.

| BASIC TO FULL ANIMATION SYSTEMS,
| CUSTOM SYSTEMS, SINGLE FRAME
‘ CONTROLLERS, AMIGA 3000
SOLUTIONS/INSTALLS, GPI HOOK
UPS, RE-ENTRANT SWITCHER
o INSTALLATIONS, DELAY LINES,
INSTALLATIONS, TRAINING, AND

At Computer Showcase C2 Commeodore®

We can get you set up with all the toaster power you need AMIGA.

with "030 & '040 accelerators, 500 Meg and larger hard AUTHORIZED DEALER AND
drives, DAT backup drives, training, consulting and more. GOLD SERVICE CENTER

(415) 563-1953 « FAX 563-0137 Nz=wlzk

2739 Geary Blvd, San Francisco, CA 94118 | WORKSTATION DEALER
Serving San F i d th ter Bay A

(Serving San Francisco an e greater Bay Area) 1 818-760-4445

B 11300 Hartland Street

: No. Hollywood, CA 91605

o
NI

Do you need
940Ul 9ARY 0)

There are many companies selling Toasters ...
How many have installed over 200 systems?
GO WITH EXPERIENCE!

SL]PPED D]SH has:

* A large inventory of Toaster peripherals
+ Newtek trained staff to answer questions 7 days a week
= S == * On site installation and training ¢ Can ship anywhere

WORRIED ABOUT POSSIBLE DOWN TIME?
Ask about our 24 hour equipment replacement option.

ALREADY OWN A TOASTER? TALK TO US ABOUT:
* Accelerators * Large Hard Drives
« Removable Hard Drives ¢ Fonts, fonts and more fonts

SL{PPED OiSH

p)
<
o~

Premier Dealer

170 West 12 Mile Road
Madison Heights, M1 48071

(313) 546-3475

Open Monday - Saturday 10:00 to 8:00, Sunday 12:00 to 5:00
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’2265'00

3 1/2° erasable opfical disc

1 Gigabyte
$235.00

5 1/4" erasable optical disc

ERASABLE
REWRITEABLE
Optical Disc Drives

3 1/2° $1800.00
5 1/4" $3495.00

(916) 872-3826

VOICE/FAX

MEDIA

436 Nunneley , Paradise, CA 95969

UNLIMITED STORAGE

Optical Drives
Magneto-Optical drives are the
latest in high capacity storage

solutions. MO drives are
random access, rewriteable,
and removeable.

MaxOptix Tahiti
Loads a framestore in 3.5 seconds!
Tahiti 452 meg per side
: 904 meg per disk
35 msec access
$3495

Ricoh 9200 Series
Ell 297 meg per side
594 meg per disk
67 msec access
$2695
EX 297 meg per side
594 megq per disk
37 msec access
$2995

Unlimited Storage
711 Crestbend
Houston, TX 77042
(713) 789-1354

Adita Video, Inc.

Advanced Image

Alpha Video

Ami-Ware Multimedia

Animatics

Anti-Gravity Workshop

Armato’s Pro Video

AROCK Software

AVID PUBLICATIONS
Animation Tape
Keyboard Overlay

AVP

Axiom Software

The Biographix Corporation

Black Belt Systems
Blackrock Computer Plus
Byrd’s Eye Software
Cardinal Video Products
CCI Electronics, Inc.
Cinema Products, Inc.
Circuits & Software
Classic Concepts

Classic Video Production

Clockwork Communications

Communication Concepts
Computer Showcase

Computer System Associates
Computer Video Associates

CP Productions

CTL Electronics, Inc.
Dark Horse Productions
DeskTop Video Systems
Digital Broadcast Video
Digital Creations

79
79
13
56,57
79
43,44
73
25

51
67
69
51
78
30
79
33

39,77
34
35
79
08
78
77
79
75
41
74
70
72
37
74
61
09

Digital Designs Solutions, Inc. 74

Digital Graphics Library
Digital Micronics

DKB Software

ESE

Graphic Impressions
Heifner Communications
HORITA

[deanetics

I-DEN

Industrial Color Labs

53
21

2
50
77
29
48
77
03
77

Advertiser Index

Integrated Graphic Media
InterComputing, Inc.
JEK Graphics

KARA Computer Graphics

Kingsway Productions
KludgeCode Software
Knowledge Media

La Bande Video

11
61
49
45
78
39
76
71

Media Services Management 71

MegageM
MicroSearch, Inc.
The Music Bakery
Network Electronic
New Horizons

A New Light Video
NewTek, Inc.

NOVA Systems, Inc.
Nucleus Electronics
Omni International
One Way Media
Overscan Images
Oxxi, Inc.
Parkervision

Pixel Planet

Pop Arts, Inc.
Professional Video
RAVE Video

Ring Software

Secret Communications
Slipped Disk

Smith Audio Visual
S.R.F.

Studio Spectrum
SunRize Industries
Sweet Pea Productions
Toaster Crustaceans
Troy Soft
T.S.Computers

Unili Graphics
Unlimited Storage
Videographix, Inc.
Videomedia

Visual Entropics
Walt Davis Enterprises
World of Commodore

78
22
77
50
05
78
78,C4
55
47
72
47
79
54
01
49
3
71
31
73
71
75
50
78
72
15
48
65
79
75
07
76
27
23
71
17
19
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Breadbox Marketplace

LA BANDE VIDEO
M ONTREAL

FORMATION TOASTER

+ Lightwave 3D

* Character generator
* Chroma F/X

- Switcher

* Toaster Paint

* Logiciels connexes

PROCHAINE SESSION SEPT. 1992
INSCRIPTION IMMEDIATEMENT

| (514) 343-0347

Productions pour:
Provigo, Uliramar, Multividéo, les Expos.

3545, Swail - Montréal, Québec

Light\\fave | Jsers

Now Your Amiga Has
A G.P.I Out !

ingle Frame
for Edit Controllers
or Film Cameras!

The
COMMUNICATOR
Only $85.00 !!

deanetics
6431 Glenroy st.
SanDiego, CA 92120

619-286-3718

NEEDLEDROP QUALITY

AT A BUY-OUT PRICE.

$48
THE MUSIC BAKERY

FRESH MIX . HOT LICKS

800-229-0313

Call for your first issue on CD.
FREE

asgm;;.u

Toaster Files to

35mm and 4x5

* Color & B&W Slides,
Transparencies or Negatives
* We support ALL Amiga Bitmap
Images and Overscan
* 48 hour In-House Turnaround

More Kitchen Gadgets from

Cardinal

\SE—ri
*BG-100, A two-channel background
matte generator that washes between
full-spectrum mattes. SC and H timing
adjustments; NTSC, Y/C, or RGB
outputs. Use as your Toaster input |
reference. $595
*The Guppy, a GPI trigger device for
interfacing video effects devices, such
as the Toaster, to the Sony RM-440/
450 VTR controllers. $98
*Time Code Reader, a PC-bus
SMPTE time code reader. Reads
longitudinal time code & user bits,
captures over wide speed range,
includes tape logging software. $295

PO Box 2617 800-356-8863
Grass Valley CA 95945 916-477-2905
VISA/MC fax 916-272-1528

MALL ORDER CANTS'I;O'KH usH * Mastercard & Visa Accepted
“ megm;v.l_.._g__m el Also available...
44 meg.ext $584 600 DPI Scanning
LT TERLTE. | o\ 7 —— . { .
88 Meg.CArLScom e $117 Overhead Transparencies
TOASTOrS.c1000s0s VORI ..cessernsnsssans Call
Quantum Intensel Call
Hardware, Heat Wavel Call For samples: (715) 856-5627
Sofrware.....Boilingl.....ccemmssesssnesess Call % Graphic Impressions POB 254
Clockwork Video & Fllmworks grachiceM.  \Wausaukee, WI 54177
(214) 380-5110
TOASTER LIGHTWAVE 3D
35 mm SLIDES
GPI . .
Utilize all the quality of the new
CONTROL print resolution

Interfaces, cables for
auto trigger of Toaster
switcher from edit con-
troller (RM 440, 450,
BVE 800, many others).
ALSO, custom cables, dc
XLR, y/c to BNC, & more.

Secret Communications
716-567-8873

3008 x 1920

*Up to 4000 line Resolution
*24 hour turnaround
«Syquest support
eIn-house Photo Lab
LightWave 3D, Imagine, DCTV
VistaPro2, all Amiga files
24 bit IFF...and more

Industrial Color Labs Inc.
10 years experience
Amiga Imaging Dept.
315-449-1155

24 BIT IMAGES

25 of the Best Looking
Marble, Brick and Scenery images
You've Ever Seen

GREAT FOR SURFACE MAPPING AND
BACKGROUNDS

ONLY $14.95 + 33 shipping & handling

Available on 3 1/2" Floppy or
Syquest Cartridge

WE ALSO OFFER:
*Object Modeling  <Logo Designs
«Animation Rendering & Recording
*Frame Accurate HI-8 Editing

PROFESSIONAL VIDEO

P.O. Box 452
(515) 394-5873

2077 210th St. «
New Hampton, 1A 50659 «
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Hi Tech Data Storag for AmigafMac/Toaster Systems | =2k | Amiga Sofware for Video, Toaster, and 24-bit Graphics
1===1j
-l
FractalPro S.1 Fractal Art and Animation $149.95
Syquest 88 88M 5.25/hh 25ms 549 lyr, cartridge Fractal beanty is now a gorgeous 24-bits deepl
Seagae ST3283N  249M 35/p 12ms 819 lyr, fast SCSI-2 Renders hi-res 24-bit (16384 colors) and Amiga HAM (256 color).
Pujtsu  26228A 329M 3.5/hh  12ms 1139 Syr, fast Overscan support including Toaster V2 frame-buffer matched resolution.
Maxtor LXT340S 34IM 3.5/mhh 13ms 1129 3yr, great pricel Ultra-fast math coprocessor assernbly language (requires 881/2 or 040).
Quantum Prod25S  425M 3.5/hh  14ms 1149 2yr Twelve variable animation sequences (zoom, pan, tween, more).
Seagate STI1480N 426M 3.5/hh  14ms 1219 lyr, SCSI-2, fastl Real-time Firecracker24 support, antomatic post-render DCTV conversion.
Maxtor LXTS535S S35M 3.5mh 13ms 1249 3yr, SCSI-2 ARexx and AmigaDos script remote control - unlimited resolution!
Seagate ST11200N 1037M 3.5/khi 1lms 2169 1yr, a mini-Gig!
Microp. 1598 1051M 5.25/fh 14ms 1979 Syr, ultra-fast CellPro 1.1 Cellular Antomata Art and Animation $89.95
Fujitsu 26528 1628M 5.25/fb 1lms 3349 Syr, SCSI-2 Particle animations for logos and video titles. Six built-in CA particle
Ricob 5S031E 694M  5.25/fh 37ms 2799 lyr, OPTIC cartridge algorithms, many more on disk, and 'design your own’ festure.
Maxtor Tahin 1000M  5.25/fh 35ms 3499 3yr, OPTIC cartridge Give your logo and video title animations a new look.
Exabyte 82008 2000M 5.25/th 2429 lyr, 8mm tape, xtrl Unfamilisr with CA? Try itl A new and different method - easy to use.
Archive Python 2000M  5.25/hb 1579 lyr, DAT tape, xtml A ic image seq ing. Very fast, works on any Amiga.
HP 35480  8000M 3.5/hh 1799 lyr, DAT tape, xtml
External HH case, 40W power, cable 149 Mac or Amiga ScapeMaker 20 $39.95
Converts most Amiga I[FF images directly into VistaPro DEM formatl
All drives "bare’ except as noted. Many drives & media available. CALL| | Lets you transform logos, topographic maps, drawings, and more into 3-D!
Amiga dealer w/ real Amiga expertise. We try to meet any advertised price.  VistaPro DEM format output is compatible with Scenery Animator, t0o.
Fast and easy: load the picture, outline a region, press a button.
VIDEO! Somy EVO9650 Hi-8 Singie Frame Animation NEW! $4999 Includes variable smoothing and ARexx and AmigaDos script control.
VIDEO! Panascaic AGS700 SVHS w/RS232 control NEW | $1599 Amazmg 'double expose’ option lets you emboss a logo on another DEM!
MegageM 1903 Adria Santa Maria, CA 93454 805-349-1104 Compuserve 70250,626

The ACTION BOOM™ &7 sison

A HIGH PERFORMANCE STEADIER.
FLY YOUR POVS 1 INCH TO 9 FEET.
INCLUDES COLOR MONITOR!
EASY TO USE, FOLDS UP TO 17, .,
DOES MORE MOVES THAN WE CAN

) S.R.F.

VIDEO TOASTER SPECIALISTS

( Toasty-Stuff

COLLECTION

LIST. DEMO TAPE $14.95 plus $2 SfH. [~

I
ﬁ‘
“GETS RADICAL SHOTS" k? from the Silicon Valley

* Computer Animation for

Corporate and Consumer Clients

Wil Shriner, ABC Television VideO Toaster USCI‘S Group 3D imation at Affordable Rates

“INFo (714) 650-1636
EVENT CRANE™ $'9% ss09

LIST  $30s/h
INCREASES PROFITS &
PRODUCTION VALUES
PAYS FOR ITSELF ON YOUR FIRST
JOB. EASY TO USE & SET UP.
BOOMS, TILTS, PANS, CRANES
YOUR CAMERA (UP TO 12 LBS.)

100s of Objects, Surfaces, * Rendered to any format tape
Textures, Video-Tools, *3-D Log Design

CG Fonts, Tutorials, * Hierarchial, Spline Mom?n
24 bit Programs * 2-D and 3-D Metamorphing
g * Post-Production Editing Facilities

= Set #1: 15 Disks  $89.95 Audio Mixing/Sampling
‘| LOVE IT” Steve Oedekerk, teature limmaker pIUS $300 S&H S R F
[Retiivaleicorifuin i et it (CA residents add 8.25% sales tax) Comm Ny
Ki Producti ommack,
(?AIIAQRSASSI&POVH[TD[E\?SKE’NR—OD[I)EyTC:\rV% mgsv‘:gg'z‘m'rg%ggc o
1872 Monrovia, Suite A-8, Costa Mesa, CA '92627 Q427 Hart Ave - Santa Clara « CA - 95050) (516) 543-0204
TOASTER TO TAPE NewTek is looking € 8F §"3
/Ou wan roduce Lightwave 3- fOI' interestin "
{yon s to produce Ligine 0 g LIGHTWAVE 3D
bgt do not have access to a broadcast Toaster Storles and
quality VTR, then rely on Toaster To Tape
service from Biographix. applications. Call and 0th€;[1)\;(l)¥:§é0NS to
You provide us the scene and object files,
st pesamenternsr || 800-847-6111 and SINGLE FRAME RECORD
4" (8P or Regulan ask for Christina. 6385023'11? / flral_ne
® c ou enaerin
.?--m " (S;;r e YOU ¢an alSO fax Sequential Frame Ggrabs
Credit Cards Accepted your information Laser DiSC Recording
Call Andre for details at to Christina at e ?7%\/:‘/) L;g:_LXLE)IEO
(416) 465-2056 800-854-7111 PO BOX 18311
The Biographix Corporation Asheville, NC 28814

8 VE-TORTERISER une/uyioo2



Breadbox Marketplilace

3D Aircraft

WWII ERA
CLEAN ACCURATE
FLYING MODELS

Introductory price:

only $3995*

Please indicate format;
Imagine
Lightwave_3d
send check or money order to:
OVERSCAN I GES
630 S. Masselin Ave. Suite 438
Los Angeles, CA 90036
éph. 213-936-1030
pléa

se allow 3 weeks for delivery
*add $3.95 shipping & handling

call for int’l shipping rates

Ca. residents add sales tax

COMPLETE TOASTER SYS TEMS
VideoToaster systems designed for your needs and
budgets. Help included free with every Toaster
Package. Exceptionally low prices.
EDITING SYSTEMS AS LOW AS $345
MediaPhile, Future Video, Amil.ink and more.

PROFESSIONAL ART & PRODUCTION
SERVICES
Toaster compatible art & animation. Our
artists have won national awards. Complete
video production services. Low prices.
Desktop video specialists. Very low prices and
personalized support. We can travel to
demonstrate, install systems or provide complete
video production services.

BLACKROCGKCOMPUTERPLUS
5056 West Old Highway 91
Inkom, ID 83245

Call 1-208-775-3580

SHOOT GREAT
WEDDING VIDEOS!

COMPLETE VIDEO INSTRUCTION FOR
HOBBYISTS AND PROFESSIONALS
REHEARSAL + WEDDING DAY - RECEPTION
EQUIPMENT « EDITING - TITLING - TOASTER
“f knew I'd only have one chance at it, and this course
taught me everything ! needed to know!" . . P.J.

4 hours of professtonal Instruction on 2 VHS tapes
featuring dozens of cllps from actual weddings.

Send for free info. or order today: s 69 95
ADITA VIDEO INC., A/V Dept. .

116 Bermondsey Way N.W. CHECK » MO
Calgary, Alberta « T3K 1V4 VISA « MC
(403) 274-7494 or FAX (403) 275-6213 AMEX

SCRIPTGEN
For The Video Toaster

NO PROGRAMMING NO THICK MANUALS
ALMOST NO TYPING
CREATE AREXX SLIDESHOW SCRIPTS
FOR YOUR VIDEO TOASTER FAST &
EASILY. FLY IN CG PAGES. USE GPI
TRIGGERS VIA 2ND MOUSE CONTROL
1.0 AND 2.0 DVES, BACKGROUNDS ETC.
EASILY THROUGH SCRIPTGEN
TIM/EXPAND FUNCTION FOR CHANGING
SCRIPT LENGTH
EDIT WITH YOUR FAVORITE
WORD PROCESSOR
REQUIRES AREXX
ONLY $49.94

TROY SOFT
{904) 264-TROY (8769)
240 WEST SHORES ROAD
ORANGE PARK, FL
32073-8133
CALL FOR INFO

System for Toaster (2.0) Paint
Better Toaster Graphics!

am

t-Plo |

|System |
with|
"Safe Title" Area

v Makes 1/4 screen display a breeze to use
v ~Safe Titler based on Broadcast Standards
v Save time / Avold cut-off / Align monitors

v 3.5" disk/Plotting Grids/Instructions

Send $15.95 Check or Money Order to:

Communication Concepts
1740 Wilson
Saginaw, M} 48603

Shipping Included. Michigan residents add 4% sales tax.

. —=_ Toaster Ready
‘ Bisclips
3D Objects for the Videographer

Lightwave and Videoscape
compatible. Nearly 100 objects
and forms, including Morph
and Element Objects, Etc.

A must for the retail video service!

$44.95 check or money order
Plus $3 S & H to:
ANIMATICS
Dept. BB VT2,
P.O. Box 158
Oakhurst, NJ 07755

Mouse Control

o S

Get (hat wire
outof the way!

H
8,
———

Mady 0 Arency -

B
Dealerinquires invited:
Tired Of shaking that mouse cord
free all the time? This is the solution!
Mouse Control will grab the cord and
get it up out of the way and keep it there.
Advanced Image 2 Route 13 South Brookline, NH 03033
6 03 - 6 7 3 - 0 2 12

VISA/MC M.0./C.0.D. add $3.00 s/h

TOASTER-RM 440

Edit Controller/GPI Interface

Affordable for small user.
Capable enough for
professional use.
Taking orders for first
production run.

If interested contact:

Circuits & Software
313-851-3536

REACH OVER 20,000
READERS of
VIDEO TOASTER USER

For Advertising information
call Mark Holland at:
(408)-252-0508
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SUBSGRIBE TO

\ Hottest NewTek and Video Toaster Information
\ Reviews on Toaster-related hardware & software
\ Revealing Toaster User Profiles
+ In-Depth Tutorials on LightWave 3D, Modeler
ToasterPaint, Switcher GhromaFX, ToasterCG, etc.
 Everything you need to know to create Stunning
results in the Video Toaster environment

D I own a Video Toaster

NAME

COMPANY D 1 use my employer's Video Toaster
STREET D I'm considering the purchase of a Toaster
CITY D .

STATE 7ZIP My system is unaccelerated
COUNTRY D 1 use removeable media
TELEPHONE

My accelerator is a (brand/model/speed):

NO PURCHASE ORDERS PLEASE
Yes, I'd Like to subscribe and receive VIDEO TOASTER USER My system has
The Ultimate Video Toaster Resource

megabytes of RAM

" |12 issues of VIDEO TOASTER USER for $36 My hard drive capacity is____MB
(Canadian subscribers $44 US) ($72 Overseas)
Make checks payable to: -
AVID PUBLICATIONS, 21611 Stevens Creek Blvd., Cupertino, CA 95014 e @
To Subscribe by Phone Use Your Credit Card. Call (408) 252-0508 L u

80 | VIED T®ASTER USER |




VIDEO PRODUCTION

No doubt about it. Using Pop Arts 3D fonts will put you into the
next dimension of Video Production.

Consider this, your planning on building a complete 3D alphabet
with numbers and symbols starting from point one ... Figure the
number of hours it would take multiplied by the value of your time ...
Stop right there ... take a deep breath, and consider the alternative.

Pop Arts has taken the time to start at point one, and create the
highest quality 3D fonts for your Toaster. Better yet, we’re saving
you countless hours of valuable time. Make the right decision. Up-

- grade your production capabilities for a fraction of the cost of creat-
 ing them yourself. Order Pop Arts today.

VOL. 1 VOL. 2 VOL. 3 VOL. 4
Flyer Black Banner Office Bold Real
Wall Street Geneva  Post World
Serawl Circus €xcaliber Textures

BUY 3 VOLUMES AND 0Oty $3??5
GET VOL. 4 FREE Each

FOR ORDERS ONLY CALL TOLL FREE

Volume

1-800-735-4589 ALL OTHERS CALL

814-362-7413

MASTERCARD, VISA & AMERICAN EXPRESS ACCEPTED
POP ARTS INC. + 28 MAIN ST. « SUITE 200 - BRADFORD, PA 16701

e op o%t&”
FOR YOUR TOASTER™

INESTE PHEY BT

L DIMENSHONPINY ___

f/jop qu?. S

Where Saving
Time
Is Saving
Money!

Pop Arts is a Trademark of Pop
Arts Inc. All rights reserved.
TOASTER is a Registered
Trademark of NewTek, Inc.
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Video Toaster Fshirts and Poster

JOI

==

Available for the first time!

1. Traditional Logo T-Shirt: Full color reproduction of
the unconventional Video Toaster test pattern logo on high
quality 100% cotton white t-shirt. Available in Small, Medium,
Large and Extra Large sizes.

Item #1001....... $14.95

2. Toaster Logo on Black: A variation on the Toaster
logo, this version is printed in full color on a hefty 100%
cotton black t-shirt. Available in Small, Medium, Large and
Extra Large sizes.

Item #1002.......$14.95

3. Toaster Poster: This vibrant, full color, frameable
work of art is 36" x 27" and is printed on heavy, durable,
high quality stock. This dynamic graphic has never been
offered before and is a must for the serious Toaster fan.
Item #1003......... $9.95

To Order Call: 1-800-847-6111

Visa, MasterCard, & American Express Orders add $5.00 for shipping and handling. Add $3 more for each additional item.
Allow 4 to 6 weeks for delivery. Residents of Kansas, Minnesota and Oregon add applicable sales tax.



