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Important!
Last-Minute Changes

Read these notes before operating your Video Toaster Flyer! The following items explain a variety of changes that

have occurred throughout the System 4.0 software release.

* The most important change comes in the form of two additional installation steps that were not included in the manual:
autohueing your Toaster and calibrating your Flyer. Make sure that you perform these two steps affer following all of the
other installation steps and before you start the new software.

* Other changes affect various Toaster video graphic applications, as listed on the following pages.

Here’s how to do it.

Installation $tep J: How to AutoHue and Calibrate Your Toaster/Fyer Installation

Before you start System 4.0, you'll need to AutoHue your Video Toaster (to match the digital framebuffers) and cali-
brate the Flyer (to match the playback channels). After these steps, you'll be able to run System 4.0! (If you skip these
steps, your Flyer will not record and play back video with correct color.)

Part 1: AutoHue the Toaster

Requirements:

e A stable video source on input 1.

* Ifyou have the original Toaster card, a video cable
connecting the main out to input 2. (Note: In previous
versions of software this was input 4.)

e If you have the Toaster 4000 card, you need no
additional cabling.

o

1 Double-click on the drawer where you installed
the Toaster 4.0 software.

2 Double-click on the Programs drawer.
3 Double-click on the AutoHue icon.

Follow the on-screen messages, if any.

You will see a great deal of screen flashing. When the
process is complete, your system has been fine tuned.

Note:
If the system repeatedly requests that you perform AutoHue,
try a different video source on input 1.

Note:
QOnce your system has been autohued, you should not need
to re-run the AutoHue program again unless you notice a
distinct difference between the color match of the digital
channels.

Part 2: Calibrate the Ayer

Requirements:
e Astable video source on input 1.

1 Double-click on the drawer where you installed
the Toaster 4.0 software.

2 Double-click on the Programs drawer.
3 Double-click on the FlyerCalibrate icon.

Follow the on-screen messages, if any. The pjocess will take
several minutes (it may even appear to have stopped while
internal adjustment are made). Do not attempt to use the
computer during calibration, as this may cause incorrect
adjustment of the Flyer. As with AutoHue, you will see a great
deal of screen flashing. When the process is complete, your
system will have been calibrated.

When you see the message “Press Return to exit,”
do so. You are now ready to run System 4.0.

Note:

If your Flyer fails to calibrate correctly, the ribbon cable
(from the Flyer to the Toaster) may be damaged. If you can,
test this at your dealer. Otherwise, contact Technical Support
for a replacement.

Note:

Once your system has been calibrated, you should not need
to re-run the FlyerCalibrate program again unless you notice
a distinct difference in the color match of the two channels
used for Flyer playback (inputs 3 and 4).

Ahout
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Errata:
NewTek and Technical Support Information ®

The information in the 4.0 Manual was inadvertantly taken from an earlier manual and has the incorrect phone numbers and
address for NewTek and Technical Support. Make note of these changes so that you do not use the old information.

Executive Offices 9-5 Central Standard Time

1200 SW Executive Drive
Topeka, KS 66615

Voice (913) 228-8000
FAX (913) 228-8001
Customer Service (800) 847-6111
Dealer Sales (800) 368-5441
Dealer FAX (913) 228-8099

Technical Support 9am-1pm, 2pm-5:30pm Central Standard Time
Voice (913) 228-8282
FAX  (913) 228-8222
BBS  (913) 2719299

Last-Minute Changes




Erpata:
ntroduction/Installation
Instaiation Change

The option to Update Toaster software is no longer part of
the installation.

Also, a new step has been added. The install porgram will
ask you “Do you want to install the Flyer software?” Answer
Yes or No, as appropriate. (Do not answer Yes if you do not
have a Flyer. Doing sowill only cause additional files to be
copied to your system that you cannot use. Don’t waste the
space.)

New Amiga-to-Toaster Keyboard Command

On page 11, the 4.0 manual incorrectly identifies the key-
board shortcut for jumping from the Toaster software to the
Amiga Workbench. The command is different than it was in
previous releases of Toaster software.

The correct way to go from any of the Toaster editor screens
to the Amiga Workbench is to hold the Left Amiga key and
press the letter m on your keyboard. To return to the
Toaster software, use the same keystroke.

Instaiation Chart

Two of the entries for installation have incorrect procedures

isted.
.: Under the Amiga 3000 listing, the option Install both
Video Toaster and Flyer should show procedures D, B, E
e Under the Amiga 2000 listing, the option Install both
Video Toaster and Flyer should show procedures D, A, E.

Erpata; Tutorials

ToasterPaint Tutorial #1

Skip Step 4 (where you adjust the aduio playback level).
There is no such control in ToasterPaint. We don’t know
what we were thinking.

Modeler Tutorial #1
Skip Step 4 (where you adjust the aduio playback level).

Modeler Titorial #4

Skip this tutorial. It in another version of Tutorial 3.

Errata: Sequencer/Switcher

Anternate View for Fies Windows, Page 5
The keyboard command to change views is the Right
Amiga key.

Specific Usage Tips, bottom of Page 10

The keyboard command to change views is the Right
Amiga key.

Errata: Appendices
Apesd 13: SWPTE Support

1. Currently the Flyer does not output time code during play-
back.

2. When recording to the Flyer, use serial cable A for time
code input,

3. The Flyer does not support LTC. Rather, it supports serial
time code. (For this reason, an LTC-to-serial time code
translator is recommended, such as the Horita model men-
tioned in the appendices.)

4. If your equipment uses VITC only, you can use a combina-
tion of two devices to input time code to the Flyer: a VITC-to-
LTC converter connected to an LTC-to-serial translator.
Again, Horita manufactures such equipment. Or, see your
dealer.

New Appendic Audio Support for Professionals
The audio levels on the Flyer (i.e., consumer style which
uses RCA connectors, and is a -10dBv unbalanced signal)
are different from the audio levels used by BetaCam VCRs
(professional style which uses XLR connectors and is a
+4dBu, balanced signal).

A balanced to unbalanced converter is necessary to convert
from one standard to the other. Y/C Plus manufactures such
a device. Contact them at the phone and address below.

Y/C Plus, Inc.
310 SW 6th Avenue
Topeka, KS 66603-3109

Voice 913/235-5014
FAX 913/235-3485

Last-Minute Changes
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Sequencer/Switcher Notes

Video Clip Length

How Long Can a Video Clip Be?

Any length is fine. However, a bug causes a problem when
you drag the slider through 2 clip that is longer than 9 min-
utes (the audio playback is lost). You can always use the
numeric time code gadgets to jump to other locations in a
clip if the slider becomes inoperable.

How Short Can a Video Clip Be?
Currently, video clips cannot be edited so that they are less
than 10 frames (or 00:00:00:10), or 1/3 of a second.

Exiting (Shutting Down) Toaster Programs

To shut down ChromaFX, ToasterPaint, ToasterCG, or
LightWave 3D, hold the Shift key on the keyboard and select
that program from the pop-up Programs button on any
main editor screen.

Fiyer Stilis

System 4.0 introduces a new concept called the “Flyer still.”

In previous versions of Toaster system software, when you
saved a still frame to the Amiga drive you were saving a file
in a special format called a framestore. All Toaster applica-
tions had this option.

With the Flyer software, you have the option of saving a still
frame as either a framestore (on the Amiga drive) or a
Flyer still (on a Flyer video drive). You can make Flyer stills
from the Process panel of any clip, by dragging the in and
out sliders so that they are side by side. When they are in
contact, they define a single four-field clip, a Flyer still. You
can also make Flyer stills from ToasterPaint, using the Arexx
script MakeStill.

When you select one format or the other, keep this in mind:
The major difference between the two kinds of files is
directly related to sequencing a video project. Flyer stills
can be loaded more quickly than framestore images. An
additional benefit of this is that not only do Flyer stills load
more quickly when sequencing, they also take up less hard
drive space. A Framestore image that is 686K in size
becomes a Flyer still around 362K in size.

Audio Clip Length

How Long Can an Audio Clip Be?

Audio clips do not have a limit on length (other than the
amount of audio a hard drive can hold).

How Short Can an Audio Clip Be?
Currently, audio clips cannot be shorter than about 10
frames (or 00:00:00:10), or 1/3 of a second.

How Transitions Work

Special effects, also called transitions, overlap the ends of
two video clips (the two clips which sandwich the effect on
the project storyboard) equally. This means that approxi-
mately one-half of the effect occurs over the end of the pre-
vious clip, and one-half occurs over the beginning of the
next clip.

For this reason, clips 7eed lead-in time (if you're familiar
with video, you might think of this as pre-roll time) in
order to allow for the transition. We recommend about 3-5
seconds of excess time on all clips (this excess can always
be trimmed later if if you don’t use many transitions and
drive space becomes critical). Just in case, always try out
the newly trimmed clip in the project sequence first, before
removing the original file to make more space.

Spiit Awdio Requirement

In order to use split audio edits, you 7must have an audio
drive connected to SCSI chain C of the Flyer.

Maintaining Unity Gain when Recording and
Playing Back Audio
In order to maintain unity gain (or near-unity gain) levels .
for audio, you should:
() Record audio into the Flyer at the optimum record
level. This is the default setting for the audio sliders.
However, very high or very low level audio may
require adjustment to achieve better levels.
(b) Set clip playback levels to 95%.

Operating CG Key Pages Manually

A recent change in the Sequencer/Switcher now allows you
to operate the fade-in and fade-out rate of a ToasterCG key
page manually, using the T-bar.

In the Project/Switcher display, when you select a key page,
it will antoload into the Superimpose bus, ready to be dis-
played. If you wish to dissolve it on screen manually, simply
drag the T-bar down. To dissolve it off screen manually,
drag the T-bar once again.

See the Sequencer/Switcher manual for further information
on how to display key pages.



Sei./Switcher Notes (cont.)
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The following scripts were added to the editor. They work
like any crouton, and can be dragged into a project (note
that not all were designed for sequencing, so they may not
work in this manner). Double-click to run.
FlyerStopFrame.rexx
Requires GPI trigger hookup. Records 1 frame each time
it is triggered. Between grabs, will half-dissolve live and
frozen images (for reference). Each frame is added to a
Flyer clip (whose name you provide). (Note that you
cannot quit the script early, it must complete.)
FlyLaps.rexx
Sample script. Makes a time lapse clip recording.
Haiku.rexx
Just for fun.
IFF2Clip.rexx
Creates a Flyer clip out of a sequence of IFF images (in
the format filename.###). This is faster than using
Toasterpaint.
Import.rexx
Loads and displays any graphic to framebuffer DV1. Less
than full-screen graphics will be stretched to fill the
screen while maintaining the correct aspect ratio.
RePlay.rexx
Causes a project to begin playing from the beginning,
Useful for repeating kiosk applications. There will be a
delay between repeats.
StopFrame.rexx
Requires GPI trigger hookup. Records 1 frame each time
it is triggered. Between grabs, will half-dissolve live and
frozen images (for reference). Images are saved as IFF
24-bit images with the filename format filename.###.
(Note that you cannot quit the script early, it must com-
plete.)
TimeLapse.rexx (does not require Flyer)
Will grab frames at user-specified time interval (in min-
utes only). Images are saved as IFF 24-bit images with
the filename format filename.###.

How to Run ARexx Scripts from the Editor
To run the ARexx scripts that are a part of the
Sequencer/Switcher, navigate to the Editor directory
(Toaster:ARexx/Editor) and double-click it.

Most of the scripts will bring up a control panel for you to
utilize.

Note: These scripts are not meant to be included in
sequences, as they require direct feedback and will proba-
bly interrupt playback.

How to Remove Jitier from a Fiyer Stil

1. Drag the still into the project window.

2. Go to the Switcher/Files view.

3. Double-click on the still to display it.

4. Click the Freeze button.

5. Drag the pointer over the Stabilize button and select one
form of image stabilization.

6. Press the key beside the number 1 on top of the key-
board (it has a tilde symbol on it, like this: ~) to bring
up the New Clip panel.

7. Select Main Out as the input source.

8. Record a few seconds of the still image.

9. Go to Make Clips, and continue with the process of defin-
ing this clip. If you wish, you can then go into the clip
and create a Flyer still from it.

General Notes

FiyerFormat TroubleShooting

If, when you run FlyerFormat, the program appears to
“hang” while looking for drives, usually there is one of two
possible problems present. Either a non-standard CD-ROM
is connected to the system, or your SCSI cabling or termina-
tion is the culprit. Most of the time, this will occur after you
have disconnected and reconnected your drives, or added a
new drive to the system.

First, while the system is still on and FlyerFormat is looking
for drives, try turning off the power to your CD-ROM drive
(if it is an external drive). If FlyerFormat does not show the
remaining drives after a moment, reboot the system and try
FlyerFormat again (this time without the CD-ROM turned
on). If this works, then your CD-ROM may be unsupported
somehow, or its SCSI cabling or termination may be wrong.
You will have to check each of these things to see which is
causing the problem.

Second, if your CD-ROM appears to be fine, it's most likely
that your SCSI cables are improperly terminated, or a cable
is loose, or a cable is bad. SCSI termination is critical for
the Flyer. You may wish to disconnect all drives from the
Flyer and reconnect them, one at a time, each time running
FlyerFormat to make sure that this drive can be found. If
you just added or changed the drive configuration, check
the items you've changed. They're the most likely cause.

FiyerFormat Tip

Did you know that you can use FlyerFormat to find out what
hard drives are connected to a system, and what their SCSI
ID numbers are (without having to format them)? Just run
FlyerFormat and read the drive display that comes up. It
will tell you the SCSI ID number, drive make, drive model,
Flyer format type, and drive name for each drive connected
to the Flyer.

Last-Minute Changes
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ToasterPaint Notes

The following buttons and their functions are not included
in ToasterPaint 4.0 (although they appear in the manual):
Save 4-bit Alpha
Save 8-bit Alpha
Straight Line Tool (use the Polygon Tool instead. A
left-click starts drawing a line. A right-click will com-
plete the line.)

The Smoothing button on the Trans/Warp panel was
renamed to Antialiasing.

The following ARexx scripts are included with ToasterPaint:
BlurVignette.rexx (works on clips and images)
Blurs the outer edges of the screen in an oval shape.
BronzeClip.rexx (works on clips and images)
Makes the screen appear bronzed in color.
BWBorderVign.rexx (works on clips and images)
Makes a black-and-white border edge of the image with
the full-color version framed within.
Clip2IFF30.rexx (works on clips)
Converts the selected clip to a sequence of IFF 24-bit
frames.
Clip2IFF60.rexx (works on clips)
Converts the selected clip to a sequence of IFF 24-bit
fields.
Clip2IFFfm.rexx
Converts the selected clip to a sequence of IFF 24-bit
framestores.
Colorize.rexx (works on clips and images)
Will tint the screen using the current color.
ColorVignette.rexx (works on clips and images)
Will make an oval shaped black-and-white vignette (the
center of the screen remains in color).
CopyClip.rexx (works on clips)
Makes a copy of the selected clip.
DSpeed.rexx (works on clips)
2x-speed. Makes a new clip that is one-half as long as
the original (twice as fast).
DSpeed4.rexx (works on clips)
4x-speed. Makes a new clip that is one-fourth as long as
the original (four times as fast).
DSpeed8.rexx (works on clips)
8x-speed. Makes a new clip that is one-eighth as long as

MakeStill.rexx (works on images, but must be selected
and processed from the clip processing buttons) .
Makes a Flyer still from the current image.
Negative.rexx (works on clips and images)

Makes a negative image of entire screen.
NegVignette.rexx (works on clips and images)

Will make an oval shaped negative vignette (the center of
the screen remains in color).

ReRead.rexx (works on clips and images)

Will update the rexx pop-up menu (rereads the directory
in case you have added new scripts while paint was run-
ning).

Sepia.rexx (works on clips and images)

Converts screen to sepia toned image.
SepiaVignette.rexx (works on clips and images)

Will make an oval shaped sepia-tone vignette (the center
of the screen remains in color).

Skeleton.rexx

Does nothing. A skeleton clip process script that you can
edit to make use your own processes.

TPBalls.rexx (works on clips and images)

Sample script. Makes a series of small balls on screen.
TPEpsLoad.rexx (works on clips and images)

Similar to the EPS load script found in ToasterCG.
However, it will ask for the height of the brush you want
created. Aspect ratio is always preserved. Note: not all
EPS artwork may be supported.

TPLenses.rexx (works on clips and images)

Sample script. Makes a series of lens-like squares on the
screen.

TPMirrorL-R.rexx (works on clips and images)

Takes the left half of the screen and reverses it over the
right half.

TPMirrorR-L.rexx (works on clips and images)

Takes the right half of the screen and reverses it over the
left half.

TPPads.rexx (works on clips and images)

Sample script. Uses current gradient colors to make pad-
like tile shapes on screen.

Write2.rexx (works on clips and images)

Writes current image to two fields of a Flyer clip.
Write4.rexx (works on clips and images)

Writes current image to four fields of a Flyer clip.

the original (eight times as fast). Write8.rexx (works on clips and images)

Export.rexx (works on images) Writes current image to eight fields of a Flyer clip.
Exports current screen to another file format (file

requester allows you to choose). Note:

HalfSpeed.rexx (works on clips) When ToasterPaint writes to Flyer clips (either through the
Makes a new clip that is twice as long as the original, so Save Clip button or through an ARexx script), it always gen-
that it plays back more slowly. erates a complete clip (i.e., it opens the clip file, writes in

IFF2Clip.rexx (works on images)

Converts a sequence of numbered IFF files to a Flyer clip.
Filename format must be filename. ###.

Import.rexx

Imports files of most any format (JPG, PICT, etc.).

the new data, and closes the file). You do not need to
“close” or “quit” writing to a Flyer clip, since ToasterPaint .

handles this automatically after each access.
Last-Minute Changes
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ToasterPaint Notes (cont.)

(@ toard Conmrand Changes
The following keyboard commands have been added or
altered in System 4.0.

Shift+a  Transporter Draw Mode (requires air brush)

i Write current screen to Flyer clip (adds 1 field to
the clip. Note that 4 fields are required to add a
full frame.)

Shift+i  Generates crouton with image matching current
screen for Flyer clip.

Shift+u  Toggle global fill mode

F1 Toggle Tools and Trans/Warp panels

ToasterCG Notes

New Arexx script: EPS load

This new Arexx script, EPSload, allows you to load
Encapsulated PostScript files into ToasterCG.

First, you drag out a box graphic on screen. Then you run
the EPSload script (either press the correct Alt+Fkey com-
bination if you have it assigned to an function key, or press
Alt+F1 and select the script from the ARexx launch
requester).

Import will ask if you wish to maintain the aspect ratio of
the original image. If you want the image in ToasterCG to
look as closely as possible to the original, select Yes. If
you'd rather squeeze the image to fit the box exactly, select
No.

After a2 moment of processing, the image will be fitted to the
box. It will also be saved to the Brushes directory of your
Toaster software, so that you can reuse it in other graphics,
or reload it if you return to edit this page further.

Important!

If you select a box graphic from the screen to load an EPS
graphic, make sure that you have selected the box correct-
Iy! To be safe, click on the box twice. The first click places a
text cursor for CG entry (the box changes color and looks
like it is selected, but it is not). The second click actually
activates the box (and removes the text cursor). Also, if you
look at the font pop-up, you'll see the word Box when the
box is selected.

New Arexx script: Import

This new Arexx script, Import, allows you to load a wide
variety of image files into ToasterCG (including Targa, TIFE,
PCX, BMP, PICT, and more).

It works in similar fashion to the EPSload script. First, you
drag out a box graphic on screen. Then you run the Import
script (either press the correct Alt+Fkey combination if you
have it assigned to an function key, or press Alt+F1 and
select the script from the ARexx launch requester).

Import will ask if you wish to maintain the aspect ratio of
the original image. If you want the image in ToasterCG to
look as closely as possible to the original, select Yes. If
you'd rather squeeze the image to fit the box exactly, select
No.

After a moment of processing, the image will be fitted to the
box. It will also be saved to the Brushes directory of your
Toaster software, so that you can reuse it in other graphics,
or reload it if you return to edit this page further.

Important!

If you select a box graphic from the screen to load an EPS
graphic, make sure that you have selected the box correct-
Iy! To be safe, click on the box twice. The first click places a
text cursor for CG entry (the box changes color and looks
like it is selected, but it is not). The second click actually
activates the box (and removes the text cursor). Also, if you
look at the font pop-up, you'll see the word Box when the
box is selected.

Last-Minute Changes
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LightWave 3D Notes

Scene panel

Show, Hide pop-ups

These two buttons globally show or hide items in Layout.
There are three options: All Objects, All Bones, All Lights.
After selecting one of these you will notice the item's visibili-
ty state will change accordingly.

Objects panel

Bones

(This should fit into the Limited Influence text as it is cur-
rently) ...Limit this region of influence by activating Limited
Range and entering a minimum and maximum range for
the bone. The influence of the bone will be at full strength
anywhere inside the minimum distance from the bone. The
range of the bone will fall-off gradually until it is equal to 0
at the maximum distance.

Unseen by Rays

This option utilizes LightWave’s ability to selectively ray
trace. When an object is unseen by rays, it will not be ray
traced during rendering. This saves time during rendering
by telling LightWave to ignore non-essential objects when
calculating reflections, refractions, and shadows.

Reflection Options

The reflection options panel allows greater control of
LightWave’s calculation of reflections. These options reflect:
Backdrop Only, Ray Tracing+BackDrop, Spherical
Reflection Map, and Ray Tracing+Reflection Map.

Backdrop Only
This surface reflects only the colors in the backdrop.

Ray Tracing + Backdrop
This surface reflects any objects in the scene as well as
the backdrop colors.

Spherical Reflection Map

This surface reflects the selected image as a spherical
reflection. (Note: With spherical reflection mapping, use
the Image Seam angle field to rotate the image in order
to hide edges of a non-repeating image).

Ray Tracing + Spherical Map

This surface reflects both an image (that you select to be
spherically mapped) and any objects in the scene. This is
useful for scenes that use a background image, or for
creating complex realistic-looking reflections without a
lot of object detail in the scene.

Shadow Alpha

nel will contain information for the shadow only.
Let’s look at an example.

To make an animated character blend into a live-action
scene, it needs to cast shadows on its live-action *“surround
ings.” To accomplish this you create some objects that
roughly mimic the live action background. These objects
will be surfaced with black (no diffuseness) and have
Shadow Alpha turned on. Surface the animated character as
you normally would. The end result?
o In the alpha channel is a black image with white areas
representing the 3D character and its shadow.
e In the RGB image is a black image except for the 3D
character which would be its normal colors.
When you composite the RGB, the alpha, and the live-action
footage, you end up seeing an animated character with
shadows that conform appropriately to the background
image.

Glow Effect

Activating the Glow button will cause that surface to glow
according to the Glow Settings on the effects panel. See
Glow Settings in the Effects section for a2 more complete
description.

images panel

Load Image pop-up

You can now load Flyer clips from Flyer video drives.
Flyer Clip Parameters .
This section of the image panel makes it possible for you to
tell LightWave which portion of a Flyer clip to use. Drag the
mini-sliders to set the first and last frame values. LightWave
will then treat the clip like an image sequence. For example
if you set the first frame value to 2 seconds 15 frames
(00:00:02:15), LightWave would use that frame for its first
rendered frame (frame one), then LightWave would move
on to 2 seconds 16 frames for frame 2 and so on until it
reached the last frame.

There is a window directly beneath the the First Frame/Last
Frame fields that contains information about the clip you
have selected. The window will tell you the name of the clip
as well as the clip’s duration in standard SMPTE format.

Lights panel

Global Flare Intensity

Global Flare Intensity provides a simultaneous envelope
control over 4/l lens flares in a scene.

The default value is 100%. At this setting all flares will have
their normal intensity. This control functions as a percent-

age for all flare intensities. In other words, if you have a
flare set to 30% intensity, and the global flare intensity is s

Last-Minute Changes to 50%, the actual flare intensity would be 15%.

Useful for compositing animation elements with live action.
By.activating Shadow Alpha and Save alpha, the alpha chan-

LightWave Layout
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This is a useful feature when creating scenes such as explo-
sions, where many flares of different intensities need to
ramp up or down together. It could also be used for a city
‘l;lackout where building and street lights shut off simultane-
usly.

Lens Flare Options

Anamorphic Distort

This button was previously named Anamorphic Squeeze. It
functions in the same manner, but now has a Distortion
Factor option.

Distortion Factor

The DF value works as an aspect ratio for the flare. The
fault value, 1.77, causes LightWave to calculate the flare’s
width to be 1.77 times greater than its height. (Note that
1.77 is the default value for the original Anamorphic
Squeeze, which did not have a DF option.)

If the value of the distort were set to 3, the flare’s width
would be 3 times greater than its height. If you want to dis-
tort the flare vertically, simply use a fraction less than 1. For
example, a distortion factor of .3 would cause the flare’s
width to be one third that of its height.

Note:

Distortion factor is always based on the height of the flare,

so when a distortion factor greater than one is used the
‘ﬂares total volume will get larger, but when a value less than

one is used the flare’s volume will decrease.

Streak Intensity

This value is a percentage the brightness set by Central
Glow. It affects the intensity of the lens flare’s streaks. (If
Central Glow is 100% and this is 50%, the streak intensity
will be 50%.)

Streak Density

This number is multiplied by a fractal value that will result
in an approximate number of streaks (i.e., a value of 50
will result in 2 number of streaks around 50).

Streak Sharpness

This relates to the falloff of each streak. A higher value
makes for very sharp-edged streaks (to the point of appear-
ing jaggy if too sharp). A lower value makes for very wide,
soft-edged streaks. A value of 0 makes for infinitely wide
streaks, probably not a useful number.

Camera Panel
Pixel Aspect
This is a custom pixel aspect setting that allows you to set

the aspect ratio (height to width) to match other footage or
‘ display devices.

Effects Panel

Image Compositing

This button displays a screen specifically for compositing
images and image sequences. There are three image
requesters: one for Background Image, one for Foreground
Image, and one for Alpha Image. There are also
Foreground Dissolve and Foreground Key controls, with
high and low key color fields. See manual for descriptions
of each.

Gradient Backdrop

When on, this button switches on the gradient background
color buttons (and rendered images show gradient back-
ground colors). When off, this button tells LightWave to use
a solid backdrop color (chosen from the backdrop color
requester).

Fog Type

This pop-up gives you the choice of three fog types: Linear,
Nonlinear1 and Nonlinear 2. Nonlinear 2 offers a slight
variation on the fog falloff curve so that the fog amount
increases more quickly closer to the camera.

Glow Options

Enable Glow Effect

Glow can be assigned on a “per surface” basis, however
glow’s parameters (intensity and radius) are global. Glow is
a post-process operation. Therefore you cannot have vary-
ing levels of intensity and radius on a single image.

Glow Intensity

This field allows you to enter a number between 0 and
100% that will adjust the amount of glow around an object.
Note that 100% means the first pixel around an object will
have a glow equal to the edge of the object, the remaining
glowing pixels will fall off from there.

Glow Radius

Enter a number in this field to tell LightWave how far you
want the glow to extend (in pixels) outward from objects in
the scene.

For example, a value of 8 results in a glow extending 8 pix-
els from the object. A setting of 24 increases the spread to
24 pixels.

Note that different resolutions will cause drastically different
results with the glow effect. 8 Low Resolution pixels are
much larger on screen than 8 High Resolution pixels. Keep
this in mind when doing render tests at lower resolutions.

OutPut FileName Format

This pop-up lets you choose among several different file-
name output formats. This allows you to manipulate
imagery on a variety of platforms. The options are

Name001, Name0001, Name001.xxx, and Name0001.xxx Last-Minute Changes
(xxx represents a 3 character extension such as TGA, BMP,
PCT, etc.). LightWave Layout
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Name(01 and Name0001 are standard naming conventions
for Amiga programs and should be used as such.

Name001.xxx and Name(001.xxx are the standard “eight-
dot-three” naming convention that Windows programs
require (eight characters for the name, a period, then three
characters for the file type). The three-character extension
tells other programs what kind of file it is without having to
open it to find out.

Important!

Many Windows NT machines have their hard disks parti-
tioned as NTFS. If if this is the case, you are not limited to
the eight-dot-three filenames. For regular Windows users
there are also third-party add-on programs that will break
the eight-dot-three barrier.

Silicon Graphics computers also like to have file extensions
although they are not limited to 8-character filenames.

Saving Animations as Fiyer Clips
With the initial release of System 4.0 software, you have
received version 3.5 of LightWave 3D. This version of

LightWave does not fully support the Flyer yet. .

You will receive a free update to LightWave 4.0 when it is
released (soon after the Flyer release). That version will
support the Flyer for both reading and writing video clips.

However, a “back door” has been added to LightWave 3.5
that allows you to save LightWave animations as Flyer clips.
Here’s how to use it.

1 Set up your animation as usual.

2 When you are ready to render the animation, go
to the Record panel.

Set the ANIM Type pop-up to Medium
3 Resolution Preview (VT4000).

4 Select Save ANIM File. Choose the Flyer video
drive where you want to save the animation.

Important!

Do not select the Flyer drive using its device name!

(i.e., FAO:, or FBO:, etc.) You must select the drive by

its volume name (i.e., FlyerA, FlyerB, whatever).

Otherwise, the animation will not be saved properly. ’

5 Enter a name for the animation. Press Return.
6 Start automatic rendering as usual.

Rendering and saving will proceed as usual, with the ani-
mation being written to the Flyer video drive you selected.
When rendering is complete, you may go to the Flyer and
play the animation.




RGB Color Vaiue Chart and Index of Refraction
Use the RGB Color Values listed here as a guideline for your RGB color selections in LightWave 3D (these colors are also
useful in ToasterPaint and ToasterCG). Use the Index of Refraction values listed below as a guideline for refraction values

(entered via the Refractive Index button found under the Surface button in LightWave Renderer). Remember: the higher the

index the longer the rendering time.

Reds
brick
cadmium red
coral
firebrick
indian red
maroon
pink
raspberry
red255
salmon
tomato

Oranges
cadmium orange
carrot

orange

orange red

Browns
beige

brown

burnt sienna
burnt umber
chocolate
flesh

khaki

rosy brown
raw sienna
raw umber
sepia

sienna
saddle brown
sandy brown
tan 210

Yellows
banana
cadmium yellow
gold

goldenrod
melon

yellow

R G B
156 102 31
227 23 13
255 127 80
178 34 34
176 23 31
176 48 96
255 192 203
135 38 87

250 128 114
2559 71

255 97
237 145 33
255 128
255 69

W

(=R}

163 148 128
128 42 42

138 54 15

138 51 36

210 105 30

255 125 64

240 230 140
188 143 143
199 97 20

115 74 18

94 38 18

160 82 45

139 69 19

244 164 96

180 140

227 207 87
255 153 18
255 215 0
218 165 32
227 168 105
255 255 0

Whites
antique white
azure

bisque
blanch almond
cornsilk
eggshell
floral white
gainsboro
ghost white
honeydew
ivory

linen

navajo white
old lace
seashell
Snow

wheat

white

white smoke

Greys
cold grey
grey

slate grey
warm grey

Blacks
black
ivory black

R G B

250
240
255
255
255
252
255
220
248
240
255
250
255
253
255
255
245
255
245

R
128
192

128

235
255
228
235
248
230
250
220
248
255
255
240
222
245
245
250
222
255
245

G

138
192
128
128

2o e

215
255
196
205
220
201
240
220
255
240
240
230
173
230
238
250
179
255
245

B

135
192
144
105

(=]

»
W

Blues

blue

cobalt

dodger blue
indigo
manganese blue
midnight blue
navy

peacock
powder blue
royal blue
slate blue

sky blue

steel blue
turquoise blue
ultramarine

Cyans
aquamarine
cyan
turquoise

Greens
chartreuse
cobalt green
emerald green
forest green
green

lawn green
lime green
mint

olive drab
sap green
sea green
spring green
terre verte

Magentas

blue violet
magenta
orchid
plum
purple
violet

R G

0 0
61 89
30 144

3 168
25 25

51 161
176 224
65 105
106 90
135 206
70 130

18 10

127 255
0 25
64 224

127 255
61 145
0 201
34 139
0 25
124 252
50 205
189 252
107 142
48 128
46 139
0 255
56 94

138 43
255 0

218 112
221 160
160 32
143 94

B
255
171
255
84
158
112
128
201
230
225
205
235
180
140
143

212

255
208

64
87
34

50
201
35
20
87
127
15

226
255
214
221
240
153

Last-Minute Changes
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LightWave Modeler Notes

Variahle undo levels

Location: Under Objects/Options. This number determines
the number of undo levels available. Redo will always store
the same number as Undo, i.e. 5 levels of Undo results in 5
levels of Redo. This number is saved with the Mod-Config
file.

New Metaform Option

Location: Subdivide panel. The new option is called
Smoothing Angle Field. This allows “hard-edged”
metaforming, wherein objects that have severe angles or
creases can retain their hard edge(s) based on the smooth-
ing angle used for the operation. Reduce the smoothing
angle to allow for more hard edges to remain unconverted.

New Amiga View Modes

Location: Display Options panel. On the Amiga there are
now three Moving display modes: Wireframe, Solid, and
Frontface.

Wireframe shows the object in a see-through wireframe
form. Frontface shows the object in a wireframe form
where only the polygon whose normals are facing you are
visible. (You can still see “through” some polygons, since
there may be polygons behind them whose normals also
face you.) Solid shows only the polygons that you would
actually see if the object were truly solid (i.e., you cannot
see “through” any polygons).

All platforms share the same three views in Static display
mode (Wire, Frontface, Solid).

New Bevel Settings
Location: Multiply menu, Bevel panel. The new bevel
options are called Outer and Custom Surface.

Outer pushes the points outwardly allowing objects with
thin areas to be beveled with out flipping polygons. This is
especially useful for beveling text with serifed edges.

Custom Surface allows the user to choose whether the new
polygons created by the bevel will retain the surface name
of the original polygons or have a new surface name
assigned to them. This is useful for text, as you can bevel
the text and simultaneously rename the edges to something
more meaningful like edges.

Numeric entry fields, Part 1

Numeric entry fields can now accept math functions. LE.,
you could enter this is the numeric panel for Move:
x[5m/2m+15mm] and Modeler will do the math for you!
Moving the selected item the correct distance.

Numeric fields, Part Il

Now these fields can do measurement standards
conversion. All requesters are set to default to either feet or
meters, depending on the setting under Display Options.

When Modeler is set to use the metric system, all requesters
will assume that any number entered without a specific
measurement designation will refer to meters. For example,
enter 3 and modeler assumes you mean 3 meters. Enter .3
and modeler returns with 3mm. The same is true of the

English system.

If you want to mix and match measurement systems, it's no
problem. Suppose you want to use an English measure-
ment, such as feet, when Modeler is set for the metric
mode. Just type 4 ft (or 4') and Modeler will automatically
translate that number into meters. (Put this together with
the ability to calculate functions and you could do the fol-

lowing in the numeric panel for Move: ‘
x[4ft*3m+2mm/16in-3"].)

User Definable View Presets

The numbers on the numeric keypad (on the right hand
side of your keyboard) can be assigned to jump among 10
different screen views.

For example, drag the view out so that the Face view fills the
screen. Hold the Shift key and press numeric 1. You have
just assigned the numeric 1 key to this view. Any time you
press numeric 1, the view will jump to the configuration
you just set up.

You can do the same for any other views you like to use
often.

Modeler will remember the display orientation (logo, map,
side, or vehicle), the screen positions, and the zoom size
for each of the 10 numeric keys. You can assign them
freely, and recall them just by pressing the number key
itself.



Modeler ARexx Macros

Here are concise descriptions of the macros included with
Modeler. Read the files themselves for more info, or try

‘hem out on various objects.

AddMacro

Used by Modeler to add macros to its pop-up macro list.
BBox

Generates a bounding box the size of the current object.
Cage

Creates a spline box.

Calculate

Calculates numeric strings.

Center

Centers current item(s) on all three axes.

Center1D

Centers current item(s) on one axis.
CommandSeqProc

Processes a sequence of shell commands.

CoordSys

Polar coordinate systems conversion utility.

CurveText

Generates PS text on a curve.

CutFaces

Cuts all faces from the current layer.

Dinner

A fun haiku-like poem generator.

Explode

Shifts points in an object as if exploding or imploding it.

‘ractalize
Subdivides and jitters an object.

FrenchTickler

ARexx test program.

Haiku

A fun poem generator.

Halve

Scales an object by .5 around its center.
Julienne

Slices an object along an axis.
LightSwarm

Makes a cloud of lights.

LoadFonts

Preloads a group of fonts with Modeler.
Logotron

Generates beveled text.

IWenvelope

Generates an envelope file for Layout.
M2in

Converts between English and metric.
Make Motion

Create a motion path file.
MartianPlumber

Creates an object with strange tubes and connectors.
MetricScale

Scale an object with wrong units to metric.

lot

For MathVision contour plots.

NearBG

Puts all nearby non-empty layers into background state.

NextEmpty

Jumps to next empty layer.

ParametricCurve

Create a curve object using parametric functions.
PathToMotion

Converts path in layer to motion path for Layout.
Pclone

Clones layer data at offset using points in bg layers.
Plot

Plots a line function as a set of connected segments.
Plot2D

2D function surface maker.

PointCenter

Find average center point position (center of mass).
PointPlane

Generates plane of points.

Points

Make points at X, Y, Z, coordinates.

Points2Polys

Convert selected points to single-point polygons.
PointSep

Displays point separation.

PointSpread

Distributes points in Modeler.

PointXform

Transform points algorithmically.

Prick

Generates randomly distributed points on a surface.
Prims

Platonic solid generator (tetra, octahedron, and others).
ProCalc

Uses spreadsheet data from “Professional Calc” program.
Router

Bevels polygons with mutli-level bevels.

SaveMe

Auto-save every 10 minutes.

ShapeText

Extrude/Bevel text and other objects.

Shell

Make a seashell from an outline shape.

Spherize

Make a sphere of the current object.

Symmetrize

Make layer n-fold symmetric.

Text

Makes several lines of text in one operation.
Toroid

Generates 2 donut shape.

TrajMotion

Make a ballistic trajectory motion path.

Wedge

Makes a wedge or ring.

WrapToSphere

Wrap data onto a sphere.

Last-Minute Changes

LightWave Modeler
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How the Fiyer Uses and Stores Resources

e

It’s important to un(ierStand the big picture where the Flyer is concerned.

This includes the orgMon of all of the materials that go into the making of a Flyer project, i.e., ‘a television program.
When the Flyer plays a program, it pulls resources from all of the locations listed below. If you back up, or archive, thJS
project, all of the resources necessary to recreate the project are copied to the backup medium.

* The simple chart below should give you an idea of what the Flyer uses when editing and sequencing video. We refer to all of

these materials as content. Items that have an asterisk beside them are used during sequencing, i.e., playback. The other
items are simply support files for the Toaster and the Flyer.

Important!

Do not mix these files on different drives. Video clips and stills should be placed on video-formatted drives only. Audio clips
should be placed on audio-formatted drives only. Framestores should be kept on an Amiga drive. Any attempt to mix these
items on other drive types will likely result in problems during project playback (stuttering, jitter, etc).

Flyer Video Drives Amiga Flyer Audio Drives
(SCSI Chains A and B) (Main Hard Drive) (SCSI Chain C)
- Video clips* Switcher Effects* Audio clips* .
hghtWave 3D animation chps* Framestores* Sound effects clips*
Flyer stills* CG Pages* Narration clips*
Projects*
(support materials)
LightWave HAMS Animations
*[tems that have an asterisk IW3D scenes, objects, etc.
beside them are used dur- ARexx scripts
ing sequencing, i.e., play- RGB Images
back. Programs
Plug-Ins
Other items are simply Brushes
support files for the PSFonts
Toaster and the Flyer.
(additional Amiga
gystem files in these
directories)
AsimCDFS
c
devs
fonts
libs
storage

L et e~










This section contains detailed instructions on installing the Video Toaster 4000 card, the Video Toaster Flyer card, or both. Tahle 0'

Do not follow every one of these install procedures! Certain steps pertain to specific systems such as the Amiga 2000, contents
3000, or 4000. See the Installation Chart on pages 16-17 to learn which procedures you need to follow.

Before you install hardware or software, please read through the introductory material to familiarize yourself with all that the
Toaster and Flyer install procedures require.

SOFIWALE WALTANLY...........covvormrivirmieiineneiissess et sttt ssss st sttt bbbt 2-3
Hardware Warranty
Acknowledgements
FOCINOLES ...ttt et bbb 488858848 6
USING thiS MAMUAL............oooiiiiiiii sttt s 7
How to Reach NewTek (Main Office and Technical SUPPOLT) ...........ccc..covevverrivrniirnnecinesieniesess s sssssssssssons 8
INfOrmation YOU SHOULA KIOW ............c.cooviviiiireiieieieesie sttt ses e sassssssassets st e s ssesesess st ssassssstssesssssassnns 9
Input and Output Connections on the Toaster and FIyer Cards.................c.coocuneecrincenneciecernernecriecesecsinens 12
Sample Hookup Diagrams for @ VIAE0 TOASLET ................c..coevvuereriierieiiiceeessisessissessssesssses s sssssessessssssssanecs 13
BEOT€ YOU INSLALL...........o.cvoverneienniieiee e itseessessessesss sttt b8 k858t 16
INSTALLALION CRATT............oooovionieiici ittt bbbt 16-17
Procedure A: Configuring/Installing the Video Toaster 4000 card for the Amiga 2000.............oocveerrerereermrrrerereernecennnn. 20

Procedure B: Configuring/Installing the Video Toaster 4000 card for the Amiga 3000
Procedure C: Configuring/Installing the Video Toaster 4000 card for the Amiga 4000

Procedure D: Configuring the Video Toaster 4000 card for use with the FIyer...............coccovcuuevunernerineiineirneierinenann.

Procedure E: Installing cables, drives, and the Flyer card in the Amiga 2000 ...........cc..coevveerrenmcrrerereemereennermirecessneceennes 28
Procedure F: Installing cables, drives, and the Flyer card in the Amiga 3000..............cc.veverermermererirerineiineiienieninenenns 32
Procedure G: Installing cables, drives, and the Flyer card in the Amiga 4000.............cc..eevevevurmeerererrenecmieerenerssennens 36
Procedure H: Installing the software from CD-ROM............cc.veureeerinimerierineernersmiessscsscmssssssesssssssssssesssssssssssens 40

Procedure I: Formatting Your Hard Drives for FIYEr USE.............cccveviunrineriecinerinnieneisessisissssiesssesssssssssssses oo 46




Software License and Limited Warranty

PLEASE READ CAREFULLY BEFORE INSTALLING THIS SOFTWARE. BY INSTALLING THIS SOFTWARE, YOU

AGREE TO BECOME BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF THIS
LICENSE, RETURN THIS PACKAGE TO THE PLACE WHERE YOU OBTAINED IT WITHIN 15 DAYS OF PURCHASE .
FOR A FULL REFUND.

1. Grant of License

The enclosed computer program(s) (the “Software”) is licensed, not sold, to you by NewTek, Inc. (“NewTek”) for use only
under the terms of this License, and NewTek reserves any rights not expressly granted to you. You own the disk(s) on which
the Software is recorded or fixed, but the Software is owned by NewTek or its suppliers and is protected by United States
copyright laws and international treaty provisions.

This License allows you to use one copy of the Software on a single computer at a time. To “use” the Software means that the
Software is either loaded in the temporary memory (i.e., RAM) of a computer, or installed on the permanent memory of a
computer (i.e., hard disk, CD ROM, etc).

You may use at one time as many copies of the Software as you have licenses for. You may install the Software on a common
storage device shared by multiple computers, provided that if you have more computers having access to the common storage
device than the number of licensed copies of the Software, that only one computer at a time uses the Software, and that you
must have some software mechanism which locks out any concurrent user in excess of the number of licensed copies of the
Software.

You may make one copy of the Software in machine readable form solely for backup purposes. The Software is protected by
copyright law. As an express condition of this License, you must reproduce on the backup copy the NewTek copyright notice
in the following format “© 1994 NewTek, Inc.”

You may permanently transfer all your rights under this License to another party by providing such party all copies of the
Software licensed under this License together with a copy of this License and all written materials accompanying the Software,
provided that the other party reads and agrees to accept the terms and conditions of this License. .

2. Other Restrictions

YOU MAY NOT REVERSE ENGINEER, DECOMPILE, DISASSEMBLE OR OTHERWISE REDUCE THE SOFTWARE TO
ANY HUMAN PERCEIVABLE FORM. YOU MAY NOT MODIFY, ADAPT, TRANSLATE, RENT, LEASE, LOAN, RESELL
FOR PROFIT, OR CREATE DERIVATIVE WORKS BASED UPON THE SOFTWARE OR ANY PART THEREOF.

3. Termination

This License is effective until terminated. This License will terminate immediately without notice from NewTek upon any
unauthorized use if you fail to comply with any provisions of this License in any manner. Upon such termination you must
destroy the Software, all accompanying written materials and all copies thereof. You may also terminate this License at any
time by destroying the Software, all accompanying written materials and all copies thereof.

4. Export Law Assurances

You agree that neither the Software nor any direct product thereof is being or will be shipped, transferred or re-exported,
directly or indirectly, into any country prohibited by the United States Export Administration Act and the regulations
thereunder or will be used for any purpose prohibited by the Act.




5. Limited Warranty and Disclaimer, Limitation of Remedies and Damages.
NEWTEK WARRANTS ONLY THE DISKETTES ON WHICH THE SOFTWARE IS RECORDED TO BE FREE FROM
DEFECTS IN MATERIALS AND WORKMANSHIP UNDER NORMAL USE FOR 90 DAYS FROM PURCHASE, BUT THE
SOFTWARE AND ACCOMPANYING WRITTEN MATERIALS ARE LICENSED “AS IS.” ALL IMPLIED WARRANTIES
AND CONDITIONS (INCLUDING ANY IMPLIED WARRANTY OF MERCHANTABILITY OR FITNESS FOR A

' PARTICULAR PURPOSE) ARE DISCLAIMED AS TO THE SOFTWARE AND ACCOMPANYING WRITTEN MATERIALS
AND LIMITED TO 90 DAYS AS TO THE DISKETTES. YOUR EXCLUSIVE REMEDY FOR BREACH OF WARRANTY
WILL BE THE REPLACEMENT OF THE DISKETTES OR REFUND OF THE PURCHASE PRICE. IN NO EVENT WILL
NEWTEK OR ITS DEVELOPERS, DIRECTORS, OFFICERS, EMPLOYEES OR AFFILIATES BE LIABLE TO YOU FOR
ANY CONSEQUENTIAL, INCIDENTAL OR INDIRECT DAMAGES (INCLUDING DAMAGES FOR LOSS OF BUSINESS
PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, AND THE LIKE), WHETHER
FORESEEABLE OR UNFORESEEABLE, ARISING OUT OF THE USE OR INABILITY TO USE THE SOFTWARE OR
ACCOMPANYING WRITTEN MATERIALS, REGARDLESS OF THE BASIS OF THE CLAIM AND EVEN IF NEWTEK OR
AN AUTHORIZED NEWTEK REPRESENTATIVE HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

The above limitations will not apply in case of personal injury only where and to the extent that applicable law requires such
liability. Because some jurisdictions do not allow the exclusion or limitation of implied warranties or liability for
consequential or incidental damages, the above limitations may not apply to you.

6. General

This License will be construed under the laws of the State of Kansas. If any provision of this License shall be held by a court of
competent jurisdiction to be contrary to law, that provision will be enforced to the maximum extent permissible, and the
remaining provisions of this License will remain in full force and effect.

7. U.S. Government Restricted Provision
If you are a U.S. Government end-user, this License of the Software conveys only “RESTRICTED
RIGHTS,” and its use, disclosure and duplication are subject to Federal Acquisition Regulations,
and the following provision applies. This Software:
(a) Was developed at private expense, and no part of it was developed with government funds,
(b) Isatrade secret of NewTek for all purposes of the Freedom of Information Act,
. (¢) Is “commercial computer software” subject to limited utilization as provided in the contract between the vendor and
the government entity, and
(d) In all respects is proprietary data belonging solely to NewTek, Inc., 1200 Executive Summit Drive, Topeka, Kansas
66615

If this Software was acquired under a GSA Schedule, the U.S. Government has agreed to refrain from changing or removing
any insignia or lettering from the Software or the accompanying written materials that are provided or from producing copies
of manuals or disks (except one copy for backup purposes) and:
(e) Title to and ownership of this Software and documentation and any reproductions thereof shall remain with NewTek,
(f) Use of this Software and documentation shall be limited to the facility for which it is required, and
(g) K use of the Software is discontinued to the installation specified in the purchase/delivery order and the U.S.
Government desires to use it at another location, it may do so by giving prior written notice to NewTek, specifying the
type of computer and new location site. U.S. Governmental personnel using this Software, other than under a DoD
contract or GSA Schedule, are hereby on notice that use of this Software is subject to restrictions which are the same as
or similar to those specified.
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NewTek Limited Hardware Warranty

NewTek, Inc. Limited Hardware Warranty ’

This warranty covers only the hardware portions of the Product and extends to the original purchaser only. Software is
licensed to you under a separate license agreement above, that has its own warranty terms.

NewTek warrants that for a period of 1 year from the date of your original purchase of our computer/video product
(hardware), it shall be free from defects in material and workmanship. If a defect is determined to be covered by this
warranty as determined by NewTek, NewTek will correct it, and may do so using new or remanufactured components.

NewTek’s Liability And Limitations:

NewTek’s obligations are only as expressly stated herein. NewTek is not liable for loss or damage for inconvenience or
interruption of service, loss of business, data or anticipatory profits, or consequential, incidental or punitive damages resulting
from the use (or operation) of any of the products purchased by you. NewTek’s liability is limited solely to the repair or
replacement of the defective product. NewTek is under no obligation or responsibility to enhance or update the product.

This warranty does not cover damage or malfunctions resulting from improper handling, accident, misuse, abuse, neglect,
electrical surges, failure of electrical power, use with other products not manufactured or approved by NewTek, installation or
removal charges or damages, damage while in transit for repair, repair attempted by any unauthorized person, or any other
reason not due to defects in materials and workmanship. This warranty is also void if any applicable serial number has been
altered, defaced, or removed. In no event does this warranty extend to in any way to other peripheral equipment purchased
elsewhere, including hard drives, used with or in connection with hardware purchased from NewTek.

The hardware and software in this product are designed to work in conjunction with each other. Any termination of the
Software License, including use of the software or any portion of the software not in conjunction with the hardware provided,
in the same computer, will void all warranties and any technical support service otherwise available.

To Obtain Warranty Service:

To obtain free repair under this warranty, contact NewTek Technical Support for confirmation, receive a Returned Materials
Authorization (RMA), and deliver the product along with proof of ownership (such as the original invoice, or a photocopy) to
NewTek. You will be responsible for any costs associated with the delivery to and from our service center.

Other Legal Disclaimers:

The above warranty is exclusive and in lieu of all other warranties, express or implied (other than those warranties implied by
state law). All applicable state statutory implied warranties, including, but not limited to implied warranties of merchantability
or fitness for a particular purpose, shall be limited to a period of 1 year from the date of your original purchase. No
warranties, either express or implied, will apply after this period.

Because there are so many states with different laws that are everchanging, and because we have no desire to conflict with
these laws, then any term of this warranty that is prohibited by applicable law shall not apply. Some states do not allow
limitations on how long an implied warranty lasts or the exclusion of warranties or of incidental or consequential damages, so
the above limitations or exclusions may not apply to you. This warranty gives you specific legal rights, and you may also have
other rights which vary from state to state.
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Ron Thornton (3D scene)

Visual Effects Designer Ron Thornton is the creative
genius behind the special effects for Babylon 5, which he
designed and rendered using the Video Toaster. Ron’s
credits include the Dr. Who television show, Terminator
2, and The Addams Family films. Ron provided
SpaceFighters, an excellent example of texture mapping,
motion paths, and hierarchical motion. LightWave
enthusiasts would do well to study Ron’s work.

SpaceFighters is an animation that includes two space
ships, a planet, stars, and several texture maps. If you
wish to render only one image from this animation, set
the First Frame value to 130 and render that frame for
the greatest effect. If you render the entire animation,
note that the first frames are quite dark. This is by
design, as the action and illumination intensify over the
course of the scene.

ViewPoint, Inc. (3D objects)
Orem, Utah 84058

Phone  801/224-2222
Phone  800/748-4170

FAX 801/224-2272

. Beethoven

. Cow

. Foot Bones

. Low-top (Tennis Shoe)
. 1964 Thunderbird

. Galleon

J Triceratops

Virtual Image Labs (3D objects)
4925 Edgewood Road
College Park, MD
20740
Phone  301/220-0072
FAX 301/220-0081

. 747

. Smallplane

. SmallplaneProp
. DC-10

Richard Payne

1965 Ascot Drive #7
Moraga, CA 94556
Phone  510/631-7898

. Camcorder object

Brett Hester

13032 Copenhill Road
Dallas, TX 75240
214/233-5493

* United States objects

C. William Henderson
Color effects filters for ChromaFX.

Scott Wheeler

Joseph J. Dox

Galaxy Video and Animations
(508) 535-8787

. Delorean scene/objects for LW3D

. HoverCraft scene/objects for LW3D

. Flags of the World scene/objects for LW3D
H. Wrobel

The post.library used by ToasterCG and ToasterPaint was
provided by H. Wrobel for Joan Thuesen.

Images rendered for LightWave 3D.
This manual includes texture imagery from the following
collections.

Textiles, Volumes 1-4
Mannikin Sceptre Graphics
Suite 258

3208-C.E. Colonial Drive
Orlando, FL 32803
407/644-9547

Texture City Image Library
3203 Overland Avenue #6157
Los Angeles, CA 90034
310/836-9224
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Using the Manual

© Copyright 1990-1995 NewTek Incorporated

This manual © Copyright 1990-1995 NewTek Incorporated. All rights reserved. This document may not, in whole or in part,
be copied, photocopied, reproduced, translated, or reduced to any electronic medium or machine readable form without
prior consent, in writing, from the editor.

Video Toaster™, Toaster™, Toaster Preferences™, ChromaFX™, ToasterPaint™, LightWave 3D™, LightWave Modeler™, .
ScreamerNet™, are all trademarks of NewTek Incorporated. Amiga is a registered trademark of Commodore-Amiga
Incorporated. Any and all other products mentioned are trademarks of their respective companies.

Video Toaster 4000 FCC Notes - FCC ID# IB73773669007 Class B

16 — Device requires shielded cable for compliance with FCC regulations. Properly shielded cables are required for full compliance
with FCC Class B emissions specifications

37 — Complies with new rules of docket 87-389.

Warning: This equipment has been certified to comply with the limits for a Class B computing device, pursuant to Part 15 of
the FCC Rules. Only peripherals (computer input/output devices, terminals, printers, etc.) certified to comply with the Class B
limits may be attached to this computer when this computer is operated in a residential environment. Operation with non-
certified peripherals is likely to result in interference to radio and TV reception.

Instructions to User: This equipment has been tested and found to comply with the limits for Class B digital device, pursuant to
part 15 of the FCC Rules. These limits are designed to provide reasonable protection against harmful interference in a
residential installation. This equipment generates, uses and can radiate radio frequency energy and, if not installed and used
in accordance with the instructions, may cause harmful interference to radio communications. However, there is no
guarantee that interference will not occur in a particular installation. If this equipment does cause harmful interference to
radio or television reception, which can be determined by turning the equipment off and on, the user is encouraged to try to
correct the interference by one or more of the following measures:

e Reorient or relocate the receiving antennae.

* Increase the separation between the equipment and the receiver.

* Connect the equipment into an outlet on a circuit different from that which the receiver is connected.

e Consult the dealer or an experienced radio-TV technician for help. .

Note: Changes or modifications not expressly approved by the party responsible for compliance could void the user’s right to
operate this equipment.

Peripherals used in conjunction with this equipment must be connected via shielded interface cables. Use of unshielded
interface cables may result in interference to radio and TV reception, and may void the user’s right to operate this equipment.




Using this Book

This manual contains the information you'll need to create professional, broadcast-quality video with the Video Toaster™ and
Video Toaster Flyer™ . There are separate reference manuals for each of the Video Toaster’s applications, so you can turn
directly to the section that interests you most.

The ambition of the Video Toaster Manual is to be both instructional and informational— without getting technical. Often, in
order to understand a function, you only need to understand the concept behind its operation, and not the elaborate inner
workings that go into making that function occur. You need to understand what synchronization means, for example, not how
a sync generator works.

Each section of the Toaster manual begins with its own, more detailed Table of Contents, followed by a handy Screen Guide,
then the Reference Section. In the back of each section, where you can turn to it immediately, you'll find a list of Keyboard
Shortcuts and the Index. At the beginning of every section marked by a tab, there is a Table of Contents to that section. Each
section contains its own index for fast access to the information you need.

In the next pages you'll find step-by-step tutorials that cover the Toaster thoroughly, from program to program. These have
been designed based on real applications, the kinds of purposes Toaster owners are undertaking. You'll find they introduce
you to the Toaster efficiently and expertly. With a little time and effort, you’ll be creating graphics you've only dreamed of.

As the world’s first computer designed for video production, the Toaster borrows some terms and ideas from both the
television and computer worlds. Throughout the manual you'll find these terms explained where necessary. But don’t worry,
this is not a technical reference. A great deal of care has gone into creating a user-friendly design.

How to use the Tutorials

The tutorials will provide with you an operating knowledge of the Video Toaster. The first tutorial instructs you on how to step
through the Video Toaster and its screens, so that you are familiar with getting around in general. Instructions are numbered
in steps, indicating each action for you to take. Additional material between steps contains general background information
that explains the procedure in greater detail.

Mail in Your Registration Card!

NewTek is already at work designing the next generation of the Video Toaster. Unfortunately, if you don’t send in your
registration card, you may never know about it! Send in your registration card now. We'll notify you of updates and add-ons as
soon as they are available.

Manual Revision List

Intro/Install
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How to reach us

How To Reach NewTek
Main Business Office
9:00am — 6:00pm Central Time

By Voice
In US & Canada: ~ 1-800-847-6111
Outside US & Canada: ~ 1-913-231-0100

By Fax (24 hours)
In US & Canada:  1-800-854-7111
Outside US & Canada:  1-913-231-0101

By Mail NewTek Incorporated
215 E. 8th Street
Topeka, KS 66603

How to reach Technical Support
9:00am - 8:00pm Central Time

Steps for calling Technical Support:

¢ Double-check that the problem exists. Is it repeatable? Power down and try again.

e Check to see if the manual addresses the problem.

* Jot down some notes about the problem so you can explain it clearly.

Call from a telephone near the system, in case the Support Specialist asks you to repeat your steps.

Have the Toaster software running, and the manual nearby.

Be prepared to provide your name, company, and serial number to the Support Specialist.

e Please have patience. Technical support wants to help everyone, and other customers may have questions that take time.

By Telephone ‘
InUS & Canada: ~ 1-800-527-3334

Outside US & Canada: ~ 1-913-231-0150

By Fax (24 hours)
InUS & Canada:  1-800-525-5311
Outside US & Canada:  1-800-231-0151

By Mail
Video Toaster Technical Support
NewTek Incorporated
215 E. 8th Street
Topeka, KS 66603

Repair/Replacement Guidelines

If a Support Specialist determines that a problem may exist in your Toaster and/or Flyer, they may ask that you return it to
NewTek for immediate repair or replacement. They will give you an RMA (Returned Materials Authorization) number, which
informs the shipping department to expect your shipment and route it quickly to a technician. This number must appear in
the first line of the address to NewTek, as follows: NewTek, Inc. RMA# 123456.

NewTek cannot ship a replacement unit until the defective unit has been returned. NewTek understands that you rely on your
equipment, and we will make every effort to repair or replace your unit as soon as possible. Make certain you send only the
items that the Support Specialist instructs you to return. These terms are subject to change without notice.




Information You Should Know

Rather than repeat in every section of the Toaster Manual, “click means for you to press the mouse button...” we have opted to
place this important information here, at the beginning of the manual. This section contains basic deftnitions of terms the
manual may use, explanations of common screen controls you will need to understand, and other information that is
pertinent throughout the Toaster.

About the Keyboard and Mouse

The applications within the Video Toaster may use either the mouse, the keyhoard, or both as input devices. Even if you are
new to operating a computer-based system like the Toaster, the keyboard is probably a familiar sight. Similarly, the mouse,
used as a pointing and selecting device, is common to most computers sold today.

Keyboard Numeric Keypad

The important distinction that the Toaster makes about the keyboard is that is has two portions—the main keyboard and the
numeric keypad. The main keyboard is the large set of adjoining keys, while the numeric keypad is 2 small number set to the
right. Certain functions require you to use specific keys, so a key on the keyboard may not have the same function s a key on
the keypad. Read carefully,

The mouse is the tool you use to move the onscreen pointer. The buttons on the mouse allow you to activate or select the
things you can point to. Press once to select something on screen. Press twice to activate it. Some operations use the right
mouse button, while others use the left.

If you've never used a mouse before, it's going to feel clumsy at first, especially when you need to press the right or left button
and your fingers aren't cooperating. The left mouse button and the right mouse button perform different activities. In the
beginning stages, be sure you click the correct button. Mouse related functions include the following: clicking, double-
clicking, dragging, shift-clicking, and pulling down a menu. These functions are explained below in Understanding Toaster

Terminology.

Understanding Toaster Terminology

Click and Select

Click means to press and then quickly release the mouse
button. Buttons and icons may change shape or color
when clicked on in this manner. The word select may also
be used for click (as in, “select the Load Frame button,”
which means for you to click on it).

Double-click

Double-click means to press and then quickly release the
left mouse button twice. In the Video Toaster, you double-
click some buttons to activate their functions (as in,
“double-click the Load Frame button to load a still
frame™).

Shift-click
Shift-click means to hold the key on the keyboard,
then quickly press and release the left mouse button.

Drag (also Dragging)
Dragging is holding down the left mouse button and
moving the mouse. Certain tools may also make use of

dragging with the right mouse button held down.

Return and Enter

These two keys are used for two distinct functions in the
Video Toaster. Be aware that they will not perform the
same actions. Generally, you use after typing text
in order to restore the mouse pointer, while you use

to activate a function (as in, saving a Frame).

Intro/Install
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Understanding Toaster Screen Controls

Each of the Toaster’s programs has 2 main screen made up of distinct parts: panels, buttons, windows, and menus. There are
slight variations on these elements, as you will see below.

A panel looks like a raised surface that contains a number Abox or a field is a special kind of window you can enter
of buttons and windows. text into.

A button looks like an actual button. When selected, or

clicked on, it will highlight as if it lit up. Some buttons may

be clicked once to select a function, and clicked twice to

engage that function. Amenu is a list of related commands that you may select
from. For example, the Polygon Menu in LightWave
Modeler displays commands related to polygon operations.
In LightWave 3D, these are often referred to as control
panels rather than menus.

A pop-up menu or pop-up button is a button with an
up/down arrow on it. Drag the pointer over it to display a
list of items. Highlight one to select it.

A window is a small gauge with numbers or text inside.
Often, you can click in these and drag with the mouse to
scroll through different settings or listings. In essence, you
are looking through a window to read the entries within.

Intro/Install
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How the Toaster Responds to You

In General

Generally, the Toaster will display a change on screen to
show you that the button you have selected, or the function
you have invoked, is in effect. Buttons will either depress or
highlight, to indicate that you have selected them. A menu
may display a new operating mode. If the Toaster cannot
perform the requested operation, it may display an error
message, a response indicating why. At other times, the
screen may flash once, which is another form of indicating
that it cannot perform the desired function.

Screen Flash

One of the first things you will notice about the Toaster
(when it starts, and during certain operations) is that the
screens sometimes flashes. Don’t worry. This is entirely
normal for the Video Toaster, and won’t harm any of the
equipment hooked up.

Error Messages

Occasionally, depending on various conditions, the Video
Toaster will be unable to perform a requested operation.
In these cases, either the Amiga computer or the Toaster
will present you with an “error message” describing the
problem. If you cannot determine a course of action to
correct the problem, write down a note about what
occurred (along with the message you received) and call
Technical Support for assistance.

About the Amiga’s Operating System

The Workbench

The underlying operating system that supports the Video
Toaster is known as the Workbench. The Workbench is a
graphic interface, which is an industry term for “using a
mouse to tell the computer what to do by pointing and
clicking on items displayed on a screen.” Macintosh
computer users call this the Desktop. PC users call it
Windows. It's very popular and very convenient. The Video
Toaster is a highly graphical device.

The Workbench on your system must be version 2.1 or
3.0. The operating system software offers a variety of
screen display options that can cause display difficulties
when operating (or immediately after operating) the Video
Toaster. We recommend against using the following with
the Video Toaster:

e Mouse Accelerators/Screen Blankers - These are
commonly known as “Commodities” under
Workbench 2.0 and later. They can cause drawing
probiems in ToasterPaint, and display problems
elsewhere. Even older Workbench 1.3 screen blankers
and mouse accelerators can affect the Toaster
adversely. Your best bet is to experiment carefully and,
if the Toaster is not responding as you expect, try
disabling these programs before using the Toaster.

e QOverscan Display - Any program (including the
Workbench software) that can change the main
computer display to an overscan mode (for example, a
paint program) can cause difficulty with the Toaster’s
sync. This can result in the Toaster’s output becoming
distorted. The reason for this is that the overscan mode
of such programs uses display information at the top

and left edges of the screen that is also used by the
Video Toaster. There are two possible solutions:

Avoid using overscan displays where possible.
Acceptable display modes include 320x200, 640x200,
320%400, 640x400. Display modes that go beyond
these dimensions may cause problems. Such problems
are unlikely to harm anything in the Toaster or your
hard drive, but they can cause unwanted display
glitches.

Activate the Video Toaster Genlock Utility prior to
running another program in an overscan mode. The
Genlock Utility causes most programs to shift their
display downward by several pixels. This has the effect
of maintaining the integrity of the uppermost display
lines on screen, thus maintaining more stable sync.

Further Overscan Note:

If you exit the Toaster using the
key combination, the Exit button in Preferences, or the
ARexx command TOWB, you should be able to use
overscan program settings without a great deal of
interference (especially if you use the Genlock Utility).
However, if you exit using the operating system command
Amiga-N from certain Toaster screens, you are more likely
to experience difficulty, since this command bypasses the
more standard Toaster operations. It is not recommended.

Intro/Tnstall
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Input and Output Connections

Below is a set of diagrams showing the input and output connections for the Video Toaster and the Video Toaster Flyer cards.

Amiga 2000 Installations Amiga 3000/4000 Installations
Below left - The Video Toaster card as seen from the Below - The Flyer card as seen from the back when
back when installed in the Amiga 2000. installed in the Amiga 3000 or 4000.

Below right - The Flyer card as seen from the back
when installed in the Amiga 2000.
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Above - The Flyer card as seen from. the back when
installed in the Amiga 3000 or 4000.
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dample Hookup Diagrams for Video Toaster Systems

The following diagrams demonstrate 4 variety of basic video system hookups. These are included to give you an idea of
how you might wish to connect your Video Toaster system. If you're relatively new to video, you might wish to try each
hookup in order to gain experience and understanding of video signals. With the vast array of video equipment and
features available to consumers, NewTek cannot adequately troubleshoot any given installation. For more in-depth
discussion of video equipment and connections, we refer you to the Recommended Reading appendix, specifically the
television production books by Zettl, Wurtzel/Acker, or Smith.

The Toaster accepts its master sync from input #1. Therefore, as you will see in the diagrams below, whenever you
connect video to the Toaster you must always start with input #1. (If you plan on using the Toaster as a graphics
generator only, such as for LightWave animations, and you do not need to run a video source to it, you are not
required to connect a video source to input #1. It is only necessary when you intend to send video both into and
out of the Toaster.)

A Single Source: a Video Camera A Single Source: a VGR

A video camera sends out an electronically stable signal.
This kind of video source may be connected directly to
the Video Toaster’s #1 input. If the screen exhibits
excessive tearing or breakup, you inay need to adjust the
Toaster’s center frequency. Contact Technical Support

The nature of video recording is such that no VCR can
generate a stable video signal when playing a tape.
Therefore, 2 device known as a time-base corrector, or
TBC, must be employed to insert stable timing signals
into the video. The TBC is connected in-line, between the

for details on this simple procedure. (Note: most Jaser VCR and the Toaster, as shown.
disc players also output a stable video signal, one that
the Toaster is capable of accepting.) The VCR in this example could just as easily be a

camcorder that is playing back a tape. At that time, it is

functioning exactly as a VCR.

Note that this sample diagram, and all diagrams that
follow, are based on using an infinite window TBC.
Infinite window TBC's are pretty much the standard today.
1f you plan on using a TBC that does not have this feature,
you may need to ask your video dealer to assist you in
hooking up your system, as more expertise is required.

This hookup allows you to use special effects to add
character generator titles, freeze frames, still frames (or
LightWave animations from an Amiga 4000) to your
single video source.

This hookup allows you to use special effects to add
character generator titles, freeze frames, and still frames
(or LightWave animations from arn Amiga 4000) to your
single video source.
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Two Sources

A Video Camera and a VCR

This configuration demonstrates a special situation,
using a stable video source a both as video source and a
sync source. The video camera sends its video signal to
two places: Toaster input #1 and the TBC's genlock
input. First, this allows the Toaster to receive a stable
signal. Second, it enables the TBC to “lock on” to the
same signal and cause the video that is being received
from the VCR to scan at the same rate. This gen/ocks the
two signals together so that the Toaster can generate
special effects between the two without a glitch.

This configuration takes advantage of the fact that the
genlock signal doubles as the main video source.
Therefore, it runs from the camera to the TBC (where it
provides a sync reference for the VCR's video) and then
on to the Toaster (where it provides the video image).

14

This hookup allows you to perform special effects
between a live source (the camera) and a taped source
(the VCR), as well as use titles and still frames (or
LightWave animations from an Amiga 4000).

Two Sources

Using Two or more VCRs

Earlier diagrams showed that a VCR required a TBC in
order to connect to the Toaster. How many TBCs do you
think you need for #wo VCRs? The answer is two. In fact,

here’s a simple rule of thumb: for every VCR that you ‘
connect to the Toaster simultaneously, each needs its

own TBC. The diagram for a two-VCR hookup can easily

be expanded for three or four VCRs, simply by adding

another TBC and extending the genlock signal to it in a
daisy-chain fashion,

In this case, VCR 1 sends video to TBC 1. TBC 1 sends the
stabilized video on to Toaster input #1. (So far, this is just
like connecting a single VCR.) VCR 2 sends video to TBC
2, and TBC 2 sends the stabilized video on to Toaster
input #2. Finally, the genlock output of TBC1 connects to
the genlock input of TBC 2. The TBCs insert stable sync
into each signal, making the signals acceptable to the
Toaster, while at the same time causing these two signals
1o be genlocked at the same scan rate, so they arrive at
the Toaster #n sync with one another.

To add another VCR to this hookup: VCR 3 sends video to
TBC 3, which sends the corrected signal on to Toaster input
#3. The gentock output of TBC 2 is connected to the genlock
input of TBC 3, thus genlocking the video. The same types of
connections hold for adding a fourth VCR as well.

You may need to time and phase the TBCs in order to

malch up the video sources in terms of picture line-up ‘
and color. These are relatively simple procedures with

today’s TBCs. You'll find that the instructions are

included with yours. If not, their technical support staff

will provide you with the information you need.

This hookup allows you to perform special effects
between two VCRs (or more, with additional TBCs), add
titles, still frames, or Lightwave animations from an
Amiga 4000,
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Before You Install

Important Notes for All Installations!

General Note
The installation procedure is not as difficult as it may appear, but since there are two models of Video Toaster card, and five
models of Amiga it can be installed to, a great deal of thought and detail has to be devoted to covering all the bases.

Beware Static Electricity

Prior to opening the computer and installing any add-on cards, open the Disposable Wrist Strap packet and put on the strap
per the instructions on the envelope. The Video Toaster card, the Flyer card, and many other computer components are
sensitive electronic devices that can be damaged by relatively minor static electrical charges. The Disposable Wrist Strap
reduces the risk of static electricity damaging any of the components you handle.

Do not operate your system without the cover.

The Video Toaster card and the Flyer card require proper ventilation for operation and can be damaged by heat. Do not
operate them in any Amiga with its cover removed. This reduces the flow of air current across the circuit boards. Excessive
heat may damage the cards.

Parts List (What You'll Need to Install the Toaster and/or Flyer)

Note:

Because of the variety of SCSI and serial cables available, the cables listed in the parts list are
general in nature. You and your dealer will need to determine your specific cabling needs based on
your system configuration. The illustrations and instructions provided are for the NewTek SCSI
accessory cable. Use them as a guide for connecting the drives in your particular configuration.

Tools
e #2 Phillips Screwdriver
e #5-6 or #6-8 Slotted Screwdriver

Hardware
* An Amiga computer (model A2000, A3000, A3000T, A4000, or A4000T with Workbench 2.1 or 3.0, see note below)
* A Video Toaster card (either the original card for the A2000, or the Video Toaster 4000 card for any mode! Amiga)
* Video Toaster Flyer
e 2 SCSI 11 Hard Drives (that have passed the DriveTest program for video usage)
e 1 SCSITor SCSIII Hard Drive (for audio use)
¢ 1 CD-ROM drive
o either 1 NewTek SCSI accessory cable (this is a combination SCSI/serial cable assembly)
or 4 SCSI cables and 2 serial cables (serial cabling is needed for SMPTE time code only)

Software

e | Installation Diskette

e 1 CD-ROM (Video Toaster 4.0/Flyer software)
e 1 Video Toaster/Flyer/4.0 Manual

About Workbench Support
At this time the Video Toaster 4.0/Flyer software supports two releases of the Workbench system software: 2.1 and 3.0.

Although version 3.1 has been released, it has not been officially released by Commodore Business Machines, therefore
programmer and developer information has not been made available. At this time the Video Toaster/Flyer does not support

Workbench 3.1
Introduction/Installation
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The Basic Flyer Configuration

Because of the variety of Amigas, Toasters, and SCSI Hard Drives ini use, these installation instructions (and the Flyer
installation program) assume that you are installing a basic Flyer system. The definition of a basic Flyer system is: an Amiga
computer, a Video Toaster, a Flyer, two video hard drives, one audio hard drive, and one CD-ROM drive.

Warning!

If you are not installing the basic system configuration described above, you may need to take
additional steps after the standard installation to ensure that your system will function properly. See
Appendix 2: Non-Standard Installations, for further information.

Introduction/Installation




Installation;
Determining What to Install ©

Do not perform every one of these installation procedures! Find out which installation steps you need to follow:

Use the chart below to (1) select your Toaster card, (2) the computer you plan to use with it, and (3) the action you wish to
take, By matching these items, you'll find out the installation procedure(s) you should follow (4), listed on the facing page.

1. Select the Toaster
card you have.

Video Toaster 4000 card l Original Toaster

.
-
-
-
-

~e
~
S
~

h
\
A
A}
\
‘_-_-
’
!
1
1
y
4._.._-_

2. Select the Amiga
you wish to use with Amiga
this Toaster.

3. Select the action
you wish to take with
these items.

‘_-_—-—__-—

- m———— -
sl i s
<.__________

Install Toaster only B
(no Flyer)

Install Flyer only

(VT already present) D, F

Install both Video

Toaster and Flyer D,B,G

Install 4.0 software
from CD-ROM

Install 4.0 software
from diskettes

Introduction/Installation
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Installation, continued
® The Installation Procedures

‘ r Installation Procedures

4. Where to turn

Introduction/Installation
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Procedure A

Configuration/Installation of the Toaster card for the Amiga 2000

Follow these procedures whether you are  (a) installing the Toaster card only, or
(b) the Toaster card and then the Flyer card.
Tools needed: #2 Phillips screwdriver
#6-8 Slotted screwdriver

Overview: The Toaster 4000 hardware is configured at the factory for the Amiga 4000. You will need to reconfigure it for the
Amiga 2000 (this involves changing jumper settings), move the BNC connector card to the “2000” position, and exchange

Procedure

1 Unplug the system from AC power.

2 Remove the cover. Refer to your owner’s manual or to your dealer for specific information on removing the cover
from your system.

the power supply. You will need to remove the power supply first in order to install the Video Toaster 4000 Card.
There are three screws in the front of the chassis, and four in the back.

5 Locate and identify the video expansion slot. On the Amiga 2000, it is on the far edge of the motherboard, beside

4 Attach the enclosed rubber spacers (feet) to the end of the card so that the card cannot move to the left or the right
and come into contact with the power chassis or outer cover. The feet should be aftached to the smaller end of the
Video Toaster card (the end opposite the BNC connections).

IMPORTANT: The Toaster 4000 card is a static-sensitive electronic device. Before you remove it from its sleeve, stand beside ‘
the Amiga and touch the metal casing on the power supply. This will drain any static charge you may retain so that you can
handle the card safely.

Carefully remove the Toaster 4000 card from its sleeve, and configure the card for your system as described in the
5 steps that follow.

2“““ Analog board

Bottom (2000)

connector
| Jumpers (up)

BNC board

Digital board

RAM board
(do not remove)

HHIH R g

For reference, the front of the Video Toaster 4000 card is the side with the printing “Video Toaster 4000.” The largest of the

cards that make up the Toaster is the Digital card, the next largest is the Analog card, the third largest is the RAM card, and the
Introduction/Installation smallest is the BNC connector card.
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5 a Remove the (L-shaped) Amiga 3000/4000 mounting bracket. You will not need it for Amiga 2000 installation.

b Unscrew the 2 screws on the back of the small BNC card, and place the card aside. Notice it was connected to the
5 Analog card beside the tiny label “3000/4000.” When you reattach the BNC card, you will connect it to the other
position, beside the *2000" label.

5 C Unscrew the 2 screws on the front of the Analog card, and carefully separate it from the Digital card.
5 d By the edge connector you will see 8 jumpers (they look like gold pins, with small black connectors across

them). Remove these, then replace them in the upper position (they are shipped in the lower position for the
Amiga 4000).

5 e Replace the Analog card and screw it into place.

f (Skip this step if you are installing the Flyer with the Toaster.) Replace the original BNC connector card. Attach
5 the original BNC connector card to the upper connector, marked “2000,” and screw it into place.

Screw the Amiga 2000 mounting bracket into place. This is the flat bracket.

:

6 Insert the card into the system. The card stands
upright, with the words Video Toaster facing away
from the power supply.

Secure the card in place. There are two screws, one
7 at the top of the card and one at the bottom, that
hold it to the back of the A2000.

8 Replace the power supply and secure it with its
screws. Make certain that all cables are secure
before you close up the system.

If you removed any other cards or peripherals, reinstall them now before closing up the system. Close the cover.
9 Replace the case and secure it with its screws.

Introduction/Installation
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Procedure B

Configuration/Installation of the Toaster card for the Amiga 3000

Follow these procedures whether you are  (a) installing the Toaster card only, or
(b) the Toaster card and then the Flyer card.
Tools needed: #2 Phillips screwdriver
#6-8 Slotted screwdriver

Overview: The Toaster 4000 hardware is configured at the factory for the Amiga 4000. You will need to reconfigure it for the
Amiga 3000 (this involves changing jumper settings), move the BNG connector card to the “2000” position, and exchange
mounting brackets to secure it to the Amiga computer.

Procedure

1 Unplug the system from AC power.

2 Remove the cover. Refer to your owner's manual or to your dealer for specific information on removing the cover
from your system.

Attach the included plastic shield to the inside of the 3000’s cover. This shield protects the Toaster card from
3 coming into contact with the cover and shorting the system. Make certain you align this shield correctly so that no
part of the VT 4000 hardware can touch the inside cover of the Amiga 3000.

4 Locate and identify the video expansion slot. On the Amiga 3000, it is the topmost slot of the expansion board in the
center. Remove the mounting bracket that covers the video slot expansion hole in the back of the Amiga.

IMPORTANT: The Toaster 4000 card is a static-sensitive electronic device. Before you remove it from its sleeve, stand beside .
the Amiga and touch the metal casing on the power supply. This will drain any static charge you may retain so that you can
handle the card safely.

5 Remove the Toaster 4000 card from its sleeve and configure the card for your system following the steps below.

3"“" Analog board

Bottom (2000)
connector

BNC board
Digital board

| Jumpers (up)

RAM board
(do not remove)

For reference, the front of the Video Toaster 4000 card is the side with the printing “Video Toaster 4000.” The largest of the
cards that make up the Toaster is the Digital card, the next largest is the Analog card, the third largest is the RAM card, and the
smallest is the BNC connector card. .



5 a Remove the (L-shaped) Amiga 3000/4000 mounting bracket,
S b Unscrew the 2 screws on the back of the small BNC connector card. Remove the card and place it aside.

5 C Unscrew the 2 screws on the front of the Analog card, and carefully separate the Analog card from the Digital
card.

across them). These need to be moved to the upper position for the Amiga 3000 (they are shipped in the lower
position for the Amiga 4000).

5 Near the edge connector you will see 8 jumpers (they look like 2 rows of gold pins with small black connectors

5 e Replace the Analog card and secure it with 2 screws,

secure it with 2 screws. When you restart your
computer after a Video
Secure the Amiga 3000/4000 mounting bracket into place with 2 screws. This is the L-shaped bracket. Toaster 4000 card has been
5 g installed in the 3000 or
3000T model Amigas, you
may notice that the screen
colors have changed.

Sf (Skip this step if you are installing the Flyer with the Toaster.) Replace the original BNC connector card and Important Notice

A hardware difference
between the Toaster4000
and the 3000 is at fault.

To correct this, after the
entire installation is
complete, go into the
Toaster software drawer
and double-click the icon
Patch3000. This will
restore the correct color
scheme. If you would like

Patch3000 to be run

6 Insert the card into the system. The card lies on its side with the words Video Toaster facing up. automatically every time you
start the Amiga, drag the
icon into the WBStartup

7 Secure the card in place with 1 screw. drawer instead.

8 If you removed any other cards or peripherals, reinstall them before closing up the system. Close the cover.

Replace the case screws.
Introduction/Installation
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Procedure G

Configuration/Installation of the Toaster card for the Amiga 4000

Follow these procedures whether you are  (a) installing the Toaster card only, or
(b) the Toaster card and then the Flyer card.

Tools needed: #2 Phillips screwdriver
#5-6 or 6-8 Slotted screwdriver

Overview: The Toaster 4000 hardware is configured at the factory for the Amiga 4000. If you have just purchased a new
Video Toaster 4000, see the gray box below for an important notice. If you are removing a Video Toaster 4000 card from an
Amiga 2000 or 3000 with the intention of installing it in the Amiga 4000 then follow these steps.

Procedure : ‘

IMPORTANT: The Toaster 4000 card is a static-sensitive electronic device. Before you remove it from its sleeve, stand beside

the Amiga and touch the metal casing on the power supply. This will drain any static charge you may retain so that you can
handle the card safely.

1 Remove the Toaster 4000 card from its sleeve (or from the previous computer in which it was installed) and
configure the card for the Amiga 4000 following the steps below.

4““" Analog board}

Bottom (2000)

connector
Jumpers {down)

BNC board
Digital board

RAM board
(do not remave)

L R LRy e

Introduction/Installation

For reference, the front of the Video Toaster 4000 card is the side with the printing “Video Toaster 4000.” The largest of the
cards that make up the Toaster is the Digital card, the next largest is the Analog card, the third largest is the RAM card, and the

smallest is the BNC connector card.
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Remove the (L-shaped) Amiga 3000/4000 mounting bracket. There are 2 screws to remove.

1a

1 b Unscrew the 2 screws on the back of the small BNC connector card. Remove the card and place it aside.

Unscrew the 2 screws on the front of the Analog card, and carefully separate the Anatog card from the Digital

1 C card.

1 d Near the edge connector you will see 8 jumpers (they look like 2 rows of gold pins with small black connectors
across them). These need to be moved to the lower position for the Amiga 4000.

1 e Replace the Analog card and secure it with 2 screws.

1 f (Skip this step if you are the Flyer with the Toaster.) Replace the original BNC connector card and secure it with
2 screws.

2 Remove the cover from the Amiga 4000 and locate the video slot (this is the topmost slot on the upright
expansion card).

3 Insert the card into the system. The card lies on its side with the words Video Toaster facing up.
Secure the card in place with 1 screw.

If you removed any other cards or peripherals, reinstall them before closing up the system. Close the cover.
5 Replace the case screws.

. Introductior/Installation
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Procedure D

Configuring the Video Toaster 4000 card for use with the Flyer

Procedure
Lay the Flyer BNC connector flat on a static-free surface. See Figure 1.

2 Folder the ribbon cable so that it crosses over itself and lies on top of the multi-pin connector beside it.
Press the ribbon cable flat at the point where it bends. See Figure 2.

Figure 1 Figure 2
Fold the ribbon cable in half lengthwise so that it folds on top of itself for a distance of about 6 inches.
3 Press it flat along the fold. See Figure 3.

4 Remove the spacer posts from the original BNC board that came with the Toaster card. Re-attach them
to the Flyer BNC board instead. See Figure 4.

Figure 3 Figure 4




Attach the Flyer BNC connector board to back of the Video Toaster 4000. The ribbon cable will stick
5 out the top of the Toaster, between the back of the Toaster card and the mounting bracket. Secure the
BNC card in place with its 2 screws. See Figures 5 and 6.

Figure 5 Figure 6

. Introduction/Installation

27




Introduction/Installation

28

Procedure E
Installing Cables, the Flyer, and Drives in the Amiga 2000

Determine the best choice of expansion slots for the
SCSU/serial cable run and the Flyer in your
computer. See Figure 1 for your options.

The Toaster slot is on the far end of the
motherboard, beside the power supply. Count the
Toaster slot as slot 1. Near the middle of the Amiga
motherboard is slot 2, the CPU/accelerator slot.
Install the Flyer in slots 3, 4, 5, 6 or 7. Whichever
you choose, the next higher slot number should be
used for the cable assembly.

See Figure 1.

Thread the internal connectors of three SCSI
cables and the two serial cables through the
Amiga expansion cover slot that is nearest to the
Video Toaster card. (Note: serial cables are only
required for SMPTE time code support, and
external control. They are not required for basic
Flyer operation.)

If you are using NewTek's SCSI accessory cable,
make sure you hold the cable correctly before
inserting the connectors (the metal tab sticking out
of the molded plastic block should aim toward the
motherboard expansions slots). It helps to fold the
strain relief tabs over the exposed wiring as you
tuck each connector through the Amiga slot. See
Figure 1.

Figure 1.
The Amiga 2000 motherboard and its expansion slots as
viewed from above.

Figure 2.




(Skip this step if you are not using NewTek's SCSI
accessory cable.)

Thread the SCSI accessory cable fully into the Amiga
until the squarish, molded plastic block touches the
back of the computer. Insert the metal tab at the
base of the plastic block into the slot in the Amiga.
See Figure 4..

(Skip this step if you are not using NewTek’s SCSI
accessory cable.)

Now attach the small angled bracket to the molded
plastic block (the screw for this is built in to the
block). The lip of the bracket should overlap the
back ledge of the Amiga (and its hole should line
up with a hole there). See Figure 5.

When the bracket is secure, use the Phillips
screwdriver and install the screw. This secures the
entire cable assembly to the Amiga.

Hold the Flyer’s mounting bracket over its
connectors and insert the Flyer card into the
Amiga. Secure the mounting bracket with one of
the screws from the slot covers removed earlier,
Make sure you have access to the 5 internal
cables from the cable assembly so you can hook
them up. See Figure .

The 2 serial cables on NewTek's SCSI cable
assembly are labeled A and B. The Flyer card has
two serial connections labeled Serial A and Serial
B.

If you have serial cables, attach them as follows:
e (Cable A to Serial A, and
¢ (able B to Serial B.

The connectors are “keyed,” or notched, so they
can be attached the correct way only. Also, they
have a few extra inches of flexible exposed wiring
so that they can attach to the edge connectors
without stressing the cable.

Figure 4.

Figure 5.
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The 3 SCSI cables on NewTek'’s cable are of
different lengths so that they can reach different
connections. They are labeled (from longest to
shortest) A, B, or C, at both ends. The Flyer card
has three SCSI connections labeled SCSIO,
SCSI1, SCSI2.

e Attach cable A to SCSIO.
o Attach cable B to SCSII.
o Attach cable C to SCSI2.

The connectors are keyed so they can be attached
the correct way only.

Attach the Toaster-to-Flyer internal ribbon cable
to the top edge of the rear of the Video Toaster
card.

There is a 16-pin header at the top rear of the
Toaster card with the label JP2 beside it. The red
stripe on the cable should line up with the pin
marked 1 (so that the stripe should lie toward the
back of the Amiga).

Note to Y/C Plus owners
Contact Y/C Plus, Inc., for a modified cable in order to
use the Video Toaster 2000, the Flyer, and the Y/C Plus.

9

10

Attach the other end of the Toaster-to-Flyer cable
to the top rear connector on the Flyer card.

See Figure 10.

There is a 20-pin header at the top rear of the Flyer
card with the label Toaster I/0 beside it. Attach the
cable so that the red stripe should lie toward the
front of the Amiga. The cable will have to twist or
fold in order to achieve this.

Tuck any excess cable out of way.

Place your video hard drives near the Amiga,
within reach of the SCSI cables. Make sure that it
is not plugged in to an AC power outlet yet, and
that your drives are set to SCSI ID 0.

The Flyer installation program sets up for a system
with three drives: FAQ:, FBO:, and FCO:. The first
letter refers to the Flyer, the second to the SCSI
chain, and the number refers to the SCSI ID
number.

* Attach cable A to the first drive,
* Attach cable B to the second drive.
¢ Do not attach cable C to any drive yet.

Red stripe
toward back

Figure 9.

Figure 10.

Figure I11.
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Place your CD-ROM drive near the hard drive
enclosure, within reach of the SCSI cables. Make
sure that it is not plugged in to an AC power
outlet yet. Set its SCSI ID to 6.

Attach the CD-ROM and your third drive to SCSI
channel C using one of the following methods:

(a) Run Flyer SCSI cable C from the Amiga to the
CD-ROM, and then connect a SCSI pass-through
cable from the CD-ROM to the drive. (This option
requires that your CD-ROM has a pass-through
connection, like the lower connection shown in
Figure 12.)

or

(b) Run Flyer SCSI cable C from the Amiga to the
drive, and then connect a SCSI pass-through cable
from the drive to the CD-ROM. (This option
requires that your drive, or its enclosure, has the
ability to continue the daisy-chain from the external
drive.)

Figure 12.

Introduction/Installation
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Procedure F
Installing Cables, the Flyer, and Drives in the Amiga 3000

Procedure

1 Determine the best choice of expansion slots for the
SCSl/serial cables and the Flyer in your computer.

For recommendations, see Figure 1 if you're using
the Amiga 3000, or Figure 2 if you're using the
Amiga 3000T.

Important Note:
It is easiest if you remove your Video Toaster card
from the Amiga 3000 (not the 3000T) in order to

, Figure 1.
install the Fiyer and its cables. Later, the The Amiga 3000 daughterboard and its expansion slots as
instructions will inform you when to reinstall the viewed from the side.

Toaster card and connect it to the Flyer,

Slot 1, the topmost slot, is for the Toaster. You may use

Note: either slots 2 and 3 for the Flyer card and its cabling, or
The steps shown reflect the Amiga 3000 installation g s 3 and 4.

only, not the Amiga 3000T.

EEAEE
S [
T

Bottom

Figure 2.
The Amiga 3000T motherboard and its expansion slots as
viewed from the side.

Introduction/Installation The Toaster slot is slot 1, nearest the center of the .

motherboard. Use any two remaining adjacent slots for
the Flyer and its cabling.
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Thread the internal connectors of three SCSI
cables and the two serial cables through the
Amiga expansion cover slot nearest to the Video
Toaster card. (Note: serial cables are only
required for SMPTE time code support, and
external control. They are not required for basic
Flyer operation.)

If you are using NewTek’s SCSI accessory cable,
make sure you hold the cable correctly before
inserting the connectors (the metal tab sticking out
of the molded plastic block should aim toward the
expansion slots). It helps to fold the strain relief
tabs over the exposed wiring as you tuck each
connector through the Amiga slot. See Figure 3.

(Skip this step if you are not using NewTek’s SCSI
accessory cable.) Thread the SCSI accessory
cable fully into the Amiga until the squarish,
molded plastic block touches the back of the
computer. Insert the metal tab at the base of the
plastic block into the slot in the Amiga.

See Figure 4.

(Skip this step if you are not using NewTek's SCSI
accessory cable.) Now attach the small angled
bracket to the molded plastic block (the screw for
this is built in to the block). The lip of the bracket
should overlap the back ledge of the Amiga (and its
hole should line up with a hole there). When the
bracket is secure, use the Phillips screwdriver and
install the screw. This secures the entire cable
assembly to the Amiga.

See Figure 5.

Hold the Flyer’s mounting bracket over its
connectors and insert the Flyer card into the
Amiga. Secure the mounting bracket with one of
the screws from the slot covers removed earlier.
Make sure you have access to the 5 internal
cables from the cable assembly so you can hook
them up. See Figure 0.

Figure 3.

Figure 4.

Figure 5.

Figure 6.

Introduction/Installation
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The 2 serial cables on NewTek’s SCSI cable
assembly are labeled A and B. The Flyer card has
two serial connections labeled Serial A and Serial
B.

If you have serial cables:
o Attach serial cable A to Serial A, and
e Attach serial cable B to Serial B.

The connectors are “keyed,” or notched, so they
can be attached the correct way only. Also, they
have a few extra inches of flexible exposed wiring
so that they can attach to the edge connectors
without stressing the cable.

The 3 SCSI cables on the cable assembly are of
different lengths so that they can reach different
connections. They are labeled (from longest to
shortest) A, B, or C, at both ends. The Flyer card
has three SCSI connections labeled SCSIO, SCSI1,
SCSI2.

e Attach cable A to SCSIO.
e Attach cable B to SCSI1.
o Attach cable C to SCSI2.

The connectors are keyed so they can be attached
the correct way only.

This step refers to the Amiga 3000 only. Skip this
step if you are installing the Flyer in an A3000T.

If you removed the Video Toaster from the Amiga
3000 in order to make installation easier, go ahead
and reinsert the Toaster card now.

Connect the other end of the Toaster-to-Flyer
internal ribbon cable to the Flyer card (one end
is already connected to the Toaster). It connects
to a2 20-pin header on the edge of the card at the
back of the computer, labeled Toaster I/0.

Tuck any excess ribbon cable between the two
cards, out of the way.

Figure 8.

Figure 9.

Figure 10.
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Place the enclosure containing your video hard
drives within reach of the SCSI cables. Make sure
that it is not plugged in to an AC power outlet yet.

The Flyer installation program sets up for a system
with three drives: FAO:, FB0:, and FCO:. The first
letter refers to the Flyer, the second letter to the
SCSI chain, and the number refers to the SCSI ID
number. Make sure your drives are set to SCSI [D
0.

o Attach cable A to the fiest drive.
o Attach cable B to the second drive.

Do not attach cable C to the third drive vet.

Place your CD-ROM drive near the hard drive
enclosure, within reach of the SCSI cables. Make
sure that it is not plugged in to an AC power
outlet vet. Set its SCSI ID to 6.

Attach the CD-ROM and your third drive to SCSI
channel C using one of the following methods:

(a) Run Flyer SCSI cable C from the Amiga to the
CD-ROM, and then connect a SCSI pass-through
cable from the CD-ROM to the drive. (This option
requires that your CD-ROM has a pass-through
connection, like the one shown in Figure 12.)

or

(b) Run Flyer SCSI cable C from the Amiga to the
drive, and then connect a SCSI pass-through cable
from the drive to the CD-ROM. (This option
requires that you have the ability to continue the
daisy-chain from the external drive.)

When you are finished, your system should look
something like the one shown in Figure 13
(although the third drive is not shown, note that the
CD-ROM drive is used in daisy-chain fashion; the
Flyer connects to it, and it continues the connection
on to the third drive).

Figure 11.

Figure 12.

¥
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Procedure 6
Installing Cables, the Flyer, and Drives in the Amiga 4000

1 Determine the best possible expansion slot for
the cable run in your Amiga 4000, see the notes
below.

Figure 1.
The Amiga 4000 motherboard and its expansion slots as
viewed from the side.

The Toaster slot is the expansion slot on the bottom, slot
4. The next slot above it, slot 3, should be empty (since
the Toaster partially blocks it); use it for the cable
assembly. Use slot 2 for the Flyer card,

Figure 2.
The Amiga 4000T motherboard and its expansion slots as
seen from the side.

There are two video slots in the center of the
motherboard on the 4000T. Because of the expansion slot
layout, the Toaster works best in slot 2*% We
recommend you place the Toaster in slot 2, then use slots
3and 4 (or 4 and 5) for the Flyer and ils cables.

Optionally, you could utilize the unused port hole of slot
1 to run the cable assembly. It might make for a messy
cable appearance coming from this direction, but it does
keep one expansion slot free.

**Ifyou use slot 1 the Toaster overlaps a memory
expansion slot, so you can’t have the full amount of RAM.
If you use slot 2 the Toaster overlaps the first video slot,
50 you can't use another video slot card. In most cases,
you'll probably want as much RAM as possible since most
users don’t use two video card devices in the A4000T.
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Thread the internal connectors of three SCSI cables
and the two serial cables through the Amiga
expansion cover slot that is nearest to the Video
Toaster card. (Note: serial cables are only
required for SMPTE time code support, and
external control. They are not required for basic
Flyer operation.)

If you are using NewTek's SCSI accessory cable,
make sure you hold the cable correctly before
inserting the connectors (the metal tab sticking
out of the molded plastic block should aim
toward the motherboard expansions slots). It
helps to fold the strain relief tabs over the
exposed wiring as you tuck each cornector
through the Amiga slot. See Figures 3 and 4.

(Skip this step if you are not using NewTek’s SCSI

accessory cable.) Push the entire SCSI accessory
cable fully into the Amiga until the squarish,
molded plastic block touches the back of the
computer. Insert the metal tab at the base of the
plastic block into the slot in the Amiga. See Figure
5.

(Skip this step if you are not using NewTek’s SCSI
accessory cable.) Now attach the small angled
bracket to the molded plastic block (the screw for
this is built in to the block). The lip of the bracket
should overlap the back ledge of the Amiga (and its
hole should line up with a hole there). When the
bracket is secure, use the Phillips screwdriver and
install the screw. This secures the entire cable
assembly to the Amiga. See Figure 6.

Figure 3.

Figure 4.

£

Figure 5.

Angle bracket
(attached) being p®
secured to the [

Figure 6.

A4000
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Hold the Flyer’s mounting bracket over its
connectors and insert the Flyer card into the
Amiga. Secure the mounting bracket with one of
the screws from the slot covers removed earlier.
Make sure you have access to the 5 internal
cables from the cable assembly so you can hook
them up. See Figure 7.

The 2 serial cables on NewTek's SCSI cable
assembly are labeled A and B. The Flyer card has
two serial connections labeled Serial A and Serial
B.

If you have serial cables:
e Attach serial cable A to Serial A, and
e Attach serial cable B to Serial B.

See figure 8.

The connectors are “keyed,” or notched, so they can be
attached the correct way only.

-

The 3 SCSI cables on the cable assembly are of
different lengths so that they can reach different
connections. They are labeled (from longest to
shortest) A, B, or C, at both ends. The Flyer card
has three SCSI connections labeled SCSIO,
SCSI1, SCSI2. See figure 9.

e Attach cable A to SCSIO.
o Attach cable B to SCSI1,
o Attach cable C to SCSI2.

Connectors are keyed. They can be attached the
correct way only.

Connect the other end of the Toaster-to-Flyer
internal ribbon cable to the Flyer card (one end
is already connected to the Toaster). It connects
to a 20-pin header on the edge of the card at the
back of the computer, labeled Toaster 1/0.

See Figure 10.

Tuck any excess ribbon cable between the two
cards, out of the way.

Figure 9.

Figure 10.




Place the enclosure containing video hard drives
9 near the Amiga. Make sure that it is not plugged
into an AC power outlet yet.

e Attach cable A to the first drive.
e Attach cable B to the second drive.
Do not attach cable C to the third drive yet.

The Flyer installation program sets up for a system with three
drives: FAO:, FBO:, and FCO:. The first letter refers to the
Flyer, the second letter to the SCSI chain, and the number
refers to the SCSI ID number. Make sure your drives are set
to SCSI ID 0.

1 O Place your CD-ROM drive near the hard drive
enclosure, within reach of the SCSI cables. Make
sure that it is not plugged in to an AC power
outlet yet. Set its SCSI ID to 6.

Attach the CD-ROM and your third drive to SCSI
channel C using one of the following methods:

(a) Run Flyer SCSI cable C from the Amiga to the
(D-ROM, and then connect a SCSI pass-through
cable from the CD-ROM to the drive. (This option
requires that your CD-ROM has a pass-through
connection, like the one shown in Figure 12.)

or

(b) Run Flyer SCSI cable C from the Amiga to the
drive, and then connect a SCSI pass-through cable
from the drive to the CD-ROM. (This option
requires that the drive, or its enclosure, has the
ability to continue the daisy-chain from the external
drive.)

When you are finished, your system should look something
like the one shown in Figure 13 (although the third drive is
not shown, note that the CD-ROM drive is used in daisy-
chain fashion; the Flyer connects to it, and it continues the
connection on to the third drive).

Figure 13.
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Procedure H
Installing the Software from the CD-ROM Disc

What you need for this step
CD-ROM disc of Toaster/Flyer software
Flyer software installation diskettes

1 Plug in all AC power cables (Amiga, drive case, CD-ROM, and anything else that is part of your system).
2 Turn on all of your system equipment, the Amiga last.

3 Insert the installation diskette in your main floppy drive. Insert the CD-ROM in your CD-ROM drive.

4 Double-click on the icon for the floppy disk, then double-click on the icon labeled Instail_Flyer, You
should see a2 window something like the one shown below.

The vast majority of Toaster users will find the default values for each step are appropriate for their system.

Set Installation Mode refers to the manner in which the installation should take place. Most users should go with the default
setting, Intermediate User, unless you wish to know more about each step of the installation before it happens.

* Novice User is not available.

* Intermediate User ... .

» Expert User ...

Select the next action for the installer to take. Most users should select Proceed with Install at this point.
* Proceed With Install continues with the next step of the installation.

e Abort Install cancels the install program.

¢ About... displays information about this version of the install.

 Help... displays basic help information if you are unsure of what action to take.




S Here you must choose among two different installation options before proceeding.

Installation Options

* Install for Real will take you to the next step of installation.

¢ Pretend to Install will continue as if the installation were actually occurring, but it will zo# install any files to your
system. This option is useful if you want to find out if your hard disk has enough space (a later step allows you to choose
which software to install if you do not have room for a full installation).

Log all actions to:

¢ Printer will send a copy of all the installer’s actions to the parallel port. Your printer must be turned on already, and your
system’s printer settings correct for this to work.

* Log File will start a text file of all the installer’s actions. If you select Log File, a requester will ask where you wish to have
the file saved.

¢ None will not create a log file of any kind.

6 Here you will select the location on your computer system where you want the Toaster software
installed.

This step is asking you for two pieces of information: the hard disk where you want the software instalied, and (optionally)
the drawer in which you would like it installed. If you select a hard disk (for example, VT1: from the list shown above), then
click Proceed, the software will be installed on that drive. If you further select a drawer (directory) on that drive, the software
will be installed within that directory.

Important!

In the next stage of installation, the install program will ask if you wish to install all of the Flyer software in a drawer named
“NewTek” (which will be placed on the drive, optionally in the directory, you choose here). If you wish to replace all of your
previous Toaster software, select the drive and the Toaster drawer before continuing. If you wish to leave your original
Toaster software untouched and place the new software in the separate NewTek drawer, select just the drive where you want
the software installed.

Proceed will accept your drive/directory current selection and continue with the next step of the instaliation.
Parent Drawer will take you back up one step (or one level) if you have entered too many sub-directories.
Show Drives will display all of the disk drives currently available.

Make New Drawer... will create 2 new drawer (directory) at the selected location.

Introduction/Installation
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7 Choose whether you would like the Flyer software installed in a drawer named NewTek. Choose Yes or
No.

The original Toaster software was installed in a drawer named Toaster. In an attempt to incorporate the Flyer with the
Toaster, we have opted to install all new software in a drawer named NewTek.

Wherever you choose to install the new software, all of the graphics you have ever created with the previous Toaster software
will remain unchanged. The install program will only install the new software, it will not remove any previous software.

There is one caveat to this: certain system files (certain fonts in the fonts: directory and library files in the libs: directory)
used by your previous Toaster software will be overwritten with new font and library files. You will 7ot be able to run the old
Toaster software once these have been changed unless you copy the fonts: and libs: directories to a separate location prior to
running the installation in order to keep these older files aside for safekeeping.

Here you can select whether to simply update your existing Flyer software or go with the entire
installation. Select an option then click on Proceed.

Install Flyer Software will install the full set of Flyer software. If you receive update disks from your dealer or from NewTek,
you would select this option.

Update Existing Flyer Software will install only the basic Flyer operating system (i.e., about 10 MB worth of data required
for the Flyer to run, but none of the supporting graphics files, PS fonts, or LightWave objects and scenes, for example). If you
have just received an all-new set of Flyer, or this is your first-time installation, select this option.

Select which items are to be installed (the basic software is always installed, here you are selecting the
9 additional/optional items), then click on Proceed.

Here you can choose which items are installed. By default, all items will be installed. Click on a checkbox to deselect an item.
Introduction/Installation Note that if you choose to install Effects, you will have another step, that of selecting which types of effects should be installed.

Most users will probably choose to install everything for the first-time installation.
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1 O Select which effects are to be installed , then click Proceed.
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1 1 You may or may not see this window. If your system does not have enough space to accept the
selected software, the install program will inform you. Otherwise, the install program will ask you the
question shown in Step 12. Skip to step 12.

Proceed will return you to Step 9 where you may deselect additional items in order to install the Flyer software.

‘ 1 2 Here you can choose whether you would like the Toaster/Flyer to start up immediately, as soon as you
start the computer. Choose Yes to install the Flyer software. Choose No otherwise.

If you choose Yes, an icon will be placed in the Amiga’s WBStartup drawer that interrupts the final stage of the normal
computer startup and, instead of starting the Workbench, starts up the Toaster/Flyer. You will still be able to get to the
Workbench, but only after you quit the Toaster/Flyer program. The Amiga WorkBench will not be available until then.

If you choose Yes, but later change your mind, you can remove an icon called StartToaster from the WBStartup drawer to
keep the Toaster/Flyer from starting automatically. Place the icon anywhere that's handy (leave it out on the Workbench, or
return it to the NewTek drawer.

If you choose No, but later change your mind, simply drag an icon called StartToaster from the NewTek drawer into the
WBStartup drawer. The presence of this icon in the WBStartup drawer will cause the Toaster/Flyer software to automatically

start when the system is turned on.
' Introduction/{nstallation
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1 2 You may or may not see this window. If you are installing to an AMiga 4000 or 40007, skip this
step. You will not see this window. If you are installing the software to an Amiga 2000, 3000, or
3000T, the install program will ask you to specify which model of Video Toaster card you have (either
the original card for the Amiga 2000, or the newer card that fits all Amigas which we refer to as the
Video Toaster 4000 card). Select the appropriate card and click Proceed.

1 3 The installation will now proceed from the install diskette and the CD-ROM with no further input

required from you. When the install is complete, remember to remove the install disk and CD-ROM
disc.

Introduction/Installation
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Procedure |

Formatting Your Hard Drives for Fiyer Use

Overview

The FlyerFormat program is used for the following purposes:

e To format hard drives that have been added to the system

* To reformat a corrupted hard drive (rare, but it can happen)

* To update hard drive cache settings (which can affect drive video performance).

The format process is a simple one. Start FlyerFormat, select the drive, select the format type, and let the program do the rest.

1 Locate the icon for FlyerFormat in the installed software drawer and double-click it to start. After a
moment’s delay while it reads the SCSI drive chains, it will look something like this.

All of the drives connected to the Flyer will appear in the list window. (If 2 drive does not appear, double check that it has in
fact powered up and that the SCSI cable is properly connected.) Follow the steps below to format a new drive.

2 From the list of available drives you should see your newly added drive with the comment “Not Flyer-
ES” on its status line. Select this drive by clicking on it. The entire line will highlight (shown above).

3 Click on the button labeled Format Drive. You should see a message similar to the one below:




Click Cancel if for any reason you do not want to format this drive. Otherwise, click OK to proceed to
the next step. You should see a message similar to the one below:

Click on the appropriate button for the type of data you will put on selected drive:
 Audio Only is intended for standard SCSI hard drives on SCSI channel C that will be used for additional audio tracks
(see note below).
¢ Audio/Video is intended for hard drives on SCSI channels A and B that will be used to record video clips along with
their accompanying audio.

After a few moments the process will be completed. The drive will be formatted and its cache settings updated. The list
window will be cleared and updated with new status information. (For example, formatting a 2 gigabyte video hard drive
takes about 20 seconds.) You can be certain the process was successfully completed by looking at the status line for the
newly-formatted drive. It should indicate either “Video/Audio” or “Audio” now rather than “Not Flyer FS.”)

This drive is now ready to use.

If you have additional drives to format for Flyer use, repeat steps 2 through 4 as necessary until all
S drives have been formatted. Remember to select the correct data type (Audio only or Audio/Video) for
each drive.

6 When you are finished, click the close box in the upper left-hand corner of the FlyerFormat window to
exit the program.

[ntroduction/Installation
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Tutorials
®

The tutorials in this section include step-by-step instructions detailing many of the new functions within System 4.0. Table 0'
Due to space (and time) considerations, the tutorials in this section are primarily concerned with the newer features of contents

System 4.0, and are not necessarily intended for first-time users. The majority of the tutorials assume that you have a basic
understanding of operating the videographic applications that are included with the Toaster.
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How to Record a Video Glip

Recording video to the Flyer is a simple process, a lot like making a copy of a video tape. After you connect the video and
audio outputs of the playback machine to the video and audio inputs on the Flyer, you’re ready to go. If you haven’t yet .
hooked up the Flyer, see the Installation section for instructions.

Follow the numbered steps below to record video footage into the Elyer.

1 Select the Flyer drive that will store this clip.

This pop-up contains the name of all of the active Elyer drives that can record video or audio clips. When you select a
drive from this pop-up, the Approximate Time Available and Reorganized Time Available displays will be updated to give
you a rough idea of how much footage you can record to this drive.

Note that these figures are also affected by the next step, where you select the recording level quality you want.
2 Select the video quality fevel which you would like for this clip.

There are two settings for the recording quality of video clips (Standard Play and Extended Play) and one setting for an
audio clip (Audio Only). Standard Play and Extended Play are similar to the controls you'd find on a consumer VCR,
where the standard speed gives you the best image quality but less overall recording time while Extended Play provides
slightly lesser quality with longer recording time. (Audio quality remains at 16-bit CD quality for either reocrding mode.)

Try out both video modes (record the same video segment twice, each time with the alternate setting, then play them
back) to see if you notice a discernable difference. If you do see one, you may prefer to use Standard Play for all your
work. If you don't see a difference, use Extended Play for maximum record time.



For audio only clips, select Audio Only. This activates the audio input connections on the back of the Flyer and ignores all
video inputs. (Note that if you are recording an audio clip from a video tape, you will not be able to see the video while you
record the audio only. The Toaster’s output will be black while you record audio clips.)

. Decide whether you wish to reorganize the files on this Flyer drive. If so, select the Reorganize
Drive button. If not, skip this step.

Reorganization can free up additional space on the selected drive so that you may be able to record longer clips. Since Flyer
video clips are just “files” to the computer, sometimes they can be better organized on the hard disk, which can increase
your usable recording space on the drive. However, the process can take up quite a bit of time. If you do not need to
reorganize the drive, don't take the time to do so.

4 Select the input source. Once you choose a source, you will see it on the Toaster's main output
(and hear its audio, if any, on the Flyer’s audio outputs).

The Flyer can record video from several different connections. For video clips, you can select from Toaster inputs 1-4, the
Flyer's composite input, the Flyer’s Y/G input, or the Toaster’s main output. (Why the main output? See the note at the end of
this tutorial.)

Important!

Remember that the Flyer, like the Toaster, requires a clean video source in order to record rock-
solid video. VCRs or camcorders in playback mode will need their video signal time-base
corrected first. Otherwise, generally a live camera or a laserdisc player is acceptable.

5 Check that your audio levels are correct for recording.

While you view the video passing through the Flyer, listen to the audio and look at the audio lamps below each of the Audio
Gain sliders. If everything is set correctly, you'll be able to hear clear audio through your speaker setup and you'll be able to
see that both of these lamps are not lit. Ideally neither lamp will ever light.

How the lamps work

The lamp on the left lights whenever the audio input level is too high to record a clear signal (this is referred to as clipping).
It will light momentarily each time the signal clips, then dim after the peak has passed. The lamp on the right will also light
up when the audio level clips, but it will remain solidly lit. Tt will reset when you adjust the its audio slider. This lamps stays
on to let you know the clipping has occurred just in €ase you were not paying attention when it happened. You may wish to
adjust your audio sliders until you see a tiny bit of clipping, then bring them down slightly until the lamps no longer light.
This will set the optimum level for audio recording.

6 Click on the Record button to begin recording video to the Flyer. Select Pause if you wish to
pause recording for a moment and cue up another segment of video, or select Stop when you
are done recording.

You can use the Pause button to halt recording while you ready another video clip. This allows you to
record a number of different segments in one recording session, because your next duty will be to splice

them into separate clips at the Make Clips panel.

As a shortcut, you can use the Spacebar on the keyboard to Start and Stop recording.

. 7 Select Make Clips to continue to the clip splicing control panel. Tutorials
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8 Enter a name for this video clip. Press Return to accept the name and jump the text cursor
to the next field.

Clip names may be any reasonable length. However, since the editor’s display icons are not very wide, we recommend that you
use short names wherever possible. This will make it easier to identify clips when editing.

(Optional) Enter a description that can serve as a reminder for this clip. Press Return to
accept this comment.

Future versions of the Flyer software (or third-party editing packages) may take advantage of the comment/description field,
allowing you to “search” for clips based on the commentary. You may find it useful to get in the habit of adding comments to
clips.

1 O Drag the In and Out sliders to determine the start and end points for the current clip.

As you drag the sliders, you will shorten the yellow bar across the center of the panel (Amiga 2000 or 3000 owners will see a
white bar). This bar indicates the entire length of the raw footage that you just recorded to the Flyer drive. Once you define
one clip, you can click inside the non-highlighted portion to start defining a second clip. A new bar will appear where you
click, and the sliders will jump to new in and out positions at either end of it.

The image above shows two clips that have been defined out of raw footage. You can click on either highlight bar and adjust
the in and out points as much as you wish before actually creating clips. Don’t forget to enter a separate name for each clip at

the top of each panel! .




1 1 (Optional) If you recorded more footage than you wish to include in a single clip, click
elsewhere on the bar to create a new clip (whose in and out points you can define).

The video bar represents all of the recorded video from this recording session. When you first enter this panel, the entire bar
is selected as a single clip. You can drag the sliders to define a shorter clip, then click in the unused section of the bar to
highlight and define a second. third, and more clips, each of which has its own in and out point. (Note that clips can have
overlapping in and out points, allowing you to leave a little excess lead-in and trail-out time at each end of a clip for transitions
when sequencing.)

1 2 (Optional) For each clip, drag the Icon slider to select the icon image that will appear on
avideo clip’s crouton. As you drag the slider, you can see the recorded video on the main
output.

This allows you to choose an image that best represents the clip, and will remind you most of its content when you are
editing.It's best to set the icon for each clip as you define the clip, so that you don't forget to do so (and end up with an image
you don’t want).

1 3 Select the appropriate items that should be saved for all of the clips created in this session.

Most of the time, the boxes for both Include Video and Include Audio should be checked, since you are probably working
with video imagery. For audio only clips, just check the Audio box.

Important!

The settings for Include Video and Include Audio will affect s/ clips that are created. Unlike the other
controls on this panel, such as Clip Name which refers to only the currently highlighted clip, these
two checkboxes refer to all clips made from this raw footage. They do not indicate which items to
save on 2 clip-by-clip basis.

1 4 When you are finished and all clips are marked to your liking, exit the panel via the
Continue button. The clips you just defined will be created, the excess unused footage will
be deleted, and you will be returned to the editor.

If you decide to continue recording footage, select the Record Panel button to return to the previous panel. The clips you just
recorded and marked will be created, the excess unused footage will be deleted, and you will be ready to record again.

If for any reason you do not wish to keep anything that you have just recorded or marked, exit the panel via the Cancel button.
All footage will be deleted from the hard drive and you will be returned to the editor.

Tutorials
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How to Record an Audio Clip

Recording audio to the Flyer is a lot like making a copy of a favorite song, After you connect the audio outputs of the playback
machine to the audio inputs on the Flyer, you're ready to go. If you haven't yet hooked up the Flyer, see the Installation section
for instructions.

Follow the numbered steps below to record audio clips into the Fyer. These steps must be followed for every clip you record
to the Flyer.

1 Select the Flyer drive that will store this audio clip.

This pop-up contains the name of all of the active Flyer drives that can record video or audio clips. Audio drives show up
with a tiny speaker icon next to their name. When you select a drive from this pop-up, the Approximate Time Available
and Reorganized Time Available displays will be updated to give you a rough idea of how much audio you can record to
this drive.

Z Make sure this pop-up shows Audio Only (the other two settings are for video
recording). This activates the audio input connections on the back of the Flyer and
ignores all video inputs.

Note 1:

If you are recording audio from a video tape, you will not need a time-base corrector hooked up

between the VCR and the Flyer. Simply make sure that only the audio connectors are hooked up
Tutorials to the FLyer, and you’ll be able to record audio. (If you leave the video hooked up, you'll need to ‘
make sure the video signal is clean in order for the Flyer to record a proper clip.)

How to Record an Audio Clip
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Note 2:

If you are recording an audio clip from a video tape, you will not be able to see the video while
you record the audio. The Toaster's output will be black while you record audio clips. To help
you locate a portion of audio that you wish to record from a video tape, leave this set to one of
the Video modes whiole you cue up the tape, then set it to Audio Only for the recording process.

Decide whether you wish to reorganize the files on this Flyer drive. If so, select the
Reorganize Drive button. If not, skip this step.

Reorganization can free up additional space on the selected drive so that you may be able to record longer clips. Since
Flyer clips are just “files” to the computer, sometimes they can be better organized on the hard disk, which can increase
your usable recording space on the drive. However, the process can take up quite a bit of time. If you do not need to
reorganize the drive, don't take the time to do so.

4 Check that your audio levels are correct for recording..

Listen to the audio and look at the audio lamps below each of the Audio Gain sliders. If everything is set correctly, you'll
be able to hear clear audio through your speaker setup and you'll be able to see that both of these lamps are not it.
Ideally neither lamp will ever light.

How the lamps work

The lamp on the left lights whenever the audio input level is too high to record a clear signal (this is referred to as
clipping). 1t will light momentarily each time the signal clips, then dim after the peak has passed. The lamp on the right
will also light up when the audio level clips, but it will remain solidly lit. It will reset when you adjust the its audio slider.
This lamps stays on to let you know the clipping has occurred just in case you were not paying attention when it
happened. You may wish to adjust your audio sliders until you see a tiny bit of clipping, then bring them down slightly
unti! the lamps no longer light. This will set the optimum level for audio recording.

Click on the Record button to begin recording audio to the Flyer. Select Pause if you wish to
pause recording for a moment and cue up another audio segment, or select Stop when you
are done recording,

You can use the Pause button to halt recording while you ready another audio clip. This allows you to
record a number of different segments in one recording session, because your next duty will be to splice

them into separate clips at the Make Clips panel.

As a shortcut, you can use the Spacebar on the keyboard to Start and Stop recording,

6 Select Make Clips to continue to the clip splicing control pane (and turn to the next page)!.

Tutorials
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Enter a name for this audio clip. Press Return to accept the name. The text cursor will jump
to the next field.

Clip names may be any reasonable length. However, since the editor’s display icons are not very wide, we recommend that you
use short names wherever possible. This will make it easier to identify clips when editing,

8 (Optional) Enter a description that can serve as a reminder for this clip. Press Return to
accept this comment,

Future versions of the Flyer software (or third-party editing packages) may take advantage of the comment/description field,
allowing you to “search” for clips based on the commentary. You may find it useful to get in the habit of adding comments to

clips.

Drag the In and Out sliders to determine the start and end points for the current clip. You
will hear the audio play as you drag the sliders.

When you drag the sliders, you will shorten the vellow bar across the center of the panel (Amiga 2000 or 3000 owners will
see a white bar). This bar indicates the entire length of the raw footage that you just recorded to the Flyer drive. Once you
define one clip, you can click inside the non-highlighted portion to start defining a second clip. A new bar will appear where
you click, and the sliders will jump to new in and out positions at either end of it.

The image above shows two clips that have been defined out of raw footage. You can click on either highlight bar and adjust
the in and out points as much as you wish before actually creating clips. Don’t forget to enter a separate name for each clip at
the top of each panel!




1 (Optional) Ifyou recorded more footage than you wish to include in a single clip, click
elsewhere on the bar to create a new clip (whose in and out points you can define).

The bar across the center of the screen represents all of the recorded audio from this recording session. When you first enter
this panel, the entire bar is selected as a single clip. You can drag the sliders to define a shorter clip, then click in the-unused
section of the bar to highlight and define a second. third, and more clips, each of which has its own in and out point. (Note
that clips can have overlapping in and out points, allowing you to leave a little excess lead-in and trail-out time at each end of a
clip for transitions when sequencing.)

1 1 The Icon slider appears whether you record a video clip or an audio clip. However, it has
no effect for audio clips since the Flyer creates a generic audio clip crouton image for you.
Leave this slider as is.

1 2 Doublecheck that the Include Audio box is the only box checked.

It makes no sense creating an audio only clip and selecting the Include Video checkbox, since only black is recorded using
the Audio Only setting. Besides, an audio only clip takes up less space on your hard drive than 2 video clip that shows black
and has an audio track with it. The audio quality is the same, except that the file with black video is much larger.

Important!

The settings for Include Video and Include Audio will affect a// clips that are created. Unlike the other
controls on this panel, such as Clip Name which refers to only the currently highlighted clip, these
two checkboxes refer to all clips made from this raw footage. They do 720t indicate which items to
save on 4 clip-by-clip basis.

1 When you are finished and all clips are marked to your liking, exit the pacel via the
Continue button. The clips you just defined will be created, the excess unused footage will
be deleted, and you will be returned to the editor.

If you decide to continue recording footage, select the Record Panel button to return to the previous panel. The clips you just
recorded and marked will be created, the excess unused footage will be deleted, and you will be ready to record again.

If for any reason you do not wish to keep anything that you have just recorded or marked, exit the panel via the Cancel button.
All footage will be deleted from the hard drive and you will be returned to the editor.

Tutorials
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How to Edit a Video Clip using the Quick Tune Panel

Editing & clip, whether audio or video, is easy with the Flyer. Each clip represents a video (or andio) segment of a given

length. Using the control panel, you mark the start and end points for each individual clip with an easy-to-use slider (these are

typically known as the in point and the out point). These allow you to determine just how much of the clip to use when it is .
shown. Whenever you play this clip the Flyer will only “rolf video” from the in point to out point.

The Flyer normally displays the Quick Tune version of a control panel when you open it up. For most video editing, you
should find that the controls here are sufficient for your needs. However, when you need finer control, or if you wish to create
a split edit, you'll need to click on the Fine Tune button to access the expanded control panel. To use the advanced control
panel, see the How to Edit a Video Clip (Fine Tune panel).

Follow the numbered steps below to learn how to edit a Flyer clip from the Quick Tune panel.

1 Use the Play and Stop buttons at any time to view the clip (from in point to out point) in
case you wish to check your editing.

If you wish to view the entire clip, you will have to move the in and out sliders to their outermost positions. The Play button
will only play the video segment from the in point to the out point. Excess footage is ignored.

2 Set the in point (the starting point) for this clip, and the out point (the ending point).

You can drag the slider, click or drag over the double-arrow gadget, or enter a time code value in the numeric window.
Remember, the in point marks the beginning of the footage you wish to use when the Flyer plays this clip. The in point
may fall anywhere in the clip.

3 Decide whether you want to hear the audio portion of this clip.

1f you are performing a split edit, you may or may not want to hear the audio from the cutaway shots. When this box is
checked, the audio for this clip will be heard at the default (70%) volume level. ‘



4 Exit the panel.

Click Continue to accept your edit point settings and close the panel. Click Cancel to exit the panel and ignore any changes
made while it was open. Click Fine Tune to expand the panel and gain access to additional editing controls (see following
pages).

Audio Note:

If you record audio with the Audio Gain slider at the default position on the recording panel, and
you wish to have the audio play back at that exact level (often referred to as unity gain), you will
achieve a very close match in playback by setting the audio playback level to 95%.

The Flyer defaults to 70% volume level on playback, leaving you a degree of “headroom” for
mixig multiple audio tracks during sequencing. In other words, if you have two video clips and
two stereo audio clips playing back at one time and you want to make one slightly louder than the
rest, it's much simpler to enter one of those four panels and raise its volume level a bit than it is
to enter three panels and lower three volume levels 2 bit.

. Tutorials
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How to Edit a Video Clip using the Fine Tune Panel

Follow the numbered steps below to learn how to edit a Flyer clip. (“Fine Tune Panel” refers to Fine Tune button, which
accesses the advanced version of the control panel that contains additional controls for timing and audio. If you don’t need
these additional controls, use the simple version of a clip’s control panel, shown on the facing page.)

1 Use the Play and Stop buttons at any time to view the clip (from in point to out point) in
case you wish to check your editing.

If you wish to view the entire clip, you will have to move the in and out sliders to their outermost positions. The Play button
will only play the video segment from the in point to the out point. Excess footage is ignored.

2 Set the in point (the starting point) for this clip, and the out point (the ending point).

You can drag the slider, click or drag over the double-arrow gadget, or enter a time code value in the numeric window.
Remember, the in point marks the beginning of the footage you wish to use when the Flyer plays this clip. The in point
may fall anywhere in the clip. You'll see the video and hear the audio as you drag the slider.

Set the in point (the starting point) for the audio portion of this clip. Default is 1 second
from the actual beginning of the clip. Also, set the out point (the ending point).



You can drag the slider, or drag the double-arrow gadget, or enter a time code value from the keyboard. You'll see the
video and hear the audio as you drag the slider.

4 Set the volume level for this clip. Default is about 70%.

The Flyer defaults to 70% volume level on playback, leaving you a degree of “headroom” for mixig
multiple audio tracks during sequencing. In other words, if you have two video clips and two stereo
audio clips playing back at one time and you want to make one slightly louder than the rest, it's
much simpler to enter one of those four panels and raise its volume level a bit than it is to enter
three panels and lower three volume levels a bit.

Note:

If you vecord audio with the Audio Gain slider at the default position on the recording panel,
and you wish to have the audio play back at that exact level (often referred to as unity gain),
you will achieve a very close match in playback by setting the audio playback level to 95%.

Tip:
Set the volume level low for background sound, such as 10-30%. Natural sound is sometimes
recorded on location and added to the program back at the studio to enhance the atmosphere or

mood of the program rather than compete for attention. You wouldn’t want to mix the sounds of
a waterfall in the distance louder than the dialog of the actors standing in front of it!

5 Set the Fade In and Fade Out values. Default is 00:00, (no fade).

The fade controls allow you to fade the audio portion of the clip at the front of the clip (Fade In), the back of the clip
(Fade Out), or both ends of the clip. The display shows values of seconds and frames (ss:ff) only. (For example, if you
want the audio to fade in over the course of 5 seconds, set Fade In to 05:00. If , you want it to fade out over 3 and one-
half seconds, set Fade Qut to 03:15).

6 Determine the balance of the audio output. Default is center.

You can shift the audio that plays with this clip all the way to the left or the right, or set it somewhere in between to shift
its “center”. To center the audio exactly, or to reset the audio to center, click on the triangle button above the slider.

7 Select the audio channel to use for playback. Default is stereo.
If you want a specific voice, sound, or music track to come from one channel or another, select it here.

8 (Optional) If you wish to make a copy of this clip, or of some portion of this clip, or
make an audioOonly track from its audio, select the Process button. See the Process
panel for details.

9 Exit the panel.

Click Continue to accept your edit point settings and close the panel. Click Cancel to exit the panel and ignore any
changes made while it was open. Click Quick Tune to reset the panel to the simplified display (Quick Tune). Tutorials
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How to Edit an Audio Glip using the Quick Tune Panel

Editing an audio clip is easy with the Flyer. Simply select the icon that represents the clip, then click on the Controls button to
access its control panel. Use the control panel the starting and end points for the clip, typically referred to as the iz point and .
the out point. These allow you to determine just how much of the clip to use when it is played. Whenever you use this clip the

Flyer will only play audio from the defined points.

Follow the numbered steps below to learn how to edit a Flyer clip. (“Quick Tune Panel” refers to the simple version of 4 clip’s
control panel, its default appearance. To use the advanced control panel, see the Fine Tune button and the next page.)

1 Click the audio clip icon at any time to hear the clip (from in point to out point) in case you
wish to check your editing. This button is a Play/Stop toggle.

If you wish to hear the entire clip, you will have to move the in and out sliders to their outermost positions. The Play/Stop
button will only play the audio segment from the in point to the out point. Excess audio is ignored.

2 Set the in point (the starting point) for this clip, and the out point (the ending point).

You can drag either slider, click or drag over a double-arrow gadget, or enter a time code value in the numeric window.
Remember, the in point marks the beginning of the footage you wish to use when the Flyer plays this clip. The in point
may fall anywhere in the clip. You'll see the hear the audio as you drag the slider.

3 Set the Lock To event to either Clip or In Point.

About the Lock To pop-up

In a project sequence, an audio clip begins playing at the same moment as the video clip that
precedes it. The Lock To event is a way for you to determine which moment the audio should be tied
to—the in point that has been set for the previous crouton, or the previous clip’s actual starting point
(including the excess footage prior to the in point).

e For most audio tracks, you will probably use the In Point setting for Lock To. This synchronizes
the starting of this audio clip to the in point of the video event that precedes it. .
* For special use like syncronizing sound effects, it’s easier to use the Clip setting for Lock To. See
the use of Start Time (below) for more information.



4 Set the Start Time.

About Start Time
Start Time allows you to delay the playback of the audio track for a period of time following the Lock
To event.

You'll find examples of using Lock To and Start Time in later tutorials.

5 Exit the panel.

Click Continue to accept your edit point settings and close the panel. Click Cancel to exit the panel and ignore any
changes made while it was open. Click Fine Tune to expand the panel and gain access to additional editing controls (see
following pages).

General Information About Lock To and Start Time

Think of Lock To and Start Time as setting a countdown timer: you want the countdown to last for a set period of time (Start
Time), and you want the countdown to begin counting at a certain point (Lock To). You use these two gadgets to control
when the Flyer begins counting down to the playback of the audio clip, and for how long that countdown lasts before playback
begins. In all cases, these two things relate to the previous video event (a video clip, or a still image).

Example 1:
To have the audio clip start at the same moment as the previous video event starts...
Set Lock To to In Point and Start Time to 00:00:00:00.

Example 2:
To have the audio clip start 5 seconds after the previous video event has started...
Set Lock To 1o In Point and Start Time to 00:00:05:00.

Example 3:

To have a sound effect start at a specific moment during a video clip...

Set Lock To to Clip, and set Start Time to that time code value where the sound effect should be
heard. (Otherwise, if Lock To were tied to In Point, you would have to figure out the actual time code
value that you might have to set for Start Time. This method is simpler.)

Suppose you have a video clip of someone swinging a golf clip and an audio clip sound effect of rushing air. You
watch the video clip and notice that the golfer begins to swing his club at 3 seconds, 11 frames. You place the
audio clip after the video clip in the storyboard sequence, set its Lock To event to Clip, and its Start Time to
00:00:03:11. When you play the project, the sound effect will occur exactly as the golfer swings his club.

Note:

When Lock To is set to Clip, the Start Time relates to the entire length of the video clip that precedes it (in other words, it
ignores the in and out points, looking instead at the entire clip). This way you can be sure that the Start Time value you
choose for the audio clip relates directly to the same value you saw in the time code display for the video clip. In other
words, a Start Time value of 04:12 (4 seconds, 12 frames) means that the audio begins 04:12 into the clip, counting from
the beginning of the clip itself, not counting from the in point of the clip. (Otherwise, you’d have to calculate the time
difference between the clip’s in point and your desired audio start point, which would be not only confusing but also
difficult?)

Tutorials
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How to Edit an Audio Clip using the Fine Tune panel

Follow the numbered steps below to learn how to edit a Flyer audio clip. (“Fine Tune panel” refers to Fine Tune button,
which accesses the advanced version of the control panel that contains additional controls for timing and audio. If you don’t ‘
need these additional controls, usc the simple version of a clip's control panel, shown on the facing page.)

1 4 Steps 1 through 4 for the Fine Tune Audio Panel are exactly the same as steps 1
- through 4 for the Quick Tune audio panel. Follow the steps below to learn
about the additional controls on the expanded panel.

5 Set the volume level for this clip. Default is about 70%.

The Flyer defaults to 70% volume level on playback, leaving you a degree of “headroom” for mixing multiple audio tracks
during sequencing. In other words, if you have two video clips and two stereo audio clips playing back at one time and
you want to make one slightly louder than the rest, it's much simpler to enter one of those four panels and raise its
volume level a bit than it is to enter three panels and lower three volume levels & bit.

Note:

If you record audio with the Audio Gain slider at the default position on the recording panel,
and you wish to have the audio play back at that exact level (often referred to as unity gain),
you will achieve a very close match in playback by setting the audio playback level to 95%.




Tip:

Set the volume level low for background sound, such as 10-30%. Natural sound is sometimes
recorded on location and added to the program back at the studio to enhance the atmosphere or
mood of the program rather than compete for attention. You wouldn’t want to mix the sounds of
a waterfall in the distance louder than the dialog of the actors standing in front of it!

6 Set the Fade In and Fade Out values, Default is 00:00, (no fade).

The fade controls allow you to fade the audio portion of the clip at the front of the clip (Fade In), the back of the clip
(Fade Out), or both ends of the clip. The display shows values of seconds and frames (ss:ff) only. (For example, if you
want the audio to fade in over the course of 5 seconds, set Fade In to 05:00. If , you want it to fade out over 3 and one-
half seconds, set Fade Out to 03:15).

7 Determine the balance of the audio output. Default is center.

You can shift the audio that plays with this clip all the way to the Jeft or the right, or set it somewhere in between to shift
its “center.” To center the audio exactly, or to reset the audio to center, click on the triangle button above the slider.

8 Select the audio channel to use for playback. Default is stereo.

If you want a specific voice, sound, or music track to come from one channel or another, select it here.

Important:

Note that setting the playback channel to left only or right only does not free up the unused audio
channel. With two or more video drives and a dedicated audio drive, the Flyer can handle 8 pairs
of audio whether you use them as pairs or individual channels. At any moment in time, each
video clip that is playing counts as one stereo pair. The same is true for each audio clip.
Therefore, you cannot have eight clips playing at once, with each clip using only one channel.

make an audio-only track from its audio, select the Process button. See the Process
panel for details.

1 O Exit the panel.

Click Continue to accept your edit point settings and close the panel. Click Cancel to exit the panel
and ignore any changes made while it was open. Click Quick Tune to reset the panel to the
simplified display (Quick Tune).

9 (Optional) If you wish to make a copy of this clip, or of some portion of this clip, or

Tutorials
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How to Set up a Gut (or Take) Between Clips

The cut, or take, is the basic transition in television and film.

Whenever you place a pair of video croutons side by side, the automatic transition between them is a cut. Therefore, setting up .
a cut (or a series of cuts) is simple. There really is nothing more you need do than place clips in the project window.

1 Drag a video crouton (a clip or a still image) into the project window.
2 Drag another video crouton (a clip or a still image) into the project window and drop it
beside the first.

The project window will look something like this, at this stage.

3 Click on the Play button, the first clip will run, then cut to the second clip.

You may want to practice placing clips and still images in the project window. Here are some tips to keep in mind:

* Drop a crouton in the “open space” of the project window and it will take its place at the end of the current project .
automatically.

* Drop a crouton between any other two croutons to insert it there. You'll see a “hole” open up as you hold a crouton
between two others. All of the croutons after the inserted one will move one space over to accommodate it.

¢ Hold the Shift key when you want to select more than one crouton. With each click of the mouse, you can select additional
croutons all in one operation, and then drag them into the project at once.




How to Set up an Effect Between Clips

Whenever you insert a special effect crouton between a pair of video croutons, you have set up a transition between the two.

. That's all there is to it.

1 Drag a video crouton (a clip or a still image) into the project window. Check its control
panel and make sure that the clip lasts for at least 3 seconds, with about 1 second of
unused footage at each end.

2 Do the same with another video crouton.

3 Go to the Effects folder, locate the Smooth Fade effect, and drop it in between the two clips.

The project window will look something like this, at this stage.

4 Click on the Play button, the first clip will run, then dissolve to the second clip.

. The majority of video programming consists of cuts, some dissolves,and a few effects. With the steps you've just learned
(setting up cuts and effects between video), you've learned a great deal of what you need to know in order to use the Flyer and
edit video.

You may want to practice using a variety of effects. Here are some tips to keep in mind:

 Don’t put two effects side-hy-side. An effect must sit between a pair of video events, because you can't use an effect to
transition to an effect! The Flyer will warn you if you do this by accident.

e Transitions offer a way to “stitch together” two video segments so that they overlap for a period of time (as the transition
brings one video source on screen over the other). Therefore, make sure that there’s some “extra” footage at the
beginning and the ending of each clip to allow for this.

e Over 95% of the time, using transitions does not increase the length of your program. The transition itself simply causes
the croutons to overlap for a brief period of time without increasing their duration.

e Get creative. Open up the control panel for the effects you use and try different speeds. Use effects that enhance the action
in your video clips, such as the Page Peel when someone on screen is opening a book.

Note:
In most cases, transitions will automatically “work” when going from one clip to the next. Sometimes, however, you may need
to adjust the in point or the out point of one of the clips in order to allow enough spare footage for the transition to take place.

. Tutorials
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How to Set up Audio Soundtracks and Effects

Often you need a background music track to accompany the program content. It’s pretty easy setting up a music track in this
manner. Here are three variations. The first version has the music start at the same moment as the first video clip. The second

version has the music start while the screen is still black, just before the first video clip appears. The third version has the .
music kick in a few seconds after the first video clip appears.

Version 1: Simultaneous Audio Start
1 For this example, the video croutons have already been placed in the proper order. They
are:

(a) Video black crouton (set for 10 seconds via its control panel)

(b) video clip crouton (set for 20 seconds via its control panel)

(c) Audio soundtrack crouton (lasts for 2 minutes)

(d) Other video croutons follow, but they’re not important to show for this example.

Here's what the top row if the project looks like.

b C

Audio clips always begin simultaneous to the video event that is in front of them. Therefore, for this example, your work is
done once you arrange the croutons!

If you played this program, the soundtrack would begin at the same moment as the video clip in front of it, which is exactly
what we want. Of course, you may want to fine tune the manner in which the audio plays. For ideas, see the tips below.

Fine Tuning Points .

This is merely an example of how start an audio clip at the same moment as a separate video clip. Other points you might

consider if you use this technique include:

e Keep the audio track’s volume level low, say around 15-25%, so that it will not compete with any audio that is part of the
opening video clip.

e Fade the audio in over a period of several seconds at the beginning so that it does not suddenly surprise the viewer. Of
course, if this is what you want, leave it as-is!

 Fade the audio track out toward its end in order to make its exit less noticeable to the viewer. You may need to fade it out
gradually, or sometimes you can simply let it cut out when a major transition or change in the action occurs.




Version 2: Leading Audio Start
For this example, the video croutons have already been placed in the proper order. They

1 are;
. (a) Video black crouton (set for 10 seconds via its control panel)
(b) Audio soundtrack crouton (lasts for 2 minutes)
(c) Video clip crouton (set for 20 seconds via its control panel)
(d) Other video croutons follow, but they're not important to show for this example.

Here’s what the project looks like so far.
Audio clips always begin simultaneously with the video event that is in front of them. At this point, if you played the program,
the soundtrack would begin at the same moment that the video black started. This is not what we want.

2 The audio soundtrack should begin 5 seconds into the black. Open the control panel
for the audio clip and set its Start Time to 00:00:05:00 (5 seconds). Doublecheck that
the Lock To event setting shows [n Point.

Lock To defaults to In Point, and Start Time defaults to 00:00:00:00. This means that the audio clip begins at the same
moment that the video event in front of it begins. Any other value that entered for Start Time will cause the start of the audio
track to be delayed for that period of time into the previous clip.

3 We also want the audio to fade in gradually over that 5 second lead-in. So, set the Fade In

. value to 05:00.

4 Play the project. If things were set correctly, you saw 10 seconds of black with the
soundtrack gradually fading up for the last 5 seconds. Then the video clip started (with its
own audio) and the soundtrack continued.

Fine Tuning Points

This is merely an example of how to have audio start before your program material begins. Other points you might consider if

you use this technique include:

¢ Keep the audio track’s volume level low, say around 15-25%, so that it will not compete with any audio that is part of the
opening video clip.

* If the audio track begins on or near a beat of music, it's often less jarring to the viewer if you set Fade In value of 1-4
frames. This fades in the attack of the audio very slightly, but results in a noticeable difference you might prefer.

e Fade the audio track out toward its end in order to make its exit less noticeable to the viewer. You may need to fade it out
gradually, or sometimes you can simply let it cut out when a major transition or change in the action occurs.

. Tutorials
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Version 3: Delayed Audio Start
1 For this example, the video croutons have already been placed in the proper order. They

are;

() Video black crouton (set for 10 seconds via its control panel) .
{(b) Smooth Fade crouton (speed set to Medium via its contro} panel)

(¢) Video clip crouton (set for 30 seconds via its control panel)

(d) Audio soundtrack crouton (lasts for 2 minutes, so it will continue into the next clips)

(e) Other video croutons follow, but they're not important to show for this example.

Here’s what the project looks like so far.

_l.l' :

Once again, audio clips begin simultaneous to the video event that is in front of them, so we need to adjust the timing of the
audio clip. If you played the program at this point, the soundtrack would begin at the same moment that the video footage
started fading up. This is not what we want.

2 The audio soundtrack should begin 10 seconds after the video footage has started.
Open the control panel for the audio clip and set its Start Time to 00:00:10:00 (10
seconds). Make sure the Lock To event is set to In Point.

Play the project. If things were set correctly, you saw 10 seconds of black, then the video
faded in, and 10 seconds later the audio clip began playing.

Other factors come into play that you might want to adjust for “the perfect edit.” You might want to set .
the volume level of the audio clip to a lower level so that it does not compete with the audio that is part

of the video clip. You might also use fade settings to bring the audio up over time or fade it out near the

end.

This example has been preity simple, but you should begin to understand the concept of using the Lock
To and Start Time gadgets to adjust audio and video timing. The next tutorial (How to Synchronize
Sound Effects) will give you an example of when to use the Clip setting for the Lock To event.

Fine Tuning Points

This is merely an example of how to have audio start a little ways into the beginning of a program. Other points you might

consider if you use this technique include:

¢ Keep the audio track’s Volume level low, say around 15-25%, so that it will not compete with any audio that is part of the
opening video clip. )

e Tade the audio in over a period of several seconds at the beginning so that it does not suddenly surprise the viewer. Of
course, if this is what you want, leave it as-is!

e Fade the audio track out toward the end in order to make its exit less noticeable to the viewer. You may need to fade it out
gradually, or sometimes you can simply let it cut out when a major transition or change in the action occurs.

e Ifthe audio track begins on or near a beat of music, it's often less jarring to the viewer if you set Fade In value of 1-4
frames. This fades in the attack of the audio very slightly, but results in a noticeable difference you might prefer.

Tutorials .
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How to Synchronize Sound Effects

At first glance it may seem hard to synchronize sound effects with video or special effects, but in fact it's pretty simple to do.
. Here are some examples showing you how to use sound effects.

Example 1: Synchronizing a Sound Effect to a Video Clip

Let’s assume you have a couple of clips of people teeing off at an 18-hole golf course. Each clip was shot from a distance, so
you did not pick up the “swoosh” of the club swinging through the air. However, you have a sound effect that fits perfectly.
You want to sync it to the video.

1 We've placed the video croutons in this order. They are:
(a) Video clip crouton (panning from clubhouse to golfer, we used about 8 seconds, from

00:00:13:16 to 00:00:21:23 on the time code gadgets)

(b) Smooth Fade crouton (speed set to Fast via its control panel)

(c) Video clip crouton (announcer commentary, about 5 seconds)

(d) Video clip crouton (a golfer at another hole teeing off; the clip is set for about 8
seconds, from 00:01:15:12 to 00:01:23:28. The swing occurs at 00:01:18:27.)

(e) Audio soundtrack crouton (rushing air “swoosh™ sound effect)

Here’s what the project looks like at this point.

Since audio clips begin with the video event that is in front of them, we need to fix this situation! If you played the program at
this point, the swoosh sound effect would begin at the start of the golfer’s tee-off clip, which is several seconds before he
swings his club. This is a case where the audio clip (the sound effect) being tied to the in point of the previous clip just
doesn’t work. The sound effect will occur right away whereas his swing occurs 3 seconds, 15 frames later. What we want to
do is to delay it so that it starts when the golfer tees off.

2 Open the audio clip's control panel and set the Lock To pop-up to Clip. Exit the panel.

This means that the Start Time number must now be a frame number that falls within the time code range of the previous clip.
The value you now enter for Start Time will be synchronized to that frame, and the audio clip will play at that moment during

the previous clip.
Open the video clip with the tee-off, clip d. Click and hold the mouse over the double-arrow
gadget beside In Point. The video will play at normal speed. Let go when the golfer begins

his swing. If necessary, use the slider or the double-arrow gadget to move forward or
backward until you find the exact frame you want.

We could have you try to memorize this number (or maybe make you write it down), then go to the audio clip and enter it as
the Start Time. But here’s a nifty shortcut instead.

4 Click in the box that conains the numeric time code display for In Point. Now press the
letter ¢ on the keyboard. You have just copied this time code number into the time code
clipboard. Make sure you use the Cancel button to exit this panel (so the in point remains
as it was).

The ability to scan through a marked clip, find and copy a specific frame number, then exit the panel without changing the in
. or out point in a useful tip. Tutorials
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Open the audio clip's control panel, click inside the time code gadget for Start Time, and
press v on the keyboard. You have just copied this time code number from the time code
clipboard into the Start Time gadget.

6 Play the sequence. At the moment the golfer swings is club, you should hear the sound
effect of rushing air. You've done it.

In most cases, vou'll find that the audio effect will match the video effect quite well. In some cases, you may hear the audio
effect occur slightly before or slightly after the moment you wanted. To correct this, re-enter the audio panel and adjust the
Start Time value a frame sooner or a frame later, then play the sequence again. Usually, a one or two frame adjustment is all
you'll need to synchronize the playback.

Example 2: Synchronizing a Sound Effect to a Toaster Effect
Synchronizing a sound effect with a Toaster effect is similar to the process described above. You should be able to synchronize
a sound effect to a Toaster effect with minimal adjustment.

Toaster effects occur over a span of time that encompasses the tail end of one video clip and the head end of the next, so you
can time your audio effect clip to one of the two video clips. With the proper timing, it will occur just as the transition does.

Keep in mind that a Toaster effect is zof a video clip, so you cannot place an audio clip after an effect with the idea that it will
occur just as the effect occurs. Rather, it will occur as the video clip occurs (remember, audio clips are tied to the previous
video event, either a video clip or video still).

1 We have four clips. The first three are arranged in this order (from left to right):
(a) Crouton a is a video clip that is 35 seconds long. We set its in point to 5 seconds and its
out point to 20 seconds.
(b) Crouton b is a Toaster effect. The Page Peel, set to its Fast speed, which takes 1 second.
{c) Crouton c is a video clip that is 27 seconds long, and we're using 20 seconds of it. .

2 We also have:
(d) Crouton d, an audio clip that sounds like paper tearing in half.

Place crouton d after crouton a in the sequence, as shown below.

Open the control panel for the audio crouton (d). Set the Lock To event to Clip. Set the
Start Time to 19 seconds, 15 frames (notice that this is almost the out point of crouton a).

Why Lock To/Clip, and why 19 seconds, 15 frames? If you have recently read through the previous example on synchronizing
an audio effect to a moment in a video clip, you should recall that the easiest way to match these two items is to relate them to
a single common reference point. Lock To/Clip ensures that the timing of the two croutons matches (it locks the audio clip to
the time code range of the video clip). Once the timing is locked, all you need do is set the time value for the moment you

want to hear the effect. .

But wait—there’s more.




We arrived at the number 19 seconds, 15 frames for the Start Time by considering the following information:
e The first clip’s out point is set at 00:00:20:00, or 20 seconds.
* The page peel effect lasts for 1 second.
e Transitions add no time to the project (they knit together the end of one clip to the beginning of the next clip by
overlapping them slightly). This 1 second transition will be split equally over the end of clip a and the beginning of clip b.
. o Therefore, the Page Peel effect will begin 1/2 second before the end of clip a—at around 19 seconds, 15 frames.

This means that we should use this number as the Start Time for the audio effect.

6 Play the sequence. At the moment the page peel occurs,you should hear the sound effect of
paper tearing.

In most cases, you'll find that the audio effect will match the video effect quite well. In some cases, you may hear the audio
effect occur slightly before or slightly after the moment you wanted. To correct this, re-enter the audio panel and adjust the
Start Time value a frame sooner or a frame later, then play the sequence again. Usually, a one or two frame adjustment is all
you'll need to synchronize the playback.

Note 1: Using Lock To/In Point instead of Lock To/Clip

You could use Lock To/In Point, and set the Start Time value to (the number of seconds that the clip lasts) minus (one-half of
the effect time). In this example, that value would be (15 seconds) minus (15 frames), giving you a Start Time of 00:00:14:15,
or 14 and one-half seconds. Both methods will work to synchronize the sound effect with the special effect.

Note 2: Proper Sequence Order

You could argue that the page peel technically occurs over two different clips, and that you should be able to place the sound
effect after the second clip (crouton C) and set the appropriate timing to make it work. However, experience with the Flyer
shows that only the method described above will work reliably.
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How to Set up a Split Edit

First, what is a Spiit-Edit?

A split edit is a simple concept that is difficult 1o explain! The term split edit refers to a very effective method of storytelling
where the viewer sees a sequence of video imagery while listening to a constant soundtrack. There are several kinds of split
edit. We'll show you how to set up each one.

You often see split edits on the news. At the beginning of most field stories, the reporter on the scene introduces the piece. As
the reporter describes the incident, the picture cuts away to other video clips related to the story. (In Flyer terms, at the
moment you are watching one video clip and listening to its audio.) Then, the picture cuts away to show different video clips,
while you continue to listen to the audio from the opening clip. The audio remained while the video split off. This is a split-
edit. (Again, in Flyer terms, you would have started watching and listening to one clip, then cut away to see other clips while
still listening to the first clip's audio.)

Note that there are three ways to split an edit: either the audio may precede its matching video footage, or the audio may
continue after its matched video has ended, or both may occur using the sound from a single clip with different footage before
and after its matched video segment.

Here's how to set up the three kinds of split edits with the Flyer.

Split Edit, Version 1: Audio Precedes Video

Let’s use a phoney news story as an example. Here are the clips we’ll be working with. We dragged them into the project

window and arranged them in this order.

Black Smooth Fade — Clip 1 Clip 2 clip 3
Thisisastill  Thisis the Awide shot of a A close-up ofa A medium shot
Sframe of video  dissolve Topeka hamburger of the reporter
black. It's useful transition. hamburger being cooked.  telling the story.
as a short lead- stand.

in.

The game plan here is to use the audio from clip 3 throughout the entire story while viewing clips 1 and 2, and then finally
clip 3 at the end. The reporter tells the entire piece in one take, clip 3. The story is a news filler about a new restaurant
opening in Topeka, KS. (It may not seem like big news, but if you've ever eaten in Topeka, KS, a new restaurant is &g news.)

1 In the control panel for the video black crouton, set Duration to 10 seconds.

In the control panel for the Smooth Fade effect, set Speed to Medium.

¢ Turn the audio playback off.

In the control panel for clip 1:
 Adjust the in and out points so that you have 4 seconds of usable video.
4 In the control panel for clip 2:

¢ Adjust the in and out point so that you have 3 seconds of usable video.
Tutorials ¢ Turn the audio playback off.
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5 In the control panel for clip 3:
*  Adjust the video in point to about one-half second before the reporter begins
telling the story (you will need to play the clip in order to determine this location).
It's okay if you're not exact.
e Adjust the video out point so that you leave about 2 seconds after the reporter
finishes telling the story.
e Don’t exit the panel vet.

(In the Quick Tune display, dragging the video sliders sets &oth the audio as well as the video to the point you set. In effect,
the audio is locked to the video sliders when you are in this view.)

You've just set up the duration for both the video and audio portions of this clip to the same length of time. However, we want
to hear audio for a longer duration, before we see the video. So:

6 e Select Fine Tune to expand the panel and to separate audio and video slider
controls. (Now when you adjust either audio or video, in or out, the slider moves
separately from its counterpart.)
e Adjust the video in point so that the video in point starts 7 seconds after the
audio in point. This allows for the 7 seconds made up by the first two video clips.
(In our example, the audio in point is at 5 seconds, so the video in point is set to
12 seconds.)

This sets up the 7 seconds of audio that will play while we see 7 seconds from the other video clips. Since this is a news story,
we've left a few extra seconds at the end, so the reporter can finish her story and remain on camera for 2 moment before the
station’s technical director cuts back to the studio talent.

Your control panel should look something like the one below (the actual positions of some controls may differ, but the
settings should appear similar).

Notice how the in and out
points for the video sliders
and the audio sliders are
offset.

Even in a quick glance,
you can see that the audio
Jor this clip starts before
its video does.
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7 Click Play to play this project and see how well it performs.

Congratulations, you've just made a split edit where the audio precedes the video. Continue reading for tips on setting up the .
other two kinds of split edits.

Fine Tuning Points

e The audio from the two “cutaway” clips is not used in this example, but you could have used it if you wanted to. Simply
leave the audio turned on in Steps 3 and 4, and adjust the Volume level to a setting that doesn’t overpower the reporter’s
voice.

* You could also have used effects between any of the three clips, such as a dissolve from clip 1 to clip 2.

Spiit kdit, Version 2: Audio Extends Past Video

Let's contintie to use our phoney news story (as used in the first example of a split edit). We've rearranged the order of the
clips in the project window for this example, as shown below.

Black Smooth Fade  Clip 3 Clip 1 Clip 2

This is a still This is the A medium shot A wide shot of a A close-up of a
Jframe of video  dissolve of the reporter  Topeka hamburger
black. 1t’s useful transition. telling the story. hamburger being cooked.
as a short lead- stand.

in,

The game plan here is to use the audio from clip 3 throughout the entire story. We'll actually view the clips in this order: clip .
3, clip 1, clip 2, while listening to the audio from clip 3 the entire time.

1 In the control panel for the video black crouton, set Duration to 10 seconds.

2 In the control panel for the Smooth Fade effect, set Speed to Medium.

In the control panel for clip 3:
® Make sure you are in the Quick Tune display.

* Adjust the video in point to about one-half second before the reporter begins
telling the story (you will need to play the clip in order to determine this location).
It’s okay if you're not exact.

 Adjust the video out point so that you leave about 2 seconds after the reporter
finishes telling the story.

* Don't exit the panel yet,

This sets up the duration of the entire story. It lasts for as long as the reporter relates the piece (in our control pane! example,
it runs for 15 seconds). Now let’s shorten the amount of time during which we'll actually see the video.

4 * Select Fine Tune to expand the panel and to separate audio and video slider
controls. (Now when you adjust audio or video, either in point or out point,
the slider moves separately from its counterpart.)
¢ Adjust the video out point so that the video ends about 7 seconds defore the audio .
out point. (Example: Our audio out point ends at 20 seconds, so we set the video out
point to 13 seconds.)



This sets up the last 7 seconds of audio that will play while we see 7 seconds from the other video clips.

Your contro! panel should look something like the one below (the actual positions of some controls may differ, but the
settings should appear similar).

Notice how the in and out
points for the video sliders
and the audio sliders are

offset.

Even in a quick glance,
you can see that the audio
Jor this clip continues
after its video ends.

. 5 In the control panel for clip 1:

e Adjust the in and out point so that you have 4 seconds of usable video

6 In the control panel for clip 2:
* Adjust the in and out point so that you have 3 seconds of usable video

7 Click Play to play this project and see how well it performs.

Congratulations, you've just made a split edit where the audio continues after the video.

Fine Tuning Points

¢ The audio from the two “cutaway” clips is not used in this example, but you could have used it if you wanted to. Simply
leave the audio turned on in Steps 3 and 4, and adjust the Volume level to a setting that doesn't overpower the reporter’s
voice.

e You could also have used effects between any of the three clips, such as a dissolve from clip 1 to clip 2.

. Tutorials
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Spiit Edit, Version 3: Audio bath Precedes and Extends Past Video

We'll use our mythical news story one more time. For this example, arrange the clips in the project window as shown below.

Black Smooth Fade — Clip 1 Clip 3 Clip 2
Thistsastill  Thisis the Awide shot of a A medium shot 4 close-up of a
Jrame of video  dissolve Topeka of the reporter  hamburger
black. It’s useful transition. hambuiger telling the story.  being cooked,
as a short lead- stand.

in.

Once again the idea is to use the audio from clip 3 throughout the entire story. We'll view the clips in this order: clip 1, clip 3,
clip 2, while listening to the audio from clip 3 the entire time.

1 In the control panel for the video black crouton, set Duration to 10 seconds.

In the control panel for the Smooth Fade effect, set Speed to Medium.

e Adjust the in and out point so that you have 4 seconds of usable video

In the contro! panel for clip 3:

e Make sure you are in the Quick Tune display.

e Adjust the video in point to about one-half second before the reporter begins
telling the story (you will need to play the clip in order to determine this location).
It’s okay if you're not exact.

 Adjust the video out point so that you leave about 2 seconds after the reporter
finishes telling the story.

e Don't exit the panel yet.

3 In the control panel for clip 1:

This sets up the duration of the entire story. It lasts for as long as the reporter relates the piece (in our control panel example,
it runs for 15 seconds). Now let’s shorten the amount of time during which we’ll actually see the video.

5 o Select Fine Tune to expand the panel and to separate audio and video slider

controls. (Now when you adjust audio or video, either in point or out point,
the slider moves separately from its counterpart.)

* Adjust the video in point so that the video starts about 4 seconds affer the audio in
point. (Example: Our audio in point is at 5 seconds, so our video in point is laced at
9 seconds.)

 Adjust the video out point so that the video ends about 3 seconds before the audio
out point. (Example: Our audio out point is at 20 seconds, so our video out point is
set at 17 seconds.)

6 In the control panel for clip 2:
* Adjust the in and out point so that you have 3 seconds of usable video

Your control panel should look something like the one at the top of the next page (the actual positions of some controls may ‘
differ, but the settings should appear similar).



Notice how the in and out
points for the video sliders
and the audio sliders are

offset.

Even in a quick glance,
you can see that the audio
Jor this clip both starts
before and ends after its
video.

7 Click Play to play this project and see how well it performs.

Congratulations, you've just made a split edit where the audio both precedes the video and continues after it.

. Fine Tuning Points

* The audio from the two “cutaway” clips is not used in this example, but you could have used it if you wanted to. Simply
leave the audio turned on in Steps 3 and 4, and adjust the Volume level to a setting that doesn’t overpower the reporter’s

voice.
* You could also have used effects between any of the three clips, such as a dissolve from clip I to clip 2.
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Special Split Edit Sltuations

How to Return to a Spiit Edit? .

There is a situation where you might want to use a split edit in a manner that requires some thought.

Using the news story scenario, consider this: suppose you wanted to create a segment that opens with the reporter introducing
the story, then cuts away to several other shots of supporting material, then returns to the reporter wrapping up the story, with
the original audio track continuing throughout the entire piece? How would you achieve it?

Pretty easily, it turns out.

First, this kind of split edit was demonstrated earlier in the section called Split Edit, Version 2: Audio Extends Past
Video. If you need a refresher, take a look at this section from a previous page. It's only about two pages long, and it shows
how such an edit is set up.

In this variation on that form of split edit, (a) the audio and video begin simultaneously, (b) the video cuts away while the
audio continues, and (c) the video returns later, still synchronized to the audio. The trick is how to achieve (c). Here’s a short
description of the technique, followed by a step-by-step walk-through.

In a Nutshell

You would set up the split edit so that the opening clip (with the reporter’s entire narration) starts off the project. After the
story has been introduced, the video ends. However, the narration continues while we view other segments that help tell the
story visually. This follows the exact steps from the earlier tutorial on a split edit where the audio continues after the video has
ended.

Now play the project (or, if it is part of a larger program, just play this segment using the Play From bution). Listen closely to
the audio track and make note of the word or phrase that the reporter is saying at the moment that the video should return for
the wrap-up.

Next, duplicate the opening clip. Move the copy to the location in the storyboard sequence where the video should return to .
the reporter. Open up its control panel: turn off its audio (you don’t need it), and set its video in point to that moment where

the reporter said the word or phrase you noted earlier. Play the project and see how closely you timed it. You may need to

shift the in point a few frames sooner or later in order to match it up perfectly.

Essentially, this is a split edit with audio and video starting together, the video stopping while the audio continues, followed by
some number of video clips playing to the original soundtrack. The final video clip is simply a duplicate of the original, set up
so that it appears to be a “return” to the original clip.




How to Load and Save a Project

. How 1o Load a Project

1 From any files window, navigate to the Projects directory. Locate the project you want to
load and double-click its icon. (If you have a directory tab set up for the Projects directory,
just select it instead.)

In case a file cannot be found, the Flyer will notify you, then ask if you wish to continue loading the rest of project. Asnwer Yes
or No. If you answer Yes, the project will finish loading. However, if any additional croutons cannot be found, you will not be
notified.

Note 1:

At this time, there is no provision for notifying you what croutons are missing, or where in the project they are missing from. If
you choose to work with the project in this manner, you may wish to save it under a new name in case the missing items can
be restored to the original project at a later time.

Note 2:

Projects contain not only the croutons usd to make up the storyboard, they also contain the knowledge of the status of the
Toaster application programs. Therefore, if you save a project while ToasterCG is active, when you later go to load this project
ToasterCG will be active.

How fo Save a Praject

‘ 1 From any editor window, click on the Save button on the main button bar.
The screen will split into two halves: the upper half contains a control panel and the lower half contains a files window.

2 Use the files window to go to the Projects directory. (If you have a directory tab set up for
the Projects directory, just select it instead.)

3 (a) If this is a new project (never before saved) enter a new name for it in the text field
at the top of the screen.
(b) If this is a new version of an older project that you wish to save over, simply select its
name from those that appear in the files window. The name will appear in the panel
atop the screen.

4 Click on the Continue button to save the project and return to the editor.

Of the other two button options, Backup and Cancel, the Backup button will take you to the tape backup program, and the
Cancel button will exit the panel without saving a project.
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How to Back Up a Project (Archiving)

Why Back Up? .
Once you've completed a project and created the master tape, there is probably no longer any reason to keep the master

footage on your hard drives. The space they take up is likely to be needed for your next project. However, no one argue that

you should simply erase this original material, it's too valuable. You need to be able to archive it, to back it up to another

device or medium for storage so that you can retrieve later if need be.

A major benefit of digital recording with the Flyer is that you can back up video and audio clips (as well as the other croutons
used in a project) with pristine quality. When a computer copies a file, it generates an exact duplicate. This is different from
copying a video tape from one VCR to another, where the original is decoded from tape and recoded onto another tape. In the
Flyer, clips are digital data which can be duplicated hundreds of times with no loss in quality. The files you archive today will
look exactly the same when they are unarchived 5, 10 or more years from now.

Wlmt You Need in Order to Archive
e Any SGSI 11 tape drive, connected to one of the Flyer's SCSI 11 chains. For example, 2 DAT tape drive (1GB-2GB capacity
or higher) or Exabyte tape drive (7GB-9GB capacity or higher). Unlike other Flyer devices, this drive does 70t need a
DosDriver placed in the sys:devs/DosDrivers directory of the Amiga.

Important!

Unless you create clips that are consistently short in nature, you may find that a 2GB DAT drive cannot back up all of the
material in your projects. The Flyer’s built-in back up program will not break larger files into smaller ones for the purpose
of backing up, therefore even a single file that is larger than the size of your DAT tape (say, 3GB) can not be archived since
there is no mechanism for handling its large size. For this reason, based on your editing habits, you may wish to consider a
large DAT drive, or an Exabyte type drive.

How to Archive a Project
Follow the steps below to save and archive a project in a few easy steps. .

1 When you want to archive a project, insert 2 new blank tape into your backup drive.

The Flyer backup utility always archives one project per tape (or more tapes as necessary). Therefore, you should always have
the first blank tape ready to go in the tape drive before you begin the archiving process.

2 Click the Save button on any editor screen (it's on the main button bar).
The screen will change to a control panel on top and a files window on the bottom.

3 Use the files window to go to the Projects directory.
(a) If this is a new project (never before saved) enter a new name for it in the text field
at the top of the screen.
(b) If this is a new version of an older project, simply select its name from those that
appear in the files window. The name will appear in the panel atop the screen.

4 Click on the Backup button.

The Flyer will perform several actions at this point. First, the project will be saved to your Projects directory. Second, it will
scan the Flyer SCSI chains for a presence of a tape drive. If a drive is found, it will begin the third step, that of backing up aall
of the files necessary to recreate the project.




If the Flyer backup program fills the tape and needs another, it will instruct the tape drive to
eject the current tape and request that you insert a new tape. After you do so, click on the
Continue button to continue archiving, Make sure to label and number each tape you use!

6 Once all of the items that make up the project have been archived, the Flyer will display a
“Backup Complete!” message. At this point, you can quit the archive program.

Very Important Notes

e The backup program will automatically “span” the items in the project across as many tapes as are necessary in order to
make a complete backup.

e If you use an automatic tape feeder (autoloader), you must still be present to confirm that a tape has been changed in
order for the backup program to continue with each new tape. This is a limitation of tape drive communications.

e There is no compression option for backup. The backup program uses the drive’s current compression settings.
However, Flyer clips generally do not compress well so a “no compression” option is usually best.

What Gets Backed Up?

Every crouton that is part of the project, that may be needed in order to reload and run this project in the future, is copied to
the backup tape. This includes video clips, audio clips, transitions, framestores, effects, and more.

The main reason is that you may use your Flyer system to create and archive the project, then travel to another facility and
need to restore the project to their Flyer system. There is the chance that another facility's Flyer system has been configured
differently, or incompletely installed, that they may be missing certain effects or other items that existed on your system. The
Flyer backup program ensures that nothing is overlooked, and every item archived, so that you can restore this project to any
other Flyer installation and have it run.

What do the Buttons do?

There are four buttons on the backup program panel: Quit, Pause, Continue, and Save Log. The first three of these buttons are
self-explanatory. They do exactly what their label indicates (note that Quit and Pause are not “immediate” commands, if the
Flyer is backing up a huge file when you select Quit, it will finish the file before it will actually quit).

The Save Log button, upon being selected, automatically saves a file to the t: directory of the Amiga. This log file contains all of
the steps performed by the backup program and all of the files that it utilized to make the backup. If you are not familiar with

the Amiga, you should know that the t: directory is in RAM:, and that if you wish to keep a copy of this file for future reference

(or to make a printout to store with the backup tapes) you will need to copy it from RAM: to a safe location—either onto your
hard drive or onto a floppy disk.

You may wish to create a directory folder within the NewTek/Toaster drawer called BackUpLogs and store all of your backups
there. If you do so, rename the generic backup log name that the backup program uses to something more decriptive. For
example, if you backup a project named MyVacation, rename the log as MyVacation.log for ease of use in finding it and
knowing what it is at a glance.
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How to Restore a Project (UnArchiving)

How to Restore a Project .
Restoring an archived project is a simple process, but unless you understand some inportant aspects of what's going to

happen you may be in for a surprise. Make certain you read through this material once before restoring a project so that you

fully understand how the restore process works.

Important!

If your Flyer system is part of a networked group of computers, log out from the net before you atiempt
to restore a project! Network software can cause the Flyer restore program to restore to the incorrect
drives. Make sure that you are logged out from any network before you run the restore program.

1 When you are ready to restore a project, insert the first backup tape from a previously
backed up project into your tape drive.

2 In the Flyer, go to any files window, click on the Volumes button. Locate and double-
click on the icon for the FLY_TAPE device.

The top half of the screen will change to show a new control panel. In this panel, you'll see a report on what the Flyer is doing
to prepare for restoration. First, the Flyer scans for a tape drive. Once it finds the drive, it rewinds the tape that is in the drive.

It then reads the backed up project header information and begins comparing the files that were backed up from this project

to files on your hard drives,

e Any files in the backup that match those on your system will not be restored (because the file has not changed, therefore it
does not need to be restored). The Fiyer will list these as “Will not be restored because it hasn’t changed.”

e Any files that have been changed (if they have a different creation date, for example), the Flyer will list as “Will be
restored.”

After Listing all files, the Flyer will pause and request that you select an action from the control panel. ‘

(2) Quit —Use this option if you just wanted to see what was on the backup
tape, but you did not want top perform an actual restore.
(b) Continue  —Use this option to continue with the restore process.

3 valid choices are listed below. Select one.

Although you could select Save Log, it would not be complete since it does not yet include the complete information on the
restore process. At this stage, the Pause button has no effect.

4 Click on the Backup button.

The Flyer will run down the list of files, restoring those necessary and skipping those that are unnecessary.

If the Flyer backup program finishes this tape and needs the next, it will instruct the tape
drive to eject the current tape and request that you insert a new tape. After you do so, click
on the Continue button to continue archiving.

You do not need to insert tapes in the same order that they were backed up, the Flyer will continue asking for them until all
files have been restored, no matter what the order.

6 O

Once all of the items that make up the project have been restored, the Flyer will display a
“Restore Complete!” message. At this point, you can quit the archive program.



Very Important Notes

e The restore program will tell you if there is not enough room on your drives, so you can make sure that your system has
enough room for the restored project. This includes your video drives, your audio drives, and your Amiga drives. If your
drives are full, you will need to either () delete some unneeded clips to make room, or (b) archive the excess footage,

. and then delete the clips to make room.

« The restore program will attempt to restore all items to their original drives and directories. However, if you are restoring
to a completely different Flyer system, the restore program will need to make adjustments since the original drive names
and directories are no longer present.

1) All files of the same type will be restored to the correct type of drive (i.e., video clips will be restored to video drives,
audio clips to audio drives, and system files to a system drive). Note: the system must have an audio drive in order for
audio clips to be restored.

2) If a directory that existed for the backup does not exist for the restore, it will be created with the following name:
ProjectName.d (the d stands for directory), and the appropriate files wili be copied into this directory. For example, if
your video clips came from a drive called FlyerA in a project called MyVacation, and you restore to a different system,
the restore program will make a directory called MyVacation.d on the new system’s video drive and place the restored
video clips there.

3) The original project itself, upon restoration to this new system, will be rewritten so that it now knows where to look for
all of the files that had to have been placed in new drive/directory locations. In other words, once the restore is
complete, you can go ahead and load the project and the Flyer will know where everything is already!

e If you use an automatic tape feeder (autoloader), you must still be present to confirm that a tape has been changed in
order for the restore program to continue with each new tape. This is a limitation of tape drive communications.

What Gets Restored?

Everything. Every crouton that is part of the project, that is needed in order to load and run the project, is copied from the
backup tape. This includes video clips, audio clips, transitions, framestores, effects, and more.

The main reason is that you may use your Flyer system to create and archive the project, then travel to another facility and
need to restore the project to their Flyer system. There is the chance that another facility’s Flyer system has been configured
differently, or incompletely installed, that they may be missing certain effects or other items that existed on your system. The

. Flyer backup program ensures that nothing is overlooked, and every item archived, so that you can restore this project to any
other Elyer installation and have it run.

What do the Buttons do?

There are four buttons on the backup program panel: Quit, Pause, Continue, and Save Log. The first three of these buttons are
self-explanatory. They do exactly what their label indicates (note that Quit and Pause are not “immediate” commands, if the
Flyer is backing up a huge file when you select Quit, it will finish the file before it will actually quit).

The Save Log button, upon being selected, automatically saves a file to the t: directory of the Amiga. This log file contains all of
the steps performed by the backup program and all of the files that it utilized to make the backup. If you are not familiar with
the Amiga, you should know that the t: directory is in RAM:, and that if you wish to keep a copy of this file for future reference

(or to make a printout to store with the backup tapes) you will need to copy it from RAM: to 2 safe location—either onto your
hard drive or onto a floppy disk.
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How to Remove Excess Footage from a Clip

You may find sometimes that you do not need the entire length of a clip in a video project. Perhaps you recorded more than .
you needed, or you just changed your mind about the footage and used less. This excess footage takes up space on the hard

drive, and depending on your drive’s capacity this space may be precious. In such a case it would be beneficial to be able to

reduce the length of the clip, keeping the footage you want and rmving the footage you don’t want, thus freeing up more space

on the drive for a few more clips. Here’s how.

Open up the control panel for the video clip in question.

Select the Fine Tune view (depending on what you've done in this panel before, it may
open in the Fine Tune view already).

Click on the Process button. This takes you to the Process panel.

Enter a2 new name for the new clip (you cannot trim this clip and save it over the
original). Optionally, enter a description for the clip.

Drag the in and out sliders to adjust the new beginning and ending for the clip.

\J1 o OV DO

Warning!

If you are planning on trimming the excess footage from this clip, make certain that you leave .
enough “transition” footage at the beginning and end of the clip for effects (3-5 seconds). If you

trim a clip too short, you may not be able to sequence with it in place of the original.

Drag the Icon slider to select the frame on which to base the crouton image.

Select which items should be saved in this new clip with the Include gadgets (Include
Video, Include Audio, or include both).

~J O\

8 Click Continwe to exit the panel and generate the new clip.
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How to Extract a Still Frame from a Glip

If you find that you need to create a still frame or a graphic from an image within a video clip, you can use ToasterPaint to
load a copy of any frame (or any number of frames) from inside the clip. This process does not remove any frames from the
original clip. Actually, it loads a copy of the selected frame into ToasterPaint. From there, you can save the image as an RGB
image, a framestore image, or even use it to start making a new clip.

1 At the editor, open up the control panel of the video clip.
2 Drag the in slider to locate the frame that you want to import into paint. Make note of
its time code number. (Either memorize it for 2 moment, or write it down. Sorry, but

there's no provision for cutting and pasting it from one application into another.) Exit

the panel.

3 Enter ToasterPaint and go to the Process panel.

4 Click on the Source Clip pop-up button and use the file requester to locate and select
the video clip that contains the imagery you want.

Now enter the time code number for the frame you want into the Frame # gadget below
the Source Clip button. Once the number is entered, click on the Load Frame button.

After a moment, the image will load into ToasterPaint.
Note:
If the image has a great deal of motion jitter in it, it may not look good when imported to ToasterPaint. If so, try the Load

Field button to obtain a better image.

That’s it! From this point, you can modify the image at will, then save it as you need for your work.
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How to Extract an Audio Only Clip from a Video Glip

Sometimes you have a terrific soundtrack of audio that accompanies some terrible (or otherwise unusable) video. If you

decide that the video portion of a clip is not worth keeping, but the audio is, you might wish to make a copy of the clip’s audio .
and save it as an audio-only clip. As always, the audio clip takes up much less space on the hard drive, so it’s a smart decision.

Here’s how you do it.

Open up the control panel for the video clip.

Select the Fine Tune view (depending on what you've done in this panel before, it may
open in the Fine Tune view already).

Click on the Process button. This takes you to the Process panel.

Enter a new name for the new audio clip. Optionally, enter a description for it.

Drag the in and out sliders and listen to the audio to determine just where the audio
clip’s beginning and end should be.

Make sure the Include Audio checkbox is turned on. (The Include Video checkbox
should be turned off.)

Click Continue to exit the panel and generate the new audio clip. .

~1 O\ N W O Do =

The clip will be generated and saved to the same drive as the original video clip. You will need to move it over to one of your
audio drives next, if you wish to use it in a project.

8 Go to the Files/Files display view. In the top window, select one of your audio drives.
In the bottom window, select the video drive where the new audio clip was placed.

Drag the audio clip from the video drive to the audio drive. The Flyer will copy the file to
the other drive.

1 O If you no longer need the original clip, or the audio clip that was saved on the video
drive, you can select either (or both) and use the Delete button to remove them.

That’s all there is to it. You've just created an audio clip out of the soundtrack of a video clip.

Note:
The original video clip will remain unchanged, it's audio still in place. The Process panel, when accessed via a clip, never .
alters the original file.



How to Capture Freeze Frames

There are numerous situations in which you want to capture a frame. The two most prevalent would be (2) during post-
production when you are creating graphics from the master footage, and (b) during a live production, when you want to
capture something for whatever purpose you have in mind.

There is a different way to capture a freeze frame with the Toaster for each of these situations, depending whether you want to
capture the image directly from the main output (so that the image you see is the image you grab, and the main output
displays this frozen image once captured), or whether you wish to capture it on the preview bus, without interrupting the
current program output. This is an important point fo remember when using the Toaster for live production. If you wish to
capture video “offline” so to speak, in a manner that does not interrupt program output, you'll want to use one of the “Live
Production” methods.

Following are the ways to capture Toaster freeze frames.

Post Production and Live Production Method 1: Gapturing Easy Freeze Frames

How to Capture a Still Frame on the Main Bus

This method for freezing a frame will interrupt the main output. The benefit of this method is that the moment you click
Freeze, the freeze is instantly displayed by the framebuffers on main out, so that you immediately see the frozen image

1 The Freeze button should not be selected. If it is, click on it to turn it off.
2 Select the source you wish to grab on the main bus.

3 Still on the main bus, select either DV1 or DV2 (both will highlight).
4 Click on the Freeze button when you see the video you want to grab.

Instantly, DV1 and DV2 will each grab four fields of video, freezing the scene that was passing through them. Click on DV1 and
DV2 alternately to see the frozen frame that each captured (they will be slightly different). If the image is jittery from motion
that occurred between video fields when the image was frozen, see “How to Remove Jittery Motion from a Freeze Frame.” To
save this frame, see “How to Save a Still Frame.”

Important!

When you use one of the 1,2, 3, 4, buttons to capture a freeze frame, it is always frozen on the main bus and displayed
immediately from there.

Post Production Method 2: Capturing a Freeze Frame from ToasterPaint

How to Capture a Still Frame from within ToasterPaint

This method for freezing a frame will also interrupt the main output. The benefit of this method is that the moment you click
Freeze, the freeze is instantly displayed by the framebuffers on main out, so that you immediately see the frozen image.

1 Enter ToasterPaint.

2 Select the the Disk menu.

Tutorials
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This will be one of the four input buttons (1, 2, 3, 4). Note that you canot see the input video until the moment you click on
the grab button. If you wish to view the incoming video before you grab, or while you grab, you must connect your input
source to 2 monitor than can pass the signal back out and over to the Toaster input. (A video distribution amplifier would also
do the job.)

The input you select will be frozen in the framebuffer. If this is the image you want, continue with the next step. If not, re-grab ‘
as often as you wish until you freeze the image you desire.

4 Now select either Import Frame or Import Field to load the image from the framebuffer into ToasterPaint.

If the image has much motion or jitter in it, you will likely get a better image in ToasterPiant by seelcting the Import Field
option. If the image is pretty stable already, use Import Frame. Whichever method you select, if the resulting image looks poor
when loaded in ToasterPaint, simply select the other option and load the other format.

Live Production Method 3: Capturing a Freeze Frame on the Preview Outpirt

How to Capture a Still Frame on the Preview Bus

This method is useful for grabbing a freeze frame without affecting the main output. You may see a shot on one of your
cameras that you wish to freeze, but that you don’t want frozen and displayed right away. In these cases, capture it on the

preview bus using the steps below.

1 The Freeze button should not be selected. If it is, click on it to turn it off.
2 Select the source you wish to grab on the Preview bus.

3 Still on the Preview bus, select either DV1 or DV2 (both will highlight).

4 Click on the Freeze button when you see the video you want to grab.

Instantly, DV1 and DV2 will grab four fields of video, freezing the scene that was passing through them, and one of them will
highlight on the preview bus. This indicates that the image was grabbed, and the buffer is ready to be “taken” or displayed on
the main bus, if you wish.

Click on preview bus DV1 and DV2 alternately to see the frozen frame on your preview monitor. They will be slightly different,
since each buffer has captured a four-field image, and one may be more to your liking than the other.

Note:
At this time, there is no way to save this image without interrupting the program output. This is the nature of the
processing/conversion that needs to take place in order to save a freeze frame.

Summary Nole

The technique presented in Live Production Method 3 will work on the main bus as well as the preview bus. All you would
need to do is select the source and framebuffers on the main bus rather than on the preview bus, and then click the Freez
button to capture that image on the main bus. However, since the shortcut buttons (1, 2, 3, 4) exist to do this automatically,
it's not really necessary to do so.




Image Stahilization:
How To Remove Jittery Motion from a Freeze Frame

Because the Toaster grabs a color frame of video consisting of four fields when it freezes the television signal, there may be
motion jitter in the frozen image. This is the nature of the TV signal and the way that the Toaster works with it.

There are two methods of image stabilization available that you can employ to strip out the unwanted motion. They are 1
Field and 2 Fields, explained below.

When the Toaster captures a freeze frame, it grabs four successive moments in time from the incoming signal called fields.
Two fields is generally considered a frame, and produces a sharp-looking image capture. Sometimes, if the video image were
moving quickly at the moment of capture, you might see a slight shake or jitter to the two-field capture. Four fields is
considered a full color frame, and produces an equally sharp picture that appears to contain motion—i.e., it must be
processed down to a two field image to remain sharp and reduce undesirable motion.

The Toaster can process the four-field grab in two ways to give you a pleasing image. It can either reduce the image to a two-
field frame, or reduce it to a single-field frame. There are drawbacks and benefits to both methods, so one may not always be
better than the other. WIth both, at least you can experiment to find the best possible image.

About 1 Field Stabilization

This option is best for processing images containing a medium to large amount of motion in the original capture. The process
basically takes one of the four captured fields and duplicates it over the other three fields. The result is a four-field image
based on a single field of picture information. Since as field contains only half of the resolution of the video image, nearly-
horizontal lines will appear more jagged-edged.

About 2 Field Stabilization

This option is best for processing images containing a small to medium amount of motion in the original capture. The process
takes two of the four captured fields and duplicates them into two other fields. The result is a four-field image based on two
successive fields of picture information. This image will appear slightly sharper than a single-field-based image, but it retains
the chance of showing unwanted motion jitter. If you process an image and it displays too much shake, re-process it with the
single-field option.

Here’s how to use either method.

1 First, capture an image. See the tutorial on capturing an image for details. Once you've got it, proceed to step 2.

2 Compare DV1 and DV2 on the main output. One framebuffer will usually display a slightly sharper, clearer grab.
Select that buffer on the Main bus (when the Toaster processes, it will use this one, the better image).

Select the other buffer on the Preview bus. This is the framebuffer into which the Toaster will place the processed
3 image. (In case the process you run results in a poor image, you won't have overwritten the original image and you
can try again with the other type of stabilization.)

Now choose one method or the other from the next step. Step 4A is for frame-based, or 2-field stabilziation. Step 4B is for
single-field, or 1-field stabilization.

4 a (Option A: 2-Field Processing) Press Alt + f for frame stabilize, or select the 2 Fields option from the Stabilize pop-
up.

For most images, use frame removal first, which reduces the four field image to a two field image. If there is minimal jitter in
the grab, the results will be excellent. Very jittery images process differently, depending on the type of motion. If frame
stabilize does not work to your liking, try field stabilize.

Tutorials
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4 a (Option B: 1-Field Processing) Press Alt + d for field stabilize, or select the 1 Field option from the Stabilize pop-up.

This is best for extremely jittery images, such as sports footage, which is reduced from a four-field image to a single-field
image. Be forewarned, however, that a single field has less resolution, and the image may need to be touched up in
ToasterPaint before you use it.

After the frame has been processed, take a look at the framebuffer that contains the processed image. Compare it with the
original image from which it was derived.

If it is not what you would like, try the other method of stabilization. When the image is right, save the resulting image using
the steps in the next tutorial.




How To Save a Frozen Still Frame

To save a frame of frozen video, the Toaster must interrupt the main output. For this reason, saving frames is considered an
offline (or post-production) procedure. (If you attempt to save a frame during a live production, your main output will be
interrupted by 10-20 seconds of screen flashing.)

Important!

When you save a freeze frame, the frame displayed on the main bus is always the one saved. If neither buffer is selected on the
main bus, the Toaster will end up saving a blank, black image. Therefore, make certain that you are viewing the Main output
of the Toaster, and that the image is correct, before you save the frame.

This tutorial assumes you have just frozen a frame of video and you are ready to save the image.

1 Malee sure the framebuffer containing the image to be saved is selected on the main bus,

2 Drag the pointer over the Save pop-up and select one option or the other for saving. Your options are 1 Field and 4
Fields, described below.

1 Field

This option is a shortcut that combines two steps into one. 1t will both process the grabbed image with 1-Field processing, and
then save the image to disk. If you are capturing a number of images, all of which need the same kind processing, this is a
good choice to use. (For more information on 1-Field motion stabilization, see the tutorial entitled “Image Stabilization: How
to Remove Jittery Motion from a Freeze Frame.”)

4 Fields
This option saves the grabbed image exactly as you see it displayed from the framebuffer. No image processing/stabilization

will occur.
Important!

Note: Do not save framestore
images to a Flyer video

There is no option that combines 2-Field image processing and image saving in one step. drival
ve!

The next screen you see is pictured below. Use the lower window to navigate to the directory of your choice for htis

frame. Enter a name for this framestore and click COntinue. The image will be saved. The Flyer drives on each

SCSI chain should be of
one type, and should
contain only one type of
file.

only video clips. Audio
drives should hold only
audio clips.

All other kinds of files

normal system hard
drives.

Video drives should hold

used by the Flyer should
be stored on your Amiga’s
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ToasterPaint Tutorial #1: The Air Brush Tool

ToasterPaint's new airbrush tool brings one more powerful new feature to this already strong broadcast graphics program. .
The tool works similarly to all the other draw mode, and should be instantly usable for anyone who already uses
ToasterPaint.

1 Start on a cleared palette, by pressing shift+k on the keyboard. Select any color, click on
the Tools panel, and click on airbrush. Click the Left Mouse button, and start painting.

2 Adjust the brush size using the Brush Size slider. This takes a little getting used to, but pret-
ty soon you'll get a feel for what your result will be, when moving this slider. Experiment
with this until you figure it out.

adjust the density of the airbrush. Once again, you'll want to experiment with this adjust-
ment until you get a good feel for how this reacts. You'll also want to try using brush size,
and transparency together to create the types of results you are after

3 Click on the Trans/Warp button, and adjust the transparency to 50%. This is how you

4 Set the volume level for this clip. Default is about 70%.

Try airbrushing in different painting modes. You can paint pretty realistic shadows around objects using the airbrush and
Darken Mode, and of course And, Or, and Xor modes create unusual results.

Jump to the Spare Screen (“j" on the keyboard ), turn off the airbrush, and create three,
or four filled white boxes, approximately 1/4 to 1/8 the size of the screen. Jump back to
the first screen, and press “K" to clear the screen. Turn the Airbrush on again.

6 Click on the Stencil button, and move the pop-up selector to Positive. Spray the Airbrush in
the vaccinate of one of the boxes on the spare page. With the Stencil active, and in Positive
mode, you can only paint in areas that are white on the spare page.

This feature in particularly useful for creating masks. You can paint over an area to be masked, undo the painting, jump to
the spare page, and re-do the painting, and you've created a perfect mask for airbrushing,

7 Click on the Stencil pop-up, and select Negative. Select a different paint color, and paint
over the area you just painted. Now you can only paint in the areas not covered by the
mask. You can create an interesting look using text as the stencil. Paint over the stencil in
one color with the stencil set to positive, and then a different color with the stencil set to
negative. This creates an interesting floating painterly effect.

Don’t forget that this tool should be used to emulate an actual airbrush. You want to use a pretty light hand when painting
with it. If you paint too heavily with it, the effect is lost. If you want to paint a solid color you should just use Normal mode,
and not the airbrush. Don't concern yourself with making your airbrushed graphics look too perfect. Once again, you want
to use this tool when you want to achieve a hand painted look, which, by it's nature, is imperfect.

As I 'said in the beginning of this tutorial, all the functions of the airbrush should be pretty obvious to those of you familiar

with the other drawing tools in ToasterPaint. It will take some fooling around with the tool to get 2 handle on it's feel, but you
should be able to master this powerful tool in no time.




ToasterPaint Tutorial #2: PostScript Text

In this Tutorial we will cover the new features added into ToasterPaint, concerning text. With the addition of PostScript font sup-

. port, ToasterPaint becomes a very sexy titling program. Text can be rotated, stretched, sized and sheared within the program.
Add these features to ToasterPaint’s powerful video image manipulation features, and this becomes the perfect tool for creating
title pages and other graphics pages.

The procedure for handling text is pretty much the same as it's ever been within ToasterPaint. But since paint only supported
Amiga fonts in the past, most people used ToasterCG for text instead. Therefore this tutorial will start from the very beginning,
covering all the steps required to create text brushes in ToasterPaint.

1 Click on the Text button at the bottom of the screen, or press F3 on the keyboard. This brings
you to the Text control panel.

2 Click on the Load Font button. This opens a requester to load a font. ToasterPaint will load any
Postscript Type 1 font. You've got several in your system, or you might have a font on a floppy
disk that you'd like to load. The requester will default into your PSFonts directory, but you can
redirect where ToasterPaint will look for the font, by clicking on the drive buttons at the top of
the requester. Click on DFQ: to view the contents of your floppy, etc.

Set the Size requester to the font size you'd like. For this example, set it to 120 points,

Click in the text window, and type your first name, Press the arrow button to the left of the text
entry window. Your pointer will “go to sleep” for a few seconds, and then return with a Text
brush attached to your pointer. Click the Left Mouse button to stamp this brush down on your
screen. You can stamp the brush using any of the paint modes, like lighten and darken, or
. colorize. Experiment using different fonts, and different sizes.

SN

Repeat steps one through three. Adjust the slider for Rotate to 45. This rotates the text brush
45 degrees clockwise, or so the first letter is raised, and the last letter is lowered. Press the
Arrow Button to create the brush.

\J

6 The Shear and Stretch functions work similarly, and require 2 little experimentation.
Remember that the numeric sliders will go negative. A negative value in the Rotate requester
rotates the brush counter-clockwise. In Shear it kicks the letters off to the left, and for Stretch
it condenses the lettering.

Cool Tips with Text:

You can create easy drop shadows on text by stamping down your text in Darken mode, and then going to Normal mode and
moving the brush slightly up and to the left, and stamp the text . A cool variation on this creates an embossed look. Stunp down
in darken mode, as before, but then go to Lighten mode rather than Normal. Stamp the Text down. In the areas where the
Lighten, and Darken overlap, they cancel each other out, leaving a highlight on one side, and a shadow on the other. Airbrush a
little blur over the area, and the final look appears like embossed text, or transparent beveled glass text. Try it, I think vou'll like
it.

You can load a busy texture into the spare screen, and use text brushes in Rub-Thru mode to create interestingly textured text.
This can look paru'cu]arly good when used with transparency. You can create 1 cool look by painting a box with « color gradient
running from top to bottom, with similar colors, like light blue at the top , and dark blue ut the bottom. After the box is drawn
onto the screen, jump to the spare screen, and reverse the gradient, with dark on top, und light on bottom. Use RubThru mode
with a text brush to create this interesting look. Don't forget the technique described in tutorial one; using both positive and neg-
ative stencils to create an interesting airbrushed text look.

With  litle practice, you'll find that the Text functions, combined with ToasterPaint's video image manipulation functions, makes Tutortals
this a powerful, and dynamic graphics authoring program.

TouasterPaint




ToasterPaint Tutorial #3: Flood Fill and Global Fill

In this tutorial we will learn about the new Flood Fill, and Global Fill functions in ToasterPaint 4.0. The revised and new func-
tionality of these tools makes these extremely powerful.

1 Press Shift+k to clear the screen. Draw several shapes of varying size and shape on the
screen, all in one color. Make them separate objects, surrounded on all sides by the black
background.

Select a different color, and click on Flood fill on the Tools panel.

Click inside one of the shapes you drew. The shape will fill in with the new color. Press u to
undo the last step, and return all the item to the same color.

Click to the Options panel, and click on the Global Fill button.

With the second color still selected, once again click inside one of the shapes. This time, all of
the shapes will change to the new color. With Global Fill selected, ToasterPaint not only looks
for contiguous areas of the same color, but seeks out every pixel of a particular color, and
changes them all.

Load the Video Toaster logo framestore. Go to the Options panel, and turn off Global Fill. Pick
a bright green color. Move the pointer to the yellow ball. Click, and hold the left mouse button
on the yellow area, and move the mouse around, staying in the yellow area but dragging over
most of the various shades of yellow. The mouse pointer is hard to see in this mode, because it
is a single pixel in size. Release the mouse button. ToasterPaint will fill a contiguous area of all
the colors you dragged over. It actually keeps a list of all the colors you drag over, and then
performs the fill,

SN VN W Do

7 Press u to undo the last step. Reactivate the Global Fill function on the Options panel. Try
dragging over on f the black lines in the logo. With a little practice you can “perform image
miracles!”

Many of the functions you can perform using these features were totally unavailable in other 24-bit paint programs. Before the
introduction of Global Fill, the flood fill gadget was useful only on images created within the paint program. If you attempted to
use this tool on a framestore, you usually ended up with a splotch. With these new features, Flood Fill and Global fill become
powerful tools.

Cool Tip:

Global Fill tool can clean up poorly shot “blue screen” footage. The footage was of a person wearing white and standing in front
of the blue screen. The subject’s clothes were tinted quite blue. As a result of the poor lighting, it was difficult separating the
foreground from the background.

In this case, we selected white as the current color. Flood Fill and Global Fill were turned on. Move the mouse pointer exactly to
the edge of the subject, and drag a line off to the edge of the screen to select all of the background colors, but not the subject.
The Background fills in with white.

To touch up the frame, move to the trouble area and select a few more shades of blue to be masked. Once the mask is com-
plete, click once again on the white area, press j to jump to the spare screen, and then redo the Jast function. This re-does the
fill function, which in this case draws a white matte and leaves a black area where the subject was, This is perfect for use in
LightWave as a clip map. You can repeat this procedure for all of the frames in the sequence, which may be easier than trying to

get the footage re-shot.
Tutorials ‘
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ToasterPaint Tutorial #4: Painting with Flyer Clips

.rhaps the most exciting new feature in ToasterPaint 4.0 is its interconnectivity with the Video Toaster Flyer. Now the tools required
r 2D animation, rotoscoping, and hand painting on live video sequences are at your fingertips.

It should be pointed out that the techniques described in this tutorial are all pretty simple, but actually creating a hand drawn effect is
a very time consuming process. To produce only a few second of any of these effects can take several hours. This is pretty intense
stuff, and if you are in a heavy production schedule, you might want to hang on until you've got a little time available before trying the
animation techniques for yourself. The methods described here can be performed on single frames, of on entire video clips.

1 Click on the Process button at the bottom of the screen. This brings you to the Process panel. The
screen is divided into two halves, the top looking rather similar to the bottom. The upper portion is
used to perform a particular ARexx script on an entire clip of video. The lower half of the screen is
used to access (and maybe process) individual frames loaded out of a clip.

2 Click on the Select Clip button, and a requester will open. Locate a video clip on one of your Flyer
drives. You can double click on the name, or single click, and then press O.K. This will return you
to the Process panel, and you'll see the name in the Select Clip panel. You'll also see that the start
and end frame numbers of the clip have been entered into the time code windows. If you were
going to run an Arexx script on an image sequence, these windows would indicate the range of
frames to be processed.

In the lower portion of the screen, enter a time code value about in the middle of the clip. Click on
Load Frame, and in a few seconds, you'll see the frame load into the paint screen. At this point you
can paint on this screen, and then save it out as a separate framestore by saving the image as you
would any image. You'll see that there are also options to load in field one or field two. These load
in as full screen images, but have 1/2 the vertical resolution of a frame. If you are going to save the
image out as a framestore, you'll be better off loading a frame. The advantage of loading a field is

. that it doesn't have the frame motion that we associate with frame captured video.
4 If you want to bring in a series of frames, and then save them out as a new Flyer clip, you've got to
define both the source, and destination clips. Pick the source clip as described above, then go to

the Disk menu. Click on Save Clip, and enter a name for the new clip. Now when you tell
ToasterPaint to save an image to a clip, it will save to this clip.

We will still be working in the lower half of the Process panel. Pick the frame where you want to
start working within the clip. Load field one of the frame. (You will find it easier to paint on fields as
opposed to frames because fields don't jitter the way frames do.) Paint whatever you want onto the
image. When you have finished, press i. This is the command to write the current image as a field
to whatever clip you defined under Save Clip earlier. Load the next field, and repeat the process.

6 After you have created several frames, you can press Shift+i to save the current image as the icon
for the clip you are working on.

Important! You must save out 2 minimum of 10 frames before you can slip out to the Switcher to view your work in motion, as the
Flyer doesn’t like to play clips shorter than 10 frames. As long as you don't quit ToasterPaint, and don't save any new clips onto the
same Flyer drive you are saving this sequence onto, you can work at your leisure.

This is the basic procedure for loading flyer clips into ToasterPaint, and saving out clips. Of course, you can enter a new clip name
under save clip, skip the whole clip loading part, and draw a series of pictures, to create traditional 2 D animation.

Rotoscoping tip. Follow the procedure outlined above, for loading images into the program. Paint outlines around the subjects in the
video clip. Copy these outline over to the spare page, so you have the outline over a solid color. This creates a cool hand drawn ani-
ation effect, and all you have to do in trace the video footage. Press the i key up to 8 times to write 8 fields (or 4 frames) of this

age to the clip. Then set the time Frame # time code gadget ahead 4 frames and load another field. This results in a slightly strobed Tutorials
effect, which accentuates the animation effect. You could also save 8 fields, and then load only 2 fields ahead to create a slow motion
effect. Rotoscoping is one of those time consuming processes, but the results are stunning, ToasterPaint




ToasterPaint Tutorial #3: ToasterPaint, the Flyer and ARexx

Now that ToasterPaint can load Flyer video clips, we have included many useful ARexx scripts which apply interesting post process m‘
ters to your video. Effects as simple as color stripping, negative image, and mirroring, or as complex as texture mapped image mon-

tages can be created by simply choosing a script. Effects such as time lapse, slow motion, fast motion, and strobing are also possible.

The most mundane procedure in ToasterPaint suddenly becomes pretty exciting when you think of applying it to an entire video seg-

ment. Something as simply as flipping video upside down, or creating a mirror image, or mirroring the image down the center... You

get the idea.

1 Go to the Process Menu, and select the clip you'd like to process. This will automatically enter the
start and stop times in the time code windows, If you don't want to run the filter on the entire clip,
you may enter the desired start and stop times in these windows.

2 You can test a script on an individual frame, by working in the lower half of the panel. Set the time
code of the frame you'd like to test the script on, in the time code window. On the right side of the

menu, you'll see a process window which reads “None.” Click on the button and a window will
pop up. With the left mouse button held down, move the mouse to the bottom of the pop up
requester, and more options will scroll by, Try out some of the scripts on the image, to get a feel for
what they do. Try TPLens to see some examples of how you can apply painting techniques over the
entire image, with an ARexx macro. Any of the scripts that start with TP are good as examples.
Scripts such as slow motion don’t look like much on a single frame... We'll have to load an entire
sequence before you can see their effect, and they take time to process.

Select a clip that would look good in slow motion. Choose start, and stop times for the process.

(You might want to jump out to the Switcher, and pop open the contro} panel for the clip to get

good start and stop times.) In the top half of the screen, select the process to perform on the entire

clip. Choose the HalfSpeed script, and press the Process button. ToasterPaint will ask you to pick

the destination drive. Be sure to select a Flyer drive, and not one of your system drives. Each frame

will take about 20 seconds to process, and when the processing is done, you'll find a new icon on ‘
the selected destination drive. The icon will not have a picture on it, but you can assign one in the

Process panel of the clip’s control panel.

For those of you with a little programming experience, or those with and adventurous spirit... Look at some of the included scripts,
and modify them to suit your need. The nice thing about ARexx programming is that most of the commands are in English, as
opposed to "computerese”. With a little patience, most people can figure out how to program their own macros. ToasterPaint has a
fairly thorough ARexx interface, and you should be able to create a macro to do most anything.

Tutorials

ToasterPaint
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ToasterGG Tutorial #1: Using the SpellChecker

The purpose of this tutorial is to familiarize you with the new spell checker. In doing this you will also gain a better understanding of
CG’s new Arexx port, arguably the most powerful addition to Toaster CG 4.0,

O OO0 -1 O\ WA N DO

Note 1:

Enter the Character Generator.
Load the font B&P Graphics/Calgary-DemiBold at 60 points.
Enter the text as you see below. (Make sure you spell the words incorrectly or you'll ruin the whole

tutorial!)

Viddeo Toaster
Charakter Jenerator
Hold down the Alt key and press F1. This will bring up the Run ARexx Program window.
Choose the SpellCheck.rexx macro and click OK
You will see a requester that asks you to press OK to check the page. Do so now.
The correction field will appear. At this point you can correct the misspelled word and press OK.

The SpellChecker will move to the next misspelled word. Correct it and press OK.

You will now see the following message. Click continue to go on.
All done!
3 misspelled words
4 words total

If any of the misspelled words are new to ToasterCG's dictionary, the macro will ask if you wish to add the word to the dictionary as

well.

Note 2:

If the CG comes to a word that is spelled correctly but doesn’t recognize it , just press continue. SpellChecker will then bring up a
requester that allows you to add that word to the word pool. The word pool comes from a file called “woods” located in the
Arexx/CG/SpellCheck_Support drawer.

Tutorials

ToasterCG
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ToasterGG Tutorial #2: Importing Brushes of Any Size

The purpose of this tutorial is to acquaint you with the new image format loaders and image scaling capabilities of the Character
Generator. (These capabilities are a direct result of NewTek'’s licensing Elastic Realities’ Host Independent Image Protocol, aka HIIP)

Enter the Character Generator.

Select Box from the font pop-up.

Drag out the box to any size and aspect.

Hold down the Alt key and press F1

Choose the lmport.rexx macro.

Another requester will appear asking for an image. Choose any image within this directory and
click OK

The macro will ask if you wish to preserve the aspect ratio. Choose your preference. If you answer
yes, the box may be resized slightly in order to maintain the correct aspect ratio of height to width.
If you answer no, the image will be squeezed either in height or width in order to make it fit the
box exactly.

The CG will now load the image, convert the image and scale it to fit the box. Watch the top left of ‘
the CG window for updates on the progress of the macro. The image will also be saved to the

Brushes directory within the Toaster, so that you can use it elsewhere (and on this page) in the
future.

When the conversion is finished render the screen to see the final scaled image.

\O oo ~J] SN\ N8 Do




ToasterG6 Tutorial #3: Rotating and Shearing Text

e purpose of this tutorial is to teach you how to use the new “stretchy text” feature. You will learn how to rotate and shear text as
Il as how to create scalable “text brushes.”

OO0 ~1 S N\JV1 N0 DO =

10
11
12

13
14

Note:

Enter the Character Generator. If you are already in the CG, you may want to save the current book,
the clear it for this tutorial.

Go to the Ctrls Menu.

Load the PostScript font B&PGraphics/Calgary-DemiBold at 80 points.

Click +PS Brush button. The Graphic Text Contro! panel will pop up.

In the text field type WOW!!

In the rotate field type 45.

Click OK.

Now go to the pop-up font menu. You will see WOW!! listed at the bottom of the List. Select it.

WOW! will appear on the CG screen with a box around it. This is the scaling box.

To scale the new brush, click and drag the bottom right-hand corner of the box. Feel free to drag
the brush out to any size or aspect.

Click on the +PS Brush again.

In the text field type ZOOM.

Change rotate to 0. 1n the shear field enter 50.

Click OK.

Choose ZOOM in the current font menu. You will see the ZOOM brush on screen with a nice shear-
ing effect on the text. Try scaling the text to your liking as well.

The Shear and Rotate controls can be combined to create very dynamic fooking text. It is important to remember that these are

brushes and can not therefore be edited. If you make a mistake in your text, delete the brush and recreate it with the correct spelling
or phrasing.

Tutorials
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LightWave Tutorial #1: Beginning Keyframing

This tutorial will introduce you to making things move in LightWave. You will learn the basics of
keyframe animation, the X Y Z coordinate system for movement, and the Heading Pitch Bank method of
object rotation.

Preparing for Take-Off
We'll need something to fly around for our tutorial.

1 Select the Objects menu in Layout.
2 Select Load Object and find either “MyShip3.lwo” if you are using your own creation, or
“ShipTex.Iwo" if you want to work with our Quick-Start version.

3 Select Continue to return to Layout.
4 In the Layout View sub-menu, select Camera as our view.

The view of our spaceship, from behind, as our virtual camera sees it should look something like
Figure A.

Setting out Starting Position
S In the Layout Edit sub-menu select Object as our current Edit mode. ‘

In the Selected ltem pop-up menu at the bottom of the Layout screen, it should read the name of the object you just loaded (since
this is the only object currently loaded).

6 In the Layout Mouse sub-menu, select Move as our current Mouse control mode,
While clicking and holding down the left mouse button anywhere in the main Layout view screen,
drag your spaceship far ahead and to the left of center, X -2.0 Z 10.

8 While clicking and holding down the right mouse button anywhere in the main Layout view screen,
drag your spaceship down towards the bottom of the screen, Y - 1.5.

9 In the Layout Mouse sub-menu, select Rotate as our current Mouse control mode.
1 O While clicking and holding down the left mouse button anywhere in the main Layout view screen,
spin your spaceship around so that it now faces towards us, instead of away from us, H 180.0 P 0.0

B0.O.

1 1 Select Create Key at the bottom of the Layout screen to bring up the Create Key requester,

Tutorials The Frame number should still be at 0 by default and Create Key for Selected Item should be the
current keyframe creation selection mode.

LightWave Layout
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1 2 Select OK to save the current settings for our spaceship at Frame 0.

.Your first keyframe position should look something like Figure B.
Setting our Ending Position
Currently, the Current Frame window is set to 0, the beginning of our animation. Let’s create a key frame at the end of our animation,

say 2 seconds (or 60 frames) later.

1 3 Click anywhere within the Current Frame text window at the bottom of the Layout screen.

1 4 Change the number O to 60 and press Return.
We are now at frame 60 of our animation, 2 seconds later. Everything looks the same as before because our ship is sitting still until
we tell it otherwise. :
1 5 In the Layout Mouse sub-menu, select Move as our current Mouse control mode.
1 6 While clicking and holding down the left mouse button anywhere in the main Layout view screen,
drag your spaceship close to us and to the far right of center, almost completely off the screen, X

05Z-20.

1 7 While clicking and holding down the right mouse button anywhere in the main Layout view screen,
drag your spaceship up towards the top of the screen, Y 0.5.

. 1 8 In the Layout Mouse sub-menu, select Rotate as our current Mouse control mode.

1 While clicking and holding down the left mouse button anywhere in the main Layout view screen,
spin your spaceship towards the right and tilt it up slightly, roughly in the direction it is travelling, H

150.0 P -20.0.
2 0 While clicking and holding down the right mouse button anywhere in the main Layout view screen,

bank your spaceship clockwise away from us, again roughly in the direction it seems to be travel-

ling, B 40.0.
2 1 Select Create Key at the bottom of the Layout screen to bring up the Create Key requester.
The Frame number should still be at 60 and Create Key for Selected Item should still be the current keyframe creation selection

mode.

2 2 Select OK to save the current settings for our spaceship at Frame 60.

Your last keyframe position should look something like Figure C.
Putting Everything in Motion

If there isn’t 2 Motion Path (i.e. a line with dots) connecting your previous keyframe with your current keyframe (as shown in Figure
C), then you need to turn on the Show Motion Path option in the Options Menu.

2 Select the Options menu.
. Tutorials
2 4 Select Show Motion Path. LightWave Layout
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2 5 Select Continue to return to the main Layout screen.

We need to tell LightWave that our animation lasts for 2 seconds, or G0 frames.

2 6 Select the Scene menu.,
2 7 Click in the Last Frame text window.
2 8 Change the Last Frame from 30 to 60.

2 9 Select Continue to return to the main Layout screen.

Let's generate a real-time preview of our animation.

3 O Select Make Preview in the Preview pop-up menu in the lower left of the Layout screen.

3 1 Make sure the first frame is set to 1, the last frame is set to 60, and the frame step is set to 1.

3 2 Select Wireframe as our Preview Type.
3 3 Select OK to begin generating a wireframe animation preview. I

After watching LightWave generate each frame, you'll see the Preview Playback controls, which look at lot like those on a VCR.

4 Press the Play Forward button, which looks like a single triangle pointing to the right (the second
button from the right).

You should have an animation wherein the spaceship starts far away, down and to the left of the camera (you!) and then flies across
the screen, up and to the right. Meanwhile, it is slowly pitching up and banking away. That’s all there is to it. You're animating with
LightWave!

Saving Everything for Later
Let's save our work for later.

3 S Select the Scene menu.
3 6 Select Save Scene.

3 7 Enter a scene name of “MyFlyby1 Iws” and press RETURN to save your scene to your hard disk.




LightWave Tutorial #2: Intermediate Keyframing

is tutorial will go further into LightWave's keyframe-based animation system. You will learn the differences between linear and

line interpolated motion paths and well as how to control such subtleties of motion like velocity, bounce, and anticipation using
LightWave's spline settings for Tension, Continuity, and Bias, respectively. Motion short-cuts like Align to Path and Look Ahead Frames
will be demonstrated.

Loading a Previous Scene File

This tutorial builds directly on the Beginning Keyframing tutorial, so you can load your own scene,
Select the Scene menu.

Select Load Scene.

Select the scene you saved from the first LightWave tutorial.

Select OK to load the scene.

Select Continue to return to the main Layout screen.

In the Layout View sub-menu, select Camera as our current View mode.

O\ N OO0 Do

.7 In the Layout Edit sub-menu, select Object as our current Edit item mode.
8 In the Layout Mouse sub-menu, select Move as our current Mouse control mode.

Your Layout Screen should look something like Figure A.

Modifying an Existing Motion Path
Your spaceship should be in its starting, or Key Frame 0, position. Notice that the motion path of our ship points straight up towards
the right of our screen. Let's add some variety to it.

Click and hold down the left mouse on the slider bar to the right of the Current Frame window at
the bottom of the Layout screen.

1 O While still holding down, slide the slider to the right until the Current Frame window reads frame
30, and release.

1 1 While clicking and holding down the right mouse button anywhere in the main Layout view screen,
drag your spaceship straight down towards the bottom of the screen, Y -1.5.

1 2 Select Create Key at the bottom of the Layout screen to bring up the Create Key requester

The Current Frame number should still be at 30 and Create Key for Selected Item should be the current keyframe creation selection

ode.
o

1 Select OK to save the current settings for our spaceship at Frame 30.
LightWave Layout
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Your new spaceship motion path should look something like Figure B.

Adjusting Spline Controls in the Motion Graph

Notice that our once straight line is now curved. LightWave automatically smooths through, or interpolates, keyframed motion paths.

Create a wireframe preview of your animation and watch the difference. ‘

1 4 Select Make Preview in the Preview pop-up menu in the lower left of the Layout screen.

1 5 Make sure the first frame is set to 1, the last frame is set to 60, and the frame step is set to 1.

1 6 Select Wireframe as our Preview Type.

1 7 Select OK to begin generating a wireframe animation preview.

After you are finished watching your new preview and have returned to the main Layout screen, we're ready to finesse our motion.

1 8 Select the Motion Graph for the currently selected Edit item (i.e. your spaceship), located in the
lower left of the Layout Screen.

1 9 Change the Current Channel pop-up menu from X (the default) to Velocity (one step above).
Notice that our spaceship’s velocity is relatively constant, Let's say we'd rather have the spaceship speed up towards the end of the
animation, as it flies past the camera.

Z O With the left mouse button, select the spline knot that represents Key Frame 60 (furthest to the

°
2 1 Press and hold down the ‘t’ key.

The words “Tension: 0.00" appear in the upper left of the motion graph, indicating we are in interactive Tension mode. What does
that mean? Try the following.

2 While still holding down the ‘t’ key, click the left mouse button down anywhere in the motion graph
and drag it to the left and right until the keyframe knot stops at its highest velocity, T -1.0.

As you slide the Tension from 1.0 (right-most) to -1.0 (left-most), the velocity at this keyframe ramps down and up, respectively.
Leaving it at -1.0 cause our spaceship to speed up at the end of our animation. Your motion graph should look something like Figure
C.

Smoothing Velocity with Tension

The velocity from frame 0 to frame 30 remains constant, then dips sharply and then rises quickly towards frame 60. If we created a
wireframe preview of this animation (as we did in steps 13-16), we could probably see some jerkiness to the motion. To smooth this
velocity out a bit, we can use Tension (as we did in steps 19-21) to alter the velocity curve through each keyframe until the velocity is
one smooth spline.

Z 3 With the left mouse button, select the spline knot that represents key frame 30 (the knot in the
middle).

Z 4 While still holding down the 't’ key, click the left mouse button down anywhere in the motion graph
and drag it to the right until the velocity curve passes smoothly through this key frame, T 0.27.

Now, we've created a hump between frames 0 and 30. Our spaceship shouldn't speed up and then slow down as it is preparing to
climb. Let’s make the spaceship’s initial velocity even, and then it can slow down a little as it prepares to climb.



2 5 With the left mouse button, select the spline knot that represents key frame 0 (the knot on the left).

Q While still holding down the ‘t' key, click the left mouse button down anywhere in the motion graph
and drag it to the right until the velocity curve passes smoothly through this key frame, T -0.12,

If your velocity graph looks like Figure D, you've just tweaked your first velocity graph.
Exploring Bounce with Continuity

2 7 Select Use Motion in the Motion Graph to keep the current Spline settings.
2 8 Generate a wireframe preview by repeating steps 13-16 and watch it a few times.

Our spaceship fly-by is getting much more interesting. While adjusting Tension in the Motion Graph may be the best way to manipu-
late velocity, the Spline Control settings of Continuity (or bounce) and Bias (or anticipation) are best adjusted interactively in the
Layout screen. We should still be on key frame 30.

2 9 Press and hold down the ‘c’ key.

The Spline Control settings will appear in the lower right hand corner of the Layout screen. We are now interactively editing the
Continuity Spline Control setting,

While still holding down the ‘c’ key, click the left mouse button down anywhere in the Layout view
window and drag it to the left and right until the motion path becomes a sharp V-shape, C -1.0.

Q you slide the Continuity from 1.0 (right-most) to -1.0 (left-most), the manner in which our spaceship approaches and leaves this
eyframe alters, as evidenced by the changing motion path. Leaving it at -1.0 causes our spaceship to bounce hard upon reaching
frame 30,

3 1 Generate a wireframe preview by repeating steps 13-16 and watch it a few times.

Continuity usually ranges from 0 to -1.0. A Continuity of 1.0 creates a hop-skip effect which is rarely useful. Since we do not want our
spaceship to bounce at the bottom of it's motion path, we’ll change it back to 0.

3 2 Press and hold down the ‘c’ key.

While still holding down the ‘c’ key, click the left mouse button down anywhere in the Layout view
window and drag it to the right until the motion path returns to normal, C 0.0.

Exploring Anticipation with Bias

The Bias Spline Control can create the sense of anticipation (or delay) in your animations. Let's use it to our advantage in our fly-by.
Since Bias controls the behavior of an object around a given keyframe, it is most useful to us on frame 30. We should still be on
frame 30 from our last examples.

3 4 Press and hold down the ‘b’ key.

The Spline Control settings will again appear in the lower right hand corner of the Layout screen,
‘e are now interactively editing the Bias Spline Control setting.

Tutorials

While still holding down the ‘b’ key, click the left mouse button down anywhere in the Layout view
window and drag it to the left until the curve in the motion path shifts before frame 30, B -1.0. LightWave Layout
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As you slide the Bias from 1.0 (right-most) to -1.0 (left-most), the curve through which our spaceship passes through this keyframe
alters, as evidenced by the changing motion path. Leaving it at -1.0 causes our spaceship to bank up a little before frame 30, slightly
anticipating the turn. A value of 1.0 would shift the curve after the keyframe, adding a sense of delayed reaction to the motion.

3 6 Generate a wireframe preview by repeating steps 13-16 and watch it a few times. .

Do you like the animation more or less with Bias? We’ll keep it for now. While subtle, the Spline Control settings help give your motions a
sense of unpredictability and human realism. Your motion path should look like Figure E.

An Animation Short-Cut using Align to Path

You may have noticed by now that the center of our spaceship does not always remain aligned

with the path it is following. While it is certainly possible to manually adjust your Heading and Pitch
angles after creating your motion, LightWave's Motion Graph editor has a built-in feature for aligning your
objects to their motion paths, cailed Align to Path.

3 7 Select the Motion Graph.

3 8 Select Align to Path at the top of the menu. The Frame Offset setting should be at 1 by default.
3 9 Select Use Motion to keep the current settings and return to Layout,
40 Generate a wireframe preview by repeating steps 13-16 and watch it a few times.

Nice, huh? The only problem you may notice is how predictable and unnatural the motion is, especially around tight turns. This is

because the heading and pitch are directly controlled by the spaceship's position in space. Normally, they would be independent of the
position. We can offset this predictability and accentuate our sense of anticipation created by using a Bias of -1.0 on frame 30 just by .
changing the Look Ahead Frames value.

4 1 Select the Motion Graph.

42 Change the Frame Offset setting from | frame to 15 frames.
4 3 Select Use Motion to keep the current settings and return to Layout.
4 4 Generate a wireframe preview by repeating steps 13-16 and watch it a few times.

Our default setting for Look Ahead Frames tells Align to Path to look one frame ahead for its position information. By changing Look
Ahead Frames to 15 frames, the Heading and Pitch of our spaceship actually changes a half second before it would normally, giving us
the more realistic impression that the spaceship is turning first, with the motion following afterwards. An-automobile swerving around a
sharp corner is another example of an effective use of Align to Path and Look Ahead Frames.

4 5 Save your scene as “MyFlyBy2.scn” for later use.

Advanced Studies

Try adding additional keyframes in different positions and see if you can smooth out the velocity. Use Tension, Continuity, and Bias to

control how your spaceship behaves in flight. Can you give it a sense of being piloted? Try these experiments on an automobile or a bi

cle. What problems do you encounter? While the tools of animating in LightWave are simple and straightforward, there is a lot of subﬂ'
to the way things move in the real world, and it is an art form in itself to capture that in the computer.
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Modeler Tutorial #1: An Introduction

This tutorial is designed to give you a quick overview of the menus you will be using to create models, for rendering in LightWave 3D.
It sure looks like are a lot of buttons here, but before we begin here’s a little secret. You are not going to use all of these buttons all
of the time. Many buttons you will use seldom. There are even some buttons that you will use once in a blue moon. The fact is that
you will end up using 10% of the buttons 90% of the time.

Now that you know this fact, you can probably figure out that if you learn a comparatively small number of these buttons, you will
quickly master ninety percent of what you are ever going to have to know to master this program. This is not to say that you won't
have to work at figuring out all of the intricacies of LightWave 3D, but anyone can learn to be proficient with the program in a rela-
tively short period of time.

1 Click on the Modeler button. You will find this button in the upper right corner of the LightWave
Layout screen. Clicking this button will bring you into the Modeler program.

Modeler is setup so that there are main menus across the top of the screen, and submenus down the left side. The submenus change
according to which menu has been selected at the top.

The main area of the screen is divided into four rectangular windows, each of these provides a different view of anything loaded into
Modeler. You can see that three of these windows are labeled top, front and side. The window in the upper right corner is not
labeled. This window can be used for a moving perspective preview of the object, but we’ll get to that later.

One of the more difficult concepts about modeling a 3D object is understanding how the three views work. Since we are working on
a 2D computer screen, our objects must be view from various directions, in order to define it's geometry in three dimensions. You
can picture the three views as a box that has been unfolded.

Viewing in the front view will show you the front of the object. If you imagine the unfolded box, the top view shows you the object
from the top, and if we folded the top view down, you can see how this works. The same holds true for the side view. If we fold this

window over, you can see how this view works with the front and top views, to show you your object in three dimensions. .
2 Be sure that the Objects button is selected at the top of the screen, and click on the Load button
on the left. This opens a requester on top of the Modeler screen, where you can select objects to

be loaded into the program. The default path for his requester is Newtek/programs/3D. Select the
Tutorials directory, and then click on the XXXXX object. You'll see the object name appear in the
File window. Hit O.K and the object will load into the Modeler screens. ( You can also double click
on any object file name, and the object will load.)

You should now be able to see how the top view works with the front and side views to provide a 3 dimensional picture of the object.
XXXKKXKX

Notice the rows of small buttons in the upper right portion of the Modeler screen. These are the layer buttons. Each of these buttons
is divided into an upper, and lower portion. You'll see a small dot in the first set of these buttons. This indicates that the ficst layer is
occupied.

Click on the upper portion of the second row of layer buttons. This activates Layer 2. You'll notice
that your object has disappeared. You can also see that the occupied layer indicator is still in Layer
1. There is currently nothing loaded into Layer 2, so no occupied indicator appears in this layer.

Using the procedure outlined in step 2, load the XXXXX object from the Tutorials directory. Now

you can see the small dot in Layer 2. Both of the layers are occupied, although you can't currently
see the object in layer one.

XXXXX has disappeared. Layer 1 is now said to be in the Foreground, or Active.

Click on the bottom portion of the Layer 2 button. Now you will see the XXXXX object in white, and ‘
the XXXXX object appears in black. Layer one in said to be in the Foreground, or Active Layer, while
Layer 2 is in the Background, or Inactive Layer.

S Click on the upper portion of the Layer 1 button. Now you can see the original object, and the



Important Concept:

While working in the Modeler program, you can only move, size, stretch, or otherwise alter objects that are in the Foreground Layer,
Objects in the Background can be seen, but can not be modified. This is very useful when fitting pieces of an object together, or mod-
ifying one object in reference to another.

.
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Click on the upper portion of the Layer 2 button. Doing so will turn the XXXX object white, and
bring Layer 2 to the foreground. You'll also notice that Layer 1 is no longer active. Clicking on any
layer to the foreground de-activates all other layers, foreground, or background. If you want to see
Layer 1 in the background, click on the lower portion of the Layer 1 button.

Click on the upper portion of the Layer 4 button. This will de-activate both Layer 1, and 2. You can
see that these layers are occupied by the small indicator dots in their layers.

Load the XXXXX object from the Tutorials directory. You can see that this object has loaded into the
currently selected foreground layer, Layer 4. You can Load any object into any layer by simply
selecting that layer as your current foreground layer, and loading,

With Layer 4 as our Foreground Layer, select Layer 1 as our Background. Now select Layer 2 as our
Background. By clicking on these two buttons, you can alternate between background layers.

With Layer 4 as our Foreground Layer, select Layer 1 as our Background. Now hold down your
keyboard's Shift key, and select Layer 2 as your Background. You should now see, the XXXXX object
in white, in the foreground, and both the XXXXX, and the XXXXX in black, and in the Background.
By holding down the Shift key you can select more than one Layer as your Background.

Once again holding the Shift key down, click on the upper portion of the Layer 2 button. Now you
will see Both the XXXXX and XXXXX objects in white, as your Foreground Layers, and the XXXXX in
black as your Background. This allows you to modify more than one layer at a time, while viewing
multiple layers in the background.

Click on the upper portion of the Layer 1 button, and load the XXXXX object from your Tutorials
directory. You now have both the XXXXX and XXXXX objects loaded into the same Layer. You can
see that it could potentially be difficult to work on only one of these objects at a time, and this
should illustrate the advantages of working in multiply layers.

Take some time to experiment with loading objects into different layers, and using the Foreground and Background buttons to view
these objects. You can use the New button at any time to empty all of the layers. A warning message will appear about loosing all of
your unsaved work, but this is only important once we start creating, and modifying objects.

Congratulations on the completion of your first Modeler Tutorial. You have taken your first step toward understanding one of the
most powerful 3D Modeling programs ever written.

Tutorials
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Modeler Tutorial #2: The 3D Universe

Now that you know the lay of the land, let's get to work by creating some simple shapes, and then we’ll see how each of the options ‘
for simple shape creation work. Before we start modeling, let’s talk a little bit about how the 3D universe is defined within Modeler.

Important Concept:

This relates to all that high school geometry you figured you’d never have to use. We can define the geometry of a 3 dimensional
object, by plotting it's shape on 3 different axis. These axis are called the X, Y, and Z axis. You can think of these as X going across, or
horizontally, Y, going up and down, or vertically, and Z going toward, or away from you. Every point of a 3 dimensional model accu-
pies a particular location within 3D space. If you apply a numeric value to each of these axis, you can define a point’s location.

For instance, if we create a point at location 0 (Zero) for X, 0 for Y, and ) for Z, we have defined a point at what is called the center
of the universe. If we change the X value, our point moves along the X axis or to the right of the center. We have added value away
from the center. We can also use negative numbers. a X value of -2 defines the point to the left of the center, twice as far from the
center as the original point. Using this same logic, a value of 2 on the Y axis defines a point 2 increments above the center, and a -4
defines one 4 increments below center. The Z axis works the same way. a value of 5 moves the point 5 increments from the center. -

When you are modeling you usually create point in location where each point has different values for X, Y, and Z. For instance, a
point with a location of X 3, Y -2, and Z 1, would have a location 3 increments to the right of center, 2 increments below center, and
1 increment away from center. ( 0.X, by now you are probably wondering what I mean by Increments. Well, in Modeler, by default
you work in millimeters, although that can be customized 1o use inches, or whatever. At this point, it doesn't really matter. We could
be defining miles... It's the concept that is important.)

While working with the axis, the only one that people have any trouble with is the Z axis. An easy way to conceptualize this is to pic-

ture a line running away from you. In the middle of this line is your imaginary center of the universe. Picture a X axis running

through that point horizontally, and a Y axis running through the same point vertically That point is defined as X 0, Y 0, Z 0. If you

move away down the Z axis, away from the center point, and away from your point of view, you are adding distance on the Z axis. You

are moving in the positive Z direction. By the same token, if you move from that center point toward your point of view, you are mov-

ing in the negative Z direction. Therefore, a point defined with a Z value of -3 would be located 3 increments closer to you, along Lh,
Z axis, while a point located at Z 2 would be 2 increments further away from your viewpoint. (Positive Z = away from you, negative

= toward you.)

If you look closely at each of the views, you'll notice that there are darker lines running horizontally and vertically in each window.
This darker line represents the center of the universe.

In the lower left window, or Face view, we are looking along the Z axis at the X (across) and Y (up and down) axis. You can see the
these darker lines are labeled. In the upper left window, or Top view, we are looking down the Y axis, and can see the X (across) and
Z (toward you, and away from you) axis. In the lower right window, you are looking along the X (across) axis at the Y (up and
down) and Z (toward and away from you) axis.

0.K, now let's make something.

1 Select Object at the top of the Modeler screen, and Box on the left. Working in the Front View, (The
lower left window) move your mouse pointer above, and to the left of the center of the universe.

Press and hold the Left Mouse button. While holding this button, drag the mouse to the right,
across the center line, and down below the center. Release the mouse button. You will now see a
square in this window. We have defined the width and height of our box, but if you look in the top
view, you can see that we haven't yet given our box any depth. While working in only one window,
you can only modify objects in 2 dimensions. In order to give this box depth we must work in the
top view.

2 Move the mouse into the top view window, and click and hold your Left Mouse button on the edge
of your box. Holding the mouse button, drag the mouse toward the top of the screen. While you
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your mouse pointer to the lower left corner of the Top View window. Click the left mouse button.
The box will pop open to a new shape. While working with the object tools, you can click in any
window, and the nearest edge of the object will pop to that location.

.4 Using the steps described in the previous two steps, adjust the size of your box so that it is approxi-
mately 1/2 the size of the window in each view.

S Click on the Make Button on the left side of the screen. You'll see that the appearance of our
square has changed. Prior to hitting the Make key, we were actually looking at a sort of template.
You must define the shape, and then use the Make function to create the actual shape. You can also
use the keyboard equivalent <Return> to make your object.

You are actually looking at your shape, as well as the object template on top of each other. At this point, you could switch to another
layer and create another copy of this object.

6 Click and drag any edge of your object. You can see that you are modifying the template, but not
your object.

7 This is an important procedure that relates to every tool in Modeler. On the left side of the screen,
below the Options button, is a large area with no buttons on it. This is called the Blank Area. Click
in the blank area with the left mouse button. You'll see that the Box tool template has disappeared.
Clicking in this area causes you to drop whatever tool you are currently using. Now you can see
your object clearly.

8 Click into Layer 2. Select the Ball tool on the left side of the screen.

Using the procedure described in Step 1, click and drag out a template in the Face view window.
You'll notice that you are dragging out a box, with a circle inside it. Modeler uses a box shaped
template to create all of it's basic shapes.

1 O Using the same procedure as with the box, move up to the top view, and give this template some
depth. Work in all views and make the template approximately square.

1 1 Hit the Return key on your keyboard. Now you'll see the spherical shape, defined in all three win-
dows.

1 2 Go into an empty layer, and select the Disk tool. This tool works similarly to the previous two, with
one exception. you must decide on the orientation of the disk, before you create it. If you want the
disk to stand on it's end like a soda can, you must start working in the Top view. If you want the
disk to be oriented like a pencil rolling around on your desk, you must start in the Face, or Left
view window. For this example, let’s orient our disk like a soda can.

1 Select Disk from the left side menu. Move your mouse pointer into the Top view and as before,
drag out a template. You'll see that this template looks identical to the Ball tool’s. Now move into
the Face view, and give your shape some height. Notice how, in this view, the template looks like a
box. Hit the Return key on your keyboard to make this shape.

From the top, you can see that this object appears round, but from the front, and side it appears square. By now you should be able
to understand how you must view your objects from more than one direction to understand it's shape in 3 dimensions.

Experiment with these simple shapes (known as primitives) until you understand how each of them works. In our next tutorial you'll
learn how to modify these shapes, and make much more complex objects from these simple shapes.

‘ Tutorials

LightWave Modeler

2]



Modeler Tutorial #3: The Basic Building Blocks

There are two basic building blocks from which most objects are created in Modeler. These are Points and Polygons. Points are infi-
nitely small coordinates within the Modeler universe. Unless you instruct the LightWave renderer otherwise, they are invisible. We
usually use points to define the larger Modeler building block, polygons. ( Snow, rain, stars, and sparks are examples of points that
are visible. These are usually referred to as particles.)

In the example of a flat, two dimensional box, each of the four corners are created by a point. The edges of the box are called ver-
tices. The flat plane which makes up the actual face of the box is a polygon. If that box was three dimensional, in other words if the
box had depth, the box would have a total of eight points, four on the front, and four on the back. There would be six polygons; top,
bottom, left, right, front, and back. Many of these polygons would share points, and vertices. The top polygon would share two points
with the front, and they would have one vertex in common. The relationship between the top and the back would be similar; two
points and one vertex in common.

1 Create a three dimensional box, approximately square, and about 1/2 the size of each of the
Modeler’s views.

2 Locate the buttons at the bottom of the Modeler screen labeled Point, Polygon, and Yolume, and
select the Point button. We are now ready to select points in our object. In the Face View, move

your mouse pointer directly on top of the point in the upper left corner of your box. Click the left
mouse button on the point and it will highlight. If you look in the Top or Left views, you'll notice
that there are actually two points selected. When you selected the one point in the upper left cor-
ner, you actually clicked on the point in the upper left corner of both the front, and back of the
box, because they are stacked exactly on top of one another when you view the object in the Face
view. There is a numeric indicator at the bottom of the Modeler screen, to the right of the Volume
selector. Looking there, you can see that this also indicates that you have indeed selected two
points.

Move the mouse pointer into the side view, and over the highlighted point on the right side. Click ‘
the left mouse button, and the point willdeselect. Check your numeric indicator at the bottom of
your screen, and you'll see that you now have only one point selected.

When selecting points or polygons, your mouse will operate in one of four different modes. When there are no points, or polygons
selected, you can click on, or drag your pointer over them to select them. Once anything is selected, the mouse automatically
changes intodeselect mode. You can select a large group of points by holding down the button, and driving the pointer over all of the
points. If you accidentally let go of the mouse button, you can suddenly find yourselfdeselecting items.

You can use the Shift key on your keyboard to select more. Once you have let go of the mouse button, you can hold the shift key
down, and continue driving over, and selecting points, or polygons. If you let go of the Shift key, you are back intodeselect mode.

4 The Fourth method for selecting points and polygons is the hardest to master, but once you get the
hang of it, you'll use it most of the time. It is called the Lasso. The logic of this mode is the same as
with the mouse. If nothing is selected, the Lasso is in select mode. Once any item is selected, it is
indeselect mode, and you can hold the shift key on the keyboard to Lasso more. Move your mouse
pointer back to the Face view, and hold down the Right Mouse button. Draw a circle around the
selected point in the upper left corner of your box. This willdeselect the point, and now your
numeric readout will read zero.

5 Still in the Face view, press the Right Mouse button, and draw a line around both sets of point on
both the top left, and top right of your box. This line will run over the top of your box, and then
through the middle, between the top and bottom points, and across the vertices that define the
sides of the box. Look in the Top view, and you'll see that you have selected four points. In the side
view it appears as if only two point are selected, because in that view, the point on the left, and right
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6 Press and hold the Shift key on your keyboard. Press and hold your Right Mouse button, and draw
a Lasso in the Face view, around the bottom two sets of points, just like the last Lasso, but on the
bottom points. You'll see that the numeric requester now reads 8 points.

. _ Click in the Blank Space on the left side of the screen, under the column of buttons. This will drop
all of these points.

8 In the Face view, draw a Lasso starting to the left, and above the box. Draw out to the right, still
above the box, and past the right points. Still holding the Right Mouse button, draw down to below
the lower right corner, and then across to the left, past the lower left point. ( This should look like
a reversed “C” shape, around the outside of your box. Now let go of the Right Mouse button. The
Lasso tool automatically finishes off the shape you drew, by creating a straight line from the start
point, to the end point. This is a handy feature, and can really speed up the process of selecting
points, or polygons. You now have all of the point selected, and the numeric readout reads eight.

You now have a basic understanding of how to select point in an object. Next we will move on to selecting polygons. The rule here
are the same as with points. When nothing is selected, the mouse is in Polygon Select mode. Once a polygon is selected, you are
indeselect mode, and holding down the shift key puts you in select more mode. When selecting polygons, there is a problem similar
to that of points stacked on top of each other.

Click on the Polygon button at the bottom of the Modeler screen. This changes your visibility from
seeing selected points, to seeing selected polygons. The eight points you had selected are still
selected. Click on the Points button at the bottom of the screen, and you’ll see them selected.
Switch back into Polygon select mode.

1 O You can select polygons by clicking on their vertices, or holding down the Right Mouse button, and
dragging over the vertices. In the Face view, move the mouse pointer above the box. Click and hold
the Right Mouse button, and drag over the top edge of the box. You'll see a dotted line pop out of
the polygon. This line is called a Surface Normal, and is used to show that the polygon is selected,
. and which direction the polygon is facing. ( We'll get into issues about polygon direction later.)

Look in the Left and Top view and you'll see that there are several of these surface normals sticking out of your box. Your numeric
readout should indicate that there are three polygons selected. When you clicked on the top edge vertex, you were also clicking on
the front polygon, because the share that vertex, and just like those stacked up points, you also ran over the edge of the back poly-
gon, because it also shares a vertex you dragged over. The side of the box weren't selected because you didn't click on a vertex that
they share with the top. The top, front and back of the box were selected, because you dragged the mouse over one of their vertices.

1 1 Working in the side view, click and drag the mouse pointer from left to right, anddeselect the front
and back polygons, withoutdeselecting the top. This method of selecting, where you select more

than you really want, and thendeselect polygons is very common, especially in very complex
objects. Using the point and drag method, there is no way to select only one polygon from this box.
You can re select those polygons by moving back to the Face view, holding the Shift key and drag-
ging over the top of the box again. Using the select more mode doesn’t turn off selections, while
selecting unselected polygons. In other words, even though the top of the box is selected, using
select more and dragging over this preselected polygon does notdeselect it, while selecting the
front and back.

1 2 Click in the blank space to drop all selected polygons. Working in the Left view, move your mouse
pointer to the left of the box. Starting above and to the left of the box, hold down the Right Mouse
button, and draw a Lasso to the right, and then down, all the way through the middle of the box,
out the bottom and then to the left, all the way around the polygon. (Remember that this is actually
the front of your box, because we are looking at the left view. You are seeing you box from the
side.) Release the Right Mouse button, and you'll see that only the front of your box is selected. If
you look in the Top of Left view, you'll see the surface normal sticking out, and the numeric read-

. out will indicate one polygon selected.
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You may be wondering why the top and bottom of your box weren't selected. You did draw the mouse over vertices of these polygons
as well. The Lasso only selects polygons that were surrounded in their entirety. Working in the side view, you surrounded only the
front of the box, and therefore it was the only polygon selected. You can use the select more mode here as well. Hold the shift key,
while lassoing around any polygon, and it will select as well. You can even circle the entire box.

You now know the ground rule for selecting and deselecting points and polygons. This is an important step toward learning how to .
modify existing objects, and for creating your own models. Because points and polygons are the building block that all LightWave

objects are made from, getting a firm grasp on how to work with them is vital. Practice selecting anddeselecting points and polygons

on this box object. Before long you should be able to select any combination of points, or polygons in this object using 2 combina-

tion of clicking, dragging, selecting deselecting, and lassoing.

Try selecting just the top and bottom of the box. (lasso one, and then hold shift and lasso the other) or just the front and left side. Try
everything but the top. (Lasso the whole thing to select all of the polygons, and then lasso just the top todeselect it.) You should get
the idea.... Try challenging yourself to select every combination of points and polygons. This is a very important skill, and once you
have mastered it, working with any object, no matter how complex, is much easier.




Modeler Tutorial #4: The Art of Selection

ere are two basic building blocks from which most objects are created in Modeler. These are Points and Polygons. Points are infi-
‘:ely small coordinates within the Modeler universe. Unless you instruct the LightWave renderer otherwise, they are invisible. We
usually use points to define the larger Modeler building block, polygons. ( Snow, rain, stars, and sparks are examples of points that
are visible. These are usually referred to as particles.)

In the example of a flat, two dimensional box, each of the four corners are created by a point. The edges of the box are called ver-
tices. The flat plane which makes up the actual face of the box is a polygon. If that box was three dimensional, in other words if the
box had depth, the box would have a total of eight points, four on the front, and four on the back. There would be six polygons; top,
bottom, left, right, front, and back. Many of these polygons would share poinls, and vertices. The top polygon would share two points
with the front, and they would have one vertex in common. The relationship between the top and the back would be similar; two
points and one vertex in common.

1 Create a three dimensional box, approximately square, and about 1/2 the size of each of the
Modeler's views.
2 Locate the buttons at the bottom of the Modeler screen labeled Point, Polygon, and Volume, and
select the Point button. We are now ready to select points in our object. In the Face View, move

your mouse pointer directly on top of the point in the upper left corner of your box. Click the left
mouse button on the point and it will highlight. If you look in the Top or Left views, you'll notice
that there are actually two points selected. When you selected the one point in the upper left cor-
ner, you actually clicked on the point in the upper left corner of both the front, and back of the
box, because they are stacked exactly on top of one another when you view the object in the Face
view. There is a numeric indicator at the bottom of the Modeler screen, to the right of the Volume
selector. Looking there, you can see that this also indicates that you have indeed selected two
points.

Move the mouse pointer into the side view, and over the highlighted point on the right side. Click
the left mouse button, and the point willdeselect. Check your numeric indicator at the bottom of
your screen, and you'll see that you now have only one point selected.

When selecting points or polygons, your mouse will operate in one of four different modes. When there are no points, or polygons
selected, you can click on, or drag your pointer over them to select them. Once anything is selected, the mouse automatically
changes intodeselect mode. You can select a large group of points by holding down the button, and driving the pointer over all of the
points. If you accidentally let go of the mouse button, you can suddenly find yourselfdeselecting items.

You can use the Shift key on your keyboard to select more. Once you have let go of the mouse button, you can hold the shift key
down, and continue driving over, and selecting points, or polygons. If you let go of the Shift key, you are back intodeselect mode.

4 The Fourth method for selecting points and polygons is the hardest to master, but once you get the
hang of it, you'll use it most of the time. It is called the Lasso. The logic of this mode is the same as
with the mouse. If nothing is selected, the Lasso is in select mode. Once any item is selected, it is
indeselect mode, and you can hold the shift key on the keyboard to Lasso more. Move your mouse
pointer back to the Face view, and hold down the Right Mouse button. Draw a circle around the
selected point in the upper left corner of your box. This willdeselect the point, and now your
numeric readout will read zero.

Still in the Face view, press the Right Mouse button, and draw a line around both sets of point on
both the top left, and top right of your box. This line wil run over the top of your box, and then
through the middle, between the top and bottom points, and across the vertices that define the
sides of the box. Look in the Top view, and you'll see that you have selected four points. In the side
view it appears as if only two point are selected, because in that view, the point on the left, and right

side are stacked on top of each other.
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Press and hold the Shift key on your keyboard. Press and hold your Right Mouse button, and draw
a Lasso in the Face view, around the bottom two sets of points, just like the last Lasso, but on the
bottom points. You'll see that the numeric requester now reads 8 points.

Click in the Blank Space on the left side of the screen, under the column of buttons. This will drop ‘
all of these points.

In the Face view, draw a Lasso starting to the left, and above the box. Draw out to the right, still
above the box, and past the right points. Still holding the Right Mouse button, draw down to below
the lower right corner, and then across to the left, past the lower left point. ( This should look like
a reversed "C" shape, around the outside of your box. Now let go of the Right Mouse button. The
Lasso tool automatically finishes off the shape you drew, by creating a straight line from the start
point, to the end point. This is 4 handy feature, and can really speed up the process of selecting
points, or polygons. You now have all of the point selected, and the numeric readout reads eight.

You now have a basic understanding of how to select point in an object. Next we will move on to selecting polygons. The rule here
are the same as with points. When nothing is selected, the mouse is in Polygon Select mode. Once a polygon is selected, you are
indeselect mode, and holding down the shift key puts you in select more mode. When selecting polygons, there is a problem similar
to that of points stacked on top of each other.

9
10

Click on the Polygon button at the bottom of the Modeler screen. This changes your visibility from
seeing selected points, to seeing selected polygons. The eight points you had selected are still
selected. Click on the Points button at the bottom of the screen, and you'll see them selected.
Switch back into Polygon select mode.

You can select polygons by clicking on their vertices, or holding down the Right Mouse button, and

dragging over the vertices. In the Face view, move the mouse pointer above the box. Click and hold

the Right Mouse button, and drag over the top edge of the box. You'll see a dotted line pop out of

the polygon. This line is called a Surface Normal, and is used to show that the polygon is selected,

and which direction the polygon is facing. ( We'll get into issues about polygon direction later.) ‘

Look in the Left and Top view and you'll see that there are several of these surface normals sticking out of your box. Your numeric
readout should indicate that there are three polygons selected. When you clicked on the top edge vertex, you were also clicking on
the front polygon, because the share that vertex, and just like those stacked up points, you also ran over the edge of the back poly
gon, because it also shares a vertex you dragged over. The side of the box weren't selected because you didn't click on a vertex that
they share with the top. The top, front and back of the box were selected, because you dragged the mouse over one of their vertices.
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Working in the side view, click and drag the mouse pointer from left to right, anddeselect the front
and back polygons, withoutdeselecting the top. This method of selecting, where you select more
than you really want, and thendeselect polygons is very common, especially in very complex
objects. Using the point and drag method, there is no way to select only one polygon from this box.
You can re select those polygons by moving back to the Face view, holding the Shift key and drag-
ging over the top of the box again. Using the select more mode doesn't turn off selections, while
selecting unselected polygons. In other words, even though the top of the box is selected, using
select more and dragging over this preselected polygon does notdeselect it, while selecting the
front and back.

Click in the blank space to drop all selected polygons. Working in the Left view, move your mouse
pointer to the left of the box. Starting above and to the left of the box, hold down the Right Mouse
button, and draw a Lasso to the right, and then down, all the way through the middle of the box,
out the bottom and then to the left, all the way around the polygon. (Remember that this is actually
the front of your box, because we are looking at the left view. You are seeing you box from the
side.) Release the Right Mouse button, and you'll see that only the front of your box is selected. If
you look in the Top of Left view, you'll see the surface normal sticking out, and the numeric read-
out will indicate one polygon selected.




You may be wondering why the top and bottom of your box weren't selected. You did draw the mouse over vertices of these polygons
as well. The Lasso only selects polygons that were surrounded in their entirety Working in the side view, you surrounded only the
front of the box, and therefore it was the only polygon selected. You can use the select more mode here as well. Hold the shift key,
while lassoing around any polygon, and it will select as well. You can even circle the entire box.

.(ou now know the ground rule for selecting and deselecting points and polygons. This is an important step toward learning how to
modify existing objects, and for creating your own models. Because points and polygons are the building block that all LightWave
objects are made from, getting a firm grasp on how to work with them is vital. Practice selecting anddeselecting points and polygons
on this box object. Before long you should be able to select any combination of points, or polygons in this object using a combina-
tion of clicking, dragging, selecting,deselecting, and lassoing,

Try selecting just the top and bottom of the box. (I'd lasso one, and then shift/lasso the other) or just the front and left side. Try
everything but the top. ( Lasso the whole thing to select all of the polygons, and then lasso just the top todeselect it.) You should get
the idea... Try challenging yourself to select every combination of points and polygons. This is a very important skill, and once you
have mastered it, working with any object, no matter how complex, is much easier.
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Modeler Tutorial #3: The Modify Tools

Now that you have a good understanding of how to select point and polygons, let's see how you can modify object using these ele- .

ments.
1 Create a box, approximately 1/2 the size of each of the views.
2 Select Modify at the top of the Modeler screen. Select Move under Position on the left side of the
screen. Your pointer will change into the Move pointer.(Selecting any of the tools in Modeler

changes your pointer. This is a quick way to keep aware of what mode you are currently using.)
Working in the Face view, click and hold the Left Mouse button. Move the mouse around, and you
will see your object moving as well. Releasing the mouse places your object in it's new location. Hit
“u” on your keyboard to undo the last change, and your object will return to it's original position.

The entire box is moving to a new location because there is nothing selected. If you select any point. or polygon, only that item will
move. This is an important concept: If nothing is selected, it is the equivalent of everything being selected.

3 Click on the Point select button at the bottom of the screen.

4 Working in the Face view, select the point in the upper left corner of your box. This will highlight
the point, as well as the point behind it, as the numeric readout will indicate.

5 Hit the “t" key on your keyboard. This is the keyboard shortcut for Move.

6 Working in the Face view, click and hold the Left Mouse button, and drag the mouse around. You
will see only these points moving. Release the mouse button to place the point in their new loca- ‘
tion, To modify the position of a point, select the point, go to Move, and move the selected point.

While working in the Face window, you can move points along the X (across) and Y (up and down) axis, but not on the Z (toward
and away from you) axis. In order to move points on the axis, you'll have to work in the Top, or Left views. While working in to top
view, you can move points on the X, and Z axis but not the Y, and while working in the Left view, you can move points on the Y, and Z,
but not the X. This is important to understanding how you will work in all three views to modify an object in three dimensions.

7 Hit the “u” key to undo these modifications, and return to your original box.

8 Hit the Polygon button at the bottom of the Modeler screen.

9 Lasso the top polygon of the box.

1 O Hit “t" on the keyboard to enter Move mode. Click and hold the Left Mouse button. Move the
mouse around and you will see just the top of your box moving, The bottom remains stationary,
and the sides of the box flex to accommodate the new position of the top. The sides of the box
share vertices with the top, so as you move the top, the sides follow. Because the bottom of the box,
and the vertices it shares with the sides are not sclected, they remain stationary

Now you should understand the difference between modifying an object by moving points around, verses moving entire polygons.
Iach of these methods are important, and you will probably use both in most of your modeling jobs.
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This tutorial should give you enough information to get you started with all of the modify tools. Refer to the technical reference sec-
tion of the manual to learn how each tool works. Experiment with various pointer placements, and see how working in different win-
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Once again, hit “u” on the keyboard to undo your last modifications. Enter point select mode at the
bottom of the screen, working in the Face view, select the point in the upper left comer of your
box. Go to the Left view, anddeselect the selected point at the rear of the box. (the one on the
right.) We only want to have one point selected. Select Rotate on the left side of the screen. Your
pointer will turn into two little arrows pointing in a circle.

Move back to the Face view. Press and hold the Left Mouse button. Move the mouse to the left and
right. You will see no result. When you rotate a point in an object, it has no effect, because the
points serve as pivot point for the vertices. We saw in step 10 that the points allow the vertices to
rotate freely.

Hit “u” on the keyboard. Choose Polygon at the bottom of the screen, and select the top polygon of
your box.

Hit “Y” on your keyboard. This is the key equivalent for Rotate mode. Working in the Face view,
move your pointer to about the middle of the top edge of the box. Press and hold the Left Mouse
button, and move your mouse to the left and right. Now you will see the top of the box rotating. Hit
“u” on the keyboard.

Now move the mouse pointer into the Top view. Place the pointer in the center of the box. Press
and hold the Left Mouse button, and move the mouse to the left and right. You will see the top of
your box rotating on a different axis. The Rotate tool causes objects to rotate around the axis you
are looking down. Just like with the Move tool, where you could only move objects on the X, and Y
axis, with Rotate, you can only rotate objects around the Z axis from the Front view, around the Y
axis from the Top, and around the X while working in the Left view.

Hit “u” on the keyboard. The top polygon of the box should still be selected. Working in the Top
view, move the mouse pointer over the point in the upper left comer. (The top, left, rear point of
the box) Press and hold the Left Mouse button, and move your mouse to the left and right. Now
you will see the top of the box rotating but around a different rotational point. The Rotate tool
rotates objects around the center point of where you have the mouse pointer placed when you
press the Left Mouse button.

dows effects how the tools modify your object.
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Modeler Tutorial #6: Changing Your View of the 3D Universe

In the tutorial we will discuss how you can modify the way you view objects in the 3D universe. There are a number of way that you
can alter your view of an object such as zooming in and out, moving the view, and using the preview window to view the object in 3D.

It is important that you center objects to the X, Y, Z center of the universe. Objects load into LightWave in relation to where they were
created in the Modeler. If you save your objects centered in the Modeler universe, your objects will load into the center of the
LightWave universe. If your objects are created out in left field, they will load that way, as well. Although there are instances where you
will want to create and save an object offi-center, in most cases you will want to work right around the center of the universe. Another
reason for creating objects around this center point is that, by default, LightWave uses the Modeler’s center point as the center point
of each object. If you save an object centered perfectly in Modeler, this center point will act as the center point of the object once
you've loaded it into Lightwave. When you animate this object, all of it's movements will be calculated from that center point. Where
this becomes extremely important is if the object rotates. If you create a box, and it's center is way of to the box's right, the box will
rotate around that point, creating an orbit rather than an end over end style rotation. (Once again, this might be what you want.)

1 Select Object at the top of the Modeler screen. Select Text on the left. This opens up a requester to
load a font. Select any PostScript Type 1 font. Type your name, first and last, in the box at the top of
this requester, and hit O.K. Unless you have a 2 letter name, the text hat was created will run off the

visible edge of your screen.

2 There are boarders around the edge of each of the view windows. Click, with the Left Mouse but-
ton, on the center of these borders, where they all meet at the center of the screen, and hold down
the. If you do this correctly, the borders will highlight. Hold down the mouse button, and move the
mouse around. You will see the views changing,.

What you are actually doing is changing the size and shape of the opening into the different views. The objects are not moving, but ‘
your view is. You can see that the objects are stationary in reference to dark center of the universe lines. Text objects are created
starting at the center of the universe, and continue off to the right. Text objects usually run off the screen like this.

Press F1 on your keyboard. This key is assigned with the macro called Center. This macro automat-
ically centers objects on all axes within the Modeler universe.

4 Press the comma key on your keyboard. This causes the view to zoom out. Continue hitting the
comma key until you see your entire object.

Move your mouse pointer into the Face window. Locate the Arrow keys, located between the letter

5 portion of the keyboard, and the numeric keypad. Hit the Left Arrow key. This causes the view to
shift to the left, and the object appears to be moving to the right. Remember that it is the view, and
not the object that is moving. Now hit the Right Arrow key, and you'll see the view move in the
opposite direction. Hit the Up Arrow key to move the view up, ( the object appears to move down)
and the Down Arrow key to move the view down.

Like many of the Modify tools the location of your pointer effects how the screen is modified. Since we have the pointer in the Face
window, pressing the left arrow key moves the view to the left. If the mouse pointer is moved to the Top View, and you press the up
arrow the view will move toward the top of the Modeler screen. In the 3D universe, we are actually moving the view away from us,
down the Z axis. In the Left view, if we hit the right arrow key the view appears to move to the right, but, since we are actually viewing

Tutorials

from the side, this movement is also in the +Z direction, or away from us. ‘

LightWave Modeler

30



6 Hit the “a"" key on the keyboard. This causes the object to be AutoFit into all three of the Modeler’s
views. You should find the object to be centered in each of the views. The AutoFit command always
zooms the view until the object is as big as it can be, in all three windows. This can sometimes
’ yield an unexpected result. If you have reset the center of the windows, so that one view is much
larger that the others, the view will only zoom as far in as the smallest window will allow It is usu-
ally 2 good idea to center the windows, before using the AutoFit function,

7 Press and hold the Right Alt. key on the keyboard. Place the mouse pointer in the Face view. Click
and hold the Left Mouse button. Move the mouse around. This mode allows you to interactively
adjust the location of your view. This method works similarly to the others, where the axis of move-
ment is relative to the window you are working in.

You should practice modifying the views in Modeler, until it becomes comfortable. Practice loading in different objects and zoom in
and out on various parts. You can zoom in until you can only see one point in a super complex object, or zoom out until you can
even see the object an longer. You must have a good understanding of the axis, and the views before you can really start creating
good locking models in the Modeler.
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Modeler Tutorial #7: Creating Polyyons using Points

In this tutorial we will cover all the steps required to create polygons by plotting points. You can create most shape by using the pri
itives under Modeler’s Object menu, but this method of creating polygons is important in creating irregular shapes.

Select the Polygon menu at the top of the Modeler screen.

Select Points under the Create menu on the left side of the screen.

Pull the Face window as large as it will go. Click anywhere in this window. You will see a large
crosshair appear on the screen. You can drag this crosshair around on the screen, or click else-
where on the screen and the crosshair will jump to the new position.

When you have the point where you want it, click the Make button on the left side of the screen.
Now move the pointer to a new position. When the crosshairs are where you want them, hit the
Return key on the keyboard. This is the keyboard equivalent for Make.

Create one more point, anywhere on the screen. Click on the Polygon select button at the bottom of
the Modeler screen. Click on the Make on the Left side of the screen. This “makes” a polygon out
of the points you laid out on the screen. You can see the surface normal sticking out of the object.

Hit the “u" key on your keyboard, which un-does the last function. You will be back to your three
potats. Now hit the “p” key on the keyboard. This is the keyboard equivalent for Make Polygon.
This is a very useful keyboard shortcut, because it eliminates the need to switch to the Polvgon
Select mode, and click on the Make button. As soon as you are finished laying out vour points, vou
can simply hit the “p” key to make the polygon.

N N R O Do

Move into a new layer, and practice laying out points, and making those into polygons. This is the procedure vou will use to create .
most of the objects you will be working on. Practice creating polygons with 1. 2, 3, or more points. You should note that you want to

work around the outside of a polygon shape, laying each point down in order. 1f you place the points down in a random order, the
resulting polygon will have vertices crossing all over the place. Avoid this problem by laying out the points either clockwise, or
counter-clockwise, but consistently all the way around the shape of the final polvgon.

You may notice that the surface normal of your polygon sometimes points in the +Z direction, and other times in -Z. If vou lav the
point down in the clockwise order, the normal faces -Z, or toward you, and counter-clockwise layout causes +Z2 normals. These sur-
face normals are used to indicate several things. You already know that they indicate when a polvgon is selected, but the also indicate
the direction the polygon faces.

In order for LightWave to render as fast as possible, it only renders polygons that are facing toward the virtual camera. This prevents
the program from wasting time rendering the backs of objects, that aren't visible to the c:unera. Because LightWave is looking to see
which polygons are facing the camera it is important that vou create objects with their polveons facing outward. The surface normals
indicate this direction. Surface normals serve the additional purpose of indicating the relative size of a polygon. The normal of a large
polygon is larger than that of a small polygon.

7 Move to an emply layer, and create three points, and hit “p" to make the polvpon. Now create

another point, near, but not on top of one of the vertices of your polvgon. Make sure that this new
point is the only highlighted point on the screen. Select Polvgon select mode at the bottom of the
screen, and highlight the polygon. Click on the Add Point button on the left side of the screen. You
pointer will turn into the word “to™ with a little arrow. Move vour mouse pointer so that the little
arrow in pointing on top of the vertices closest to the point that is not a4 part of the polygon. Click
on the vertices. The point will now become part of vour polvgon. Go back to Point select mode at
the bottom of the screen.deselect the point that is currently highlighted, and select anv other point .
in your polygon.
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8 Hit the Rem Point button on the left side of the screen. That point is now removed from your poly-
gon. You can now use the Add Point function to re-connect this point to your polygon. Try adding
this point back into the polygon, but atiached to a different vertices. You can create strange criss-

. crossed patterns using this function.

The thing to remember when using either the Add Point, or Rem Point functions is that it requires a point., or several points, AND a
polygon to be highlighted. If either the point, or polygon isn't highlighted, these functions will not work.

Now you have an understanding of how to create polygons from plotted points. This is important, unless you intend to model every
thing from the box, ball, disk, and cone shapes available in the Modeler. You should practice these techniques until creating complex
polygons is easy. Next we will move from simple flat polygon into the third diminution, and give out objects depth.
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Modeler Tutorial #8: Applying Surface Names

One of the modeling steps that people often have trouble with is applying surfaces to objects in the Modeler. People often have diffi-
culty understanding the steps required to apply more than one surface to a single object. In this tutorial we will cover all the steps
required to apply one or more surfaces to an object.

[t is important tat you understand that naming surfaces in Modeler is different than surfacing an object in LightWave. While working
in the Modeler, you create the names of all the surfaces for a particular model, and you apply these names to the individual polygons
of the model. You do not actually describe what any surface looks like, from within the Modeler. For instance, you can apply the
name Red to one side of a2 box, name the top Blue and al the other sides Green. When you load this object into LightWave, each of
these surface names show up, but you could apply the color Orange to the side, apply a texture map of wood to the top, and stretch a
picture of your ace around the rest of the box. What you do in Modeler is simply create the names of the surfaces, and what the sur-
face name of each polygon is.

1 Create a three dimensional box, about 1/2 the size of each of the views.
2 Click on the Surface button on the top of the screen, and select Surface under Transform on the
Left side. This opens a requester abled Change Surface,

Up till now, all objects we have worked with in these tutorial have had a surface called default. This is a flat white surface that isn't too
exciting.In the requester is the name Default., and you'll notice that the name is highlighted

Type in the name Blue, and click the Apply button. This applies the name Blue. Since there were no
polygons selected, this name s applied to all the polygons of this object.
4 Go to Polygon Select mode at the bottom of the screen, and select the top polygon of your box. .
Click on the Surface button on left side of the screen, enter the name Red, and click apply Since
only this one polygon was selected, the surface name Red is applied only to the top polygon.

You can continue selecting polygons, and applying new surface names. This is the basic method for applying surfaces, and multiple
surfaces. Remember the nothing selected + everything selected rule, and use it to your advantage. Any time you build an object that is
predominantly one color, be sure to apply that surface first. It will make your work much easier, if you don't have to select all but a
few polygons to apply the predominant color.




Modeler Tutorial #9: Keyhoard SHortcuts

.Possibly the most important piece of advice ever given to anyone concerning the Modeler is the importance of learning the keyboard

W cquivalents. Almost every function in Modeler has a keyboard shortcut. As you become more and more familiar with the program,
you'll find that you are often hindered by trying to remember where all the buttons are. Using the keyboard shortcuts, you have every
function, from every menu, right at your fingertips.

1 Press the Help key on the keyboard. This opens up a list of all of the Modeler keyboard equiva-
lents. (When in LightWave, the Help key brings up different help menus depending on which con-
trol panel is currently displayed.)

Even if you pick one shortcut per day, you will find this information unbelievably helpful. You may find yourself no longer having to
click your way into some of the menus since you'll use some of the commands on the menu all the time, and the keyboard shortcuts
will speed your work incredibly.
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senuencer/Switcher

The Video Toaster Switcher provides never-before-available integration of the sophisticated and powerful tools traditionally Tahle n'
found only in high-level production studios. The Toaster Flyer complements the Toaster by adding an incredibly simple means
for recording and editing both video and andio, thus making a Toaster system a complete editing workstation. contents

The Flyer’s unique drag-and-drop design makes the task of editing video fast and easy. All of the confusing aspects of editing
(such as match-framing, video timing, auido mixing, submastering, etc.) are handled automatically and invisibly by the Flyer.
You simply organize the video clips in the order that you want to see them. The Flyer handles the rest.

System 4.0—the Main Screens
Project/Files VIEW ..o
FULES/FIIES VIEW ...ttt e bbb b e
PLOTECL MY VIBW. ...t sttt st s s e
PLOJECH/PIOJECE VIEW ....oviviit e e b b

Elements Of the Main SCIEENS........cccieierieiietrierrseetreriersessessssessessesssesesssssessssessatsnsssestessssssesenssassenssnssssssssssassesans 8
The Button Bar .........c..cooooeveureiccieieeee e
The Project Window
ThE FHES WANAOW ........occvoecreecs e et ee et sttt n et ettt
ThE SWILCHET WIIAOW. ....v.cvovet sttt ettt bbb st s bbbt 11

Control Panel REfErence ..........ccvviiviiincniieniciss ettt sasssb s sbs st ssssasassessnssnns
New Clip control panel, Part L.,
New Clip control panel, Part 2.,
Video Clip control panel, Quick Tune view ...
Video Clip control panel, Fine TUME VIEW ..........oo.oovveeceerererioniire i onscs e seestas s e
Audio Clip contro] panel, QUICK TUNE VIEW .......cc..oo.irciiiirconr ittt e 18
Audio Clip contro! panel, Fine TUNE VIBW ...t s 19
Still Image/Framestore CONLIOL PAMEL ..ot s 20
CG Key Page control panel...................
CG Scroll Page control panel
CG Crawl Page control panel
Smooth Fade Effect CoNtrol Panel...........cooeiiiiiiriici e e e 24
Animated and Matte Effects control panel ... 25
ChromaFX control panel.............ccoooneenn.
Control Croutons control panel
Overlay Efects CONTOI PANEL...........cccooverioriiiiriiines et s

SWHLCIEE vevveieirecreirreeretessseessrrsssstasstresseessarsassetsstessnssesasesansasserssnsrassesasssssssasstessassessensonsransessantrensessnessronssontassnass 30
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The Main Screen

System 4.0—The Main Screens

1 [ 2] 34 [ovifovz]exa M
1] 2[3] 4 ovifovz]sxe

| TAKE Bl AUTO[ S [ M| F N Black %

Project/Switcher View

1]2| 3/ 4/ pvi|ovz]sxs
OFF| . L] l

This is the normal startup screen. It's primary use is for live video production. The upper window displays the current project, ‘
containing effects, graphics, framestores, video clips, and more. The lower window displays the Toaster Switcher, whose

controls are explained on page 30.

About the Editor Screens

The Flyer's main screen serves a variety of purposes. To
reflect this, it has several different configurations or
appearances, each intended to make a particular job easy to
perform. One is shown above, and the others are shown on
the next few pages.

Why have multiple views? To provide you with greater control
over your environment, and to make the task of working with
video and graphics tools easier. At any time while you work
on a project you have the option changing the screen display
to fit your needs.

You might start out using a Project/Files view as you drag
items into the current project, then shift to a Project only
view as you organize the sequence. You might go back to the
Project/Files view to retrieve 4 file you forgot, or to delete a
file you no longer wish to have around.

Although the first screen you see is the Project/Switcher
screen (above), it is no more or less important than any of
the other screens. It is simply convenient for the Toaster to
go directly to this screen first and to allow you to go to the
view you wish after the system has started up.

Unless you use the Toaster for much live production, you
probably will not use this screen view often.

The main screen always consists of a one or two of the
following windows: a Project window (where you build the
video program sequence), a Files window (which you use to
locate video clips, and a Switcher window. Each window has
its own function, which is described below.

The remaining views, shown on the next page, are the
Project/Files screen, the Files/Files screen, the Project only
screen, and the Project-to-Project editor screen. You can
change views by selecting a one from the Views pop-up menu
button on the far right end of the main toolbar. Additional
views may be added to this pop-up by NewTek, or by third-
party add-on software.

Each time you change the view, the windows and their

contents that are no longer visible are “remembered” by the

Flyer so that, if you should return to them, they will retain the ‘
contents that they last displayed. In other words, each

window and its contents will remain as you [eft it.




Project/Files View
Use the Project/Files display any time you need to locate an
element to be added to the current project.

For a close-up of this screen with explanations of the various
controls, see page 4.

Files/Files Views

Use the Files/Files display when you need to perform routine
file maintenance (create folders, copy or delete unwanted
iterms, archive projects, etc.).

For a close-up of this screen with explanations of the various
controls, see page 5.

The Files/Files view

Project Only Yiew
Use the Project display when you want to view as much of
the project as you can while you edit it.

For a close-up of this screen with explanations of the various
controls, see page 6.

Project/Project View

Use the Project/Project display when you need to copy
portions of a previously-created project into the current
project. This is more convenient than recreating complex
sequences that you have used before.

For a close-up of this screen with explanations of the various
controls, see page 7.

Sequencer/Switcher
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Project/Files View

=

{—

Delete l Select Al Duplicate | Controlsl{ » | _»] m N Save i
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What Does This View Show?
The upper window displays the current project. The lower window displays 4 file navigator which you can use to locate the

items you wish to use in the project. .

When to Use This View

This view is useful during the early part of the editing process, when you are just locating and dragging various elements such
as video clips, audio clips, graphics, animations and more, into the project window without the intention of editing or
sequencing them vet.

Use the Project/Files display any time you need to locate an element to be added to the current project.
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What Does This View Show?

another.

When to Use This View

Files/Files View

Think of this view as serving the function of a simple directory utility program. Both the upper and lower windows display file
navigators. You can drag and drop items between the two windows freely, copying files from one direve (or directory) to

This display is designed for file navigation (so that you can locate clips, graphics, etc.) and file management (allowing you to
create folders, copy or delete unwanted items, archive projects, etc.). Use it whenever you need to duplicate files from one

location to another.

Detete [l Seloct Al Dupiicate | Controls | »
(Nl e s T

I

5 o mal o ol
Ii

[
|

Alternate View
for Files Windows

Here’s another view of the
same files listed in the
windows above.

Every files window has an
alternate display which you
can use to view longer
filenames.

To toggle this display, press
the left-A key any time when
a files window is visible.
Press it again to return to
the crouton view.

Sequencer/Switcher
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Project Only View
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What Does This View Show?
In a single full-screen window, the view displays the current project. ‘

When to Use This View
This view is designed for project editing. Use this view when you want to see as much of the project as possible at one time.

Sequencer/Switcher
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Project/Project View
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When to Use This View
This display is designed for copying sequences from a previously-created project into the current project. This is often more
convenient than recreating complex sequences that you have used before.

What Does The First View Show?

To edit a sequence from one project to another, select the Project/Project view. The first screen you see has isntructions on
the top and a file navigator on the bottom. Use the file navigator to select the source project (this project contains the footage
that you will copy into the current project). Once you do so, you will see the second screen.

The second screen shows your current project on top, with the source prect on the bottom. From the source project, you can
drag croutons and crouton sequences into the current project. You cannot edit or change the source project in the lower
window; you are only copying portions of it into the current project.

Use the New Project button if you wish to select a different source project. Otherwise, use the Views pop-up menu to refurn to
the view of your choice and continue editing.

Sequencer/Switcher
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Elements of the Main Screens

The following pages contain a breakdown of the the buttons, controls, and displays that make up the main screen displays of

the Flyer.
Elements of  The button bar contains  selection of the most commonly used functions you will need when working with the Fiyer. It
the Bution BaP  appears on every Fiyer screen display. Its buttons affect the highlighted item or items in the currently-active window, whether

that window is a Project window or a Files window.

The Flyer will carry out button bar commands immediately when the selected item is in a project window. For example, if you
select a crouton then select Delete, it will be deleted immediately. Since you are not actually deleting the file represented by
that crouton, this is a safe operation. However, the Flyer will ask you to confirm any button bar command that will genuinely
affect a crouton. If you select a crouton within a Files window, then select Delete, the Flyer will ask you if you are sure of this
step. This is a built in protection to keep you in from unintentionally deleting a file from disk.

If one of these buttons appears dimmed or grayed, it is unavailable.

Delete button Duplicate button Play and “Play From...”

Views (pop-up)

Select Delete to remove the
selected crouton from its
window.

Delete will instantly remove

Select Duplicate to make a
copy of the selected
crouton,

Duplicate will make a copy

buttons

Select Play to play the entire
project—from the first crouton
to the last.

This pop-up button displays
the list of Flyer Editor
display screens. A

Save button
Select Save to save the
current project and all

croutons from Project
windows, but it will ask you
to confirm before deleting

of just the crouton in a
Project window. In Files
windows, Duplicate will

Select Play From to begin
playback from the currently
selected crouton. This is useful

Sequencer/Switcher

The Button bar

any files from disk. make a copy of both the when you want to check a information relating to it
A crouton and the actual file specific sequence without (clips, effects, graphics,
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Select All button Controls button Stop button Programs (pop-up)
Choose Select All to Choose Controls to display Select the stop button to This pop-up button displays
highlight every crouton in the control panel for the halt playback of the a list of third-party

the active window. This is
useful for clearing out a
project window or

selected crouton in the
Project.

currenily playing crouton.

programs that are available
to you. This allows you to go
back and forth between the

removing unwanted files The functions on a control editor and other programs,

from a hard disk, panel will differ for each such as image processing
type of crouton. Also, if you or audio editing software,
select Controls for a easily.

crouton that is in a Files
window, you'll have access
to file-related controls for
that item.




The Project Window

The project window serves as the storyboard where you sequence and edit video programs. In addition, you can create
special-purpose projects such as one that contains only special effects for live production. The Project window can share the
screen with another window, or it can fill the entire screen.

The Project window can be displayed in one of two sizes: one-half screen size {(where it shares the other half with the Files
window or the Switcher window), or full-screen size.

General Usage

A new project window is always empty. You use a Files window to locate the video, audio, and graphics clips that you wish to
use to create a complete program. As you find the elements you need, you drag each item from the Files window into the
current Project window.

The next step is to arrange and rearrange the croutons into the proper sequence. You play some of them to see if the order s
correct or if the pacing is right. You may call up a control panel for any crouton to change these settings, which vary
depending on the type of crouton you are working with.

Parent button
Use this button to step back one level from within a nested
project (project-within-a-project).

Selected Item/Program Time Display
This area across the top of the screen displays the name of
the currently selected item, as well as the length of the

A current project. A

Elements of
the Project Window

} Scroll the Project Window

when you are dragging a
crouton by holding it near
the top or bottom edge of
the window (the top area is
indicated here).

If there are additional rows
of croutons in the project in
this direction, the window

will scroll for as long as you

hold the crouton near the
border.
v Y v
Slider and Arrows Project Window Insert a Crouton Between Two Others

Use the slider gadget to drag the viewable area of the project ~ Drop a crouton here and it

up or down so that you can get to other portions of the will take its place at the end

program sequence quickly. of the current project as you
build a video program

Use the arrows to scroll the view on row at a time. sequence.

Specific Usage

e Click on a crouton to select it.

¢ Double-click on a crouton to play (or display) it.

e Drag a crouton to move it to a new position.

* Drop a crouton in the open space at the bottom of the project window to add it to the end of the sequence.

* Drop a crouton directly atop another to replace the one beneath.

e Drop a crouton between two others to insert it between them.

* Select the Controls button to display the control panel for the highlighted crouton. If more than one crouton is selected,
then each panel will open after the one before it is closed.

...by holding it in the open space that divides them. When
you hold a crouton there, you'll see a “hole” open up
between the two croutons (as illustrated above). Let go of
the mouse button to drop the crouton and insert it there.
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Elements of
the Files Window

Directory Tabs ~®------

Tabs allow you to jump
directly to another folder
(the one shown on the tab)
and view its contents. A tab
acts as a shortcut device, so
that you do not have to
repeatedly enter and exit
folders by clicking through
icons.

When a row of tabs is full,
click the cycle arrow button
to display a new bank of
tabs.

Use the Set Tab bution to
assign your own tabs.

Sequencer/Switcher
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The Files Window

The files window serves as a navigation tool that allows you to move around among the drives connected to your system. It
displays the drives on your system, the folders on each drives, and the contents of each folder. When you locate items that you
wish to use in a project (video clips, still frames, whatever), simply drag them from the files window into the Project window.

File windows always share the screen with another window, either a project window or another files window. They can be .
displayed in one size only: one-half of the screen. :

General Usage

When you double-click on any drive or folder, the files display changes to reflect the contents of the double-clicked item.
Within it, you may find icons that represent files and even additional folders. For example, you may have a Video folder that
contains Sports clips and Wedding clips; probably you would keep these disparate items in separate folders inside the Video
folder. .

In this way you might have a number of layers to the organization of your hard drive. As you go from one folder to the next,
you might think of it as descending a staircase, going down into this folder and that one. Conversely, you climb up and out of
each folder by clicking on the arrow in the upper left-hand corner which returns you to the previous folder level with each
click. This, along with the directory tabs feature, allows you to move among folders quickly and easily.

Parent button
Steps back up one level on
the current path name.

Device display area
Here you can see the devices (drives) connected to the system. There are icons for hard
drives, CD-Rom drives, floppy drives, and more.

:

|
Tape Backup Device Hard Drive ~ Floppy Drive  Flyer Drive

,___,—-,._—!_—
/
4

~ Frames _—z’__{_l—_—
i E

_____________________

\ \/ \/ \/

Path Name display Devices (pop-up) New Clip New Folder

This field displays the path This button and its pop-up Click here to go to the Click here to create a new

name for the currently gadget display Devices, Record New Clip panel and ~ folder on the current drive.

selected item. Volumes, or Assigned record video footage onto You will be asked to name
devices. the Flyer, the folder as well.

Specific Usage

e TO view lengthy filenames, press the left-A (left Amiga) key. Press it again to toggle back to crouton view.

* Select one of the options from the Devices/Assigns/Volumes popup to display those items in the window.

* Double-click on a hard disk icon (system disk or Flyer disk) to display its contents.

* Double-click on a folder crouton to display its contents.

e Click on the arrow button in the upper left-hand corner of the files window to close the current folder and go back up one
level in the display

e Select New Clip to go to the control panel for recording new audio and/or video material onto the Flyer.

* Select New Folder to create a new folder in the current location, The Flyer will ask you to provide a name for the folder.

* Select the Controls button to display file information for the selected crouton. You can also use this panel to rename any
crouton.

e Ifyou're familiar with disk path names, you may click in the pathname field at the bottom of the files window and type in
the location where you would like to go.




The Switcher Window Elements of

The Switcher performs the job of  live video production switcher and framegrabber/framestore. Its window always appears the Switcher Window
on the bottom half of the screen, below the Project window. Most importantly, when the Switcher window is showing, the

functions of the mouse (single- and double-click) are changed, so don’t be surprised if things suddenly seem *“different.”

You'll find more details on the Switcher’s operation on page 30.

General Usage

The Switcher contains all of the functions needed for live video production. With the Switcher you can switch among four
video sources, play Flyer clips (provided you have a Flyer), load and display still images or CG pages, capture images from
live sources, use special effects, key graphics and video, and more.

True to this form of video making, you must prepare all of the special effects, graphics, clips, etc., that you may need access
to during the production. These items should be arranged in a Project, which will be on the top half of the screen, so that you
can get to them quickly and easily. (You might arrange the Project to contain four rows of clips, four rows of framestores,
four rows of effects, etc. Since the Project window can display four rows of croutons at a time, this form of organization
might be useful for you.)

Preview bus Main bus T-bar T » Framestore Controls

This row of buttons selects This row of buttons selects The T-bar allows you to This panel contains controls

the preview source. the main video output engage transition effects for grabbing, processing,
source. manually. and saving freeze frames...

A A A

¢ The Freeze/Live buttons
indicate the status of the
framebuffers. They can also
be used to toggle that status,

_FREEZE | LIVE |
[_—f_—r—f_— e The 1, 2, 3, 4 buttons will
f | instantly freeze the video on

the selected input on the
Main bus.

OFF|.-iC |

o The Stabilize pop-up will
perform motion removal on
jittery freeze frames.

| | i . « The Save pop-up allows

Y Y Y Y you to save images frozen
Take button Auto, S-M-F BKG color selector Superimpose Controls on the Main bus.
This button instantly The Auto button triggers the  Use this pop-up menu to This panel controls the
switches the Main and current effect to run at a select the color for the Toaster's luminanace keyer.
Preview bus sources. constant speed. S-M-F select ~ BKG/Matte color input.
the speed.
Specific Usage

e Click once on a crouton to make it active. A highlight bracket shows you the next-to-be-loaded crouton.

 Double-click on a crouton to load it to the preview bus and make it ready for display. A highlight box shows that it has
been loaded.

e Select a source on the Main bus to take it directly to the main output.

e Selecta source on the Preview bus to make it next-in-line to go to the main output.

e Use a special effect crouton to bring the preview source to the main output via a transition.

Notes

Using this display requires some preparation on your part. All of the production elements you intend to use must be inserted
into a project for use on-the-air, since the time spent searching for something while on-air is too long. This means that you Sequencer/Switcher
should place all of the graphics, animations, and Switcher effects into the project ahead of time so that they are ready for use
during production. _ The Switcher Window
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Gontrol Panel Reference

On the pages that follow you'll find a variety of control panels displayed and explained. Below is short overview of what a
control panel is, and some items you may notice when using them.

Every crouton has its own control panel, and each control panel contains a set of gadgets and buttons that allow you to
modify the manner in which the crouton is used. Therefore, from one type of crouton to the next, you may see a variety of
control panels with different layouts. For example, the control panel for a ToasterCG key page contains controls that govern
the fade in and fade out rates of the key, and the number of seconds that you wish the key to be displayed over video, however,
the control panel for a video clips contains controls to set the in point and the out point, the volume level of the audio, the
audio channels, and more. Each contains only those controls that it needs.

In most cases, the gadgets you find on a panel are self-explanatory. The in point slider and the out point slider clearly refer to
the starting and ending moments of the current clip, while the volume control clearly refers to the volume level of the audio
playback.

However, on a few control panels some gadgets that have the same name act differently depending on their function for that
crouton. For example, consider the Fade In control. For an audio clip, fade in means to bring the volume level up from 0
gradually so that it rises over a period of time. For a graphic overlay such as a ToasterCG key page, fade in means the gradual
appearance of the overlay, dissolving in from nothingness, as it were.

AS you can see, in practice this should cause no confusion since the type of crouton you are modifying actually determines the
operation of the gadget in question. However, if you happen to notice that a specific gadget on #his panel serves a different
purpose than a gadget of the same name does on that panel, you're right. It does. Within the contraints of the English
language, words sometimes have different meanings depending on their context. This is one such case.

Sequencer/Switcher

Control Panel Reference
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New Clip control panel, Part 1 (Record Raw Footage)

When you want to record footage into the Flyer, select the New Clip button that appears at the bottom of any files window. After
a moment the Record Raw Footage panel will appear, Here you can record as much footage as you want (and as a single drive
can handle) before cutting it into individual clips.

You can record either video clips or audio clips at one time. Once you begin recording one type of clip, you will need to
complete the recording process and re-enter the recording panel in order to begin recording the other type.

After you complete adding footage to a drive, select the Make Clip(s) button at the bottom of the panel. You will be taken to
the Mark Clips panel, where you can specify the exact clips you would like to create out of this raw footage. Excess or unused
footage will be deleted, and the remaining footage will be converted into clips.

Approx. Time Available Drive pop-up Quality pop-up

Reorg’d Time Available Use this pop-up menu to Use this pop-up menu to select the recording level:
Reorganize Drive button  select which drive will e Standard (for best video quality)

These gadgets show you receive the newly recorded * Extended (for good video quality)

approximately how much footage. A e Audio only (note that when you select Audio Only, you will
time you have available on | see black on the Toaster’s main output)

the selected drive, and at : A

the selected quality level. i |

Since drives can become
fragmented (where files are
not stored as efficiently as
possible), and this can
affect recording time, you
have the option of
reorganizing the drive t0 g -
gain more usable time. Note
that this process can take a
great deal of ime, and is
best done during breaks or
overnight.

Audio Gain Land R -« ---
These two sliders control

the audio input levels of the
Flyer.

These levels are set by the
Flyer for proper recording.
The two lamps beneath

each slider indicate Length Record Controls Source

clipping. The left lamp While you are recording, These three controls mimic ~ This pop-up menu allows

flashes whenever the this gadget displays a your VCR. The controls are  you to select the input

volume peaks and clipsthe  running total of the Pause, Record, and Stop. source from which the Flyer

meter. The right lamp is a amount of time you have should record video.

“peak hold" indicator, it put on the drive.

remains lit until you adjust Sources include:

the slider lower. Flyer In (Flyer TBC input)
Flyer Y/C (Flyer TBC input)

Ideally, you want to see no Input 1 (Toaster input)

clipping at all, or (very Input 2 (Toaster input)

rarely) see the left lamp Input 3 (Toaster input) ‘

highlight. Input 4 (Toaster input)
Main Out (Toaster Qutput)



New Clip control panel, Part 2 (Mark Glips)

The control panel for a video clip contains several devices for editing its content. Each gadget adjusts the timing of the clip in a
slightly different way, providing you with both coarse and fine control. When any one of these is in use, the current video is
shown on the Flyer’s main output. You can also expand the panel and make changes to the audio portion of the clip.

e Use the pointer to drag the sliders through the video clip, and set up the in and out points visually.

¢ Click and/or drag the pointer over the double-arrow gadget. Clicking is the equivalent of jogging a frame at a time, while
dragging is the equivalent of shuttling. Drag further for faster shuttle speeds.

* Type the time code value you wish to use into the time code gadgets by entering numbers from the numeric keypad.

Length
For each clip, the length
from end to end is shown

Clip Name
For every clip you define,
enter a name here. The

each clip generically in case
you forget. A

Flyer will name and number  here. A

|EC

unused inactive clip unused

Video and Audio Checkboxes

These two boxes determine what kind of clips will be created
out of the raw footage just recorded: Video only, Audio only,
or Video with Audio. Make sure that the correct boxes are
checked before you exit the panel.

Important!

The state of these two boxes affects every clip that you
mark. You cannot mix the three types of clips in a single
recording session. When you exit the panel, the clips that are
genevated will all be of the same type, based on the
checkboxes.

Comment
If you wish to enter a
description for any clip, do
so here.

A

active clip

Icon Select Slider

Use this slider to select the
image that you would like to
use for the clip.

Drag the slider through the
entire clip from in point to
out point until you see an
image that helps you
recognize the contents of
the footage. When you exit
the panel and the clip is
created, this image will
appear in miniature on the
crouton,

»[n and Out Sliders

Use these sliders to define
the beginning and ending of
any clip.

Tip: Leave about 3 seconds
of excess at the end of any
clip, to allow the Flyer to
sequence with effects more
easily.

»Raw Footage Indicator/

Clip Selector

This gadget represents the
entire length of raw footage
just recorded to the Flyer.
Use the In and Qut sliders to
define individual clips.

Click anywhere on the bar
outside of the highlighted
bar to create a new clip.
The in and out sliders will
jump to new positions, and
you can define its start and
end.

Clips can be reselected and
readjusted just by clicking
on one to make it active. In
this example, two clips have
been defined. Only one is
available for editing its in
and out points at a time.

Sequencer/Switcher
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What is a video clip?

The word clip is used 1o
describe a segment of
material that has been
recorded to the hard drive.

A video clip may be a single
camera shot, or a series of
related camera shots that
make up a scene.

An edited video production
is a series of different clips
that, when shown in the
proper order, tell a story.

Play/Stop buttons & ----
When inside a control

panel, use Play to view the

clip (or Stop to interrupt
playback).

Sliders -------------
The two sliders represent

the start and end points of

the video clip (iz2 and out).
Drag either one to set the
location of an edit point.

Their positions determine

how much of the clip’s full
length will be used.

Here’s a shortcut when

using the slider controls:

* To jump to any point in
the clip, click on any part
of the empty slider track.
The slider (and video)
will jump there.

Sequencer/Switcher
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Video Clip control panel (Quick Tune view)

The control panel for a video clip contains several devices for editing its content. Each gadget adjusts the timing of the clip in

a slightly different way, providing you with both coarse and fine control. When any one of these is in use, the current video is
shown on the Flyer's main output. You can also expand the panel and make changes to the audio portion of the clip.

e Use the pointer to drag the sliders through the video clip, and set up the in and out points visually.

o Click and/or drag the pointer over the double-arrow gadget. Clicking is the equivalent of jogging a frame at a time, while
dragging is the equivalent of shutiling, Drag further for faster shuttle speeds.

¢ Type the time code value you wish to use into the time code gadgets by entering numbers from the numeric keypad.

Crouton Image/Crouton Type/File Name/Description
These four items show you:

o the crouton whose control panel you have opened,

¢ the type of crouton it is,

o the name of the file it represents,

* an optional description of the clip.
In this case, this crouton is for a video clip called Carnival.

Length
This readout displays the length of time set up for this
crouton (based on the positions of the in and out sliders).

For this particular panel, this video clip is set to play for 1
minute, 1 second, and 10 frames,

A

- » Time Code Readout
and Jog/Shuttle Gadget
This is a combination of two
devices, a time code
readout and jog/shuttle
control, which you can use
to set the in and out point of
aclip.

T
1
1
!
I
1
1
)
1
1
1
1
1
1
1
d

¢ Enter time code values
directly into the time
display in order to set the
in and/or out point for
the current clip. Press (
on the numeric keypad to
enter the in point, or ) to
enter the out point.

Continue i Fine Tune
Select Continue to accept 1 Select Fine Tune to expand
the changes you may have .: the panel and gain access to
made to the panel settings, |  additional editing controls.
and to exit the panel. | (See the next page for the

! expanded view of this

i panel.)
Play Audio -t------ 3
This checkbox allows you to

turn on or off the audio
playback of the sound that
accompanies a video clip.

When the box is checked,
this crouton’s audio will
play when the project is
run.

Cancel
Select Ciﬁ-anl.IO exitthe step through the clip a
panel and ignore any single frame at a time

changes that you may have
made while it was open.

(jog), click repeatedly on
the arrow in the direction
you want to go.

Shuttle through the clip by
clicking and dragging to
the left or right, off of
either arrow. The further
you move off the arrow,
the faster you'll move
through the clip.




Video Clip control panel (Fine Tune view)

The control panel for a video clip can be expanded so that you can access additional controls for editing the audio portion of
the clip (controls that are not usually necessary, but sometimes useful). To expand the panel, click on the Fine Tune button at
the bottom of the normal view panel, shown on the facing page.

Why have separate audio editing controls? Primarily for the flexibility of creating split edits, a sequence where you may show
one video clip with its own audio, then cut to a series of different video clips while continuing to use the audio from the first

clip. This technique is commonly used on television news programs.

Crouton Image <€-------
The crouton image is just

like the Play and Stop

buttons: click on it to play

the clip; click it again to

stop.

Audio control section - - -
The gadgets for controlling
audio are the same as those

for editing the video:

sliders, time code displays,

and jog/shuttle arrows.

They work exactly as their
video counterparts do.

In the expanded view, you
can set the audio portion of
a video clip to play for a
different duration than the
video portion.

The Volume control allows you to set the peak volume level
for the audio in this clip.

Peak volume refers to the loudest part of the audio in the
clip. Set the Volume level for as high as you wish to hear the
loudest sound in the clip, and the rest of the clip will remain
at that level or lower.

Channels

This pop-up allows you to
select which channels
should be used for
playback: Left, Right, or
Both (stereo).

Process button

If you wish to edit this clip,
or make a trimmed copy
of it, or copy the audio
track to an audio only clip,
click this button. See the
Process panel for info.

Useful Keyhoard Shortcuts

At any time:

Play clip (from in point to out point) Tab
Return, Enter Continue
Esc Cancel
Expanded view mode on (for all panels) Caps Lock
Toggle panel Quick Tune/Fine Tune Help

Numeric Keypad Shortcuts
Activate In point for numeric

Activate Out point for numeric entry
Activate Length gadget for duration entry
Activate Start Time gadget for entry

* S~ =

When numeric entry gadgels are active:

Copy active time code value to memory
Paste time code value from memory
Jump to next time code pair (HH:MM:SS:FF)

Tab

Balance

Drag the slider to the left or
right to shift the balance of

the audio playback toward

one channel or the other.

To reset the balance to
center, click on the center
button (the triangle gadget
above the slider).

- Fade In/Fade Out

These controls allow you to
fade the audio up at the
beginning of the clip (fade
in) and down at the end of
the clip (fade out).

Since fades are usually short
in duration, these time code
displays show time values in
seconds and frames.

The value ranges from 0-
100%. Note that 100% is
equal to the maximum level
set by the Volume control
(which acts as the master
volume control).

Sequencer/Switcher
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What is an audio clip?

The word clip is used to
describe a segment of
material that has been
recorded to the hard drive.

An audio clip may be a
single sound effect, a
lengthy narration, or an
entire musical
arrangement,

An edited video production
is just a series of different
clips that, when played in
the proper order, tell a
story.

Audio Clip control panel (Quick Tune view)

The control panel for an audio clip contains a several devices for editing its content. Each gadget adjusts the timing of the clip
in a slightly different way, providing you with both coarse and fine control. When any one of these is in use, the audio is
played on the Flyer’s audio output. You can also expand the panel and make further changes to the audio portion of the clip.

e Use the pointer to drag the sliders through the audio clip, and set up the in and out points aurally.

e Click and/or drag the pointer over the double-arrow gadget. Clicking is the equivalent of jogging a frame at a time, while
dragging is the equivalent of shuttling. Drag further for faster shuttle speeds.

e Set the time code value you wish to use in the time code gadgets by entering numbers from the numeric keypad.

Lock To and Start Time -

Audio clips, by nature, start
at the same moment as the
video crouton that preceds
them in the storyboard.

Lock To allows you to
choose one of two events
(the beginning of the prior
clip, or the adjusted in point
for the prior clip) where the
audio clip should begin
playing.

Start Time allows you to
delay the audio playback for
a period of time following
the Lock To event,

See the tutorials for tips on
how to use these two
controls.

Sequencer/Swiicher
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Crouton Image/Crouton Type/File Name/Description

These four items show you:

= the crouton whose control panel you have opened,

e the type of crouton it is,

e the name of the file it represents,
« an optional description of the clip.
In this case, this crouton is for an audio clip called Music.2.

A

1
1
1

Continue

Select Continue to accept
the changes you may have
made to the panel settings,
and to exit the panel.

[
I
I
I
I
1
I
1
I
1
I
I
i
|
i
I
I
I
1
I
1
i
I
I
I
(

Sliders ~-€--------- -
The two sliders represent the start and end points of the
video clip (¢ and out). Drag either one to set the location
of an edit point. Their positions determine how much of the
clip’s full length will be used.

Fine Tune
Select Fine Tune to expand
the panel and gain access to
additional editing controls.
(See the next page for the
expanded view of this
panel.)

Here’s a shortcut when using the slider coatrols:
* To jump to any point in the clip, click on any part of the
empty slider track. The slider (and video) will jump there.

Length

This readout displays the length of time set up for this
crouton (based on the positions of the in and out sliders).

For this particular panel, this audio clip is set to play for 33

seconds and 24 frames.

Cancel

Select Cancel to exit the
panel and ignore any
changes that you may have
made while it was open.

Time Code Readout and
Jog/Shuttle Gadget

This is a combination of two
devices, a time code
readout and jog/shuttle

>control, which you can use

to set the in and out point of
a clip.

* Enter time code values
directly into the time
display in order to set the
in and/or out point for
the current clip. Press (
on the numeric keypad to
enter the in point, or ) to
enter the out point.

To step through the clip a
single frame at a time
(jog), click repeatedly on
the arrow in the direction
yOu want (o go.

Shuttle through the clip by
clicking and dragging to
the left or right, off of
either arrow. The further
you move off the arrow,
the faster you'll move
through the clip.




Audio Glip control panel (Fine Tune view)

The control panel for a video clip can be expanded so that you can access additional controls for editing the audio portion of
the clip (controls that are not usually necessary, but sometimes useful). To expand the panel, click on the Fine Tune button at

the bottom of the normal view panel, shown on the facing page.

Why have separate audio editing controls? Primarily for the flexibility of creating a split edit, a sequence where you may show
one video clip with its own audio, then cut to a series of different video clips while continuing to use the audio from the first
clip. This technique is commonly used on television news programs.

Crouton Image <-------
The crouton image is just

like the Play and Stop

buttons: click on it to play

the clip; click it again to

stop.

Volume -------------
The Volume control allows

you to set the peak volume
level for the audio in this

clip.

Peak volume refers to the
loudest part of the audio in
the clip. Set the Volume
level for as high as you wish
to hear the loudest sound in .

the clip, and the rest of the " Y
clip will remain at that level %ﬂaﬂnels ,
or lower. s pop-up allows you to

select which channels
should be used for
playback: Left, Right, or
Both (stereo).

Balance

Drag the slider to the left or
right to shift the balance of
the audio playback toward
one channel or the other.

To reset the balance to
center, click on the center
button (the triangle gadget
above the slider).

Process button

If you wish to edit this clip,
or make a trimmed copy
of it, or copy the audio
track to an audio only clip,
click this button. See the
Process panel for info.

Useful Keyhoard Shortcuts

At any time:

Play clip (from in point to out point) Tab
Return, Enter Continue
Esc Cancel
Expanded view mode on (for all panels) Caps Lock
Toggle panel Quick Tune/Fine Tune Help

Numeric Keypad Shortcuts

Activate In point for numeric

Activate Out point fov numeric entry
Activate Length gadget for duration entry
Activate Start Time gadget for entry

When numeric entry gadgets are active:

Copy active time code value to memory C
Paste time code value from memory v
Jump to next time code pair (HH:MM:SS:FF) Tab

» Fade In/Fade Out

These controls allow you to
fade the audio up at the
beginning of the clip (fade
in) and down at the end of
the clip (fade out).

Since fades are usually short
in duration, these time code
displays show time values in
seconds and frames.

The value ranges from 0-
100%. Note that 100% is
equal to the maximum level
set by the Volume control
(which acts as the master
volume control).
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Still Image/Framestore/GG Framestore Page control panel

The term still image, or simply still, defines a particular type of image. Usually, it’s a full screen graphic that remains on

screen for a period of time. The defining characteristic of a still image is that it is not an animation or a video clip, rather it is a
single static graphic. It may be a freeze frame of video, a ToasterCG framestore page, an RGB image saved from ToasterPaint
or LightWave 3D , or a framestore generated by any of the Toaster’s video graphics programs.

When you open the control panel for a still image, you'll find gadgets for displaying iy, entering a comment or description
about it, and setting the length of time for which it should be displayed in a project sequence.

Crouton Image/Crouton & ----

Type/File Name/
Description

These four items show you:

the crouton whose
control panel you have

-~--» Length

This is the same as

Sequencer/Switcher
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opened, duration, (i.e., for how long
o the type of crouton it is, would you fike this image
o the name of the file it displayed?). The value
represents, ,: E shown here determines how
* an optional description Y Y long the image is on screen.
of the clip. Continue Cancel
Click Continue to accept the  Click Cancel to reset the You can click inside the box
current settings and close current settings to their and enter a value (the
this panel. original values (the values numeric keypad shortcut
they displyed when the for activating numeric entry
panel was first opened) and s the / key), or use the
close the panel. double-arrow gadget to ‘
change the value.
Useful Keyhoard Shorteuts Numeric Keypad Shortcuts
At any time: Activate Length gadget for entry /
Return, Enter Continue
Esc Cancel When numeric entry gadgets are active:
Toggle panel Quick Tune/Fine Tune Help Copy active time code value to memory C
Paste time code value from memory v
Jump to next time code pair (HH:MM:SS:FF) Tab

Note:
If you are interested in extracting a still frame (framestore image) from a Flyer clip, you must do that through ToasterPaint ‘
(you cannot extract still images from within the Process panel). To do so, see the tutorial on extracting stills.



GG Key Page control panel

ToasterCG generates the four kind of pages that are used in television and video production. The key page is commonly used
for talk shows, sports events, and the evening news. Typically, it is used to identify someone or something shown on screen,
usually in the form of some text (and maybe a graphic element) in the lower one-third of the picture.

The name key page is a literal description of the process used to display the graphic over the picture. Using the page that
contains the text as a reference, the Toaster electronically cuts a hole in the video signal (a “keyhole”) that fits the elements
on the page, then inserts the graphics themselves. The result is a complete image showing the video along with the text.

Crouton Image/Crouton
» Type/File Name/

Description

These four items show you:

e the crouton whose
control panel you have
opened,

o the type of crouton it is,

o the name of the file it
represents,

* an optional description
of the clip.

Length

The value shown here
determines how long the

image is on screen, ------

Lock To and Start Time -
Keyed graphics start at the
same moment as the video
crouton that precedes them

in the storyboard.

Lock To allows you to
choose one of two events
(the beginning of the prior
clip, or the adjusted in point
for the prior clip) where the
audio clip should begin

playing.

Start Time allows you to
delay the appearance of the
key for a period of time
following the Lock To event.

See the tutorials for tips on
how to use these two
controls.

Since the key page is designed to be displayed over some other video (a video clip, a still frame, etc.), it does ot add time to
the length of a program. Rather, it is inserted over existing video that has its own duration.

While the popular use of the key page is for lower one-third text graphics, you can also use it for over-the-shoulder graphics
(as seen in the nightly news), or as anywhere-else-you-can-think-of graphics to fit your production needs. Remember that you
can design such pages using a combination of ToasterPaint and ToasterCG for maximum graphic impact.

Note:
The key page control panel shown above is the expanded, or Fine Tune view. The Quick Tune view does not display the Fade Sequencer/Switcher
In or Fade Out values, which default to 00:00.

Key Page Control Panerl
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GG Scroll Page control panel

Ascroll page is typically used at the end of a production when the credits of the personnel who worked on the production

slowly slide up through the screen. .

Lock To and Start Time -
Keyed graphics start at the
same moment as the video
crouton that precedes them

in the storyboard.

Lock To allows you to
choose one of two events
(the beginning of the prior Hold Duration

clip, or the adjusted in point ~ Whether you chose to set a repeat option for the scroll page when you created it in
for the prior clip) where the  ToasterCG. you have the option of pausing the page at the end of its scroll using Hold

audio clip should begin Duration.
playing.
When a Hold Duration above 0 frames exists, the page will pause at its end for that length of
Start Time allows you to time, then dissolve the remaining graphics off screen. There is no option for selecting the
delay the appearance of the speed of the dissolve, or whether the graphics dissolve or cut off screen. .
key for a period of time

following the Lock To event.  Examples:
A Hold Duration of 00:00:00:00 means “no pause.” The page will scroll up the screen and
See the tutorials for tips on disappear off the top.
how to use these two
controls. A Hold Duration of 00:00:05:00 means “pause for 5 seconds.” The page will scroll through
to the bottom, pause for 5 seconds, then dissolve off.

Questions About Scroll Pages

How Do I Set the Speed of the Scroll Page?
From. within ToasterCG vou can select one of five scroll speeds. This speed setting will be used when sequencing.

Sequencer/Switcher
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CG Crawl Page control panel

A crawl page is typically used as a sort of bulletin or announcement, The idea is that a message slowly crawls across the
screen informing the viewer of an event or change in programming without interrupting the program itself.

Lock To and Start Time \
Keved graphics start at the same momient as the video crouton that precedes them in the
storyboard.

Lock To allows you to choose one of two events (the beginning of the prior clip, or the
adjusted in point for the prior clip) where the audio clip should begin playing.

Start Time allows you to delay the appearance of the key for a period of time following the
Lock To event.

‘ See the tutorials for tips on how to use these two controls.

Questions About Crawl Pages

How Do I Set the Speed of the Crawl Page?
From within ToasterCG you can select one of four crawl speeds. This speed setting will be used when sequencing,

‘ Sequencer/Switcher
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Gontrol Panel for the Smooth Fade Crouton

The defining characteristic of a special effect is something that the Switcher performs on the current video source. Examples
of special effects include the dissolve (smooth fade), a flying trajectory, a ChromaFX color filter, and the Old Film effect.

Note that not all special effects are transitions—they do not necessarily have to switch video sources when they occur.
Sometimes they simply add pizzazz to the video. This is a good reason to view and review segments of your video program as
you create it, so that each element is exactly as you want t.

Speed Length

This gadget lets you select the desired This gadget displays the length of time (in

speed of the smooth fade effect. seconds and frames) for the Slow, Medium,
and Fast speeds. Also, for these speeds, it

When you select Variable, you enable the cannot be adjusted.

Length gadget to the right, which allows

you to set the speed of the dissolve For the Variable speed, this gadget can be

manually. adjusted to set the dissolve rate to any length
(up to 30 seconds).

Sequencer/Switcher
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Gontrol Panel for Animated and Matte Effects Croutons

Some of the Toaster’s animated effects use matte colors created by the Toaster's background color generator.,

The effect shown below, for example, shows the black silhouette of a toddler walking across the screen. You can change the
color to any of the background colors using the pop-up menu found in the control panel. Matte colors include Black, White,
Red, Green, Blue, Yellow, Magenta, Cyan, and Snow.

» Length
This display shows the
length of time (in seconds
and frames) for the selected
speed sefting.

Speed Y Effect Color

This gadget lets you select the desired This pop-up lets you select the desired
speed of the smooth fade effect. For some matte color for this effect.

effects, as in the one shown, there may be

only a few speeds available.

’ Sequencer/Switcher
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Gontrol Panel for ChromaFX Croutons

ChromaFX are color filters that you can use to enhance video clips in a variety of ways (with effects such as negative video,

sepia tone, line art, and more). By placing a ChromaFX crouton immediately after a video clip on the project sequence
storyboard, then setting an appropriate Start Time and Length, you can recolor video clips.

I
1
|
i
I

Modes Y
Chroma means that the
incoming video will have
this color effect added to its
original colors.

Chroma Strip means that
the incoming video will be
treated as a black-and-white
signal, to which this color
effect will be added.

Filter and Effect Position

The unlabeled pop-up
beside Effect Position
selects between the two
filter modes: Filter (a full
screen effect) and
Transition (a moving
effect).

Effect Position emulates the
T-bar found on the
ChromaFX panel. It allows
you to position a Filter
effect.

\j
Length
The value entered here
determines how long the
effect occurs.

Cycles and Speed

If this effect is set to
Transition mode, the Cycle
Type and Speed gadgets are
active.

Cycle diermines the type of
effect movement. Speed
selects its speed.

See the ChromaFX manual
for details on how these
work.

-m= Lock To and Start Time

Keyed graphics start at the
same moment as the video
crouton that precedes them
in the storyboard.

Lock To allows you to
choose one of two events
(the beginning of the prior
clip, or the adjusted in point
for the prior clip) where the
audio clip should begin

playing.

Start Time allows you to
delay the appearance of the
key for a period of time
following the Lock To event.

See the tutorials for tips on
how to use these two
controls.




Gontrol Panel for Gontrol Groutons

All of the croutons found in the Control directory (a drawer found inside the Effects directory) are croutons that control the
Toaster Switcher in seom form. These include, but may not be limited to:

* The BKG effects, which display a solid color for a period of time

¢ The Live effects, which display one of the Toaster’s input sources for a period of time

e Frame Buffer effects, which display one of the Toaster’s framebulffers for a period of time

You can use these effects for special sequences, live productions, or standatone kiosk-type applications where such source
selection is convenient.

The control panel for each type of control crouton looks the same, and is pictured below.

- » Length
This display shows the length of time that this video source
will be shown.

For a BKG crouton, it indicates how long you’'ll view the
selected color.

For a Live Video crouton, it indicates how long you'll see
this input.

For 2 Frame Buffer crouton, it indicates how long you'll
see the contents of the buffer displayed.

Sequencer/Switcher
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Control Panel for Overlay Effects Croutons

Certain types of Toaster Switcher effects display either a single still frame or a repeating graphic-in-motion that is overlaid atop
the current video source. These can be found in the Overlays directory within the Effects drawer. Examples of this kind of
effect include falling snow, flashing marquee lights, and the old film effect.

The control panel for each type of overlay crouton looks the same, and is pictured below.

Note:

These effects, in previous Toaster releases, were “manually controlled” in that the operator had to click the right mouse
button when he wanted the effect to end. At the time of this manual, this remains the case. There are no controls on the panel
of these effects for setting a length of time during which they should run, and then switch themselves off.

Speed <--------- 4 Effect Color pop-up -

(Not all effects will have this control). This display shows the length of time that this video source

Use this gadget to select the speed for the will be shown. ‘
overlays with motion.
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The Video Toaster Switcher

You can access character generator pages created by ToasterCG, overlaying them on top of the video being processed by the

Switcher. You can freeze a frame of the incoming video and save it on the system, allowing you to load it into the graphics

applications within the Toaster to use in your own video productions. You can load and display ToasterPaint or LightWave 3D .
frames, and if you're running on an Amiga 4000, you can even play back 256,000-color LightWave animations in real time.

S

Dupiicate] Controls il » | »| ® [ Save J§l Programs 3| Views 3

1 2] 3[4 [oviova]exs e

1 [2]3]4 [ovilovz|ska

| TAKE B8 AUTO[ S | M| F B Black 3]

1]2/3)4/ov1/ov2|es
OFF /. l

The Project/Switcher screen. FOr live production, you can “load up” a project containing nothing but effects, framestores,
character generator pages, and more, so that everything you need is within reach from this one screen.

How the Project/Switcher Window Works

You may find yourself confused by what seems to be a
change in the way things work when the Project/Switcher
view is on screen. Suddenly, selecting a crouton from the
window causes something to happer.

For example, in any other editor view when you select a

framestore crouton, it highlights (and nothing else happens).

But when you are at the Project/Switcher view, it highlights
and automatically loads into one of the framebuffers on the
preview bus,

This change in the way the system responds to your actions
may be disoncerting at first. Here's why it happens.

The Toaster Switcher as always been geared toward live
video production. A live production situation can best be
described as “controlled chaos,” where any number of
things can always go wrong. The crew works hard to do a
perfect job, and strives equally hard to correct any sudden
mistake or error that occurs. Being able to act and react
quickly is important.

Therefore, to support the ability to work and react quickly,

the Switcher now “auto-loads” graphics the moment that you

select them on screen. This includes framestores, CG

overtays, CG scrolls, and CG crawls, In earlier system

software you had to select a graphic, load it, then take it to

air. No longer. Now you can select an item and take it to air

as soon as it has loads automatically. .




Understanding Switcher Terminology

Effect

An effect is a special effect or transition from one video
source to another. In the Toaster Switcher, the effects are
buttons that display images in the form of the effect they will
have on the video image. The effects are laid out in nine
grids, called effects banks.

Bus

The term bus comes from television. In the Toaster, a bus is
arow of buttons. Each button represents a video source.
Each bus performs a different function: one selects the
master video output for the Toaster, another selects the
next-in-line source (necessary for transitions, which go
from one source to the other), and a third chooses a source
for inserting text (keying).

Key

Key is a television term for a special effect where a video
switcher cuts a hole in one video source and replaces it with
the video from a second source. The Toaster performs
luminance keying, where the hole is defined by the
brightness levels of the original video source used. You can
adjust the intensity of this cutoff by setting the clip level.

T-bar

Another term borrowed from the television industry. The T-
bar is a lever, allowing the operator to control the duration
of an effect.. With it, you can move effects slowly, stop them
at any time, or even reverse them in mid-stream.

How to Select and Display Video Sources

The Main, Preview, and Superimpose Busses

The lower portion of the Switcher screen is dominated by
the two main busses and a single effects bus, Main, Preview,
and Superimpose, which route the video inputs a variety of
routes on the way to the Toaster’s output.

e Main is used to select the Toaster’s current video
output. This is the output that you want connected 1o
your recording VCR.

¢ Preview is used to select the video source that is next-
in-line, ready to go to the main output.

¢ Superimpose is used for special effects such as keying
one source over another, and for displaying ToasterCG
pages. It is located on the lower right.

Each bus contains seven buttons: Input 1, Input 2, Input 3,
Input 4, DV1, DV2, and BKG. Inputs 1-4 may be video
cameras, laser disk players, playback VIRs, or any
combination of these as long as these sources are time-hase
correct and synchronous,

(If you are not familiar with these terms, contact NewTek or
your Video Toaster dealer.) DV1 and DV2 are 24-bit
framebuffers, each of which can hold a single digital still
video image. Together they can capture video freeze frames
as well. BKG functions as both a solid color background
source (you can select this color from the Setup screen)
and the buffer where LightWave 3D, 256,000-color, real-
time animations are accessed.

The Main Bus

(keyboard shortcuts: F1, F2, F3, F4, F5, FG, F7)

The Main bus is the heart of the switcher. The source
selected here will be the Main output to the recording VCR.
The Preview and Overlay work with the Main bus to provide
transitions and special effects. To put any source on the
Main output, click on that button on the Main bus or press
its corresponding key on the keyboard.

The Preview Bus

(keyboard shortcuts: 1, 2, 3, 4,5, 6,7)

The Preview bus allows you to look at any of the seven video
sources without affecting the program output source.
Compose camera shots “offline” without affecting the main
output, pre-load Framestore images, and select the next
channel to go to program. To view any source on the
preview output, click on that button on the Preview bus or
press its corresponding key on the keyboard. To send the
Preview image to the Program output, you must either by
selecting and triggering an effect or by clicking the Take
button.

The Superimpose Bus

(keyboard shortcuts: q, w, e, 1, t, y, u)

With the Superimpose Bus you can merge two different
images (live or frozen) on the Main output through a
process called luminance keying. The Toaster creates an
electronic hole in the Main signal, then fills the hole with the
Superimpose signal. With it, you can superimpose live
action over another video signal such as the weatherman
over a meteorological map. The Superimpose Bus is
automatically used by the Toaster for certain transitions and
digital effects. When you use Key, Scroll, or Crawl Page from
ToasterCG, they load into the Superimpose bus.

Sequencer/Switcher
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Selecting and Triggering Etfects

Where Effects are Located

Dominating the top half of the Project/Switcher screen is the
project window. This window is a repository for effects,
graphics, animations, even video and audio clips if you have
a Flyer.

Each of these kinds of items is represented by a crouton, a
tiny tile shape that you can drag into the window from a files
window (the Project/Files display is discussed on page 4).
Croutons arrange themselves in a grid, one beside another,
one row above the next, filling the window. The slider on the
left side of the window allows you to scroll the view up and
down in order to access other croutons.

There are several ways to select items from the Project
window. Different croutons perform different actions when
selected. You may want to spend some time practicing these
steps so that you are familiar with the Switcher’s responses
are to your actions,

To select an effect

Mouse: Click on it once.

Keyboard: Use the arrow keys to move the selection
brackets to the crouton you want. Press Enter on the
numeric keypad.

To run a selected effect
Mouse: Double-click on it.
Keyboard. Press the Spacebar.

To run an unselected effect
Mouse: Double-click on it. This runs the effect as quickly as
it can be loaded.

The T-bar

The T-bar provides manual control over the effect used to
transition between the current video source and the preview
video source.

By dragging the T-bar can you pause an effect at any point
that you choose or cause the transition to run very slowly or
very quickly depending on how long you take to move the T-
bar through its range.

Drag the T-bar down to start a transition from the Main
source to the Preview source. Before you reach the end of
the T-bar’s range, drag it back up to reverse the transition.
(This may not always work, as some effects do not function
in both directions when using the T-bar.)

Release the mouse button while the T-bar is at the very
bottom of its track and it will reset itself to the top.You have
just brought the previouw source to the main bus using a
special effect as the transition. Now you may select another
preview source and transition in preparation for your next
action.

Stop an effect at any point by releasing the mouse button
while partway along the transition. Depending on the
selected effect, the resulting image will be some
combination of the Main and Preview signals. Note that
small flashing triangle to the right of the T-bar, indicating

that you are in mid-transition. .

To control the T-bar manually

Left Mouse button: Position the pointer anywhere over the
T-bar with the mouse. Click and drag downward, pulling
the mouse toward you.

Right Mouse button: While the pointer is positioned
anywhere on the switcher control panel, click the right
mouse button and drag downward. This is a shortcut to
the left mouse button method.

Take (keyboard shortcut: Return)

The Take button performs a transition known as the cut.
Take instantaneously switches the preview source to the
main output. (Another way of performing a take is to select
the new source directly from the main bus.)

Auto (keyboard shortcut: Spacebar)

The Auto bution provides smooth automatic control over
transitions. Click Auto to perform the transition at a steady
speed. The T-bar will slide downward in time with the
transition. Auto provides for smoother-looking effects than
manual operation of the T-bar. To select a different speed
for Auto transitions, use the S, M, or F buttons.

Special note about Auto and the effects .
Auto is also useful when you have a partially completed
transition on screen and wish to complete the effect
smoothly. To complete the effect in its “forward” direction,
select Auto. To reverse the incomplete effect back off screen
in its “backward” direction, hold Shift and press Spacebar.
S, M, F keyboard shortcut: comma [,],
period [.], forward slash [/]
The Effects Speed buttons select the Auto speed for
transitions: slow, medium, and fast. These buttons do not
represent a fixed rate of speed; rather, they are relative to
one another for different effects.

Note:

Each effect has its own preset speed. Customize the speed
seftings to those you want to use by opening the control
panel for any effect and setting the speed you prefer.

Incomplete Effect Indicator

This small triangular-shaped indicator appears whenever
the T-bar is not at its starting position. This means that the
T-bar has been engaged, and an effect is somewhere in mid-
transition.




The Freeze/live button:
Capturing Video Still Frames

The Framestore panel contains a set of eight buttons for

manipulating still images:

e The Freeze/Live buttons indicate the state of the
framebuffers themselves (showing Freeze when they
contain a still frame, showing Live when they are
employed as the live digital source for special effects).

e The 1, 2, 3, 4 buttons are “instant grab” buttons,
grabbing the matching input at the moment you click the
button.

e The Stabilize button is actually a pop-up with two options
for stabilizing jittery framegrabs.

o The Save button allows you to save the image currently
shown on the main bus as a framestore image on your
hard disk.

The process of capturing a still frame of video has been
greatly simplified in System 4.0. For details, see the tutorial
entitled “How to Capture Freeze Frames.”

About the Freeze/Live buttons
keyboard shortcuts: f (to freeze the video)
1 (to return to live video)
Alt + f (frame image stabilization)
Alt + d (field image stabilization)

The Freeze and Live buttons are essentially one large toggle
button indicating the current state of the framebuffers. The
framebuffers themselves are always in one state or another
(frozen or live), either holding a frozen image or passing
live video.

Even if you have a Flyer, you should use the Switcher to
capture still frames. (It's much quicker to capture a still
frame and save it as a framestore image from the Swithcer
than it is to capture it as a video clip, go to ToasterPaint, and
then extract the still frame that you want.)

You can use either the Freeze button or the Instant Freeze
input buttons (1-4) to freeze frames of incoming video.

The Freeze button functions differently depending on how
you set up the Main and Preview busses, so you should
experiment with the steps listed below to get a full
understanding of its operation.

o When the Freeze button is selected, it indicates that there
is a freeze frame in either DV1 or DV2, or both. This frame
may be either frozen video or a video graphic image loaded
from the Framestore (the directory where the Toaster stores
freeze frames).

o When the Freeze button is not selected, the framebuffers
are available for use. The framebuffers themselves serve two
purposes—1o hold still images, or to engage the digital
channel. See the “Using the Framebuffers” for further
information,

Loading and Dispiaying CG Pages Manually

If you are using the Toaster as a live Switcher, it's important
that you be able to display CG pages manually, since you are
not using the sequencer during live work. In order to do
this, these pages must have been previously created and
placed in a project. With that project loaded, you can go to
the Project/Switcher display view and access those pages at
will,

Keep in mind that having the Switcher screen visible causes
single-clicks to act differently. In the other editor views, a
single-click simply selects a crouton. But when the Switcher
view is active, a single-click automatically loads the selected
item. Double-clicking on a CG page will cause it to load and
display (as quickly as it can be loaded). However, single-
cliking causes the following reponses:

¢ Aspecial effect loads into memory on the first click, so
that the moment you press the Spacebar (or click Auto) it
can occur immediately.

e A framestore (or still image) loads to either DV1 or DV2
on the first click, which then gets selected on the preview
row. Since the framestore image is a still frame of video, you
can treat it like any video source. Therefore, you may take it,
dissolve it, or use any special effect to bring it to the main
output.

e (G scroll or crawl pages do not pre-load when selected,
since they can be created and displayed immediately. In this
case, a single-click simply selects the crouton, nothing
more. Only the double-click causes an action; it displays the
page. Interrupt the playback of a scroll or crawl with a click
of the right mouse button. (Nete: If you manually play back
a Flyer clip during a live production, and you roll a scroll or
crawl page over it, you can use the right mouse button to
interrupt the graphic without halting the playback of the
video clip. You must use the Stop button to halt the video
clip.)

¢ A CG key page loads into either DV1 or DV2 on the
superimpose bus on the first click. The buffer on that bus
does not get selected, so you will not have any indication that
it is ready to display. Use the Spacebar or the Auto button to
display it next. Use Return or the Take button to switcher to
the selected preview source and place the key over it.

To remove the Key page from display, you have three
choices, depending on how you want the keyed graphic
to leave the screen:

e To take the key off the main output, select any other
source on the Superimpose bus except the buffer that
is highlighted (it contains the key graphic).

e To dissolve it off the main source, select Auto.

e To switch the preview source to main, and remove
the key in the process, select Take.
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Loading and Displaying LightWave 30 Animations

The ability to record and play back LightWave 3D
animations as Amiga-format HAMS8 animations began with
System 3.0 software. At the time this manual was written, it
was not known whether this feature would be implemented,
or how the user would operate it. See the addendum for
information.
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Superimposing Graphics over Video

Luminance keying is a video term that refers to the
processing of two video sources so that parts of one will
appear on top of the other. Keying refers to the process of
cutting out some portion of the foreground video source,
while luminance refers to the criterion for determining what
gets cut—brightness. What's left is a foreground video
image with a hole, and a background video image showing
through the hole. Therefore, luminance keying means
“cutting a hole in one image (based on how bright parts of
itare) and replacing the hole with another video signal.”
Another word for it is superimposition.

When does the Toaster use superimposition? Internally,
where you never see it, the Toaster uses the Superimpose
bus when it performs many Switcher effects. On the
Switcher, where you will see it, the Toaster uses the
Superimpose bus whenever you display CG key, scroll, and
crawl pages. In fact, one of the ways you can display these
pages is by selecting a source from the Superimpose bus.
These pages superimpose their graphics over the underlying
video signal.

Generally, superimposing requires that you “try out” the
imagery that you wish to superimpose ahead of time, so that
you know where the correct brightness cutoff point is when
you go to key the image. This cutoff is called the clip level,
and you can control 257 levels of clipping with the clip
control on the Superimpose bus.

Since luminance keying uses brightness to determine the
“hole,” changing levels in the brightness of the video source
can alter the shape of the keyhole in an unwanted fashion.
Exercise careful lighting when using the luminance keyer to
minimize this. Also, for more exacting control over the
keyhole, see the section entitled “Special” Effects Icons for
information on using the Art Card effect.

Adjusting the Clip Level (up and down arrow)

The luminance value (called clip level) determines how
much brightness is keyed by the keyer. Adjust this value by
dragging the mouse over the numeric clip level readout. The
numbers in the box will change as you raise or lower the
clip level.

The clip level control works in the following ways:

Keying White [

000: Nothing but the Overlay image

(o turns keying off)
001-256: A combination of the Overlay and Main images .
257: Nothing but the Main image

Setting the clip level to 1 keys out the very lightest parts of
the Overlay image. As the number gets larger, darker and
darker portions of the Overlay image are keyed out:

Keying Black |

000: Nothing but the Overlay image
(o turns keying off)

001-256: A combination of the Overlay and Main
images

257 Nothing but the Main image

Note that there are two forms of Toaster Keying. If you key
an analog input over a digital or analog source, the key will
be very sharp and clean. If you key a digital source over a
digital or analog source, the key may have a slight edge on
the right side of the keypad image. This is the nature of the
Toaster’s keyer.

Notes and tips about luminance key effects

Certain digital effects work with the luminance keyer to “fly"
images (or text) on and offscreen. Flying the key offscreen
leaves the keyer active, with no overlay source selected, but
with the key source on the Preview bus ready to fly back .
onscreen. Select and work with various effects to learn how
to work with the keyer. For example, consider a digital
trajectory effect that flies the screen away. With the
luminance keyer active and cutting out the black
background, this same effect can fly a screen full of text over
the main video source.




Ahout Digital Etfects, the Digital Channel
and Digital Effects Editing

When passing normal video from Inputs 1-4, the Toaster is
passing an analog signal, i.e., the signal that you provide to
the Toaster comes back out unprocessed and unchanged. At
times the Toaster needs to convert that singal to a digital one
in order to carry out special effects. You can tell when a
signal has been converted to its digital counterpart—you
will see an analog input highlighted on one of the busses,
plus both DV1 and DV2 highlighted on the same bus (so that
it appears there are three buttons pressed on the same
row).

Typically, you'll notice this when you look at the Switcher
screen after engaging a digital effect. The Toaster will have
automatically engaged the digital channel to carry out the
effect.

However, depending on the sources you have selected for
Main and Preview, there may be times when the Toaster
cannot use the framebuffers to perform out a digital effect.
In these instances, the Toaster will perform a wipe that most
closely resembles the selected digital effect.

It’s important that you understand these two things about
the digital channel: that you can activate and deactivate it
manually (which is desirable for setting up certain effects to
avoid jump edits), and that you only need to do so for a few
effects in particular.

The Toaster cannot know what you intend when you are
editing, therefore when you wish to engage a digital effect,
you should set up the busses properly beforehand. When it
comes to digital effects, (those which manipulate the
position or size of the screen,) there are really only two
kinds—those which bring the preview source over the main
source (a digital-on effect), and those which remove the
main source to reveal the preview source (a digital-off
effect). We refer to them this way because it explains which
source, main or preview, needs to be digital before the effect
is triggered to avoid a stutter edit. By activating the digital
source on the appropriate bus first, the correct source is
already digital, therefore there will be no jump in the video.

This is only important in two situations—when the Main
source is digital and you wish to use a digital-on effect, and
when the Main source is not digital and you wish to use a
digital-off effect. In both instances, the main video will
undergo a 1/15th of a second switch (either going digital or
going analog) just at the moment you trigger the effect. This
can be noticeable. By setting up the bus to be digital or not
before triggering the effect, you'll avoid the jump and
perform a perfect transition. When the jump is visible, it
seems that sometimes the video appears to “stutter” at the
moment the effect is activated. A normal digital delay (1/15
of a second) is what causes the appearance of the forward
or backward time jump.

Here's an example of a digital effect on a non-digital source,
We'll use a transition to and from the same source, in case
you do not have two separate video sources to work with.
Afterward, we'll demonstrate the solution:

1 Make sure the Freeze button is not highlighted.
Have a moving video source on Input 1. A busy
street or sports footage will do.

2 Select Input 1 on both the Preview bus and the
Main bus.

3 Select one of the Cube or Sphere warp effects.
4 Press the Auto button.

You should see a momentary jitter at the moment you
trigger the Auto button. Here’s how to set up the Switcher to
avoid this jump:

Select Input 1 on the Main bus.

Select Input 1 on the Preview bus.

3 Select one of the Cube or Sphere warp effects.
4 If the Freeze button is highlighted, click it to free
it.

S On the Main bus, click on DV1 or DV2.

You have just routed the Main source through the Toaster’s
digital channel. The Main output is now a digital signal.

6 Press the Auto button to see the effect.

Watch the transition closely. The stutter will not be apparent
this time. Note that you can only have one digital source
active on any of the buses at any one time - If digjtal 4 is
selected on Preview, for example, then Main or Overlay
cannot contain another digital source.

On the next page, along with the keyboard shortcuts for the
Switcher, you’ll find some general guidelines about the
framebutffers and their operation with regard to digital-on
and digitial-off effects.
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Digital-On Effects

(Preview source replaces Main source)
Analog over analog

Analog over live digital video

Analog over frozen digital video

Live digital video over analog

Frozen digital video over analog

Frozen digital video over frozen digital video

Digital-0ff Effects

(Main source replaces Preview source)
Analog over analog

Analog over live digital video

Analog over frozen digital video

Live digital video over analog

Frozen digital video over analog

Frozen digital video over frozen digital video

0K

Jump cut results.

Altered effect results in wipe.
OK.

OK.

OK.

Jump cut results. Uses live digital video over analog.
Jump cut results. Uses live digital video over analog,
Altered effect results in wipe.

OkK.

0K

OK.
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Keyhoard Commanis

Fl Input 1 on the Main Bus.

F2 Input 2 on the Main Bus.

F3 Input 3 on the Main Bus.

F4 Input 4 on the Main Bus.

F5 DVI1 on the Main Bus.

F6 DV2 on the Main Bus.

F7 BKG on the Main Bus.

1 Input 1 on the Preview Bus.

2 Input 2 on the Preview Bus.

3 Input 3 on the Preview Bus.

4 Input 4 on the Preview Bus.

5 DV1 on the Preview Bus.

0 DV2 on the Preview Bus.

7 BKG on the Preview Bus.

q Input 1 on the Superimpose bus.
W . Input 2 on the Superimpose bus.
e Input 3 on the Superimpose bus.
r Input 4 on the Superimpose bus.
t DV1 on the Superimpose bus.

y DV2 on the Superimpose bus.

u BKG on the Superimpose bus.
Esc Jump back to previous view

Tab Play project sequence from beginning
Del Stop project sequence playback

(left single quote) Open New Clip panel

F8 Cycle Views: Project
Project/Files
Files/Files
Project/Switcher
9 Controls (project window)
Info (files window)
F10 Setup Panel

Arrow keys  Navigate among croutons
Enter Select current crouton
Return Take

Spacebar  Auto

(comma) S (Slow)

(period) M (Medium)

(fwd slash)  F (Fast)

0 Luminance keyer off

[ Key on black

] Key on white .
f Freeze (turn on frozen video)

| Live (turn on live video)

Alt+d Field Motion Removal

Alt+f Frame Motion Removal

Help Display help & toggle 2/3 monitor setup

left-A + m  Jump to Amiga operating system
(Workbench); the same key
combination will return to the Toaster
Switcher.

Crl+L Alt+F10  Exit Video Toaster (immediately)

Numeric Keypad Commands

The numeric keypad allows you to select croutons in the
current project window by row and column numbers. As
you press the number keys, you'll see the current crouton
number (shown in the upper left hand corner of the screen)
change to reflect this.

For example, to select the 5th crouton on row 235, press

the following numeric keys: 2, 3, 5, the numeric period key,

then 5. The period key acts as a separator betwen the rwo

and column numbers, since you will have any number of .
rows, while there are always just 8 columns across. (The

period is optional, but a useful way to separate the two.
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Notes
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Sequencer/Switcher Index

Animated Matte Effects control panel 25 Project/Files view 3,4
Animation playback, LW3D 34 Project/Project view 3,7
Audio Clip control panel (Fine Tune) 19 Project/Switcher view 2
Audio Clip control panel (Quick Tune) 18 Record Raw Footage 14
Auto button 32 Running an effect 32
Button bar 8 Save button 8
CG Crawl page control panel 23 Scroll Page control panel 22
CG Framestore page control panel 20 Select All button 8
CG Key page control panel 21 Selecting an effect 32
CG pages and Switcher 33 Smooth Fade control panel 24
CG Scrol Page control panel 22 Still Image control panel 20
ChromaFX crouton control panel 26 Stop button 8
Control Crouton control panel 27 Superimpose bus 31
Control Panel reference 13 Superimposing Graphics 34
Controls button 8 Switcher terminology 31
Crawl Page control panel 23 Switcher window 11,30
Delete button 8 T-bar 32
Digital channel, the 35 Take button 32
Digital Effects, how they work 35 Triggering an effect 32
Digital-off effects chart 36 Video Clip control panel (Fine Tune) 17
Digital-on effects chart 36 Video Clip control panel (Quick Tune) 16
Displaying CG pages 33 Views pop-up 8
Duplicate button 8 36
Effect control panel: ChromaFX 26
Effect control panel: Control Croutons 27
Effect control panel: Overlay effects 28
Effect control panels: Animated Matte Effects 25
Effect control panels: Smooth Fade 24
Engaging an effect 32
Files window 10
Files/Flles view 3,5
Framestore control panel 20
Freeze button 33
Freeze/Live button 33
Graphic overlay control panel 21
How Digital Effects work 35
Incomplete Effect Indicator 32
Key page control panel 21
Keyboard Shortcuts 36
Keypad Shortcuts
LightWave 3D animations 34
Live button 33
Loading and Displaying CG pages 33
Luminance Keyer (see Superimposing Graphics)
Main bus 31
Mark Clips 15
New Clip control panel 14-15
Numeric Keypad Shortcuts 36
Overlay Effects control panel 28
Play button 8
Play From button 8
Preview bus 3]
Programs pop-up 8

Sequencer/Switcher Project Only view 3,6
Project window 9
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How ChromaFX Works -
Luminance Mapping

All ChromaFX effects have one thing in common: they
apply new colors to the incoming video image based on
brightness levels. This process, called luminance
mapping, is the fundamental concept upon which
ChromaFX is built.

A composite color video signal contains two important
parts: the luminance signal, which contains all
brightness information within the picture, and the
chrominance signal, which contains all color
information within the picture.

The luminance portion of the signal is what you would
see on a black-and-white video monitor, or on a color
TV with the color turned all the way down. ChromaFX
divides this luminance information into 96 levels and lets
you modify the color on any level. You have the choice of
leaving the chrominance portion of the video signal in
place or removing it before you apply the effect.

Here's a simple example. Suppose you had a camera
aimed at a card with three bars across it: black, gray,
and white. There are three different luminance levels for
this card. Using the editing tools within ChromaFX, you
create a luminance map where the brightest part of the
image is left normal, the mid-brights are colored red,
and the darkest parts are colored blue. Applied to the
video image, this filter would turn black to blue, gray to
red, and leave white alone. The resulting picture would
be red, white, and blue, instead of gray, white, and
black.

The following diagram shows where the different parts of
a particular picture will fall on the ChromaFX Color

Strip. The Editor is “read” from left to right, with the
darkest values falling on the left and brightest values
falling on the right.

e The brightest parts of this image are the sun and
certain portions of the sunset. Therefore, the portion
of the Color Strip that will affect these bright areas is
the far right end (that represents the brightest parts
of the scene). Colors mapped into this portion of the
strip would affect the sun and sunset regions of the
picture.

e The darkest parts of the image are the shadow areas.
Therefore, the portion of the Color Strip that will
affect shadow areas is the far left end (that represents
the darkest parts of the scene). Colors mapped into
this portion of the strip would affect the dark and
shadowy parts of the picture.

¢ Al other brightness values fall between the brightest
and the darkest values. Depending where you insert
color(s), they will be mapped into their
corresponding zones of brightness.

To change a particular part of the picture, you must
change the corresponding part of the Color Strip. If you
want to make the sun green and not affect the rest of the
picture, then you must put green on the far right end of
the map and leave the rest of the map unaffected.
Similarly, if you wanted to make the darker parts of the
picture brighter, you could replace the left end of the
map with a dark gray instead of black.

The darker portions of any image are color mapped with the colors that you insert into the left side of the Color Strip.

The lighter portions are mapped using colors from the right end of the Color Strip.
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ChromaFX Terminology

Effects Selection

The Effects Selection control panel lets you select
different effects to render and apply to the video signal.
You can also name, rename, and save effects croutons.

Color Strip

The Color Strip is the long, thin horizontal bar that
stretches across the Color Strip control panel. Here, you
edit color spreads from left to right, which creates a
palette. Edit the top and bottom palettes, then selecta
type of blend between the two lines, and you create full-
screen filters that can be applied to the video signal.

Color Table

The Color Table control panel is used to create a blend
between the top and bottom lines of the screen. Modify
the top and bottom lines using the Color Strip (above),
then use the Color Table to create a smoothly blended
filter between the two lines. This filter is then applied to
the video signal.

Luminance, Brightness

These terms refer to the black-and-white portion of the
video signal. On your television, if you turn the color all
the way down, you are looking at the luminance portion
of the signal.

Chrominance, Chroma
These terms refer to the color portion of the video
signal.

Toaster Terminology

Click

Click means to press and then quickly release the left
mouse button. Buttons and icons may change shape or
color when clicked on in this manner. The word select
may also be used for click (as in, “select the Load Frame
button,” which means for you to click it).

Double-click

Double-click means to press then quickly release the left
mouse button twice. In the Video Toaster, you double-
click some buttons to activate their functions (as in,
double-click the Load Frame button to load a still
frame).

Shift-click
Shift-click means to hold the Shift key on the keyboard,
then quickly press and release the left mouse buiton.

Drag (also Dragging)
Dragging is holding down the left mouse button and

moving the mouse.

Return and Enter

These two keys are used for two distinct functions in the
Video Toaster. Be aware that they will not perform the
same actions. Generally, you use Return after typing text in
order to restore the mouse pointer, while you use e to
activate a function (as in, saving a frame).

Select
A single click on an on-screen button. This will highlight
it, thus selecting it.

ChromatX




Getting Around the Screen
ChromaFX

The ChromaFX screen consists of three main control panels and several smaller multi-button panels. .
Effects Selection The Color Strip Control  The Filter Control Panel  The Chroma Control

Use this panel to load, Panel Panel

name, rename, and save Use this panel to edit either  Use these buttons to select Use these buttons to select

effects (as part of the built-  the top or bottom line of the manner in which the between leaving or

in 100 effects, or as the Color Table. Chroma¥X effect is applied  removing the color from

standalone groutons).

to the video signal. the original video signal.

The Color Table The T-Bar The ClapBoard The Color Cycling

Control Panel Use this button to (a) Use this button to Contro] Panel

Use the Color Table to render an effect to a frame  render an effect to a Use these buttons to select

create blends from the top  buffer, and (b) applya frame buffer. the type of color cycling to

line to the bottom line. rendered effect to the apply to the video signal.
video signal. Video Source Buttons

Use these buttons to see
how the rendered effect
looks on any of the four
video sources.

Chroma¥FX

Getting Around
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Reference Section

' Entering and Exiting ChromaFX
To enter ChromaFX: Use the Programs pop-up menu from an editor screen and select ChromaFX.
To exit ChromaFX: select the Exit button in the upper right hand corner.

To quit ChromaFX: go to the editor screen, hold the Shift key, and select ChromaFX from the Programs pop-up menu.

Selecting, Loading and Saving Effects

This portion of the ChromaFX screen allows you to select ChromaFX filters for loading, editing, and saving. To maintain
compatibility with earlier versions of ChromaFX, ChromaFX has two ways of loading and saving effects. To load and edit
one of the 100 built-in effects, use the numeric selector (below, left). The current effect’s settings will appear on screen.
To save any changes made to that effect, simply exit ChromaFX and the current numbered filter will be updated with your
modifications (if any). These procedures are consistent with the methods used in earlier versions of the software.

With System 4.0, you can now save any effect by itself as a drag-and-drop crouton (you are no longer limited to the four
preset effects). This means that you can save any number of ChromaFX for use in editing. Also, you can load and modify
these croutons any time you wish, since each crouton contains all the information it needs to be edited.

For clarity and organization, we recommend that you load and save croutons individually for all your color processing

effects.

Selecting a built-in ChromaFX Filter

This display shows you the number and name of one of
the built-in 100 filter effects. To select a filter, either
click and drag the pointer over the numeric portion of
the window, or enter the two-digit number of the effect
you want from the numeric keypad. The effect is
automatically loaded into ChromaFX for editing,

Renaming a ChromaFX Filter

To change name of an effect, click inside the text portion
of this window, then use the Delete or Backspace keys to
erase the old name. Type in the new name and press
return. Names are limited to 12 characters.

Restore Original

This button will restore the original ChromaFX effect
settings to the current effect whose name is shown
above. This is a fail-safe option that allows you to restore

the original ChromaFX effect in case you have modified it
unexpectedly and you wish to return to its original state.

Selecting a ChromaFX crouton filter (Load Effect)
To load an effect that you have made (and saved as a
crouton, separate from the built-in file of 100 premade
effects), use Load Effect. ChromaFX will present you with
a file requester so that you may locate and load the
crouton effect.

There are two ways to save ChromaFX. The first method

occurs automatically. Whenever you exit ChromaFX, any
changes that you made to any of the 100 built-in effects

will be saved upon exiting ChromaFX.

The second method allows you to save a filter as a
crouton (just like any effect crouton). To do so, select
Save Crouton. ChromaFX will present you with a file
requester so that you may choose the location and name
for this crouton. (Note: these crouton images can be
loaded into ToasterPaint. While you cannot modify them
in Toasterpaint and still use them as ChromaFX filters, it
does allow you to make exciting gradient blends in
ChromaFX for use as textures or background images.)

ChromaFX

Enter, Exit, Select Effects
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ChromaFX

The Color Strip
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Editing the Color Strip

This portion of the ChromaFX screen contains controls for editing either the top or bottom line of the full screen palette
that is used to create a color filter. The controls on this panel make changes to the Color Strip (the horizontal line).

Soft Transitions button

This button causes the transitions between one
luminance band and the next to be blended smoothly.

Important: This button has no effect when the
Posterization slider is in its lefi-most position.

-]

Sharp Transitions button

This button makes the transitions between one
luminance band and the next to be sharp. Each
luminance band is distinct.

Important: This button has no effect when the
Posterization slider is in its left-most position.

Posterization Slider

This slider controls the amount of posterization
(quantizing) that appears in the Color Strip. From left to
right, luminance resolution ranges from 96 divisions to
just two, As the slider reaches maximum, colors in the
picture break up into bands as they are reduced. The
image takes on a more blocky, pixelized appearance.

Color Strip

The Color Strip is the central workplace of ChromaFX. It
displays the luminance map of the current line (either
the top or bottom) from the Color Table, which
represents the full screen filter.

The Color Strip’s display is shown on the Toaster’s
Preview output only. On the Interface monitor the display
is black-and-white.

At either end of the Color Strip is a box representing the
brightest or darkest past of the map. Above the Color
Strip is an indicator that marks the location of the color
being edited.

Darkest Box
The Darkest Box is at the far left end of the color strip. It
displays the color that will be added to the darkest parts
of the picture.

In a map of normal, unaffected video this box will .
contain black. Click the pointer inside this box to move

the current color indicator to the left end of the Color

Strip. (The Darkest Box acts as a shortcut button to get

to the end of the Color Strip).

Note: The name of the Darkest Box has nothing to do
with any color it might contain. It refers to the
darkest parts of the video image to which color is
applied.

Lightest Box

The Lightest Box is at the far right end of the color strip.
It displays the color that will be added to the very lightest
parts of the picture.

In a map of normal, unaffected video this box will
contain white. Click the pointer inside this box to move
the current color indicator to the right end of the Color
Strip. (The Lightest Box acts as a shortcut button to get to
the end of the Color Strip).

Note: The name of the Lightest Box has nothing to do
with any color it might contain. It refers to the Lightest
parts of the video image to which color is applied. '
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Current Color Indicator

The Current Color indicator serves two purposes:

+ [tindicates the position of the current color being
edited.

It marks one end of the range that will be affected
when you use the Horizontal Spread, Horizontal
Spectrum, Random Color or Snow button. The other -
end is set by the next point you click on in the Color
Strip.

To select a color or a location on the Color Strip, click
anywhere on it (or drag the mouse along it). The
indicator will jump to the point where you stop, and the
Current Color window will change to display the color at
that position.

To move the current color indicator to either end of the
map, click in the Lightest or Darkest Box. The marker
will jump to that end of the Color Strip, and the Current
Color box will be updated.

Normal Yideo

Click this button to replace the contents of the Color
Strip with a normal video luminance map—a smooth
spread from black to white. A Color Strip containing this
luminance map will leave the image unaffected.

Negative Video

Click this button to replace the contents of the Color
Strip with a negative video luminance map—a smooth
spread from white to black. A Color Strip containing this
luminance map will produce a negative image (normal
black and white will be inverted).

Horizontal Spread
Use Horizontal Spread to create a smooth color spread
between any two points on the Color Strip.

To create a horizontal spread, click on a color or
position in the Color Strip. Select the Horizontal Spread
button. Now click (or drag) the pointer elsewhere on the
Color Strip. A smooth spread of color will be created.

Horizontal Spectrum
Use Horizontal Spectrum to make smooth, shifting color
spreads on the Color Strip.

The Horizontal Spectrum tool cycles through all of the
available hue values between the two colors at the ends
of the range. If the colors at the ends of the range have
the same Saturation (S) and Intensity (1), the S and [
values of the entire spectrum will remain constant.
Placing the same color at both ends of the range will
allow the Horizontal Spectrum tool to cycle through all
hue values and produce a spectrum with the most
colors.

To create a horizontal spectrum spread, click on a color
or position in the Color Strip. Select Horizontal
Spectrum. Then click (or drag) the pointer elsewhere on
the Color Strip. A spread of shifting colors that cycles
through the spectrum will be created.

As an example, if the Current Color window contains
yellow, and you click on blue in the Color Strip, then the
colors on the Color Strip between yellow and blue will be
replaced with all the colors of the rainbow that fall
between yellow and blue.

IR R

Random Color

Random Color inserts random bars of color into the
range you indicate. Random Color is not affected by the
colors at either end of the range (like the Horizontal
Spread and Spectrum tools), it will insert random colors
into both the endpoint locations and the range in
between.

To create 2 Random Color range, click on a color or
position in the Color Strip. Select Random Color. Then
click (or drag) the pointer elsewhere on the Color Strip.
A range of colors will be created.

|

Snow

This inserts narrow, alternating bars of black and white
noise from the Edit Marker’s current location to where
you next click on the Color Strip. Like the Random Color
tool, the Snow tool is unaffected by the color at either
end of the desired range. It always inserts snow into the
map.

ChromaFX
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The Copy Button
Use the Copy button to copy a color from one location
on the Color Strip to another location.

In the Color Strip click on the color you want to copy (or
drag the pointer along the Color Strip until you locate it).
Click on the Copy button. Now click anywhere else on
the Color Strip to place a copy of the color at that
location. This ends the copy operation.

The Swap Button
Use the Swap button to cause two colors to change
places on the Color Strip.

In the Color Strip click on one of the colors you want to
swap (or drag the cursor along the Color Strip until you
locate it). Click on the Swap button. Now click on the
other color, the one you want to change places with. This
ends the swap operation,

RGB Button

Click the RGB button to use Red, Green, and Blue color
values to create color. Each value may range from 0-255.
As you slide a color slider for one of these colors to the
right, you are adding more of that color.

HSI Button
Click the HSI button to use Hue, Saturation, and lntensity
to create color. Hue steps through the colors of a color
wheel in a 360° circle, returning to the same point at the
end of the slider’s range. Saturation controls the amount
of color present. Saturation ranges from no color to full
color. Intensity is the lightness of a color. Lntensity
ranges from none (black) to full (white).

Color Sliders

Use the three color sliders to adjust the color value
displayed in the Current Color box (1o the right of the
sliders). Each slider represents the full range of color
values. Click on a slider and drag it to the left or right 10
set the amount, or click beside the slider, in its track, to
move it in 16-level increments in that direction.

Current Color Box

The Current Color box displays the color you are
currently modifying, whose position is indicated by the
Edit Marker just above the Color Strip. The Current Color
box's color display is only shown on the Toaster’s
Preview output.




Editing the Color Tahle

The Color Table is like a collection of Golor Strip lines stacked one atop another, It displays a thumbnail image of the full
screen filter that will be applied to the video image. In the Golor Strip editor at the top of the screen, you edited
horizontal lines representing luminance. The edited line was either the top or the bottom line from this display.

The controls here allow you to select either the top or the bottom line for Color Strip editing, change the vertical
transition between the two lines, or swap the two lines. The buttons to the left of the Color Table display allow you to
change way that color is mapped between the top and bottom lines. The buttons to the right select the Color Strip line for

editing, and switch the position of the two lines.

Its color display is only shown on the Toaster’s Preview output. On the Interface monitor the display is black-and-white.

Vertical Spread

Select Vertical Spread to create a smooth spread of color
directly from the top line of the Color Table to the bottom
line.

Vertical Spectrum

Select Vertical Spectrum to create a shifting spectrum of
color from the top line of the Color Table to the bottom
line. It cycles through all of the hues available between
the two lines to create this spectrum.

Note: ChromaFX must consider all possible
variations necessary in order to cycle colors and
make the top and bottom lines match. You may not
get exactly the spread you are looking for, and may
have to experiment to achieve the results you want.

Shift Left

Shift Left takes the entire top line and duplicates it down
the screen, at the same time shifting its position to the
left with each step. This is useful for creating transition
effects where you want the colors in the image to cycle.

Note: When this button is depressed, the bottom line
of the Color Table is not used in the resulting filter,
only the top line. Also, the Exchange Lines button and
Bottom Line button are unavailable.

Shift Right
Shift Right takes the entire top line and duplicates it
down the screen, at the same time shifting its position to
the left with each step. This is useful for creating
transition effects where you want the colors in the image
to cycle.

Note: When this button is depressed, the bottom line
of the Color Table is not used in the resulting filter,
only the top line. Also, the Exchange Lines button and
Bottom Line button are unavailable.

Rotate Left

This tool takes the entire top line and replicates it
downward while rotating its position to the left. At the
same time it inverts the colors.

The Rotate tools create a much more radical shifting of
the colors than the Shift tools. These are useful for
creating Transition effects where you want the entire
image to appear to have undergone a nuclear explosion
(the Nuke effect).

Note: When this button is depressed, the bottom line
of the Color Table is not used in the resulting filter,
only the top line. Also, the Exchange Lines button and
Bottom Line button are unavailable.

ChromaFX

The Color Table




Rotate Right
Rotate Right takes the entire top line and replicates it
downward while rotating its position to the right. At the
same time it inverts the colors.

Note: When this button is depressed, the bottom line
of the Color Table is not used in the resulting filter.
Also, the Exchange Lines button and Bottom Line
button are unavailable.

Rotate creates 2 much more radical shift of the colors
than Shift. They are useful for creating Transition effects
where you want the entire image to appear to have
undergone a nuclear explosion (like the Nuke effect).

ChromaFX

The Color Table {cont.)

10

Vertical Posterize

Selecting this button adds posterization to the Color
Table. Using the Posterization Slider (located just above
the Color Strip strip), you can adjust the amount of
posterization. At the left-most position, there is no
posterization. At the right-most position, there is full
posterization. Colors in the map break up into bands as

the slider reaches the maximum amount of posterization.

This slider affects luminance resolution. Instead of the
normal 96 divisions, posterization reduces the
luminance resolution anywhere from 96 divisions to just
two. When this happens, colors in the picture are
reduced, and the image takes on a blocky, pixelized
appearance.

Note: When this button is depressed, the bottom line
of the Color Table is not used in the resulting filter,
only the top line. Also, the Exchange Lines button and
Bottom Line button are unavailable.

-] | The Top Line button

f“l The Swap Lines button

The Bottom Line button

2 ’ ‘

Top Line button
To edit the top line of the Color Table inside the Color
Strip, select the Top Line button.

Swap Lines button
To edit the bottom line of the Color Table inside the
Color Strip, click on the Bottom Line button.

Note: When the vertical control buttons (Shift or
Rotate) are used, the Swap Lines button is not
available, since only the top line of the Color Table is
in use.

Bottom Line button

To switch the positions of the top and bottom lines,
select the Swap Lines button. The two lines will change
positions on the Color Table display.

Note: When the vertical control buttons (Shift or
Rotate) are used, the Bottom Line button is not
available, since only the top line of the Color Table is
in use.




Chroma Control - Color or Black-and-White?

The Chroma Control Panel governs whether the incoming video signal is processed as a signal that originated as a black-
and-white image or a color image. When you select black-and-white, the ChromaFX color filter replaces the original
colors. When you select color, the ChromaFX color filter is added to the existing colors.

The Black-and-White button

Click the left button to remove all color from the original
video footage and provide your own color

effects. This is useful for making more vibrant and
radical effects.

The Color Button

Click the right button to add your color effects to the
existing colors in the original video footage, in effect
biending the two color schemes together. This is useful
for applying a subtle tint or filter to the image.

Filter Positioning Controls

Use the Filter control panel to determine the manner in which the Color Table is applied to the video signal, either gradually
(line-by-line, based on the position of the T-Bar) or as a full screen filter.

[y

Transition

The Transition mode allows you to a exercise manual
positioning control over the full screen filter effect by
dragging the pointer over the T-Bar. As you drag the T-bar
down, successively lower lines of the Color Table are
applied to the image until the T-bar reaches the bottom.

Filter

Filter mode applies the entire color palette to the
incoming video signal in a direct 1:1 relationship. Think of
the entire Color Table as a filter that you hold in place

over the screen. To achieve the best filter effects, the
Chroma Control panel should be set to Color.

ChromaFX

Chroma & Filter Controls
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Color Cycle off Color Cycle Down

Color Cycling Control

Color Cycle Up Bounce Color Cycle

Click the Color Cycle control to apply successive lines of the Color Table to the video signal automatically. Once activated,
the color filter cycles at the selected speed (slow, medium, fast) in the direction chosen (top to bottom repeat, bottom to

top repeat, or rebounding between top and bottom).

Cycle Direction

To select the cycle direction, click on this button until it
shows the cycle mode you desire. There are four
settings: No cycling, Down, Up, and Bounce.

Downward Cycling

Down applies the top line of the Color Table to the
incoming video image and continues downward with
successively lower palette lines. When it reaches the
bottom palette line, it starts over at the top.

Upward Cycling
Up applies the bottom palette line of the Color Table to
the incoming video image and continues upward with

successively higher palette lines. When it reaches the top
palette line, it starts over again at the bottom.

Bounce

Bounce Cycling applies the top palette [ine of the Color
Table to the incoming video image and continues with
successive palette lines. When it reaches the bottom
palette line, it reverses the process, and so on.

S, M, and F
Use the Slow, Medium, and Fast buttons to control the
speed of Color Cycling,

ChromaFX

Color Cycling Controls

12




Rendering and Positioning Effects
Once you are satisfied with the appearance of the Color Table and are ready to view the effect, you must render it to one

of the framebuffers and apply it to the video image. Depending on the kind of filter showing in the Color Table, the Color
Table may not display an accurate representation of the effect itself. Use the T-bar or Clapboard controls to render effects
from filters so that you can preview their appearance.

T-bar
The T-bar on the ChromaFX editing menu performs two
functions:

1f the effect has not been rendered: Click on it to
render the effect to a framebuffer.

If the effect has been rendered: Drag it downward to
manually apply the effect to video.

The T-bar operates in exactly the same manner from the
Switcher window.

Clapboard

The Clapboard button performs two functions:

If the effect has not been rendered: Click on it to
render the effect to a framebuffer.

If the effect has been rendered: Click on it to trigger
an auto transition.

Program Sources (1-4)

There are two methods for “testing” effects on the four

incoming video sources:

e Function keys (F1, F2, F3, F4) correspond to the four

external video inputs. Press a key to select a source.

* Click on any of the four program source buttons with
the mouse.

ChromaFX

Rendering & Positioning
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Keyboard Shortcuts

F1 Select Main Input 1

F2 Select Main Input 2

F3 Select Main Input 3 ESC Return to editor .
F4 Select Main Input 4 F10 Return to editor
Effects List

00 (blank) 25 Crazy Nuke 50  Color Bands 75  FleshSpread1
01 Solar Filier 26 Fadeto Neg 51 ColorShade 76 Warm

02 Sunset Filter 27 Fade->PostNeg 52 RainboStripe 77 Cool

03 Ocean Filter 28  Chrome 53 RainboBands 78 Brown

04 Hue Filter 29 Gold 54 Soft Rainbow 79 CoolDark

05  Hue Bands 30 Red Chrome 55 Fog 80 WarmDark
06 Mars Filter 31 Yellow Light 56 OldMovie 81  BrnCyan-3col
07 SepiaTone 32 RedMids 57 B&WPoster 82 DarkWood
08 Contrast 33 BlueDarks 58  BlueMetal 83 BlueVelSpred
09 Brightness 34  MidRangeTint 59 Daylight 84  OrangeWhite
10 Gamma 35  MidRangefilt 60 Tungsten 85  WarmSunset
11 Line Art 36 Red-Grn-Blu 61 Flourescent 86 M agentaBands
12 Charcoal 37 Poster-Solar 62 Red 87  Maroon-3col
13 Pastel 38 Poster Cycle 63 RedCyanField 88 MaroonLavSpd
14  Light Poster 39 Snow Mids 64 Purple 89 Tobacco

15 Posterize 40 Snow Lights 65 PurpleWhtPoster 90 BlueRedSpred
16 Heavy Poster 41 Snow Darks 66 Yellow 91  BluePrint

17  PosterBrite 42 Snow Cycle 67 Moonlight 92 USA-3color

18 B&W Poster 43 Snow Bands 68 WarmGraySprd 93 Bronze

19 Red Poster 44  Green Neon 69 Chartreuse 94  PearlyGates

20 Fire 45 Neon Cycle 70 CoolGraySprd 95 BluePoster

21 Solarize 46 Stripe Cycle 71 CoolSpread 96 PastelSpread
22 Cycle Solar 47 Stripe Filter 72 BlueGreen 97  BritePoster3
23 Nuke 48  Band Filter 73 Flesh-3col-1 08 RedDraw

24 Nuke Solar 49 Zebra Stripe 74  FleshPoster] 99 Pinky

ChromaFX

List of Effects
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Black-and-White button 11
Bottom Line button 10
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ToasterPaint
24-hit Paint Program

Welcome to ToasterPaint.

ToasterPaint is a full-fledged 24-bit NTSC paint program for creating television graphics. ToasterPaint is completely mouse-
driven, with special keyboard shortcuts built-in to make maneuvering faster.

With ToasterPaint you can load graphics in the Amiga IFF format (from 2 bits to 24 bits deep), the Toaster's Framestore
format, plus the Flyer still frame and clip formats. You can capture and import freeze frames of video, even rotoscope across
the frames of a Flyer clip. Use PostScript fonts the same way as ToasterCG and LightWave Modeler do.

A variety of drawing modes, an air brush, redefinable Undo/Redo, variable transparency, and antialiased texture mapping
tools place ToasterPaint in the front line of flexible, powerful video graphics software.

Introduction
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ToasterPaint Screen Gontrols

An important element in ToasterPaint’s main screen is the toolbar. The toolbar is present on evety control panel, and it
provides you with access to all of ToasterPaint’s control panels. .

There are a number of control panels in ToasterPaint. The most commonly used are listed on the toolbar (Disk, Tools, Color,
Text, Options, and Process). A seventh, Transparency/Warping, is available via the Tools menu, since you will likely use its
effects with the various drawing modes and tools found on the Tools menu.

The remaining control panels are support panels that appear when necessary, such as the file requester, a navigation tool
which ToasterPaint displays when you need to load or save files.

Go to Goto Goto Magnify View, GotoScreenl  Return to
Disk Menu, Color Menu, Options Menu, page 7 or Screen 2, Switcher,
page 11 page 27 page 33 ) page 8 page 8
1 1 I i 1 1
i : l : ; :
_I_h _I_ | y A y A y A
B Toolbar (oo [reulcow [ren Jomen: [promee o]l snselrone 1 [ HE K emmenr]
Hide Toolbar,  Goto Go to Go to Undo last Render
page 7 Tools Menu, Text Menu, Process Menu, action, Redo screen to
page 15 page 31 page 37 last action, framebuffer,
page 7-8 page 8

The Main
screen
(Tools

M Drawing Jolor Solid Fill tool, | @M Air Brush Flood Fill ‘ Full Image
en" Tools (7), Strip, page 16 tool, tool, tool,

page 15 page 16 page 17

E Brush Tip ush Tip [*F [Scissors Drawing

! Shapes (6), Size, (cut brush),

E page 17 page 17 page 17 age 3 3 page 19

Il : 1

i : 2 ; o 2

Y EENEEEN § | A B ;
I

olelml—[ t[ [/ fRM =g |ransowar) o] ¢

O} Disk | Tools [ Color] Text | Options | Process | Qi undo| Reaollf 1 2 I & il

ToasterPaint The Tools menu. Notice that the toolbar (shown at top of page) appears at the bottom of the screen, right below the

current control panel. It appears here for every control panel.
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ToasterPaint Basics

Entering, Exiting, Mouse Operations, and Screen Flashes

Following are some basic concepts you should know when using ToasterPaint.

Entering and Exiting ToasterPaint

To enter ToasterPaint
Use the Program pop-up menu from any Editor screen and
select ToasterPaint.

To exit ToasterPaint
Select the Switcher button at the right end of the toolbar.

To quit ToasterPaint
Go to any editor screen and select the Quit ToasterPaint
option from the pop-up Programs menu.

Mouse Functians

Left Mouse Button

In ToasterPaint, the left mouse button has two functions:
¢ To select buttons or commands.

e To draw or paint on screen,

¢ (If you use an Amiga 2000/3000, you have a third
function: to move the screen view when you hold the Shift
key down. See Auto-Scroll, below.)

Right Mouse Button

In ToasterPaint, the right mouse button has two primary
functions:

¢ To cancel the operation in progress. (Note: If the pointer
is a “wait” cloud without Zzz's, the operation cannot be
cancelled with the right mouse button.)

¢ To redisplay the tool panel.

Program Response

Screen Flash (Amiga 2000/3000)

If, when you attempt a drawing or painting operation in
ToasterPaint, the screen flashes once in response,
ToasterPaint does not have enough RAM available at this
time to carry out the operation. Check to see if other
applications are active (such as ToasterCG or LightWave
3D), and quit them to free up more memory. Then try

again,

If you have a spare screen or an alpha channel screen that is
active (i.e., if you have used either the spare screen or alpha
screen at any time during this session, then they are active),
you should go to the Options panel and delete them. (Save
any artwork on those screens first, if you want it for later.)
Deleting them will free up more memory.

Alternately, you may need to try out the operation on smaller
areas of the screen at a time.

If you own an Amiga 2000, have one megabyte of chip ram
(the 1MB Agnus chip), and you use ToasterPaint a great
deal, we recommend that you consider adding the third-
party product called the MegaChip to your system. See the
Appendix for how to contact DKB, makers of this product.

ToasterPaint
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ToasterPaint Basics

Terminology and Screen Display

ToasterPaint Terminology

Brush, Custom Brush

Any time you use the scissors tool and cut out a copy of a
portion of the screen image, you have cut out a custom
brush (usually referred to as just a brush).

Undo, Redo

After you draw an element on a ToasterPaint image, you can
undo it to return to the look of the screen prior to the last
action. This is a common software feature.

An uncommon feature is ToasterPaint's Redo, which allows
you to then select a new color, or a2 new drawing mode,
followed by Redo. ToasterPaint will then redraw that portion
of the screen using the new color or style. It's a powerful
feature you'll find yourself using a lot as you massage
graphics into shape.

Transparency

ToasterPaint allows you to draw elements with variable
levels of transparency. When you draw a rectangle over
someone’s face, for example, the rectangle completely
covers the face beneath. With 50% transparency, the
rectangle appears blended with the face so that you can see
through it. You can control various aspects of the blend as
well. (See the Transparency and Warping panel for details.)

Texture Mapping

ToasterPaint can draw and redraw new elements in any size,
maintaining the sharp, clean look of the original element.
You can even draw with different tools to create perspective
looks. Texture Mapping requires that you cut out a brush
before you can map. (See the Transparency and Warping
parel for details.)

RubThru

RubThru enables you to composite graphics from any two

images to create a seamless blend of the two. You can even
blend another and another to create many-layered graphic
images. (See the Toolbox for details on drawing modes.)

Screen Display

RGB Display
ToasterPaint’s screen display varies depending on the Amiga
in which the Toaster is installed.

Amiga 4000

ToasterPaint works in a 256,000-color full-screen display
(commonly called HAM 8). The display quality is so good, in
fact, that you may find yourself using the render command
very little.

Amiga 2000/3000

ToasterPaint works in a 4096-color quarter-screen display
(commonly called HAM or HAM 6). This is due to the
amount of display memory that is available to these
machines, and to the nature of their design. It is not
something that you can alter by adding more memory or
more storage. (Note: Although some noticeable gain in
speed is apparent by the addition of the MegaChip to an
Amiga 2000, it does not change the fundamental nature of
the Amiga’s 4096-color display.)

Why is it that ToasterPaint can handle 24-bit images but
cannot display them as 24-bit images? Primarily because the
Amiga computer was not designed for this kind of display.
However, since it is a computer, it can certainly work with
24-bit information. Therefore, when you paint, you'll see the
best possible display that the Amiga can show you. When you
render the image, you'll see the best possible image that the
Toaster can show you. Once you've tried it, you'll find it easy
to get reliable results.




ToasterPaint Basics

Screen Display and AutoScroll

Screen Display on Different Amigas

Amiga 4000

The ToasterPaint screen displays the entire video image.
However, due to a limitation of the Amiga’s native display, a
16-pixel strip of pixels down the side of the image is not
accessible. You can shift the screen to get access to this area
(using the lefi and right arrow keys). Also, all drawing
operations that overlap this strip (even when it is not
visible) will work on it.

Amiga 2000/3000
The ToasterPaint screen can show one of two displays: the
171 screen or 1/4 screen display (these are approximate).

The 1/1 (or nearly full-screen) display shows you most of
the full screen image. In the this display, certain tools are
not available due to the amount of memory available (it is
not possible to maintain the display and allow certain tools
to function at the same time). These tools will either dim, or
disappear from the toolbar when in the 1/1 display.

The 1/4 screen display shows about 25% of the screen. It's
like looking out a small window while someone holds a
large painting in front of it. You cannot see the entire
painting in the window at once, but the other person can
shift the painting up and down and left and right so that you
can see any one part of it. ToasterPaint acts as the other
person, and it can move the painting around so that you can
view any portion of it on screen. We call this ability to shift
the view guito-scroll,

Auto-Scroll (Amiga 2000/3000)

Auto-scroll is automatic. As you move the pointer near one
edge of the screen, the image will shift to move with the
pointer. If there is more of the image offscreen in that
direction, pushing the pointer against the edge of the screen
will reveal it. When you reach the true edge of the image
iiself, scrolling will stop.

You can also use the four arrow keys to shift the screen
image. The arrow keys cause the canvas to move slowly in
the selected direction. Hold the Shift key when you press the
arrow keys to move the screen in steps of 32 pixels (instead
of 1 pixel). If you need to move the canvas while you are
drawing, however, it is generally better to use Shift+left
mouse button (discussed below, in Moving the Screen).

ToasterPaint’s blank screen color is black, and so it the
outer border surrounding any image. Therefore, you may
not be able to see the screen moving unless there is
something drawn on it. If the canvas is all one color, turn on
coordinates to keep track of the cursor’s position (press the
G key). The pop-up menu that normally displays the current
drawing mode will then display the X and Y coordinates of
the pointer.

ToasterPaint tries to anticipate your drawing far enough in
advance so that you can continue to draw in the direction of
the edge of the screen, and have enough image there to see
far enough ahead. Sometimes this is not enough, so
ToasterPaint aliows you to shift the display in the middle of a
drawing operation and allow you to continue where you left
off. Read about this next, in “Moving the Screen.”

Disaliling Auto-Scrolling (Amiga 2000/3000)

Often, when you are doing a lot of detail work in a small
area, it can be advantageous to turn off auto-scrolling so that
if you move the pointer to one of the edges of the screen, the
canvas remains locked in place. Press h to lock the canvas
down. Press the Help key again to enable auto-scrolling.

Note:
Scrolling the screen with the arrow keys is not affected by
Help.
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ToasterPaint Basics

Moving the Screen View

Moving the Screen (Amiga 2000/3000)

Sometimes it is convenient to shift the 1/4 screen display so
that you can work on a different portion of the image.

To move the screen view

Hold the Shift key and drag the mouse with the left mouse
button pressed. Now move the mouse to drag the screen
around, as if it were attached to the pointer. Let go of either
the Shift key or the mouse button when you have positioned
the screen to your liking.

To move the screen view during a drawing operation
Let’s assume you are cutting out a large brush, so large that
it extends off ToasterPaint’s displayable screen area. As you
drag the scissors around the screen, you reach the point
where you need to move the screen view. Continue holding
the left mouse button and press the Shift key. Now drag the
mouse to shift the screen view. When the view is to your
liking, left go of the Shift key, and continue cutting from the
point where you stopped.

Note:

If you shift the screen view too far, the pointer may stray
Jrom the last spot where you stopped drawwing (in this
example, cutting). You can tell because you'll see the
tiny pointer move away from the point where you
stopped moving originally, even while the Shift key was
still beld down. If so, just make sure to move the pointer
back to the point where it should have been before you
let go of the Shift key. Then you'll be able to continue as
normal.

Moving the Screen (Amiga 4000)

Due to the nature of the Amiga’s operating system, a native
Amiga display as wide as 752 pixels goes beyond the
“active” area of the screen. For this reason, there is a 16-
pixel-wide strip along the side of the screen that you cannot
see. To view it, you'll need to shift the screen display
occasionally. ,

To shift the Amiga 4000’s HAM 8 display

Use the left or right arrow key. This will shift the screen
image so that you can see and work on the far edge of the
picture.

Press the arrow keys af any time, even in the middle of a
drawing or brush-cutting operation, so that your actions will
affect the entire image area.

You should also know that this portion of the screen is
always consider active. That is, if you perform a “whole
screen” operation, the unseen portion will also be painted.
If you stamp down a brush whose edges go off screen into
this area, the portion of the brush that lies on the unseen

strip will be stamped down correctly. ‘

In other words, it remains active and “paintable” for all
drawing operations.




ToasterPaint Reference

The Control Panel and its Components

ToasterPaint’s control panel consists of three sections: the toolbar, the color strip, and the current control panel. The term
“cugrent control panel” may seem somewhat vague, but there is good reason for it.

The control panel that you see on screen always consists of three elements: the toolbar, the color strip, and the current tool
panel. Rather than constantly refer to one or another of these, we refer to this displayed group as “the control panel.” Or,
more simply, we use the name of tool panel, as in “go to the Tools panel,” or “go to the Options panel.” Since the Tools panel
and the Options panel each contain a toolbar and a color strip, we need not mention that these are present. They always are.

It's pretty straightforward.

Following is a description of the elements of the toolbar.

r—r—r—f—r—r—r— | Solid I—_ |_Flood Fill_| f—

(esjolmi—T 11N/

(= JTransp/warpjl Sl 3

[O}| Disk [ Tools[Color| Text [ Options [Process || Q || undo| Redolf] 12 I & I Switcher

A sample control panel, showing the three elements that make it up: the top row of color shades is the color strip; the
Tools panel is the main section in the middle; the toolbar is the row of buttons across the bottom.

Hide Panel

To hide the current control panel, click on this box. This
leaves more screen image visible for drawing. To redisplay the
menuy, click the right mouse button.

Disk, Tools, Color, Text, Options, Process
Select any of these buttons to go to that control panel.

Magnify

Select this button to activate the magnify mode.

A new window will open on screen. The pointer will turn into
a magnifying glass. The area in the window displays a close-up
of that portion of the screen image beneath the pointer.

Move the magnifying glass over the image until you locate the
portion of the screen you wish to work on close-up. Click the
left mouse button to fix that location. ToasterPaint will zoom
in to that spot and return you to painting mode.

Note: All tools work the same whether the view is
magnified or not. While in magnify mode, you can scroll
around the image by using the arrow keys on the
keyboard.

To return to normal view
Click on the Magnify button again, or click the close box in
the upper left corner of the magnify window.

Undo

Click Undo to take back the last drawing operation. If you
draw a rectangle on screen, then decide that it was the wrong
color, select Undo to remove it and return to the screen as it
was before.

Note: You can undo only one operation, the one where
you last clicked the mouse on screen.

Tip: You can Undo the last Undo operation by selecting

Undo again. This allows you to draw something, remove it,

then replace it, remove it again, and so forth, giving you
the chance to see the image with and without the change.

Important: There are three exceptions to Undo. You
cannot Undo after a load or save operation, after changing
screens, or after creating a PostScript text brush.

ToasterPaint

Reference: Toolbar
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Redo

Redo is a powerful command that repeats the last drawing
operation, The power of the Redo command is that if you
change various aspects of the drawing settings, then select
Redo, the new drawings settings will be used.

Note: This allows you great versatility. If you paint too
much color somewhere, click Undo, change the
transparency settings to a lighter value, then select Redo,
and the original area will be repainted with a fainter,
more transparent amount of color.

Tip: If you accidentally fill an area with solid color when
you meant to cut out a brush in that shape, click Undo,
select the brush (scissors) tool, then select Redo.
ToasterPaint will cut out a brush in the exact shape of
the area you filled.

Screen Controls (1, 2)

The three screen control buttons allow you to select the
current drawing screen, screen 1 or screen 2. Click on one
or the other to jump to that screen.

ToasterPaint allows you to work with two drawing screens.
This allows you to use one as a compositing tool, alpha
channel, stencil, or scratch pad.

Screen 1 is the default starting screen for ToasterPaint, a
solid black screen that is 752 pixels wide by 480 pixels high
(the dimensions of video imagery that the Toaster
manipulates). Its button will be highlighted when you first
enter ToasterPaint.

Screen 2 is the spare, or swap screen. Normally, screen 2
acts as simply another drawing screen, the swap screen,
with all of functions of screen 1. In addition to this,
ToasterPaint allows you to select any of three other uses for
screen 2: as an alpha screen, as or as two forms of stencil
screen (positive or negative). These settings are useful for
operations that require two screens.

For more information on using these special screens, see
the Screen 2 pop-up menu on the Tools menu.

Note: When different images have been loaded into each
screen, they are perfectly registered, or aligned. When
you draw in the upper left hand corner of Screen 1 using
the RubThru mode, then the upper left hand corner of
Screen 2 will show through.

Tip: Using the Coordinates display from the Options
menu, you can locate exact screen positions from one
screen to the other, since all coordinates match on both
screens.

Render to Frame Buffer

When you wish to see the current image displayed on the

current Toaster frame buffer, select the Render button, This ‘
renders the current screen to the Main output of the

Toaster. You can select which frame buffer to display (either

DV1 or DV2) from the Options menu.

As a shortcut, you can have ToasterPaint update the
framebuffer constantly, after every drawing operation, by
pressing Help. This activates the continuous update feature.
Press Help again to turn this off.

Switcher
To return to the Project/Switcher screen, select the Switcher

button. This does not quit or shut down ToasterPaint.
Rather, it simply delivers you to the Project/Switcher display.

Important: If you have an image in either the spare or
the alpha screen, returning to the Switcher will clear this
image from the screen. Also, any brushes (current or
alternate) will also be cleared. Only the contents of
screen 1 remain unchanged. Make sure you save an
image or brush that you wish to use again before going
to the Switcher.




The Color Strip

The color strip is & convenient color selection tool that is always visible along the top of the current menu. From left to right,
here are its primary components. Each of these is discussed in detail below.

e The color palette, displaying 24 ready-to-use colors, each in its own inkwell,

e The current color box, showing the current drawing color.

e The gray scale palette, displaying 16 shades of gray, primarily for use on an alpha channel screen, but also handy for
choosing grays in normal painting,

 The color range tool, with a color box at each end and the color spread between them.

Color nkwells (24)

Grayscale Infwells (16)

The Color Inkwells

This portion of the color strip contains 24 inkwells that act
as a pre-mixed, ready-to-use colors for drawing and
painting. To draw with any of these colors, simply select it
with the pointer, then begin drawing,

You can customize the color palette to contain the colors
that you prefer to have available every time you start
ToasterPaint.

To add or change a color in the color palette

Go to the Color menu, select (or mix) the color you wish to
add, then click on the Add Color button. The pointer will
furn into an arrow with a question mark. Click the pointer
on the color well that you want changed. 1t will change to
that color. From now on, whenever you start ToasterPaint,
this color will appear here in the color palette.

Range Colors

Current Color
This large box in the middle of the color strip shows the
current color selected for drawing.

Grayscale Inkwells (Alpha Channel Colors)

This portion of the color strip contains 16 inkwells with
fixed shades of gray from solid black to pure white. Unlike
the color inkwells, these cannot be changed. You can use
these grays on any screen, but they are designed for use on
the swap screen (when the swap screen is used as an alpha
channel or as a stencil image).

Both the alpha channel screen and the stencil screen use
luminance values to create their effects. Therefore, they do
not use any color information at all. They only use the
varying brightness levels of the different shades of gray to
determine their appearance.

(The Color Strip is continues on the next page)

ToasterPaint
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Range Color Display
ToasterPaint can create color ranges between any two
selected colors. These two colors are shown at opposite
ends of the color range, which resides on the color strip
shown above.

There are three elements to the Range Color display: the
Center color (the color well on the left), the Edge color (the
color well on the right), and the color ramp (in the center).
The color ramp shows the approximate range of color that
you will draw on screen.

The color well on the left displays the center color, This is
the center color when you draw a closed shape using the
Range mode.

To insert a color into the Center box
Go to the Color menu, mix the desired color using the color
mixing controls, then select select the Center button.

The color well on the right displays the edge color. This is
the edge color when you draw a closed shape using the
Range mode.

To insert a color into the Edge box
Go to the Color menu, mix the desired color using the color
mixing controls, then select select the Edge button.

Note: You can adjust the location of the center and edge
colors from within the Transparency/Warping menu.
The type of transparency mapping chosen (spherical,
horizontal, or vertical) and the location of the hotspot
indicator can be used to position where these colors will
appear and how the color range will be used.

Tip: On the Transparency/Warp menu, the center color
is always drawn toward the hotspot indicator on the
transparency map.

Important: The transparency controls themselves (the
numeric sliders labeled Center and Edge) can also be
used in conjunction with Range mode. This allows you to
draw with both color blends and transparency at the
same time. If you do not want transparency at the same
time, make sure to set the numeric sliders to 0.




Loading, Saving, and Freezing Images—the Disk Panel

All input and output operations are controlled from the buttons found on this menu, whether you are loading an Toaster
Framestore, saving a 24-bit RGB image, selecting a Flyer clip, or importing 4 frozen image into ToasterPaint.

‘ Note that Load Clip is not included here. Since most of your work with Flyer clips will take place via image processing
routines, you will find the commands for loading and saving clips on the Process panel.

Load Commands

Load Framestore Load Brush

This command allows you to load images that have been This command allows you to load custom brushes that you
saved in the Toaster’s Framestore format. have created with any Amiga graphics program. Brushes

appear momentarily in the upper left-hand corner, then

_ become attached to your pointer. The brush can then be
used just as any other custom brush.

Load RGB Image

This command allows you to load picture files that have [—

been created with any Amiga graphics program.

Load Alpha

ToasterPaint can load any Amiga IFF image (as well as PICT This command loads an alpha image into the spare screen,

images, using the ReadPICT and WritePICT commands in screen 2. (If screen 2 is not currently set to be an alpha

the utilities drawer of the Toaster— see the documentation channel, ToasterPaint will do so, and then it will load the

in that drawer for details) except for the newer AGA format image.)

images. ToasterPaint
. Specifically, ToasterPaint does not support the HAMS format Disk Panel (Load/Save)

when loading or saving. We recommend that you convert
HAMS imagery to 24-bit in order to load to ToasterPaint. 11
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(continued from Load Alpha)

Note: ToasterPaint supports alpha channels of 2, 4, and
8 bits. The image saved is always an 8-bit alpha channel.
However, depending which Toaster application you use
the image within, you may not use all 8-bits of data. For
example: The 2-bit alpha channel is used by the
Switcher/Editor when running on an Amiga 2000/3000.
The 4-bit alpha channel is used by the the
Switcher/Editor when running on an Amiga 4000. The
8-bit alpha channel is used by LightWave 3D on any
system. ToasterPaint loads any of these kinds of alpha
channels through the Load Alpha button.

Save Commands

Save Framestore
This option brings up the Save Frame requester. Here you
you can save the current ToasterPaint image in the format

known as the Framestore format which is supported by the
Toaster Switcher.

Save RGB Image

The Save RGB feature is used to store the work you've done
in a file on disk, so that your work may be called up again
by ToasterPaint. Type in a name for the file in the File Name
window by first clicking in that window with the left mouse
button, then typing the name you want. Then press r 1o save
the file, or click the Save RGB button. If your disk is full and
has no more room for files, ToasterPaint will warn you
about this after you've tried to save the file.

Pictures saved as RGB files can not be loaded by the
Toaster's Framestore. If you want to use the image as a
Framestore and have the Switcher display it, use the Save
Frame option .

[orueh ]

Save Brush

The Save command is used to store the custom brush you've
created on disk, so that the brush can be called up again for
use at any time. Type in a new name for the brush you want
in the File Name window by first clicking in that window
with the left mouse button, then typing the name you want,
Then click the Save Brush button.

ToasterPaint saves brushes in a 25 bit plane RGB file. 24 bit
planes are used for the color and 1 bit plane is used for the
mask.

Save Alpha (4-bit)
Select this command when you wish to save the alpha screen
(screen 2) as a 4-bit alpha channel image for use by the
Editor/Switcher.

On the Amiga 4000, the 4-bit alpha channel screen can be
used by the Toaster to set 16 transparency levels for keyed
graphics.

On the Amiga 20003000, 2 bits of the 4-bit alpha channel
screen can be used by the Toaster to set 4 transparency
levels for keyed graphics. The file is still saved as a 4-bit
alpha channel, but only 2 bits are used.

Note: ToasterPaint supports alpha channels of 2, 4, and
8 bits. The 2-bit alpha channel is used by the
Switcher/Editor when running on an Amiga 2000/3000.
The 4-bit alpha channel is used by the the
Switcher/Editor when running on an Amiga 4000. The §-
bit alpha channel is used by LightWave 3D on any
system. ToasterPaint Joads any of these kinds of alpha
channels through the Load Alpha button.

Save Alpha (8-bit)

Select this command when you wish to save the alpha screen

(screen 2) as an 8-bit alpha channel image (an image with

256 shades of gray) for use by LightWave 3D. ‘

Note: Whether you are using an Amiga 2000, 3000, or
4000, ToasterPaint maintains the integrity of the 8-bit
image internally. This means that no matter what model
Amiga you use, you can work on 8-bit alpha channel
images that can be used by LightWave 3D.

Save to Clip

Save to Clip will either (a) save the current image as a Flyer
clip, or (b) append the current image to an existing Flyer
clip. If you enter a new name for the clip, a new clip will be
started using this image. If you select an existing clip, the
image will be added to the end of it.

Important: The Flyer can only display clips in increments
of four full fields of data. This command tacks only the
current image (one field) onto the file you specify.
Therefore, if you wish to create a still image clip, you must
use this command four times in succession (specify a new
file name the first time, then reselect it the next three times).

This also applies to any clips to which you append in image
If you are appending a series of images, remember to add
them in multiples of four,




Frame Grabhing Gontrols

1,2,3,4

These four button correspond to the four video inputs of the
Toaster. Select the input that is connected to the video
source you want to grab an image from. The moment you
click on a source, it will be grabbed. Clicked repeatedly to
grab again and again.

Import Frame

Select Import Frame to load the current image from either
DV1 or DV2 (whichever is currently selected for display)
into the current screen. The 4-field image is processed,
converted to a 2-field image, and loaded to the current
screen. (Be certain that the current screen has either been
saved or that you wish to over write it.)

Tip: Import Frame is useful when the image you are
grabbing has little or no motion jitter in it. An image with
a lot of motion jitter in it may not import into
ToasterPaint very well. Portions of the image may have
alternating lines of data. If such is the case, try Import
Field instead.

Import Field
Select Import Field to [oad the current image from either
DV1 or DV2 (whichever is currently selected for display).
The 4-field image is processed into a 1-field image and
loaded to the ToasterPaint screen. (Be certain that the
current screen has either been saved or that you wish to
over write it.)

This option is extremely useful for grabbing a motion-free
still out of a jittery framebuffer image.

Important: A single-field image has less resolution than
a full frame image, so it will appear more jaggy
(especially on diagonal lines or edges). This is the
nature of the NTSC video signal.

Main Display controls

DV1, DV2

These options determine where ToasterPaint will send its
rendered output: to either DV1 or DV2, the Toaster’s two
framebuffers. The selected framebuffer will be displayed on
the Toaster's Program output while you are using
ToasterPaint, and you may freely switch between the two. In
this manner it is possible to have two pictures that you have
painted accessible from the switcher when you return to it,
without having to load them from the

Framestore directory.

Be warned that when you instruct ToasterPaint to render to
one of the framebuffers, whatever was in it beforehand will
be erased.

ToasterPaint
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Using the File Requester in ToasterPaint

A file requester is a tool used by the computer to enable you to “rummage through its contents.”

The file requester presents you with a number of tools that represent real-world functions. For example, selecting a hard drive ‘
whose contents you wish to view is just like walking over to a row of file cabinets and choosing one over another. Selecting a

directory on that drive is similar to opening a drawer on a real file cabinet. Finally, opening a file (like a paint graphic) is a lot

like pulling a file out of the drawer to look at it and work with it.

Shown below is the Load Frame version of file requester, along with callouts that point out various tools and their functions. .

Scroll Bar Path Hard Disks and Directories  Load Frame
Drag here to slide the list This field shows the current ~ (Drawers) This button always shows
view up or down toview all  drive and directories you Their names appear in white, the function of the current

. Double-click on them to
: i “open” them and display the
i ' list of their contents. !

names on the list. requester. After locating the
file you want, click here to
perform the desired action.
H i

1

have “opened.”

DHO:
dis

fe mp

1 ]
Volumes Parent File

Close Box

Click here to close the file Click here display the list of ~ Click here to go back one When you click on a file name,
requester and return to the ~ disks currently available on  level to the previous it will appear here. If this is the
last panel. the system. directory/drawer. correct file, you can double-

click to perform the action or
use the action button beside it.

ToasterPaint
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ToasterPaint presents you with the file requester whenever it
needs information from you about the action you just
selected. Actions where ToasterPaint requires more
information from you include:

e Loading an image (Framestore, RGB, Brush, etc.)

¢ Saving an image (Framestore, RGB, Brush, etc.)
 (hoosing a Flyer Clip, and Processing a Flyer Clip

* Loading a PostScript font

The File Requester works identically in all of these instances.

In the lower left corner of the file requester is the close box.
Click it to close the file requester and return to the last
control panel.

Above the Close Box is a scroll box. When the directory
listing is too long to show all of it in the main window, this
slider will shorten to indicate there are more names
available. Drag it to view those additional files.

The Volumes button displays the names of all the volumes
currently running on your system. This is a handy way to get
to the “top level” of all drives and begin to locate files.

In the large display area you will see the names of all drives,
directories, and files. Drives and directories appear in white.
Click on one to open it and display its contents, File names
appear in black. Double-click a file name to perform the file
requester’s function on it (i.e., in the Load File requester it
will load the double-clicked file) automatically.

The Parent button takes you back to the previous level. If
you have entered a drive and gone into several directories,
each click will take you back one directory level until you
reach the top.



Painting and Drawing Tools—the Tools Panel

The Tools panel is considered the main panel in ToasterPaint. Most of the drawing tools and drawing styles found in
ToasterPaint are here, as well as direct access to effects such as range painting, transparency, and warping (also known as

texture mapping).

Freehand

This tool creates a line using the current brush, the current
color, and whichever Drawing mode is in effect. This button
is not available when the Solid button is activated. If you
move the mouse very fast, the line won't be continuous.

(2l(=]

Freehand Continuous
This tool creates a line using the current brush, the current
color, and whichever Drawing mode is in effect.

If you draw very swiftly, the brush may fall behind your
movements, but it catches up with 100% accuracy,
remembering exactly where you've been. If you do not
match up the start and end points of your drawing,
ToasterPaint will connect them with a straight line.

When the Solid button is activated this button appears filled,
indicating that it will draw irregular shapes that are filled
with the current color.

Straight Line
This tool creates straight lines.

To draw straight lines

Click anywhere in the canvas to establish one end point. As
you move the pointer, a straight line is drawn, Move the
pointer unfil the line is the distance and direction you want,
then click the right mouse button o draw the line.

The Solid button has no effect on the straight line tool.

Polygon/Vector Line

This tool can create lines or polygons (many -sided shapes).

To create a polygon

Click anywhere on the screen to place the first corner of the
polygon. Drag out a straight line, in any direction and
length, then click the left mouse button to create another
corner. Continue creating corners in this manner until you
have completed the next-to-last corner. (continued)

ToasterPaint
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At the last corner of the polygon shape, click the right
mouse button. The polygon will be completed with straight
lines connecting all corners. (If you do not match up the
start and end points of your drawing, ToasterPaint will
connect them with a straight line.)

With complex polygons, you may wish to complete the
shape before clicking the right button to make sure that the
polygon is drawn as you want.

When the Solid button is activated this button appears filled,
indicating that it will draw polygons that are filled with the
current color.

Rectangle
This tool draws rectangles of any size using the current
brush and color.

To create a rectangle

Click anywhere on screen to place the first corner of the
reclangle. Drag the rectangle outline to the desired size and
release the mouse bution to complete the rectangle.

When the Solid button is activated, the rectangle is filled with
the current color according to the Drawing Mode in effect.

Circle
This tool draws filled and unfilled circles of any size.

To create a circle

Click anywhere on the screen and drag the circle outward to
the desired size. Release the mouse button to complete the
circle. The point where vou click first is the center of the
circle.

When the Solid button is activated, the circle is filled with
the current color according to the Drawing Mode in effect.

Note: This tool makes somewhat “tall” circles when
viewed on the video output. To make more perfectly
rounded circles, use the ellipse tool and hold down the
Alt key when dragging out the circle.

+

Ellipse
This tool draws an ellipse of any size.

To create an ellipse

Click anywhere on screen and drag the ellipse to the desired
size. The point where you click first is the center of the
ellipse. Release the mouse button to complete the ellipse.

The ellipse can be elongated vertically by moving the mouse

pointer up or down, or elongated horizontally by moving the
mouse pointer left or right. When the Solid button is
activated, the ellipse is filled with the current color

according to the Drawing mode. ‘

Solid
Select the Solid button to make the drawing tools solid-filled
drawing tools. This button is a toggle; it can be turned on
and off. The drawing tools will appear filled on the menu
when you activate Solid, except for Straight Line and
Freehand (which do not use Solid).

Note: the Freehand Curve tool disappears when solid is
selected, since only so/id outlines can be filled.

Tip: If you accidentally draw a shape on screen that you
wanted filled, but you forgot to turn Solid on, simply
select Undo, turn the Solid button on, then select Redo.
The drawing operation will be redone the way you
wanted.

Air Brush
The Air Brush is a powerful tool for drawing soft-edged
freehand forms and shapes. It is the electronic equivalent of

an artist’s air brush. ‘

The diameter of the air brush is controlled by the Brush Size
selector. You can control the flow of the air brush with the
Center button of the transparency mapping controls on the
Transp/Warp menu.

To use the air brush

Select Air Brush. Although the drawing tools appear active,
they are not. Air Brush is a freehand drawing tool only. Use
the brush tip size gadget to set the size of the air brush tip.
Move onto the screen, and hold down the left mouse button.
The air brush will begin painting.

Practice movement with the airbrush tool. Moving too
quickly can cause the air brush to stutter. Move slowly for
smoother, more gradual airbrushing,

Important: The air brush tool is a freehand drawing
tool. Therefore, none of the normal drawing tools is
available when you select it. You cannot draw a rectangle
with the airbrush, for example.

Note: Depending on the amount of memory your system

has, and the speed of its processor, the air brush may
occasionally slow down (especially if you attempt to air

brush quickly across the screen). You may need to use a

smaller brush size. ‘



Flood Fill

This button fills contiguous pixels of the same color (or
within a specified color range) with the current drawing
color. Flood Fill is an extremely powerful tool because it
works with whatever paint mode is selected and the current
level of transparency.

There are two ways to use the Flood Fill tool
. Single Color Fill. Select Flood Fill, then click
on the portion of the screen you want filled with color.
This works well for large areas of solid color where you
are certain that all pixels within the region are of one
RGB value.
J Multi-Color Fill. Select Flood Fill, then drag the
pointer over the general vicinity that you want filled.
ToasterPaint will take note of all of the pixels that the
pointer crosses over, and it will fill an instances of
contiguous pixels that it finds of those RGB values.

Example. Let’s use an example to show you the two ways to
use Flood Fill. Suppose you had a photograph of a sports
car racing toward you in a dark tunnel. Its headlights glow
bright white.

The first use of Flood Fill might be to recolor the two
headlights so that they appeared more yellow, rather than
white. Select a shade of yellow, activate Flood Fill, then click
inside one headlight. Instantly, all the connected pixels
inside the headlight that had the exact same shade of white
will fill with the shade of yellow you chose.

This is the nature of Flood Fill. It fills all of the contiguous
(or, side-by-side) pixels with the current drawing color.

The second use of Flood Fill will be more complete. With
the same shade of yellow selected, and Flood Fill still turned
on, now click and drag the pointer throughout the
headlight, crossing over all of the connected pixels of
different shades of white. When you let go of the button,
ToasterPaint will fill the entire headlight with yellow. If you
missed a few pixels, just drag over them again.

Full Image

Select Full Image when you want to apply the current
drawing mode to the entire screen. The keyboard shortcut
for this is the w key.

Tip: This is useful when you want to blur an entire
image. Select Blur or Blur 2, then click Full Image.
ToasterPaint will blur the entire image. You can even
control how the current color or drawing mode is
applied with the transparency map controls on the
Transp/Warp menu.

Tip: Another use of Full image is with the scissors tool.
When you want to resize the full screen image down to
something smaller, you need to cut it out as a brush and
then texture map it. Select the scissors tool, then click on
Full image to cut out the entire screen as a brush. Now
you can go to TX\Map mode and resize it. (See TxMap for
details.)

Brush Shapes
There are seven built-in brush tips available in ToasterPaint.
Sclect any one of the tips by clicking on it.

The first is the one-pixel brush. Note that this brush tip is
not affected by the Brush Size selector. It is always one pixel
high and one pixel wide.

Beside the single-pixel brush are the round-tip brush, the
square-tip brush, the horizontal-tip brush, the vertical-tip
brush, and the two slant-tip brushes. The slant-tip brushes
are particularly useful for calligraphy-type effects.

F

Brush Size Selector

The brush tips can be set to a variety of sizes convenient for
painting and drawing (except, of course, for the single-pixel
brush).

There are seven sizes available. Drag the slider slowly left or
right and you'll see the size gadget jump from slot to slot,
indicating that you have changed to the next size. To go
directly to a new size, click in that location within the slider
and the size gadget will jump to your pointer. Smaller sizes
are to the left, while larger sizes are to the right.

Tip: Notice that ToasterPaint gives you a preview of the
size of the selected brush when the pointer is over this
slider gadget.

Scissors

The Scissors are used to create custom brushes, which can
be any shape, size, or number of colors. These custom
brushes can then be pasted down anywhere in the canvas
using the current Drawing mode.

The Scissors work in conjunction with the current drawing
tool. Click on the tool you want to use, then click the
scissors to activate the brush cutting mode. Draw around
the area you want as a custom brush and release the mouse
button. A copy of the area you've defined becomes a custom
brush attached to the pointer.

ToasterPaint
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(continued from previous page)

The shape tools cannot be used directly with this custom
brush (i.e., you could not cut out someone’s eye, and then
draw a circle of eyes using the circle tool). To return to
drawing with a regular brush tip, or to remove the brush from
the pointer, simply select a brush tip from the Tools menu.

Note: When you cut out a brush, you can cut out both the
brush itself and its background, or cut out the brush
without its background. See the NoBackground brush
option on the Options menu for details.

Important: When cutting brushes for use with LightWave
3D: Use the single dot brush and the rectangle tool, with
Coordinates turned on. Make sure that the brush image is
an even multiple of 32 pixels wide. If you do not follow
these steps, LightWave 3D texture maps that use brushes
may have visible seams.

Important: When cutting brushes for use with ToasterCG:
Brushes must be no more than 736 pixels wide by 400
pixels tall. (752 is ToasterCG's maximum brush width.
ToasterPaint “rounds off” saved brush widths that are not
an exact multiple of 32 to the next higher multiple of 32.
Therefore, a brush with a proper width (such as 32, 64,
128, 256, 512, etc.) will work fine, while a brush with a
width that is not will be saved at the next higher value that
is a multiple of 32. (so a brush that is 272 pixels wide will
be saved as one that is 288 pixels wide). Any brush wider
than 736 will be saved as 768 and be too wide for CG.

Transparency/Warp button

Select the Transp/Warp button to go to the Transparency and
Warp menu, which contains all controls for setting
transparency levels, range color painting, texture mapping,
and tiling effects.

See the Transparency/Warp panel for details on how to use
these controls.

Screen 2

This pop-up menu allows you to decide how the spare
drawing screen will be used: as a standard swap screen, as an
alpha channel for the screen 1 image, or as a positive or
negative stencil for drawing on screen 1. In all cases, screen 2
has the exact same dimensions as screen 1, 752 pixels wide
by 480 pixels high, with exact registration,

Screen 2/Swap (Normal)

This tells ToasterPaint that the spare screen is a standard
screen, just like Screen 1. You can jump back and forth

freely between screen 1 and 2, using all drawing modes.

To use screen 2 as a standard spare drawing screen

(like screen 1)

Click and drag the pointer over this pop-up menu. Select the

Swap option. This makes the spare screen into a standard, 24-

bit color drawing screen. (This is the standard setting that .
ToasterPaint uses for the spare screen unless you set it

differently.)

Important: When you change the function of screen 2, its
contents will be erased in order to reset it. Therefore,
before you change the function of screen 2, make sure to
save your work. Otherwise, it will be lost.

Screen 2/Alpha

This setting tells ToasterPaint to use screen 2 as an alpha
channel screen. This screen, which is used to generate
transparency maps for other uses, utilizes the gray scale
palette near the middle of the color strip rather than the
palette filled with color hues.

Alpha channels are used to generate transparency maps.
Different shades of gray in the alpha channel image
represent different brightness levels within the image.
These brightness levels are used to determine the amount
of transparency or blending between two images.
Depending on an application’s use of the alpha channel,
brighter values may mean more transparency and darker
values less transparency, or vice versa.

1, that is, 752 pixels wide by 480 pixels high, with exact
registration. It's important to know what the alpha channel
is used for, since you may wish to create overlay graphics
for LightWave or the Switcher.

The alpha screen has the exact same dimensions as screen .

To use screen 2 as an alpha channel screen
Go to the Tools menu and drag the pointer over the Screen 2
pop-up menu. Select the Alpha option.

Screen 2/Stencil Positive

This setting tells ToasterPaint that screen 2 is to be used as
a stencil for any drawing operations that you plan to
perform on screen 1. The image, text, or graphics that you
have on screen 2 will be used as a mask, protecting those
parts of screen 1 from being changed. The determining
factor is the brightness of the imagery on screen 2. Any
portion of screen 2 with a luminance value over 128, 128,
128 (RGB) or just 128 (gray scale) is considered part of
the mask.

For example, screen 2 is set to Stencil Positive. On screen

2 you create a text brush that says “ToasterPaint” and

stamp it down using the color white (255, 255, 255).

Back on screen 1, you select the air brush and scribble

across the screen (making sure to go over the area where

the word "ToasterPaint” appears on screen 2). The air

brush will draw on screen 1 outside of the areas of the .
word "ToasterPaint.”




The positive stencil setting tells ToasterPaint to look at
the image drawn on screen 2, and protect any portions
that are brighter than 128, 128, 128 from being
changed. Since the entire word “ToasterPaint” was
drawn in 255, 255, 255 white, it became the mask. The
remainder of the image at 0, 0, 0 black, was not used.

To use screen 2 as a positive stencil screen
Go to the Tools menu and drag the pointer over the Screen
2 pop-up menu. Select the Stencil Pos option.

Screen 2/Stencil Negative

This setting tells ToasterPaint that screen 2 is to be used
as a stencil for any drawing operations that you plan to
perform on screen 1. Any portion of screen 2 with a
Jluminance value below 128, 128, 128 will act as a mask
that will protect corresponding portions of screen 1
from being changed. Anything above this value will not
be masked. The determining factor (what part is
masked and what part is not) is the brightness of the
imagery on screen 2.

As an example, let's use same screen 2 design that we
used for the positive stencil setting (above). Screen 1 is
blank (or any image, it doesn’t matter), and screen 2
contains the word ToasterPaint stamped in white on the
black background. In this case, with stencil set to
negative, select the air brush and scribble across screen
1 (making sure to go over the area where the word
“ToasterPaint” appears on screen 2). The air brush will
draw on screen 1 inside of the areas of the word
ToasterPaint, leaving the outside areas untouched.

The negative stencil setting tells ToasterPaint to look at
the image drawn on screen 2, and to protect any
portions that are darker than 128, 128, 128 from being
changed.

To use screen 2 as a negative stencil screen
Go to the Tools menu and drag the pointer over the Screen
2 pop-up menu. Select the Stencil Neg option.

[—Raape o]

The Draw Mode pop-up menu
The drawing mode is the current effect or style in which
paint will be applied.

For example, suppose the current color is bright red and
the draw mode is Normal. When you draw on screen, you
will lay down red paint over the background or image. If
you change the draw mode to lighten, drawing on screen
will lighten those portions of the screen where you draw.

The Draw Mode button is actually a pop-up menu; drag the
pointer over it to select a different style of drawing from the
menu that appears. When you select 2 new drawing style, its

name will then appear on the pop-up button as a reminder
of the mode you have chosen.

Note: If you turn on the Coordinates toggle at the
Options menu, then the current draw mode name will be
replaced with the X and Y coordinates of the pointer.
This is useful for lining up graphics at exact locations.

Note: If you activate the Use Grid toggle on the Options
menu, then a # symbol will appear beside either the
draw mode name or the coordinates display, whichever
is activated, on the Draw Mode pop-up menu. This acts
as an indicator that the grid is active.

ToasterPaint Drawing Modes

ToasterPaint offers a variety of drawing modes. Each of
these painting modes offers very powerful ways to create
and alter images. The effect of the drawing mode extends to
all of ToasterPaint’s tools. In other words, the in the Normal
drawing mode, all tools will draw normally. In Darken, all
tools will function to darken the background or image
underneath.

Important: Keep track of the mode and the sub-menu
functions you have turned on! It’s fairly easy to set a
certain level of transparency for a certain draw mode,
then change drawing modes and forget that you have
transparency turned on when you go to draw. (The
Golden Rule: If you don’t get the results you expect,
make snre that all settings are the way they should be.)

Following is a description of each of ToasterPaint's drawing
modes.

Tip: All of ToasterPaint’s drawing modes can be
adjusted using the transparency mapping controls on the
Transp/Warp menu. For example, to Lighten an area on
screen a small amount, select Lighten mode, and set the
transparency controls to 50%. This lessens the effect of
Lighten when you draw, giving you more control over
how much of an effect is applied.

S
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Normal Drawing Mode
This is the default painting mode.

When you draw in the Normal mode

The paint you apply to the screen is that of the current color.

When you stamp down a copy of a custom brush in
Normal mode

The brush is applied to the screen using in its normal
colors.

An example of Normal drawing mode on a black
background. Nothing fancy here, simply a few drawing
tools used with and without the Solid bution turned on.
Normal drawing mode draws shapes and outlines in
solid color.

Range Drawing Mode

The Range drawing mode applies paint to the screen using
the color range displayed on the color strip.

When you draw in the Range mode
The current color is ignored. Paint is applied using the
ramp of colors in the color range only.

When you stamp down a copy of a custom brush in
Range mode

The area underneath the brush will be colored according to
the current range settings. The colors of the brush are not
used by Range drawing, only the shape of the brush.

Note: When you first select Range drawing, the
transparency map (on the Transparency/Warp menu) is
automatically switched on in Spherical mode. The three
mapping modes allow you to determine how and where
the center color appears when you draw on screen. (See
the Transparency and Warping panel for details.)

Tip: This drawing mode can be used to create
highlighting effects, backgrounds with graduated shades
of multiple colors, or other lighting effects.

Three simple examples of Range drawing using a filled
square. Each example shows the selting for the mapping
control on the Transparency/ Warping panel beside the
resulting graphic. The mapping control can be used to
affect how the range colors are applied.

You can drag the point or bar gadget within the mapping
control to give you many more possible variations, and
much more control over the way the range is applied.




Lighten Drawing Mode
The Lighten drawing mode lightens the area of the screen
where you apply paint.

When you draw in the Lighten mode

The current color is ignored. Paint is not actually applied,
rather vou are simply lightening the location wheve you
draw.

When you stamp down a copy of a custom brush in
Lighten mode

The area underneath the brush will be lightened. The colors
of the brush are not used by Lighten, only the shape of the
brush.

Tip: Lighten is very useful with the Redo command, so
that you can lighten an area you've just drawn.

Important: Lighten and Darken are not mirror
operations due to the fact that when you draw you may
reach the upper or lower limits of possible pixel values.
Therefore, if you use darken on an area of the screen
five times, you will probably not be able to use Lighten
on it five times to return it to its original state.

Darken Drawing Mode

The Darken drawing mode darkens the area of the screen
where vou apply paint.

When you draw in the Darken mode

The cutrent color is ignored. Paint is not actually applied,
rather you are simply darkening the location where you
draw.

When you stamp down a copy of a custom brush in
Darken mode

The area underneath the brush will be darkened. The colors
of the brush are not used by Darken, only the shape of the
brush.

Tip: Darken is very useful with the Redo command, so
that you can Darken an area you've just drawn.

Important: Lighten and Darken are not mirror
operations due to the fact that when you draw you may
reach the upper or lower limits of possible pixel values.
Therefore, if you use darken on an arez of the screen
five times, you will probably not be able to use Lighten
on it five times to return it to its original state.

Samples of Lighten and Darken drawing on a corner of the Video Toaster 4000 logo picture. The first image is as it
normally appears. The second image shows the right half of the image Lightened. The third image shows the right half of
the image Darkened.

Using the transparency mapping controls you can adjust how much lightening and darkening occurs, as well as
whether the transition between the affected area is hard-edged (as shown) or softly blended.

ToasterPaint
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Colorize Drawing Mode

The Colorize drawing mode changes the color of the area on
screen where you apply paint, not the brightness. The
colorized area takes on the shade of the current color while
maintaining the brightness of the original image.

For example, suppose you had an image of a red apple. If
you selected Colorize, and use the color green as your
current color, you could change the red apple to a green
apple just by drawing on it. The light and dark areas of the
apple would remain as light and as dark as before, only now
they would be colored various shades of green.

Tip: Use Colorize on a black-and-white picture to give it
a sepia-toned look, or draw with pale, faded colors to
achieve a hand-tinted look. You can even try your hand
at making a black-and-white image full color.

When you stamp down a copy of a custom brush in
Colorize mode

The area underneath the brush will be colorized according
to the current color. The colors of the brush are not used by
Colorize, only the shape of the brush.

(Above.} An example of Colorize, both before and afier,
on a portion of the Toaster 4000 logo picture. The
lettering was originally white. On the right it bas been
colorized with a dark red. While the color change is not
apparent in black-and-white, you should get the idea.

(Three images at right.) An example of the Rub Thru
drawing mode using two full-screen images, one loaded
to screen 1 (top) and the other to screen 2 (middle). The
resulting image (bottom) was created using the Circle
drawing tool, with Solid turned on, and point-type
transparency mapping (with the edge set to 100%
transparency.) Drawing on the logo image caused the
other image to rub through the solid drawn circle with
soft blending at its edges.

RubiThru Drawing Mode

The RubThru drawing mode is a useful tool for compositing
parts of different images into one. In the RubThru mode,
wherever you draw on screen, the image from the other
screen begins to show through.

RubThru requires that you had two images loaded, one into
Screen 1 and one into Screen 2. The current drawing color
is ignored, since the spare screen is providing the “paint”
where you draw.

Note: RubThru supports all transparency features, fill,
or any brush (including the air brush). The
transparency controls can be used with RubThru to
create very misty montage effects.

When you stamp down a copy of a custom brush in
RubThru mode, the area underneath the brush will be
rubbed through from the spare screen. The colors of the
brush are not used by RubThru, only the shape of the brush.




Biur Drawing Mode

The Blur drawing mode is used to soften or defocus an
image (or portions of the image). The current color is not
used by Blur. Paint is not actually applied, rather you are
simply blurring the part of the screen where you draw.

Note: Blur is a fairly subtle effect. You may need to apply
Blur several times before you see a noticeable
difference.

Tip: Use this effect repeatedly to create a very watery
effect.

Tip: You can use the transparency controls to control
the amount of blurring,

When you stamp down a copy of a custom brush in Blur
mode, the area underneath the brush will be blurred. The
colors of the brush are not used by Blur, only the shape of
the brush. :

e B

Biur 2 Drawing Mode

The Blur2 drawing mode is an extension of the Blur mode;
it blurs over a slightly greater area than Blur. Use it to soften
or defocus an image (or portions of the image). The current
color is not used by Blur2. Paint is not actually applied,
rather you are simply blurring the part of the screen where
you draw,

Tip: Use this effect repeatedly to create a very watery
effect.

Tip: You can use the transparency controls to control
the amount of blurring.

When you stamp down a copy of a custom brush in Blur2
mode, the area underneath the brush will be blurred. The
colors of the brush are not used by Blur2, only the shape of
the brush.

e

The effects of Blur and Blur2. The original image on the left shows a portion of the Toaster logo. The image at center

exhibits a single application of Blur. The image on the right shows a single application of Blur2.
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TxMap Drawing Mode

The TxMap drawing mode is used for drawing texture
mapped or warped imagery using cut out brushes. You can
also use it to resize brushes and images.

The TxMap mode is not available to you until you have cut
out a brush, since TxMap requires the imagery of a custom
brush to manipulate into the next shape you draw.

After cutting out a brush, go to the Options menu and select
Gopy to Swap from the brush options column. This tells
ToasterPaint to place a copy of the brush in a special buffer
used for TxMap mode. Select the TxMap drawing mode, 2
drawing tool, and paint with warped imagery.

The transparency mapping and warp mapping controls on
the Transparency/Warp menu will be activated when you
select TxMap mode. Use the warp mapping controls to set
the amount of warping, smoothing, and tiling when you
draw. Use the transparency mapping controls to determine
the blend between the warped shape and the background.

Note: The brush you cut out for testure mapping may be
any size, including the entire screen. Note that if you
texture map 2 brush to a larger size than it was
originally, it will looked somewhat chunky.

Tip: Here’s a useful shortcut for resizing the full screen
image. Load the image, select the scissors tool, then
click on Full Image. The entire image will be cut out with
the brush tool. Activate TxMap mode and you're free to
warp, resize, whatever, with the next drawing tools you
use.

Important: The first ime you cut out a brush, you can
go directly to the TxMap mode. However, for every brush
that you cut out with the intention of texture mapping
after that, you must go to the Options menu and select
Copy to Alt before activating the TxMap draw mode. This
places a copy of the newly cut brush into a special buffer
that ToasterPaint reserves for the TxMap drawing mode.
(Otherwise, the previously cut out brush may be used
instead.)

For example, here are the steps for using TxMap draw mode
to warp an image into a spherical shape:

1
2

5
-
5
6

-

Load an image (we chose the Video Toaster logo). ‘

Use the Rectangle tool and cut out a brush that
surrounds the part you want texture mapped. The
brush will attach itself to your pointer. (We cut out
the entire image as a brush.)

Go to Options, to the brush options column, and
select Copy to Swap.

Go to Tools and select TxMap from the pop-up draw
mode menu. The brush may disappear from your
pointer, but ToasterPaint knows to use it for the next
drawing operation (because you selected TxMap).

Click on the Transp/Warp button to go to the
Transparency and Warping control panel. Click on
the point warping button (it looks like a tiny sphere).
Set the Warp Amount to 25%.

Click on the Tools button to return to the Tools
panel. Select the Ellipse tool. Now select the Solid
button so that the Ellipse tool will draw solid-filled

circles. .
Hold the Shift key and press k on the keyboard.

This will clear the screen to the color black. Go to

the center of the screen a drag out a circle.

ToasterPaint will draw a filled circle with a fish-eye
lens appearance. To alter the amount of warping,
select the Transp/Warp button and try out the
different settings.

The Video Toaster logo before and afier the TxMap example listed above.



And Drawing Mode

The And drawing mode is similar to painting with a colored
filter.

The effect of And is to change the affected colors to reflect
the color you're drawing with. And compares the RGB
values of each pixel on screen with those of the current
drawing color, leaving behind only the values that can be
found in both the screen and the applied color.

Tip: And is also useful to remove other colors. For
instance, if you And with Red 255 (Green 000 and Blue
000), the result will be the pure red separation of the
picture.

When you stamp down a copy of a custom brush in And
mode, both the shape of the brush and the current color are
used. The shape of the brush is used to apply paint to the
image, and the paint is applied using the current drawing
color with And mode.

Note: There are no example images of the And drawing
mode, since the effects are most easily seen with color
imagery. Experiment with this drawing mode using
different colors to see its effects.

Or Drawing Mode

The Or drawing mode is similar to blending the current
color with the colors on screen. The effect of O is usually to
add color. It works by leaving color that is in either the
brush OR on the screen (or both).

When you stamp down a copy of a custom brush in Or
mode, both the shape of the brush and the current color are
used. The shape of the brush is used to apply paint to the
image, and the paint is applied using the current drawing
color with Or mode.

Note: There are no example images of the Or drawing
mode, since the effects are most easily seen with color
imagery. Experiment with this drawing mode using
different colors to see its effects.

ToasterPaint
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Xor Drawing Mode

Xor stands for an “exclusive-or” operation. The Xor
(pronounced Ex-or) drawing mode reverses the colors of
the area you draw on.

Tip: Use pure white (255, 255, 255) and the Xor mode
will make the area you draw on furn negative.

Tip: Some very interesting false color effects can be
created by using Xor with other colors like red or blue.

When you stamp down a copy of a custom brush in Xor
mode, both the shape of the brush and the current color are
used. The shape of the brush is used to apply paint to the
image, and the paint is applied using the current drawing
color with Xor mode.




Mixing and Selecting Colors—the Color Panel

Television and computer color are actually an additive blend of the three primary colors, red, blue, and green. When you mix
these colors in varying quantities, you can create any of the colors that you've seen on television. ToasterPaint offers you many

ways to mix and select color:

* You can use the RGB sliders to add or subtract specific amounts of red, blue, or green.

* You can use the HSV color wheel to select a hue or adjust its saturation. Use the Value slider to adjust its intensity.
* You can create ramps of color by blending any two colors using the color range controls.

* You can select the color you want directly from the image on screen using the “pick color” function.

|Off Disk {Tools| Color{ Text | Options [ Process | O I Undo| Redofl 1] 2 i & i Switcher |

ToasterPaint’s Color menu.

RGB Sliders
These three sliders control the red, green, and blue color
components of the current color. For 24-bit color, each of
the RGB sliders has a value range from 0-255 (providing
16,777,216 different possible combinations of color).

This control has two ways to adjust the current color value:
e Position the pointer over the small black slider beside
the color you want to adjust, and drag it to the left or the
right. Go right to increase its color value, go left to
decrease it.

» Click in the gray area to either side of the small black
slider to raise or lower its value 1 unit at a time.

If you are using an Amiga 4000

Although ToasterPaint is working with 16.7 million colors
internaily, there are only 256,000 distinct colors that can be
displayed on screen. You will see color possibilities
displayed on screen. Therefore, you should know that when
you change a color value by any increment less than 4, you
will not see a difference on screen, although that difference
will occur in the actual RGB image.

If you are using an Amiga 2000/3000

Although ToasterPaint is working with 16.7 million colors
internally, there are only 4,096 distinct colors that can be
displayed on screen. Therefore, you should know that when
you change  color value by any increment less than 16, you
will not see a difference on screen, although that difference
will occur in the actual RGB image.

ToasterPaint
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Tip: LightWave 3D users who wish to create luminosity
maps, or other specialty maps that use luminance values
between 0-100%, will find the Value slider invaluable
when creating texture maps.

Current Color box l | -
This box shows a large sample swatch of the current [_——_——

drawing color. It will change to show the color that you are

mixing whenever you use the RGB or HSV color controls. Center button

This is one of the Range drawing mode controls. It takes the
current color and inserts it into the center well of the color
ramp.

To copy the current drawing color into the left-most
color box of the color range

Make sure that the current color is the one you want to
insert into the range, then click on the Center button. The
color range will update itself automatically to display the

HSV Color Wheel and Value Slider new range of colors used by the Range draw mode.
Together, the Color Wheel and the Value Slider comprise the

HSV color control portion of the Color menu. (HSV stands Tip: Remember that you should have the proper color
for the three color components, Hue, Saturation, and Value. showing in the current color box first, before selecting
1t is also referred to as HLS for Hue, Luminance, and Center.

Saturation.) This form of “color space” as it is called is
popular among artists. To use the Color Wheel, just drag the Edge button (image shown above)

pointer through it. The current color box and RGB sliders This is one of the Range drawing mode controls. It takes the

will update as you drag through the Color Wheel. current color and inserts it into the edge well of the color
= ®

The Color Wheel shows two aspects of the current color,

hue and saturation. It’s best to use the wheel to locate a To copy the current drawing color into the right-

color and set its saturation at the same time, since these two most color box of the color range

aspects of the current color cannot be adjusted separately Make sure that the current color is the one you want to

with this control. insert into the range, then click on the Edge button. The
color range will update itself automatically to display the

To select a color from the Color Wheel new range of colors used by the Range draw mode.

Drag aronnd the wheel in a clockwise or counterclockwise

manner. You will see changing hues of color from red o Tip: Remember that you should have the proper color

magenta to blue to cyan to green to yellow (with others in showing in the current color box first, before selecting

between). Edge.

To adjust color saturation using the Color Wheel Flip Range button (image shown above)

Move the pointer in a straight line, in and out from the This is one of the Range drawing mode controls. It swaps

center of the wheel to the outer edge and you'll adust the two range colors, center and edge, so that they exchange

saturation. For example, if you moved from the outer edge positions.

where the color red resides directly to the center where

white resides, the red would grow paler and paler until it To swap the two range colors

became white. Click the Flip Range button. The two colors will change
positions.

The Value Slider adjusts the intensity of the color’s ability to
reflect light. This is similar to the Diffuse control found
within LightWave 3D. All colors reflect light. A fully saturated

ToasterPaint red, reflecting a lot of light, will look bright red. However, if
that red reflects little light, it will appear a dark brick red.
Color panel, cont. This is controlled by the Value slider.
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Add Color button

Use the Add Color button to insert the current drawing color
into one of the 24 inkwells on the color strip. This makes a
permanent change to the palette, which means that the next
time you turn on ToasterPaint, any colors you changed in a
previous session will still be present.

To insert a color into the adjustable palette

First make sure that the current color is the one you want
(select or mix the color as necessary). Click on Add Color,
then click on the inkwell where you want the color installed.
The color box you select will change to the new color.

The color you insert into the palette is permanent, and will
remain this color (unless you add a new color over it in the
future).

Note: ToasterPaint works with a 24-bit, or 16-million
color, palette. The 24 inkwells of the color strip
represent a selection of useful colors that you can
change to suit your taste. They do not necessarily have to
be used in the current image, or be taken from it. This is
the reason why you can design your own preferred
palette that will remain consistent from session to
session. All colors are available to you at all times.

Pick Color

Select Pick Color when you wish to choose a color directly
from the screen image itself. This is useful when you need to
select a specific shade of color that might be difficult to mix
with the color controls, such as a particular skin tone.

To pick a color from the screen image

Select Pick Color. The pointer turns into a left-pointing
arrow. Move this pointer over the screen image. The Current
Color box will change as you move around on the image,
reflecting the color that is directly beneath the pointer tip.
When you locate the color you want, click the left mouse
button to pick it and make it the current drawing color.

Note: If the menu is displayed over the portion of the
image you want to select a color from, press Esc to hide
it.

Tip: You can also hide the menu first, then press the
comma key on the keyboard. This is the keyboard
shortcut for clicking on Pick Color.

Tip: Another method for picking color is to click on the
current color indicator on the color strip, then drag the
pointer up into the picture area. This puts ToasterPaint
into an automatic “Pick Color” mode for as long as you
hold down the mouse button. When you let go, you will
have selected the color beneath the pointer.

ToasterPaint
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Adding Text and Tities—the Text Panel

The Text menu is designed to let you create text brushes for use in your video graphic designs. ToasterPaint supports
PostScript Type 1 fonts only. Text brushes may be created at any shear or rotation angle, and in a wide variety of sizes and
widths. You can use text brushes with any of ToasterPaint's drawing modes, allowing you to create text with transparency,

color ranges, texture mapping, and more.

When you select the Text menu for the first time, the only operation available to you is Load Font. You must first select a font
before you can create 2 text brush. Once you have chosen a font, all of the controls on the Text menu are available.

To create a text brush, select a font, enter text into the text window, and click on Create Brush. If you wish to alter the size of
the resulting brush, or change other aspects of its appearance, use the controls found on the lower portion of the panel before
selecting Create Brush.

-
Bold | Underline. <

(O} Disk [Tools | Color| Text | Options | Process l| QI undo[ Redofil 1] 2 il & Il Switcher|

ToasterPaint’s Text menu.

[aserse]

Load Font button

To select a font, click this button. ToasterPaint will display a
file requester for you to locate and select a PostScript font.
Only one font may be loaded into ToasterPaint at a time. It
will remain available from the Text menu until such time as
you load a new font or quit ToasterPaint.

To load a font

Click Load Font. Use the file requester to locate and load a
PostScript font. You will be returned to this panel, with the
remaining controls available for use.

Enter Text field

The text that you wish to convert into a brush should be
entered here. When you press Return (or click the Create
Brush button) ToasterPaint will create the brush.

To create a text brush
After loading a PS font, enter text into this field. Press
Return. In a moment, the brush will be generated.

Note: Depending on the size and width of the font itself,
it is possible to create a brush that is too large to fit on
screen. If so, make smaller brushes, a few words at a
time so that you can work with them more easily.

ToasterPaint
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Create Brush button

Select this button to convert the current text string into a text
brush. Text brushes are always made with the color white,
but you can use the appropriate drawing mode with any
color of your choice to stamp the brush down as you desire.

—

Font Options (Bold, Outline)

These two buttons allow you to change the basic look of the
font when you create a text brush. They are toggle controls
which may be turned on or off in any combination.

|

Bold option
Turn this setting on to make the font thicker, as if it were
bold.

Outline option
This setting generates only the outline of the characters
in the text brush, as if the font itself transparent.

i

Height

PostScript fonts may be sized between 10-300 lines high.
Use the button slider to set the font height that you would
like to use in the text brush.

i

Width

The width of a font is designed at a specific ratio to its
height. Therefore, the Width value always defaults to 1, or
the normal width for the font given its current height setting
(as designed by the font’s original designer). When you
enter a height value from 10-400, the correct width to
maintain a 1:1 ratio will be set automatically.

To change the width of the current font use the numeric
slider to enter a new value. For video graphics it’s often
useful to condense a font in order to get more characters on
the screen. In such cases, you would use a number between
0 and 1. To widen or expand the font, use values above 1.

Note: A pegative value (between 0 and -1) would do two
things: affect the width of the font in the same manner as
a positive value (between 0 and 1), but also flip the
brush to create a mirror image of it.

Shear

Shear changes the angle of the font relative to a stationary

baseline. If you could hold down the base of the letter and .
force it to lean to the left or right, you would have the rough

equivalent of shear. Shear is used to italicize lettering.

Positive shear (from 1 to 60 degrees) will angle the text to
the right so that it appears in a familiar italic form. Negative
shear (-1 to -60 degrees) will angle the text o the left.

Tip: A neat trick with Shear is to create a font brush that
is sheared at an extreme amount, say 60 degrees, and
stamp it down using Darken mode. Then set Shear back
to 0 degrees, create the text brush again, and stamp it
down in Normal mode so that the baselines of the two
brushes line up. The effect is that of a long angled
shadow stretching back behind the font.

Rotate
Rotate will revolve the text brush so that it appears rotated at
an angle.

Positive rotation angles from 1 to 360 degrees will rotate the
text brush in a counterclockwise direction. Negative values

(from -1 to -360 degrees) are allowed. ‘

Tip: A neat trick to create text where the characters
appear upright, yet the word(s) look slanted on an
angle, is to create a brush using the same values for
Shear and Rotate. Try loading a font with a 20 degree
Shear and a 20 degree Rotate and you’ll see this useful
effect.




Useful Functions—the Options Panel

The Options menu contains useful tools and utility functions that you're not likely to use often, but which are handy when you

need them.

These abilities include turning on and off the screen coordinates, the global fill command, brush rotation commands, the “no

background” command for picking up brushes, and more.

ToasterPaint’s Options panel.

Screen Options

=

Coordinates

The Coordinate button switches on the coordinate display,
which appears on the Draw Mode pop-up. The readout
shows the pointer’s distance from the upper left corner of
the screen along two axes: X (left-right) and Y (up-down).
The upper left-hand corner pixel is at 0x, Oy.

When you draw on screen, the coordinate display changes
relative to the starting point of your drawing, In other words,
if you begin drawing a rectangle at 124x, 50y, and you draw
a box that 50 pixels by 60 pixels, the display will read 50x,
00y. If the menu has disappeared as you draw, click the
right mouse button to bring it back so that you can see the
coordinates.

The screen display of the television signal is made up of 2
grid work of tiny squares called pixels. This grid is 752
pixels across and 480 pixels high. Each pixel has an
identifiable location, defined as the X and Y coordinates.

[(aroner]

Set Grid

When you need to line up graphics along specific
increments, it's useful to “lock” the pointer to an invisible
grid so that it can move along specific lines only. The grid
tool allows you to do this (see Use Grid, below).

Set Grid allows you to set the grid increment. Select Set Grid,
move the pointer over the screen and click and hold the left
mouse button. You will see a tiny array of points appear.
Drag the mouse to change the spacing of the points in the
grid array. When the spacing is at the desired size, release
the button. Remember to select Use Grid to activate the grid
spacing you've just set.
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Use Grid

Select Use Grid to lock pointer movement to the current grid
spacing. When the grid is activated, a number sign (#)
appears next to the current paint mode or coordinate
display on the Draw Mode pop-up menu button.

If you have a brush already cut out, the current brush size
and shape are unaffected by the grid. However, if the grid is
active, the drawing tools (which also act as brush-cutting
tools) are constrained to cut brushes in the same manner
that the tools are constrained to draw.

With the grid on, drawing tools are constrained in the

following ways:
Freehand tool
Since this tool draws unconnected dots, dots will appear
only at the grid points.
Freehand Continuous tool
You can draw straight lines from grid point to grid point,
either horizontally, vertically or diagonally.
Polygon tool
You can make a polygon whose corners lie at any
number of grid points.
Straight Line tool
You can connect any two grid points with a straight line.
Rectangle tool
You can make rectangles whose corners lie at any four
grid points.
Circle tool
You can draw circles where the center is located at any
grid point, and the radius extends from that point to
another grid point.
Ellipse tool
You can draw an ellipse whose center is located at any
grid point, with at least one point on the circumference
passing through another grid point.

[omebstey ]

Global Fill

This option is related to the Flood Fill tool. It allows you to
change the color of all of the flood-filled areas on screen
(whether they are touching or not) that have the same RGB
color value. Global Fill will change the color in all of those
areas in one operation.

For example, suppose you have an image of a house. You
have used Flood Fill to fill each of the windows with the
color sky blue. The result is that you have five unconnected
areas that contain the same shade of blue. Later, you decide
to make that a darker shade of blue. Select the color blue
that you want, select Flood Fill, turn on Global Fill, and click
in any one of the five windows. All five will fill with the new
shade of dark blue.

ﬂ

Copy to Swap

This button copies the current screen to the swap screen.
Both screen 1 and screen 2 must be standard drawing
screens for this option to function. If screen 2 is set to be an
alpha channel screen, for example, this option will not be
available.

l

Merge with Swap

Merge with Swap will merge screen 1 and screen 2using the
operation chosen from the Mode menu. With Merge, the
whole back picture is the “paint.”

ﬂ

Print Screen

Select Print Screen to send the picture on screen to a
printer. ToasterPaint uses the printer settings that have been
set up from the Amiga’s Workbench (printer control
programs are found in the Preferences drawer of the
Workbench), so you should make sure these setings are
correct before trying to print. Refer to the Amiga Users
Manual if you have any questions about how to set up
Preferences to work with your particular printer. Also, make
sure the printer is connected to the system and powered on.

The Print feature uses a special feature of the Amiga’s
printer driver: 12-bit print. each of the 8-bit red, green and ‘
blue values (24 bits altogether) are dithered to 4 bits each

(12 bits total) before being sent to the printer.

[cleer sorden]

Clear Screen

Clear Screen blanks the entire screen with the current
drawing color. Anything on screen will be cleared, however,
Undo will retrieve the image if used immediately afterward.

Clear Screen will not affect the spare screen.

Note: The keyboard shortcut for this command, Shift+k,
always clears the screen using the color black.




Brush Options

ToasterPaint allows you to work with two custom brushes at
a time, a current brush that is attached to the pointer and a

swap brush that is held in memory. The swap brush is used
as the texture image when you are texture mapping (see the
TxMap drawing mode).

ﬂ

Copy to Swap
At any time while a brush is attached to the pointer, select
Copy to Swap to make a copy of it in memory.

ﬂ
ﬂ

Swap brushes

Select Swap Brush to exchange the current brush with the
brush in memory. This is useful when you want to alternate
working with two brushes.

ﬂ

Restore Swap

When you have a brush in memory (i.e., you have used the
Copy to Swap command) that you wish to use without
removing it from memory, select Restore Swap. The current
brush, if there is one, will be cleared from the pointer in
order to bring back the swap brush.

ﬂ

NoBackground

NoBackground treats the current drawing color as if it were
a stencil color during a brush cutting operation. This allows
you to cut out 2 brush and pick up a copy of it without
picking up the “background” on which it appears. Simply
make sure the current color is the color you wish to
consider the background, then select Nobackground and
cut out the brush. It's very useful when you have an unusual
shape to cut out from a normal background.

Note: This command is designed specifically for cutting
out brushes from the screen cleanly. As an example,
when you try to cut out a white letter on a black
background, ToasterPaint normally assumes that you
want an exact copy of that area of the screen. Hence you
cut out a white letter and its black background.

To pick up the letter without the black background, use the
Pick Color command (Color menu) and select the black
background to make it the current color. Select
Nobackground. Now select the scissors tool and cut out the
brush. In this case you would cut out the white letter without
the black background.

ﬂ

Flip Horizontal

When you want to reverse the current brush to make it a
mirror image of itself, select Flip Horizontal. This command
flips the current custom brush from right to left,

ﬂ

Flip Vertical

When you want to turn the current brush upside dow,
select Flip Vertical. This command flips the current custom
brush from top to bottom.

Rotate +90 degrees
When you want to rotate the current brush in a clockwise
fashion, select Rotate +90 degrees.

ﬂ

Rotate -90 degrees
When you want to rotate the current brush in a
counterclockwise fashion, select Rotate -90 degrees.
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Delete Options

There are two delete options in this panel. Sometimes, to
make more memory available for a drawing operation, you
need to delete the swap brush in memory. If this is
insufficient, you may need to delete the spare screen.

This is more effective than clearing the screen, since
deleting it actually de-allocates the memory that is reserved
for the spare screen. Having a blank spare screen and
having no spare screen are two very different conditions.
With no spare screen, you have more memory available.

Select Delete Screen 2 to remove screen 2 from memory.
Any imagery that was on screen 2 will be erased from the
screen, and the screen removed from use.

This option deletes whatever type of screen is being used as
screen 2 (normal, alpha, or stencil).

Select Delete Swap Brush to remove the spare brush from
memory. If you have recently cut out a large brush,
particularly for a TxMap operation, it is likely taking up
valuable memory. Use this option to recover that memory.




Image Processing—the Process Menu

The Process menu is designed to make image processing plug-in processes available to ToasterPaint. Image processes may be
applied to the current image, to an image that has been extracted from a Flyer clip, or to an entire Flyer clip.

This panel is divided into three subsections. The top halfis for processing Flyer clips. You have controls for selecting a clip,
choosing which frames to process, selecting an image process, and starting the processing operation.

The lower left portion is for processing a frame that has been extracted from a Flyer clip. To extract a frame from a clip, first
use the upper portion of the panel to select the clip. Then use the Frame # control to choose which frame you want to load.
Finally, use one of the load field buttons to load an image into ToasterPaint.

The lower right portion of the panel is for processing just the current screen image, rather than a Flyer clip.

ToasterPaint’s Process panel.

Clip Processing Gontrols

—————

Source Clip button Frames to Process
This button allows you to select the source Flyer clip for Use these controls to select which portion of the source clip
image processing or image importing. To select a source is going to be processed.

clip, click this button. Use the file requester to locate and
select the original Flyer clip. Only one clip may be activeata By default, the First Frame and Last Frame windows display

time. Its name will be displayed on the button once loaded. the full length of the clip. Use the jog-shuttle button beside

either window to skim through the clip and select up the
The length of the selected Flyer clip will be shown in the portion to be processed, or type in time code values if you
Length window below the Source Clip button. This window prefer.

js for display only; you cannot edit or change the fength of
the original clip.

ToasterPaint
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Process Clip pop-up menu

This pop-up menu contains a list of the current image
processes that can be applied to the current clip. Drag the
pointer over it to select the process you wish to apply to the
current clip.

This does not activate the image processing procedure. This
simply selects which one you want to apply.

Process button (shown above)

This button begins processing the selected clip with the
chosen image process. Once selected, it will display a file
requester asking that you specify a location and a name for
the selected output clip (you cannot save a processed clip
over itself, or over another clip; you must create a new clip
when image processing).

Loading a Single Image from a Clip

To load a single frame from a Flyer clip into ToasterPaint,
follow these steps. Use the Source Clip button (on the upper
portion of the panel) to select a clip. Now use the Frame #
time code gadget to locate a specific frame (you'll see it
displayed by the Flyer). Finally, select whether you wish to
load Field 1 or Field 2 into ToasterPaint.

SR e (1T

Frame # selector

If you wish to load a specific image from a video clip into
ToasterPaint, select it using the controls on the upper
portion of this panel. Then use the Frame # Selector to pick
the frame that you wish to paint. Click one of the Load Field
buttons (described below) to load the image.

[LosoFisia 1 ]

Load Field 1 button
Select this button to load field 1 of the specified frame from
the current clip into the current ToasterPaint screen.

ﬂ

Load Field 2 button
Select this button to load field 2 of the the specified frame
from the current clip into the current ToasterPaint screen.

Process Screen pop-up menu ‘
This pop-up menu contains a list of the current image
processes available to ToasterPaint that can be applied to

the current screen. Drag the pointer over it to select the
process that you wish to apply to the current image.

Process button (shown above)
This button begins processing the screen image with the
chosen image process.




Blending and Warping Graphics—the Transparency & Warping Panel

The Transparency and Warp control panel contains controls for a variety of special effects. From this menu you can control
the transparency of any painting or drawing operation, adjust the amount of warping (warpage?, warposity?, whatever!) and
tiling used when texture mapping, and control the placement of the center and edge colors when using the Range drawing
mode. This menu offers tremendous power to blend graphics seamlessly, warp and re-size images, and create three

dimensional effects.

LAy
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ToasterPaint’s Transparency and Warping panel. Note that when the TxMap drawing mode is not active, the Warp
controls (on the right side of the panel) will be dimmed and unavailable.

Transparency/Range Mapping Controls

The transparency mapping controls are available at all times
and for all drawing modes in ToasterPaint. For all drawing
modes, the Center and Edge sliders, in conjunction with the
locator map, function to add transparency to the areas
where you draw. In Range mode, the locator map also
determines where the center and edge colors are placed.

The Center and Edge buttons set the amount of transparency
that is applied when drawing. The locator map controls are

used to determine the placement of the transparent effect.

When you wish to use transparency, go to this menu and
select the type of mapping you want: constant, point,
horizontal, or vertical. Select the amount of transparency to
be applied at the center and how much is applied at the
edge of any drawing operation. As you go to draw,
ToasterPaint will blend your drawing according to these
settings.

Important: The Range mode does not make use of the
Center and Edge controls on this panel; those are used
for setting transparency only. Range mode makes use of
the locator only. If you use the Center or Edge sliders,
you will be setting a transparency value to either the
center or the edge. This means that the next time you
draw you'll be using the same mapping type (either
point, horizontal, or vertical) to determine the
placement of the center and edge colors and the
placement of transparency. The center and edge colors
will be mapped according to the map. The Center and
Edge sliders will add some amount of transparency
where those colors appear.

ToasterPaint
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Six examples of stamping down a brush using different transparency types and settings.

Here, transparency was set to Constant (note the
soldi block filling the map). The Center and Edge
sliders were set to 0 (no transparency). The biush
was stamped down. It appears fully solid

Here, transparency was set o Constant. The Center
and Edge sliders were set to 50. The brush was
stamped down. It is 50% transparent.

For this image, transparency was set to Point
(using the sphere button) The Center stider was at
0, and the Edge slider at 100.

When. the brush was stamped down, it was solid at
its center, fading out to full transparency at the
outer edges.

For this image, transparency was set to Point, the
Center slider to 0, and the Edge slider to 100,

When the brush was stamped down, the Center
portion (at the draggable box on the map) was
solid, and the edge faded filly away toward the
lower right.

Here we selected Horizontal transparency. The
Center was set to 0 and the Edge to 100.

Here we selected Vertical transparency. Again, the

ToasterPaint
Center was set to 0 and the Edge to 100.

Transparency Samples
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Center mini-slider

The Center numeric slider sets the amount of transparency
applied for any drawing or painting operations (drawing,
painting, stamping down a brush, texture mapping, etc.).
This value ranges from 0-100%.

When point transparency mapping, “center”’ refers to the
the hotspot indicator (that you can position freely). The
value you set determines how transparent that point is, with
a softly-blended falloff toward the outer edges.

When horizontal or vertical transparency mapping, “center”
refers to the hotspot bar (that you can position). Again, the
value set here determines the amount of transparency along
the bar, with a soft falloff toward the edges.

Edge mini-slider

The Edge numeric slider sets the amount of transparency
applied for any drawing or painting operations (drawing,
painting, stamping down a brush, texture mapping, etc.).
This value ranges from 0-100%.

When point transparency mapping, “edge” refers to the the
hotspot indicator (that you can position freely). Here also,
the value you set determines how transparent that bar is,
with a softly-blended falloff toward the outer edges.

Point transparency
Horiztonal transparency

SN Vertical transparency

Transparency/Range locator map

This map allows you to set the type and location of setings
used for applying transparency. The three buttons to the
right of the map set the type of transparency mapping: point
(the sphere), horizontal (sideways cylinder), and vertical

(upright cylinder). There is a fourth setting, constant (solid-

filled map), which is available any time one of these is
toggled off.

Note: For all four types of transparency mapping, setting
both the Center and Edge sliders to a value of 0 essentially
turns off any of the effects of transparency.

Constant Transparency (“Off” for Range drawing)

Constant transparency is the default setting for transparency.

When this sefting is active, the map appears filled with a

solid gray block, and the Center and Edge controls are
locked so that when you adjust one you are adjusting both.
Any drawing operation that you carry out will be affected
evenly by the transparency settings, from center to edge. A
setting of 50% will result is drawing that is 50% transparent
across the entire drawn area.

Note: If you are in Range drawing and you set the map
to this mode (by toggling off one of the other three), you
have also turned off Range mode. You will need to
return to the Tools menu to reselect it.

Point Transparency (Point Mode for Range drawing)
When you select point transparency, the map displays a tiny
square block at its center. You can drag this square
anywhere on the map, which sets the position of the hotspot,
whose transparency is governed by the Center slider.

In this mode, the Center and Edge controls are freely and
independently adjustable.

Horizontal Transparency (Horizontal Mode for
Range Drawing)

When you select horizontal transparency, the Center and
Edge controls are freely and independently adjustable. The
map appears to have a tiny bar across its center. This bar
represents the “center,” which is affected by the value of the
Center slider. You can drag this bar up or down the map,
changing the area where the center transparency value is
located.

Vertical Transparency (Vertical Mode for Range
Drawing)

When you select vertical transparency, the Center and Edge
controls are freely and independently adjustable. The map
appears to have a tiny bar across its center. This bar
represents the “center,” which is affected by the value of the
Center slider. You can drag this bar left or right on the map,
changing the area where the center transparency value is
located.
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Warping Controls

When activated, the warp controls allow you to texture map
or warp any brush into a new shape.

The warping controls on this menu are only available after
you have cut out a custom brush, copied it to the swap
screen, and then selected TxMap as the current draw mode.
These steps are necessary since warping, which contains the
controls for texture mapping, requires a custom brush to be
placed in a special memory area so that it can work its

magic.

Warp Amount

Think of the warp amount as the amount of “fisheye lens"
effect you want to apply when drawing. The higher the
setting, the greater the amount of bending will occur.
Warping may be set from 0-100%.

If you only want to resize an image or map it into another
shape without using any warping, leave this value set to 0.

Horizontal Tiles

Tiling allows you to repeat the custom brush pattern a
number of times, making multiple copies within the area
that you draw. Horizontal tiling affects the number of times
the brush image is repeated from left to right. This value can
be from 1-15.

Note: How to use tiled drawing: After choosing tile
settings, go back to the Tools menu and select a drawing
tool (say, the solid filled rectangle). Draw out a
rectangle. You'll see the original brush texture mapped
and repeated within the rectangle. For a perspective
effect, use the polygon tool and draw a pyramid shape.
The result will be a repeated pattern that is squeezed
toward the top, looking as though it stretches into the
distance.

Tip: A good use of tiling would be after you have cut out
a brush of a red brick. Using the tiling feature of texture
mapping, you could draw a large square and tile it with a
wall of repeated red brick.

Vertical Tiles

Tiling allows you to repeat the custom brush pattern a
number of times, making multiple copies within the area
that you draw. Vertical tiling affects the number of times the
brush image is repeated from top to bottom. This value can
be from [-15.

Note: See the Note and Tip for Horizontal Tiling, above.
They also relate to Vertical Tiling.

[smoothng |

Smoothing

The Smoothing button affects texture mapped, or warp
operations, only. Smoothing antialiases the custom texture-
mapped brush and helps eliminate the jaggies that often
occur when resizing graphics. The brush is automatically
antialiased (using 16x oversampling and arranging to soften
the edges) and given a much greater apparent resolution.
When smoothing is on, texture mapping takes a little longer,
but the results are generally worth the extra few seconds.
With Smoothing inactive, no antialiasing is used.

Warp Locator Map
This map allows you to set the type and location of settings

used for applying texture mapping, The three buttons to the
right of the map set the type of warp mapping: point (the
sphere), horizontal (sideways cylinder), and vertical
(upright cylinder).

Note: For all three types of warp mapping, leaving all
three sliders to their default values (Warp Amount 0,
Horizontal Tiles 1, and Vertical Tiles 1) essentially turns
off any warp and tiling effects, allowing you to
remap/resize an image without these special effects.




The Point Warping button is the checkered sphere at the
upper right. Click on it to toggle Point Warping on or off.
The locator map shows a tiny square when Point
Warping is active.

Point Warping

When you select point warping, the warp map displays a
small square in the center of the map. This block represents
the “center” toward which the most warping will occur. You
can drag this square around the map, changing the focal
point for warping.

The Horizontal Warping button is the upright canister at
right center. Click on it to turn Horizontal Warping on or
off When Horizontal Warping is active, the locator map
displays an upright bar.

Horizontal Warping

When you select horizontal warping, the warp map displays
a white bar across the center of the warp map. This bar
represents an axis where the most warping will occur. You
can drag this square left or right on the map, changing the
focal point for warping,

The Vertical Warping button is the upright canister at
right center. Click on it to turn Vertical Warping on or
off When Vertical Warping is active, the locator map
displays a level bar.

Vertical Warping

When you select vertical warping, the warp map displays a
white bar across the center of the warp map. This bar
represents an axis where the most warping will occur. You
can drag this square up or down the map, changing the
focal point for warping.

How Warp Affects the Drawing Tools

Any drawing tool can be used with the TxMap drawing
mode. In most cases, you'll want to use a too! with the Solid
button turned on. Otherwise you'll draw unfilled areas,
which probably is not what you want.

Freehand Continuous

Can be used for unusual shapes and to simulate more
complex objects. Once you've placed an image, use
other drawing modes (such as Darken or Transparency)
to blend the image into the rest of the picture.

Polygon

This is usually the best tool to use for perspective effects.
The trapezoid shape with Warping set to 0 is the most
common polygon for generating the most realistic 3D
effects.

Rectangle

This is the most commonly used shape for straight brush
re-sizing (with Warp Amount set to 0). The proportions
of the original brush can be altered to a great degree
without affecting the quality of the re-mapped brush.

Note: When using TxMap and filled rectangles, you
can constrain the filled rectangle to the same aspect
ratio as the Swap brush by holding down the Alt key
as you drag out the box.

Circle and Ellipse

Useful for creating spherical effects. The best seltings for
the Warping controls are generally slight (10-25%)
Warp Amount with Point Warping set in the center.
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ToasterPaint Tips and Tricks

The following pages constrain a set of tips and tricks that you'll find useful in working with ToasterPaint.

Gutting Out the Entire Screen

Here's a quick way to cut out the entire screen image for
texture mapping.

1 . Press the TAB key to reset all values.

2 . Load the image.

3 . Select the scissors.

4. Press REDO. In a2 moment , the entire screen will
appear, attached to your pointer.

Now you can copy the brush to the swap buffer, select
TxMap, and begin texture mapping,. Just in case you need
help...

. Go to the Options panel and select Copy to Swap
from the Brush options.

6. Go to the Tools panel and select the TxMap
drawing mode.

. Select any drawing shape, such as the circle tool.
7 Turn on the Solid option. Now draw a shape.

TxMap will use the buffered brush image and fill

the drawn shape with it. Try out all the shapes to

get move ideas on how to use this powerful feature.

Re-3izing Full-sized Screens

Many graphics artists need to resize elements when creating
graphics. Here’s an effective method for resizing full-screen
images easily.

Press the TAB key to reset all values. Turn on the
coordinates grid.

Load the image.

Draw a filled rectangle of any size, starting at Ox,

Oy, and (for over-the-shoulder graphics) go to
about 294x, 188y).

Click Undo.

Click Redo. ToasterPaint will use the loaded image
as its source material for the TxMap operation.

Now cut out the resized image, clear the screen,
and place it for your over-the-shoulder key
graphic.

4. Press 7 on the keyboard (this turns on TxMap).

Note:

This will only work if there is no “swap brush” or current
brush prior to the operation. Via ARexx, sizing may be
adjusted in 1/16 increments, meaning you can slightly
magnify (or crop the right and bottom sides) of the
image.

Note: Since ToasterPaint centers your cursor on the brush
after you've cut it out, try the following coordinates for a left-
oriented or right-oriented over-the-shoulder graphic: left -
552x, 138y; right - 200x, 138y.




Effects Using Transparency

Clouds and Mist

Making realistic clouds or mist is easy when you use Range
mode with Transparency. Set up a range of white to light
gray for sunny days or darker grays for 2 more overcast
setting. The proper setting of the Hotspot and Transparency
levels add the right degree of translucency to mist or fog.

Translucency

Objects can be made translucent with the correct
application of Transparency. Using a semi-transparent light
gray to draw an object is an excellent simulation of glass. A
Range mode set up of white at the hotspot to gray at the
edge with the correct placement of the Hotspot in the
locator can make a glass object with light-source reflections.

Montage

Using Edge Transparency when pasting down custom
brushes helps to more effectively blend them into the
picture. Try using various amounts of edge Transparency in
the Montage tatorial when pasting down the lips. You'll
notice that the transition is much smoother; another benefit
is that you don't need to be as precise when cutting out the
custom brush, because varying the Edge Transparency will
blend out any unwanted details.

False Color

Using Transparency with ToasterPaint's logical modes (And,
Or, and Xor) can vield some very interesting computerized
false color effects; make Xor’ed halos of false color by
setting Hotspot Transparency at 100% and Edge
Transparency at 0% and drawing over the desired area.

Because there are so many different combinations and
possible modes, there are usually subtle differences between
seemingly identical modes, such as painting in Normal
mode with 50% transparent white and painting using
Lighten mode. To prove this to yourself, set the
Transparency controls to 50% with the Hotspot off. Select
the color white from the 16 color palette. Using Normal
mode, draw a filled rectangle over any portion of an image.
Then choose Lighten from the Mode menu and click on
Undo and then Redo. You will notice a definite difference
between the two modes that would at first glance seem
identical.

Interactive Transparency

The Transparency controls are also interactive; that is, you
can manipulate them while an object is being drawn to
create unusual effects. If the ToolBox vanishes while
drawing the object, click the right mouse button to halt the
process, then click Undo and Redo. While the process is
being repeated, move the Hotspot locator or change the
Transparency sliders. This works better on a large object,
because with a small object there isn’t much time.

Perspective Tricks

Darkening in the Distance

With texture mapping, when you draw, say, a pyramid,
ToasterPaint “squeezes” the brush or image to fit the shape.
This gives you an “extending into the distance™ look.

To enhance that distant feel, right after the first operation
select Darken mode, set the transparency mapping bar
horizontally to the front of the drawn area, and click Redo.
This will darken the rear edge of the brush and not the front
edge, reinforcing the feeling of distance in the background.

Perspective Fill Screen

Use the Tiling controls set to 9 by 9, use TxMap to draw a
rectangle covering the bottom two-thirds of the screen, with
Warp Amount set to high, and the Horizontal Warping at the
bottom of the Warping locator. This gives you the effect of
the brush receding off into the distance.

Perspective Effects
Transparency and the other modes can help simulate
different kinds of perspective:

* Using Blur with the transparency set to around 90% and
painting over objects in the background of your picture will
give the effect of great distance; the objects will blur slightly
as if seen through a hazy atmosphere. You can increase the
amount of blur by repeatedly clicking the Redo button.

e Colorizing background objects with blue and
approximately 75 - 90% transparency will also give them the
look of being at a great distance (aerial perspective) but
without actually blurring them. Objects seen at a great
distance through a clear atmosphere take on a blue tinge
but remain sharp in detail.
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Etfects Using Texture Mapping

Severe Warping

More severe warping effects can be obtained by pasting
down an image using TxMap mode and warping at
maximum, then click Scissors and Redo. The image you just
created is turned into a custom brush. Now choose Copy
This Brush from the Swap sub-menu in the Brush menu.
Select a shape tool and draw a new shape on the screen.
The previously warped image is warped even further into the
new shape, since the Warping control is still set to
maxirmunm.

Interactive Texture Mapping

The Warping controls can work interactively (in real time)
for unusual effects. Activate TxMap mode (remember, you
must first cut out a custom brush and then copy it), then
draw a new shape on the screen. The custom brush is
texture mapped into that area with the Warping control
settings applied. Now click Undo, and then Redo. (If the
ToolBox is not showing, immediately press —.) Grab the
Warping Point in the Warping locator and move it around
while the image is being drawn. The warping effect moves
around in the image as it is being drawn. Of course, this
works best if the image being drawn is large, so that you
have enough time to make these changes (turn on
Smoothing to give you more time). Try using the Horizontal
Warping bar and moving it up and down to create a wavy,
rippling effect.

Tiling Tip

To get more than 9 copies of a brush in a Tile, use Tiling
again on the brush. For example, if you want 12 copies of a
brush vertically and horizontally, cut out the custom brush,
copy it, then activate TxMap and set the Tiling controls to 6
by 6. Then stamp down the brush, click Scissors and click
Redo, then copy this new brush and select 2 by 2 Tiling,
then stamp down the new brush.

Range Drawing Tricks

Multiple Color Ranges

To create color gradations with more than two main colors
(and their intermediate shades), use Range colors in Range
mode to draw part of what you want. Then set a new Range
color. For instance, if you want a range from red to yellow to
blue in a rectangle, set a red to yellow range, draw half the
rectangle, then set a yellow to blue range and draw the other
half of the rectangle,

Reverse Color Range Text

This effect uses Range colors to bring out text against a
background of the same range. Select Range mode, then
choose the Horizontal Hotspot and drag it to the bottom of
the Hotspot Locator in the Transparency & Warping panel of
the ToolBox. Go to the Text panel and type in the title you
want (a large display font works the best; at least 24 point).
When the text appears, select Copy This Brush from the
Swap sub-menu in the Brush menu. Go to the Transparency
& Warping and move the Horizontal Hotspot to the top of
the Hotspot locator. Now go to the Tools and select the
Filled Rectangle tool and draw a rectangle about the size of
the text you created (it can be larger or smaller, if you
prefer). Now select TxMap mode from the Mode menu and
click Redo. If you like, turn on the Smoothing in the
Transparency & Warping menu before doing this. You now
have text against a background where the same color range
goes in opposite directions.




Miscellaneous Tips

Unexpected Results

If you’re not getting what you expect when you draw, check
to see what Drawing mode you're in, or see if you've left the
Transparency controls on. Usually, unexpected results are
caused by a control from another panel that has been “left
on.”

Press the Tab key to return ToasterPaint to its default
settings and try again.

Canceling an Operation in Progress

The right mouse button cancels any operation in progress.
Since ToasterPaint draws things from the top down, this
feature can be used to draw only the top half of a brush or a
shape.

Merging Pictures

Remember, with Merge Picture, the whole back picture is
the paint that can act on the front picture with any of the
Mode menu features. Try bringing a picture into the front
using Transparency controls for a “soft-focus” effect.

Using Range to Create Colors

When not in use with Range mode, the Range colors can be
set up to hold a spread of colors that you'll be using often.
For example, if you want to find a nice gold hue, place
vellow in one end of the range and brown in the other. The
blend of color will give you a rich set of shades in the gold
range.

Loading Files Faster
Files can be opened by double-clicking on the file name.

Faster Paint, Faster!

Using the keyboard shortcuts grabs time. When you find
yourself reaching for the same button or menu item for the
hundredth time, look at the keyboard shortcut list. Painting
with two hands is faster than painting with one hand.

Freehand Drawing

Freehand drawing works rapidly, but if you release the
mouse button and draw again before the “Zzz” cursor
disappears, ToasterPaint considers that as part of the
original brush stroke. A single Undo will remove all such
paint from the screen. This can be used to sign your name
on the screen with Freehand drawing, and then clear your

name off the screen by clicking Undo.

Undo/Redo

If you draw something on one screen, then Undo it and
swap screens, the Redo button will re-draw it in the exact
same location on the swap screen.

ToasterPaint
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ToasterPaint Keyboard Shortcuts

Tools Menu Commands
Key Function Key Function
a Redo B Restore Brush
b Scissors H Copy picture to Swap screen
c Unfilled Circle N Copy Brush to Swap
C Filled Circle t NoBackground off
d Unfilled Continuous Freehand T NoBackground on
D Filled Continuous Freehand i Font Requester
e Unfilled Ellipse j Swap screens
E Filled Ellipse ] Exchange custom brushes
f Fill Off K Clear screen to black, set current color to white
F Fill On [ Load Frame
g Coordinates/Mode toggle L Save Frame
G Grid On/Off Toggle 0 Load Brush
h Set Grid 0 Save Brush
m Magnify mode toggle P Load RGB
r Unfilled Rectangle p Save RGB
R Filled Rectangle X Flip brush horizontally
s Freehand tool y Flip brush vertically
U Undo 7 Rotate brush 90 degrees clockwise
v Unfilled Polygon Z Rotate brush 90 degrees counterclockwise
A Filled Polygon
F1 Tool/Transparency & Warping toggle Painting Modes
F2 Tool/Text Controls toggle Key Function
F3 Tool/Palette toggle : Normal mode
F4 Undo 1 Range mode
F5 Redo 2 Lighten mode
Smaller brush size 3 Darken mode
= Larger brush size 4 Colorize mode
Brush shape toggle 5 RubThru mode
One-pixel brush 6 Blur mode
7 TxMap mode
8 And mode
9 Or mode
0 Xor mode
< Blur2 mode (not available from the menu)

ToasterPaint

Keyboard Shortcuts
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ToasterPaint Keyhoard Shortcuts,continued

Transparency & Warping
Key Function
n center hotspot in Warping Locator and Hotspot

F6

R R

Palette
Key

Text
Key

%

Locator

100% Hotspot, 100% Edge

50% Hotspot, 50% Edge

Texture Map Smoothing Off

Texture Map Smoothing On

Dithering Off - affects preview screen only
Pattern Dither - affects preview screen only
Random Dither - affects preview screen only
(default)

Function
Pick Color

Function

Text Smoothing toggle
Bold toggle

Italics toggle
Underline toggle

Miscellaneous ‘
Function

Key

M Toggles memory display on menu screen

Q Return to Swilcher

S Snap mode toggle for 1x mode

w Whole screen operation

~ Unload ToasterPaint from memory (super-quit)

ArTow keys Scroll picture; scroll magnify window.

Alt Preserve aspect in TxMap mode filled rectangles

Esc Control panel open/close toggle; close magnify
window

Help Toggle auto-scrolling with mouse

Return  Activate string gadgets to enter strings; OK on
requesters.

Space  Cancel operation in progress.

Tab Default program settings (Transparency off,
hotspot centered, Normal mode)

Rendering

- Key Function

F8 Render frame to DV1

9 Render frame to DV2

F10 Render to framebuffer toggle

Del Auto-render toggle




ToasterPaint Index

1 button

1,2, 3, 4 Grab buttons

2 button

Add Color button

Air Brush draw tool

And draw mode

Auto-Scroll (A2000, A3000)
Blur 2 draw mode

Blur draw mode

Bold font option button

Brush (Scissors) button
Brush Options

Brush Shapes buttons

Brush Size selector

Center color button

Center mini-slider (Trans/Warp panel)
Circle draw tool

Clear Screen button

Clip Processing panel

Color inkwells

Color panel

Color Strip

Color Wheel

Colorize draw mode

Constant Transparency setting
Control Panel

Control Panel components
Coordinates button

Copy to Swap (brush option) button
Copy to Swap (screen option) button
Create Brush button

Current Color box

Current color

Cutting out the whole screen as a brush
Darken draw mode

Delete Options

Delete Screen 2 button

Delete Swap Brush button
Disk menu

Draw Mode pop-up

Drawing Modes

DV1 button

DV2 button

Edge color button

Edge mini-slider (Trans/Warp panel)
Effects using Texture Mapping
Effects using Transparency
Ellipse draw tool

Enter Text string

Entering ToasterPaint

Exiting ToasterPaint

File Requester, how to use the
Flip Horizontal button

Flip Range button

Flip Vertical button

Flood Fill button

13

29
16
25

23
23
32
17
35
17
17
28
41
17
34
37

27

28
22
41

33
35
34
32
28

21
36
36
36
11
19
19-26
13
13
28
41

45
16
31

14
35
28
35
17

Font options

Frame # selector
Framegrab controls’
Frames to Process controls
Freehand continuous draw tool
Freehand draw tip
Freehand draw tool

Full Image button

Global Fill bution
Grayscale inkwells

Height controls
Hide/Unhide button
Horizontal Tiles

Horizontal Transparency setting
Horizontal Warping
Import Field button

Import Frame button
Keyboard Shortcuts
Lighten draw mode

Load Alpha button

Load Brush button

Load Commands

Load Field 1 button

Load Field 2 button

Load Font button

Load Framestore button
Load RGB button

Magnify button

Main Display controls
Merge with Swap (screen option) button
Merging Pictures

Mouse Functions

Moving the screen

No Bkground button
Normal draw mode
Options panel

Or draw mode

Perspective Tricks

Pick Color button

Point Transparency setting
Point Warping
Polygon/Vector draw tool
Print Screen button
Process button (clip processing)
Process button (image processing)
Process Clip pop-up
Process Panel

Process Screen pop-up
Range colors

Range draw mode

Range Drawing tricks
Range Mapping controls
Rectangle draw tool

Redo button

Render button

ReSizing the screen

32
38
13
37
15
47
15
17
34

32

42
41
43
13
13

21
11
11
11
38
38
31
11
11

13
34
46

35
20
33
25
45
29
41
43
15
34
38
38
38
37
38
10
20
46
39
16
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Restore Swap (brush option) button 35

RGB sliders 27
Rotate +90° button 35
Rotate -90° button 35
Rotate controls 32
RubThru draw mode 22
Save Alpha (4-bit) button 12
Save Alpha (8-bit) button 12
Save Brush button 12
Save Clip button 12
Save Commands 12
Save Framestore button 12
Save RGB button 12
Scissors button 17
Screen 2 pop-up 18
Screen 2(Delete option) button 36
Screen control buttons 8
Screen Displays 4-5
Screen Flash (A2000/A3000) 3
Screen Options 33
Set Grid button 33
Shear controls 32
Shifting the screen 6
Smoothing button 42
Solid button 16
Source Clip button 37
Straight Line draw tool 15
Swap Brush (delete option) button 36
Swap Brushes button 35
Switcher button 8
Terminology 4
Text Panel 31
Tips and Tricks 44-47
Toolbar 2
Tools menu 2
Tools menu 15
Transparency and Warping Panel 39
Transparency Mapping controls 39
Transparency/Range locator map 41
Transparency/Warp panel
TxMap draw mode 24
Underline font option button 32
Undo button 7
Use Grid button 34
Using Range to Create Colors 46
Vector/Polygon draw tool 15
Vertical Tiles 42
Vertical Transparency setting 41
Vertical Warping 43
Warp Amount 42
Warp Locator map 42
ToasterPaint Warping controls 42
Width controls 32
Index Xor draw mode 26
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ToasterCGG
Character Generator

Welcome to ToasterCG.ToasterCG uses both the keyboard and the mouse for fast and easy character generation. How do Table o'

you use ToasterCG? There are only a few steps to learn.
Contents

» Select the page type. Each each page type is dedicated to a certain kind of display. Choose the appropriate page
type for the manner you wish to display a graphic (scroll, crawl, etc.)

¢ Enter your text. This is the hard part, deciding what you want to say! Use ToasterFonts, Color ToasterFonts,
PostScript fonts, and Amiga Outline fonts. You can even load your own graphic brushes.

« Fine-tune the page. Change fonts, sizes, colors, and shadows at any time by selecting an item with the mouse, and
clicking on a button to make the change. Drag elements around the screen to compose the page to your liking.

e Save the screen as a generated image, ready for display by the Toaster.

That's it—you've learned ToasterCG! You'll find it surprisingly simple, friendly, and powerful.

The Building Blocks of Character GEneration ......................ccco. i cr e 2
TOASIETCG BASICS ........oviiiviiit e et 3
A TOUr Of the TOASLETCG SCIMS. ...........cvveeirieie et st e 4-6
Getting Started
Entering and Exiting CG, Selecting PAZE TYPE <. ....o.vvr vttt s snrs -
Loading Fonts, Text Brushes, Brushes, Boxes, and Underlines ..............cccccovevivimniinin oo
Removing Items from the SCTEEN ... e e e s st e
Choosing Fonts and Font Sizes, Resizing Text. ..o
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Page Composition Tools
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Creating Lower One-TRird GIAPIICS ..o e et 27
Selecting Colors/Images for the Background (Framestore Pages only) ..o 28
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Display Operations
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Displaying SCroll 07 CrAwWl PAZES .......cc.cvecuriiiiiiiciii et et 34-
Changing the Speed of SCroll or Crawl PAGES .........coocoioviiieiicorniineie s 35
Setting a Repeat for SCrOll 0T Crawl PAZES .......c..ooiviieiiiiet i e s 36
Page and Book Controls
Changing 0r COPYING PAZES.........c.ovvcuriviceriii it s
Clearing Lines, Pages, or Books
LOAAING TEXE FILES ...ttt eent ettt et se s st es oo b s es e s s st
Loading (or Appending) Pages and BOOKS ..........o.ocuiiiiin it 40
SAVINE @ PAGE. ....vocvvere ettt 41
SAVIE @ BOOK ... cv1tstict st st e 42
. Special Characters and SYIDOLS .............cooviiiiciec e et 43
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Building Blocks of CG

The Building Blocks of Gharacter Generation

In television, the primary device used to convey program content is the screen itself. You look at the screen to view the
program. With character generation, that device is text. You read the words on screen and understand their meaning,
Therefore, video titling tends to borrow terminology from two fields, desktop publishing and television, to describe its

functions.

With this in mind, here are the building blocks of character generation.

The page

A screen full of text is referred to as a page. Whether a
page is completely filled with text or only contains one
person’s name at the bottom, it is considered a complete

page.

A series of pages might be displayed in a sequence, one
after another, at the beginning of a program. Page 1 might
show the title of the program. Page 2 might say
“Starring... (your name here)”. And page 3 might include
“Brought to you by..." information. Each of these
individually-displayed graphic elements would be
considered a page.

If the page contains text that scrolls up the screen or
across the bottom of the screen, it is still a single element,
a single page. The page is the method employed to display
video graphics—whether those graphics will be static or
moving. Therefore, if you have to create one graphic for a
title, another graphic for a station ID, and another graphic
of scrolling credits, you would create each of these items
on a different page. You would have three pages of
graphic elements.

There are four page types in ToasterCG, one for each of
the methods of displaying graphics. They are discussed in
detail in the section called “Choosing a Page Type.”

The hook

A group of pages, say from the awards program example,
can be saved in a single file called a book. This is a
convenience of organization and a convention left over
from earlier versions of the Toaster system software. It
allows you to save related graphics and text in one place
for easy editing later on.

When you start ToasterCG, you arrive on page 0 of a blank
book that contains 100 pages. Whether you actually use
them all or just a few, there are always 100 pages
available to work with in ToasterCG. When you complete
the de