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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
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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.
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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.

20




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
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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

6




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

Editing a Video Clip

13




Tutorials

Editing an Audio Clip

14

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 requeste<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>