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Introduction to the improved functionality of
DA’s VECTOR PRO

Introduction

For economic/ecological reasons we thought it sensible not to create a new
manual for DA’s VECTOR PRO, but to add an additional volume to the exist-
ing introductory manual for DA’S VECTOR. This was possible because the
difference between the two programs is almost exclusively in the enhance-
ments; only a few functions or interface elements needed to be changed. The
beginner should therefore read the introduction to DA’S VECTOR first and
then turn to this additional volume. The many DA’S VECTOR owners acquir-
ing the PRO version as an upgrade will find in Part A a compact summary of
all enhancements and changes.

Part B of this introduction serves a different purpose. DA’S VECTOR PRO is
the core element in the first fully digital video production system for Atari
computers. Since we as well as the users are breaking new ground with this,
we thought it proper to give a more detailed explanation of the key concepts
and of many detailed questions. A brief summary, however, will be given right
now.

By fully digital video production we mean that the entire editing and creation
of videos (in the widest sense) is done digitally inside the computer. This im-
plies that the real film sequences are completely digitised and then edited in
the computer, mixed with computer animations and then, finally, re-recorded
on the target medium. This target medium can be a video tape, film or a digital
medium such as the computer itself or its mass storage device. Of course this
also includes sound. All editing is done at the highest quality, fully sufficient
for studio productions. You have available all the graphics and image editing
tools which have been developed in recent years for the DTP, graphics and
image editing fields.

To avoid confusion: we are not talking about mini videos involving a loss of
quality, intended for replaying on a PC (although these, too, can be created),
but about digitally produced ‘films’ of maximum quality. The degree of qual-
ity achievable depends entirely on the peripherals used: for real film sequences,
of course, the resolution of the source medium (film, various video systems)
and of the digitising resolution (digitiser, slides scanner) are decisive. When
recording the finished film sequences, too, only the quality of the equipment
(colour resolution of computer or graphics card, video system and conversion,
resolution of slides camera etc.) are relevant.



DA’S VECTOR PRO can, of course, scale all graphical elements (vector graph-
ics, vector text) freely and therefore output them at almost unlimited resolu-
tions. The mass storage device used will, of course, set certain limits. Without
compression, one second of studio-quality video takes up about 30 Mb and
many of the new options in the DA’S VECTOR PRO animation editor aliow
no further compression. Many semi-professional and amateur applications,
however, require much less. Also, the processing speed of the available com-
puter plays an important part. They are easily adequate for professional video
resolutions - but the creation of cinema film formats requires faster systems.

We have described DA’S VECTOR PRO as the core element of such a digital
video system because, in principle, you can do everything with this program
and the peripherals available today, although often with considerable effort
and time spent. This applies not too working with DA’S VECTOR PRO but to
the control of the peripherals. Thus you can already today digitise picture se-
quences using a commercial colour digitiser and a recorder with good freeze
frame and single frame stepping, but still need to record frame for frame ‘manu-
ally’. The same applies to the output: even animations which can no longer be
compressed can be copied to the target medium at high quality using single
frame recording, but here too it is still necessary to operate manually and it
also requires a rather expensive single frame recorder.

Here, too, we will come up with new products which can automate the work as
well as enable high-quality recording on the more upmarket home recorders
(S-VHS, Hi8). Our support line will answer all your questions concerning this
topic, as well as new products and service bureau’s which you may require to
record your productions for you if you do not have the relevant equipment.

DIGITAL ARTS AG
CH-5503 Schafisheim, October 1993



A. Program enhancements and changes to
DA’S VECTOR

1. Changes/Additions to the vectoriser
1.1. New option: Scanning monochrome images
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The vectoriser can now also trace monochrome pictures in the
TIM format. Because of the virtual tracing (unlimited image size!),
it is not possible to vectorise pictures in the IMG format so that
these need to be converted first into the TIM format. Users of GT-
LOOK II can, of course, save the images in TIM format immedi-
ately. This also means that monochrome images can now be used
as fill patterns.

1.2. Changes to the snapshot function for picture
objects

The ‘snapshot function” with which you can generate a picture
object from an imported picture (rectangular frame in the picture
proportions with the picture as a fill pattern) now returns to the
vector graphics menu immediately after you have clicked on it.

There you will find the picture object in the work area. You can, of course,
generate picture objects from monochrome pictures, too.

2. Additions/changes to the vector graphics editor

DASVECTOR

2.1. Additions to the Graphics attributes sub menu

Most of the additional functions can be found in the “Graphics
attributes” sub menu. Linear and radial (vector) colour gradua-
tions can now be used to fill vector areas, as can the so-called
‘blendings’ (which are metamorphoses between two parts of a
vector path with colour blending). A lot has been done to the pic-
tures used as fill patterns, too: in addition to the halftone, palette
and true colour pictures you can now also use monochrome pic-
tures in the TIM format as fill patterns; you can assign any draw-
ing colour to them. For all picture types, the colour White can now
be defined as transparent. A very important change may not at
first be noticed but will come into effect automatically: when the
object is rotated, the fill pattern picture will be rotated along with
it at any angle. In other words, all pictures can now be freely ro-



tated. This angle can also be entered from the keyboard. Because of these new
options, the user interface had to be slightly changed here (see below). In gen-
eral, the user interface has become a little more complex due to the many new
options. Depending on which fill icon you click on, the sub menu may have a
different appearance in order to make available special functions for the cor-
responding basic function (colour graduations, blendings) which could not be
fitted in elsewhere. All these functions will be described in detail below. You
will also find a new parameter among the drop-down menu options (xx colour
levels), which is connected with the new fill functions. Here you can set the
number of colour graduation levels ON THE SCREEN; this only affects the
display quality and speed on the monitor. Output (Print etc.) always takes the
highest possible resolution.

2.1.1. Vector colour graduations
Beneath the two icons for the different fill algorithms you will find two new
symbols for linear and radial colour graduations. You could, of course, create
any kind of vector colour graduations before, using the multicopy function or
the time-space converter (and these extremely versatile options are still present)
, but these functions always create a large number of physical copies, requiring
plenty of memory. This is no longer necessary now for ‘simple’ linear and
radial graduations: such a graduated fill for objects (paths) re-
DASVECTR _ quires virtually no additional memory. When you select one of
these two icons, the sub menu changes appearance: the settings
for the fill patterns disappear and instead there are special func-
tions to set the colour graduations, to be described in more detail
below. You can switch back to the normal sub menus by de-se-
lecting the graduation icon. Set start and end colour: two rather
than one colour fields appear. The first shows the start colour, the
second the end colour of the graduation. Both can be clicked on
as before, whereupon the colour setting dialogue appears and the
colours can be redefined. Even simple graduation: when you se-
lect this icon, the graduation (linear or radial) will be drawn evenly
from the start colour to the end colour. Soft simple graduation:
when you select this icon, the graduation (linear or radial) will be
drawn with a certain amount of ‘bending’ between the start and the end colour;
the transition appears ‘softer’; instead of long complicated explanations you
should simply try this out. Even cyclical graduation: when you select this icon,
the graduation (linear or radial) will be drawn evenly and cyclically from the
start to the end colour and back again. Soft cyclical graduation: when you
select this icon, the graduation (linear or radial) will be drawn with a certain
amount of ‘bending’ and cyclically from the start to the end colour and back




again; the transitions are then ‘softer’. Set graduation direction: This is an in-
teractive tool that allows you to select the start and end points of the gradua-
tion. First select this icon. Then move the mouse to the desired starting point of
the graduation (which can be outside the object!) and drag a ‘track’ with the
mouse button pressed to the position of the end colour; the graduation ‘track’
will be indicated by a line. Just release the mouse button at the end position.
The icon will be automatically deselected. If instead you wish to continue ex-
perimenting, hold down the SHIFT key when drawing the graduation direc-
tion: you can now repeat the operation as often as you like; you will only exit
this mode when you release the SHIFT key. IMPORTANT HINT: if you are
using colour graduations as fills, the line attribute will be automatically set to
‘transparent’. It is therefore NOT possible to work simultaneously on ‘out-
lines” and ‘graduation fills’. If you need to do this, you must first create a copy
of the object and place it on top of the first object (and preferably group them);
set the area for this copy to transparent and select a line thickness. Hint for
work in the animation editor: when you save two variants of an objects in the
film clipboard, the following settings are interpolated in a linear fashion: start
colour of both variants, end colour of both variants, start point of both vari-
ants, end point of both variants. Thus, within an animation, you can move as
well as re-colour the colour graduation. The other settings (gradient type, gra-
dient mode) cannot, of course, be interpolated. They are switched abruptly in
the animation.

2.1.2. Blendings

Next to the two fill algorithm icons you now find a new icon for the so-called
‘blendings’; the icon at this position for picture fills has been moved
one down. When you select the blending icon, the sub menu
changes: the fill pattern settings disappear and instead a special
function for the setting of the blendings appears, which will now
be described. You can switch back to the normal sub menu by
deselecting the blending icon. ‘Blendings’ are calculated transi-
tions between two (or more) sub-paths, with the colour changing
with each transitional step. Blends are therefore only possible if a
path object contains at least two sub-paths! Many different varia-
tions are possible, depending on which path segment you select as
an end segment and which you select as a start segment, and also
the rotation direction of the individual path segments. You can
also define the start end points, that is, the points on the start and
end segments which correlate which each other. Here, too, we rec-
ommend that you simply experiment with the different possibilities using sim-
ple objects, in order to gain some feeling for the almost unlimited possibilities.




Set start and end colour: Instead of one colour field you now get two. The first
shows the start colour, the second the end colour of the blending. Both can be
clicked upon with the mouse as before, whereupon the selection dialogue for
the colours appears and the colour can be redefined. Number of
intermediate steps (blends): Here you can enter the number of in-
termediate steps from the keyboard. The minimum value is 9, the
maximum 255. How many of these intermediate steps are displayed
ON THE SCREEN will depend on the setting for “Colour steps™
in the Options drop-down menu. At the output stage, however, the
number of blending steps selected in the Area attributes” sub menu
is used. Select end segment/foreground: When you select this icon, you can
select the end path segment for the blending using the mouse, by clicking on
any point in the end path. The end path is assigned the right colour (at top of
menu). Thus you are also defining the drawing sequence since the end seg-
ment will always be drawn last and is therefore in the foreground. This ex-
plains the icon (Foreground). Select start segment/background: when you se-
lect this icon, you can select the start path segment for the blending using the
mouse, by clicking on any point of the start path. The start path is assigned the
left colour (at top of menu). Thus you are also defining the drawing sequence
since the start segment is always drawn first and is in the background. This
also explains the icon (background). Change rotation direction: You already
know this function from the vector path editor. When you select this icon, you
can change the rotation direction of a path segment by clicking on the control
point. Select start end point of blending: This tool allows you to define the
transformation between path segments to a considerable extent. It is used to
select corresponding curve points in the start and end segments. To do this,
first select the icon. Then click on a control point in the start segment and then
move the mouse with the button pressed to the desired control point on the end
segment (or the other way round, makes no difference). Release the mouse
button over this point. The icon will immediately be deselected again. The
blending is redrawn, usually creating an entirely new type of transformation.
Practice exercise: Enter the path editor and fetch a triangle and a square from
the library. Place both sub-paths at a certain distance from each other. Now
return to the vector path editor and from there enter the (@Area attributes’ sub
menu. Select the blending icon. Now you can try out all the variants: change
rotation direction of individual paths; select different start and end points on
the triangle and the square; swap start and end path. For a second exercise, we
recommend an object consisting of three path segments (e.g. a circle as a third
element), giving more versatile combinations. IMPORTANT HINT: When
working with blends, the line attribute is always set to “transparent’. It is there-
fore NOT possible to work with ‘outlines” AND blendings simultaneously. If




youneed to do this, you must create a copy of the object and place it on top of
the first object (and preferably group them); then set the area of this copy to
transparent and select a line weight. Hint for work in the animation editor:
When you save two variants of an object with blending to the film clipboard,
the following settings are interpolated in a linear fashion: start colour of both
variants, end colour of both variants, start point of both variants, end point of
both variants. You can therefore use the blending in an animation for both a
regular transformation of the shape as well as for re-colouring. The other set-
tings (start segment, end segment, rotation direction) cannot, of course, be
interpolated. They are switched abruptly in the animation.

2.1.3. Changed and new fill pattern options
General changes/enhancements: First of all, you will now find the fill patterns

icon in anew position. It has been moved one position down to make space for

DASVECTOR

[ Abs | Fix [IFd
0.008 mn
8.00 nn
1 819.20 mn
1 819.20 nn
& 25.00

X
Y
H
H
A

the blendings icon. You can now also use monochrome pictures
in the TIM format (other formats can be converted to this using
the picture converter) as fill patterns. The drawing colour can be
freely redefined. The background is always white, but can op-
tionally be set to transparent (as with all other image types now).
This transparent setting is therefore the second enhancement. The
third innovation is that images/pictures of all types can now be
freely rotated by any degree. The many new possibilities necessi-
tated slight changes in the user interface: you will no longer find
the button marked ‘rel” (relative). This setting is always selected
when ‘Abs’ is disabled. The third button labelled ‘T’ (Transpar-
ent Image) is used to switch transparency off or on. All the possi-
ble settings will now be described in detail. Absolute/relative fill
pattern position: when this icon is selected, the fill pattern is firmly
fixed in the work area. The co-ordinates of the top left corner are
shown under ‘X:” and “Y:” and can, of course, be changed from
the keyboard. When the icon is not selected, the fill pattern is
positioned relative to the top left corner of the bounding box of

the graphics object (as with the ‘rel” buttonin DA’S VECTOR), and is therefore
moved whenever the object is moved. You can add an additional offset under
‘X:” and °Y:’ from the keyboard. Fixed/variable fill pattern size: when this icon
is selected, the size of the fill pattern will remain constant when the relevant
object is enlarged, reduced or otherwise transformed. The fill pattern is always
rotated with the object, and the relationship with the object path maintained
when “fixed’ is selected. This fixed size is indicated under ‘W:* and ‘H:” and can
be changed there using the keyboard. When ‘fixed’ is disabled, the size of the
fill pattern is adapted to that of the bounding box when the object is scaled;






