


Making It Work! 
Tutorials and articles to make 
your software perform, and 
your life easier. 

Ray Tracing Sparkle 
Different parameters 10 make YOlir ray 
tracings come alive! 

Super Paint 
Going beyond HAMI 

Unlimited ClipArt 
Moving ·other· computer graphics 

10 the Amigo 

Monitors 
Beyond the 1084. In search 01: 

a better monitor. 
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Flight Simulators 
by Mike Hubbarrt 
Inlhe early days oj compulers, 
people dreamed oj ulilizing Iheir 
compulers as sophisricaled air­
craft simulalors. No longer would 
it he necessGlY 10 pay high rales 10 
soar above Ihe clouds, I/OI' would 
illequire joining Ihe Glmed JOI('es 
jor a tour oj dury. 

Carrier Conunand 
by Mike Hubbarl 
Like Ihe olher PlVduclsfivm Rain­
bild, Cal Tier Command (CC) 
comes wilh a 1I000ella to sellhe 
slage jar Ihe game. 

Flight SiInuiators 

SkyChase 
by Mike H ubbal1l 

Falcon ~ions 
by William F JOidan 
If lighmingjasl response coupled 
wilh smoolh-sclVlling graphics 
does nOI appeal 10 you, quil read­
ing NOW Olhelwise ... 
Welcome'to one if Specn'um 
HoloByle's ne,veSI releases: 
Operation: Coul1Iersnike 

Jet Trainer 
by Mike Hubbart! 
Whal aboUl lhe higjels -Boeing 
727s. Precision ApplVach's Jel 
InSmIJl1eJ1l Trainerfills this 
I'acaney inlhe compuler 
sinUliator markel. 

Wilh alllheflighl simulalors on lhe markel, Ihere is a/ways roomjor one 1II0re. Maxis Software has released a 
new simulalorjorlhe Amiga called SA)Chase. wilh opn'ons 1701 yeljound in olher Amiga arcade flighl simulalors. 

AmiExpo Report 
by Howard A. Audet 
AllliEXPO in Scmla Clara, 
C alijornia, kind ojreminiscent if 
the last /WoAmiEXPO's in Los 
Angeles. Some exhibitors made it 
in spite ojthe eanhquake and the 
difficulty ojn-aveling. 

25 

Feature Articles 

A Classic Example Of Nature challenging moth. 

CHAOS 
ByJohnlOl'il/e 
A limitan'ol1 oj stal/dOid geomeny 
(as quotedfiom Benoit Mandel­
brot) is its inability to describe 
lIIany if nan/re'sjOims. Chaos, on 
the other hand. .. 
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Amiga Productivity 
Cross Dos 
by Donald Maxwell 
One of the few drawtxx)(S to own· 
ing an Amiga is that you can't just 
pop in a diskfrom some other 
brand of com pUler . one of the 
IBM PC's at work,for example· 
and readafile directly into your 
Amiga word process01; dataixlse 
managel; or whalever. 

UltraLab 
by Steve Gillmor and Tina Chase 
Thefollowing article, which ex· 
plains the construction techniques 
employed in UltraLab, assumes 
you have already browsed through 
the UltraLab stacks onlhe AX disk 
set. 

Modula IT -Draw 
Another installmem in this Modu· 
10 II plvgramming tutorial. The 
creation of a paim program. 

City Desk's Major Update 
byJayGross 

Math Aquarium 
by Mike Hubbl1lll 
Doug's Math Aquarium is a pow· 
elfultoolfor generating pientres 
rendered fivm malhematical cal· 
eillations, and will enlhra/lthose 
Amigans with even the slighlest in· 
terest iJ1this fascinating subject. 

Math-A-Mation 
by Mike Hubbartt 
Are there any Amiga owners 01/1 

there still ill either high school or 
college? All? you ignaring your 
Amigo while spending all those 
hours on malh homework? Have 
no feG/;for Math·Atna/ion fivm 
Progressive Peripherals is here. 

SI.D. 
SID: System Info Display v3.00 
by Mike Benv 
Program On Disk. InsmlCtions 

City Desk version 2.0 is a Iong·promised, Iong-awaiLed update 10 City Desk 1.1, which almost, bill nol quite, 
brings the producl imo the realm of plvfessional deslaop publishing products for The Amigo. 

Ultra Lab 
The latest in state-ofthe-an 
pIVgramming has reached the 
Amiga. Now you can experience 
this revolution first hand. 

Sill. 
The actual pIVgram that displays 
all the System Information you 
would wam to know. 

Animation 
Monster Animation. This detailed 
animation shOl1ls of Deluxe Paim 
Ilrs fanTastic animation abilities, 
and animated brushes. 

On Disk This Issue 

UltraLab wal<ing demo on dS<. 

Modula IT Paint 

CHAOS 
All the basic pIVgrams discussed 
in the CHAOS article G/t! helt! on 
disk. Witness whelt! math begins 
10 leave logic and order, and en· 
tersCHAOS. 

TREK TRIVIA 
A slick trivia game based on Star 
Trek. For all Those who Think they 
know Ihe series ... try yourself. 

SOUNDTRACKS 
I nclt!dible musical soundtracks 
from our famous Australian musi· 
cian, Vtncem Chu. 

This is the paint pIVgram that accompanies the lUJOrial on Modula 11. 
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Amiga Style Entertaimnent 
"'here In The World 
by Mike Hubbam 
Who says learning new facts 
should be painfut? The best edu­
cators in any level of school are 
those that make a subject both 
easy and fiUlto learn. 

Jack Nicklaus Golf 
by Mike Hubbara 
Afew years ago, Accolade had 
one of the nicer golf simulations 
foranyfol7nal, called Mean 18. e 
/his new simulalion has features 
enhanced over the older game 
wJUle retaining the ease of play. 

Shanghai 
by George T!'epal 
Let's save time. If you love shoot­
em-up ([Kade games and hale 
games like chess and solitaire, 
you'll hale Shanghai, so read no 
more. 

Heros Of The Lance 
by Mike Hubbarn 
With all the differenl DtUlgeons & 
Dragons types of games for the 
Amiga, a program hos to imple­
menJthe game differenlly to stand 
ou!from the crowd. 

Solitaire Royale 
by David W Manin 
SoliJaire Royale brings solitaire 
card games to the Amiga with a 
flair. While (J/fering a variety of 
card games il also plvvides some 
uniquefeatures /hat can only be 
found in a compUler game. Noth­
ing is missingfrom this fine collec­
tion of card games except perhaps ... 

Where In The World Is Carmen? 

Hero's Of The Lance 

AcTlcAL 

Where In 

ARFARe 

Carrier Command 

Distant Armies 

DataStonn 
by David W Martin 
Datastorm is one of the champi­
ons of the Game Zone's shoot-em­
ups. The game is basically a De­
fender clone, but it is nUlCh beaer 
than ils predecessor. 

OmniPlay's BBaD 
by Mike Hubbara 
The evolution of sports simula-
t ions is readily appareJu on the 
Amiga. Omni-Play Basketball is 
open-ended. 

C~Overview 
by George Trepal 
H ow good are ChessMaster 2rxxJ, 
Battlechess, and Distant Armies? 
TheyAUbeaJ me, so don't look 
for an evaluation of high-level 
chess ill this review. Bu! ralhel; a 
comparison on how they play. 

Prospector's Maze 
Prospector in the Mazes ofXor 
by Mike Hubbarn 
Remember Dig Dug, the old game 
with the fiale guy that bwTOWs un­
derground and exposes boulders 
to crush the badgttys? 
Here's what you get for yow' mon­
ey. 

HilW'ar 
by Mike Hubbarn 
Strategic Simulations (SST) has 
developed an Amiga product that 
relieves players of the tedious task 
of writing dov.'17 all their informa­
tion, while still retaining the action 
and fun of a D&D advenlttre. 
This product is Hillsfor, based on 
the Forgotten Realms adverUures. 

With a s/igJu /Wist on Chess, doling back fa ancienJ times ... tJUs game has a lot fa offer. 
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Animations 

bout This Issue's 

he "Monster" Animation 

Monster" is an animation by Steve 
of Springfield, MO. Run it by 

on its icon. The animation started 
as a toy creature, which Steve digitized 

stop motion with Digi-View Gold and a 
ne-megabyte Amiga 500. He put the fin­

pieces together with Deluxe Paint m. 

you want to run this animation from 
CLI, use: 

:ShowAnim +5 ULTRA:MonsterAnimation 

:ShowAnim -c +5 ULTRA:MonsterAnimation 

of these animations are Copyright 1990 
A.x. Magazine (in its A.X. Disk For-

at) and by the original creator. and are not 
istributable. Permission is granted for the 
. vate use of these animations by our read­

y ou may move them onto your own 
but please do not distribute them to 

o"n:,,"rl,c BBSs and the like. Thank you. 

2, Number 6 

In This Issue 
Animations, 
animations 
and more 
animations. 
This issue we 
are featuring 
an animation 
which shows 
off the abilities 
of Deluxe 
Paint III and 
Digiview. 

MOLD IT TO SUIT YOUR NEEDS ...... U E D IT 
THE PROGRAMMABLE EDITOR FOR TECHNICAL AMIGA USERS 

UEDIT has quietly become the editor of choice for bright pro­
grammers and professionals In the USA and Internationally. 
Recently It won the Gold Medal In CommodorB magazine. 

• Definitely the most sophisticated text editor to come along 
last year ... easy for beginners ... and advanced users ... re­
viewing UEDIT Is like an art critic reviewing a lump of clay. 
You can mold It to your needs .... 

CorrmodofeAugust 1988 

FEATURES: uNTa power. capacity. and flexibility. ARexx Inter­
face and many word processing features. EasIly add new 
features as you need them. or use It ·os Is,' Edit one or hun­
dreds of flies. Every command Is customizable. even the on­
line HYPER TEXT. HELP. and TEACH KEYS FACIUlY I 'lhe most re­
sponsively supported program on the Amlga.' 

UEDIT IS AVAILABLE BY MAIL ONLY ... ORDER TODAY! 

$59.95 Includes UEDIT with prlnted manual and D r1ng binder. 
$49.95 h:ldes U8)fT wtth prh1ed rrxnd (fa'stardYd 31t'g bt'deO. 
$44.95 h:ldes U8)fT wtth corrpIefe rmn..aI al cti< . 

Serd d1eck a m::lI"ey ader 10: 
RICK STILES 

P.O. BOX 666-X 
WASHINGTON, IN 47501 

(812) 254 -4986 

Indiana residents please add 5% sales tax. Please allow 2 weeks for delivery 
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7hisissue 
ofA.X 

contains 
DYNA­

SHOW 1.1, 
ane/a 

pictureto 
go with if! 

There are 
crowds,and 

there are 
crowds,and 
Gennany's 

firstAmiEx­
poinKoln 
Iwdsome 
crowds. 

What is Dyna-Show? 
4096 Colors in I-llGH resolution on a standard Amiga 
A pipe dream? Not at all. This issue of AX contains 
DYNA-SHOW 1.1, and a picture to go with it, both 
from NewTek. Dyna-Show is a (freely distributable) 
viewer for NewTek's new Dynamic HiRES and Dy­
namic HAM picture modes for the Amiga, part of the 
newly released Digi-View 4.0 software. 

The format, which changes the computer's display 
palette on the fly for each scanline of a picture, pennits 
the Amiga to display its full 4096 colors even in high 
resolution - 640 or more pixels wide by up to 480 lines 
tall. The Amiga's hardware does not pennit more than 
16 colors in a high-resolution line, and Dynamic 
HiRES doesn't do that However, it allows a DIFFER­
ENf 16-color palette for each line, which makes the 
difference in the display. 

To see the pictures, you MUST use the Dyna-View 

Gennan Expo Really Packs 'Em In 

There are crowds, and there are crowds, and Ger­
many's firstAmiExpo in Koln had some crowds. You 
know the scene. You go to the most desirable place in 
town to ... hang out It's the place' cause everybody 
hangs out there, you know. When you arrive, there's a 
line outside. Absolutely everybody is intent on hanging 
out there. When somebody decides to stop hanging out 
and actually leaves, they let somebody else in. Now 
THAT's a crowd! Now you have the idea of how 
crowded was the AmiExpo in Germany. Thousands of 
people, reportedly got turned away, 'cause there was no 
room at the inn. Er, at the EXPO. 

Of course, this level of crowding both thrilled and cha­
gIinned the Expo people, who were under orders from 
the fire marshals and other regulatory authorities to 
keep the number of people inside to a legal limit First 
?ff, they were thrilled that so many people paid to get 
Ln. However, they despaired that they could have sold 
SO many more tickets if they'd had a largerhali. 
Which, you can bet your last pfenig, they're planning 
on having next year, for sure. 

Other than elbow to elbow people, there was lots of 
Arniga stuff at the German exposition, though much of 
it was hard to see on account of the crowding. A lot of 
booths were devoted to doing things with the Amigas 

program, included on the disk. If you attempt to load 
the pictures into a regular paint program, you will get a 
rather glorious mess. 

Digi-View Gold, version 4.0 retails for $199.95, but 
since the upgrade is to the software, not the hardware, 
you can upgrade an existing Digi-View without buying 
a whole new one. The upgrade fee is $24.95 (Plus $6 
for shipping) direct from the company. Contact 
NewTek for further details. 

Digi-View 4.0 Software Upgrade 
NewTek, Inc. 
115 W. Crane 
Topeka KS 66603 
800-843-8934 

The picture and viewer files are copyright 1989 by 
NewTek. 

that Commodore (in Germany or otherwise) doesn't 
have much to do with. Tower cases, for example. 
What could be nicer than an Amiga motheiboard, coz­
ily parked in a PC-style tower case, with a behemoth 
power supply, room for a passel of disk drives of all dif­
ferent descriptions, and an entertaing blinking light or 
three on the front for reassurance that all is well inside? 
Not one, but several vendors. The USA doesn't have 
these critters, yet, although at least one has indeed been 
sighted at a show on these shores. It won't be long ... 

Another thing plentiful was pirates. Germany has 
vastly different copyright (and such) laws from those in 
force (so to speak) in the United States, and what is ille­
gal here is not necessarily so over there. Rampant 
piracy, however, is one reason there are so many Ger­
man hardware-, rather than software-, vendors. It's 
hard to make any money selling software in a pirate­
ridden atmosphere, either in Germany or here, so lots of 
companies don't even bother trying. According to 
some reports from US vendors who made the journey 
across the Great Pond, some of the small booths even 
had banners suggesting software "trading." And not 
even discreet about it, either. 

Germany's Amiga show is the latest in the ArniExpo 
Arniga promotional trade shows. AmiExpo is an inde­
pendent show promoter, not part of Commodore, 
which has its own trade shows, World of Commodore. 
J: 
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If you have a problem operating part of your magazine. please give us 
a call for help. Technical support is being handled by NewAge 

Computers. When you call. state you are calling for A.X. Technical 
Support, and please have the Issue number. and any other relevant 
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A.X. Ma azine's PD Disk Contents For Issue 2.6 
Avc!fab le to AX MogOZlne readers fOf only S2.5O! see reader sUfVey Ie! details. 

This issue's PD disk is a collection of some of the more unusual 
gleanings from the networks. Thanks once again to all of the 
generous programmers who contribute their time and energy to 

making this and other free (and shareware) software for the 
Amiga, and thanks once again to American PeopleLink, through 
whose facilities these and many of the items on the AX Magazine 
disks have been obtained. 

FIRE! 
Wait, don't run [or the door, yet. This is a forest fLre simulator. 
It's neal. A documentation file explains what you need to know 
to run it. 

Looking for something? 
A file for example. FileFind will hclp you out there. It's a neat 
utility (CLI only!) that will look through your hardisk or floppies 
and find a tilename for you. Sourcecode included. 

Plans is for making plans. 
House plans. Draw your dream house. 

The neat thing about Strek.REXX 
is that it's a game written in Arexx. Some excellent examples of 
programming in REXX, to he'lp you struggling programmers out 
there, and a fun game, too. 

Pictures. 
Well , they're pictures. Aroiga pictures. NICE ones! 

The animation 
this time is Spigot, by Dr Gandalf. Very detailed and realistic, 
complete with sampled sounds. 

FixDisk 
will attempt to tix a disk, and even recover a file. This one is like 
Dave Haynie's DiskSalv, but it runs from the Workbench. 

This issue's PD disk was edited by Jay Gross and assembled, 
iconized, and finalized by Clyde Wallace. 

J: 
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miExpo 

Some ex­
hibifors made 

if in spite of 
theearlh­

quake,and 
some didn't. 
Here ae a 
few com­
mentson 
what was 
there, and 

what wasn't. 

miExpo: Santa Clara, 
California 
by HowardA.Audel 

AmiEXPO in Santa Clara, California, kind of re­
minded me of the last two AmiEXPO's in Los An­
geles. I am sure attendance of both the exhibitors 
and the attendees was lower than expected due the 
major earthquake earlier on in the week. A raffle 
was to have been held on Sunday for $ iO a ticket, 
proceeds to help the earthquake victims. 

Some exhibitors made it in spite of the earthquake 
and the difficulty of traveling, and some didn 't. 
Here are just a few comments on what was (and 
wasn't) there. Names and addresses, except where 
noted, are from the AmiEXPO program. 

Tensor Productions: 
MIDI-Mice and VIDI-Mice: quoting from pro­
gram, "the ultimate man-machine interfaces for the 
Amiga computer, are perfect tools for use in your 
interactive hypermedia productions and pelfor­
mances. By emulating aU mouse and keyboard 
functions, MIDI-Mice and VIDI-Mice software al­
low you to control virtually any video, music or 
paint programs from your MIDI instrument and 
your video camera, respectively." 

What I observed in the interactivity panel and 
product demonstration at Tensor 's Booth: You 
need a realtime video intelface to use VIDI-Mice 
(at this time only LNE! supports that). Planned for 
the future: 3-D using two cameras with 
LIVE! 2000. The person demonstrating had a 
video camera focused on his hand and when this 
was fed d1fough LNE! and VIDI-Mice his fmger 
acted like a mouse pointer brush in DeluxePaint. 
He was painting with his jingel: Both of these 
products will work with any Amiga multitasking 
software. 

MIDI-Mice - I didn't see this in operation but they 

had a MIDI guitar attached to an Amiga. 

Taliesin, Inc: 
ProVector (estimated release, First Quarter 1990) 
was being demoed. To quote from program, 
"Pro Vector, a fast , intuitive, object-oriented draw­
ing program for all Amiga models. ProVector is a 
true professional illustration tool which allows 'jag­
gy-free ' device-independent output. ProVector fea­
tures: fast, efficient and accurate freehand drawing; 
256 simultaneous on-screen colors in Hi-Res 
through custom dithering algorithms, and full 
ARexx compatibility." 

NewTek: 
I didn't pay much attention. They were showing 
v ideo effects using the Toaster. 

WordPerfect: 
I didn't sit through a demo. 

Elan Design: 
They were demonstrating Elan Performer and In­
Vision Plus. To quote from program, " ... InVision 
Plus brings a new dimension to real time Video Ef­
fects and Video Animation with many new effects, 
the still Capture Imaging System, full ANIM for­
mat compatibility .. . " You need a real time frame 
grabber (which means only LNE! at this time) to 
use In Vision Plus. A-Squared, makers of LIVE!, 
had the adjoining booth. 

Spirit Technology: 
Lots of items I had never seen. Memory boards for 
the 2000, hard drive interfaces for the A2000 and 
A500, and the A I 000. They also had a unit about 
the size of the A2000 case that was attached to an 
A500 via a ribbon cable. I saw slots inside it as 
well as hard drives. Spirit's literature said this thing 
almost makes an A500 into an A2000 and/or an 
IBM clone. It comes with some magic software 
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that lets you write your own device driver to run all 
those MS-DOS hardware things that the Amiga 
doesn't yet have available for its own slots. 

Commodore: 
... was neither listed to attend nor did they attend. 
Jay Miner was in attendance - although the Ami­
EXPO people had no idea who he was (read - not 
on the VIP list or any list for that matter). Leo 
Schwab was in attendance, too. 

Virtual Reality Laboratories: 
A quote from the program, "Distant Suns is version 
3 of the award winning Galileo planetarium by 
Mike Smithwick. Your Amiga becomes a combi­
nation telescope and time machine. Distant Suns 
allows an observatory any place on earth from 
8,000 B.c. to 12,000 AD. Its full color night sky 
simulation is stunning." I haven't seen anything 
Galileo-related for a long time. 

Advanced Gravis 
Computer Technology Ltd.: 
Gravis Amiga/Atari Mousestick: this is a joystick 
that doubles as a mouse - I almost bought one. Re­
tail $129.95. 
From their handout: true opto-mechanical digital 
system; i200-Iine resolution; adjustable outpul res­
olution; microcontroUer (Gtv1J>U) unit; 16-
character liquid crystal display; pre-programmed 
settings; built-in memory to store your settings; 8-
position centering tension control; three pro­
grammable buttons; full turbo/auto-fire action; full 
switch joystick control; one-year warranty. 

Advanced Gravis Computer Technology 
1602 Carolina St. #D-J2 
Bellingham, WA 98226 
800-937-0062 

Out of the Blue Amiga artist: 
Rick Parks was a speaker at the Amiga Gr'dphics 
Seminar. He has been an artist for fifteen years. 
He's had his Amiga for about six months, and does 
a lot of murals, which has helped him greatly in his 
Amiga artwork - he uses zoom mode a lot. He is 
the altist who created Mickey Mouse Glass (it 
looks Uke it was digitized, but he assured us that he 
drew it by hand). The audience kept asking for 
more. He also gave a quicky tutorial on anti­
aliasing - ftll in the stair steps with midway be­
tween colors (these are not his words). 

The keynote speech on Friday wa by Douglas 
Barney, editor-in-chief of AmigaWorld magazine. 
His topic, "An Amiga Convert". Tim Jenison gave 
the keynote address on Saturday. Laura Longfel-

"The Beginner's Issue" 

low, also of NewTek, introduced Tim, who was 
propelled on roller skates by an engine strapped to 
his back - in his power suit This is the same grand 
entrance he made in AmiEXPO Chicago, except 
that there were no secret service agents here. 

The rollowing companies were 
among those that displa)'ed at 
the show. 

A-SQUARED DISTRIBU­
TIONS, INC. 
6114 L,saUe Ave. 26 
Oakkmd, CA 94611 
415-339-0339 

A"MIGA ART CALENDAR 
2 11 East 4Jrd Street, Ste. 30 I 
New York, NY 10017 
800-32-AMIGA 

AMUSE, NEW YORK AMIGA 
USERS 
151 1st Avenue, Suite 182 
New York, NY 10003 

BRITANNICASOFrWARE 
345 Founh St. 
San Fr.mci""o. CA 94107 
4 15-546-1 866 

BROWN-WAGH PUBLISHING 
16975 Lark Avenue. Suite 210 
Lo, Gatos, CA 95030 
408-395-3838 

CALIFORNIA FREEWARE 
174710.151 Avenue Q. Unit CI 
Palmdale. CA 93550 
805-27 -(}300 

CENTAUR SOFrWARE 
4453 Redondo Beach Blvd. 
Lawndale, CA 90260 
213-821-5995 

COMP- -SAVE 
4 14 Maple Ave 
Wes1bury, Y 11590 
51b-997-6707 

OMPUTER SYSTEM ASSO­
IATES 

7564 l 'node I. 
San Diego. CA 921 11 
6 19-566-3911 

REATIV COMPUTERS 
4453 Redondo Beach Blvd. 
Lawndale, CA 90260 
:! 13-3<)4-m 9 

DIGITAL ANIMATION PRO­
D cnONS 
79 Mount Vermo SI. 
Bo-lOn, MA 02108 
6 17-720-203 
DIGITAL CREATION 
2865 Sunrise Blvd 11 103 
R andlO Cordovn. CA 95742 
916-344-4825 

Dr. T MU Ie SOfTWARE 
220 Boylston 51.. 206 
C~nut Hill. MA02167 
6 17-1~5-J 

ELAN DESIG , IN . 
P.O. Box 31725 
San Franci.'ICO, CA 94 131 
415-359-7212 

EXPANSION TECHNOLOGIES 
46127 Landing, P.arkway 
Fremont, CA 94538 
415-656-2890 

FULLER COMPUTER YS­
TEMS 
P.O. Box 9222 
Mesa, A7. 85~-0430 
602-835-5018 

IM'IRONICS 
1230 I Soulhwest 132 Coon 
Miami. fl. 33 1116 
305-255-9302 

I NTERACTIVE VIDEO SYS­
TEMS 
1520 I Santa Genrudes 11 I 02 
La Mirada. CA 90638 
714-994-4443 

lNTIJrnVE TECHNOLOGIES 
2700 GanIcn Rood, Sic 6 
Monterey. CA 93940 
401k>4~31 6 

KONYO INTERNATIONAL 
1073 North Batavia SI .. Stc. B 
Orange. CA <nh67 
800-356-5178 

LASER UP! SOfTWARE 
884 DeHaro 51. 
San Frnncisco, CA 94107 
4 15-826-6193 

LAmCE, INC. 
2500 S. Hig/l\and Avenue 
Lombord. IL 60 148 
800-444-4J09 

MINDWARE INTER ATIONAL 
230 Bayview Drive. Suile I 
Barrie. Ontario lAS 4Y 
705-737· 998 

MONTAGE PUBLISHING, INC, 
25550 Hawthorne Blvd., Sle. 314 
T 011"",1111:" , CA !I0505 
211-373-9993 

NES, I C. 
4660 SW Rower Place 
Ponland. OR 9722 1 
503-24b-93 I I 

EW HORIZONS SOFTWARE. 
INC. 
P.O. Box43 167 
A uSlin. 1')( 78745 
5 12-328-6650 

NEWTEK 
I 15 W. Crane Street 
Topeka, KS 66606 
913-354-1 146 

OMlCRO VIDEO. C. 
21822 Lassen Strffi, nit L 
Cll3Isworth_ CA 913 11 
8 18-700-0742 

PREMIER SOfTWARE 
P.O. Box 3782 
Redwood City, CA 94Ot>4 
4 15-364-4696 

SOf"f-LOGIJ< PUBLISHING CORPORA­
TlO 
P.O. Box 290071 
SI. Louis, MO 63129 
3 14-894-8608 

SPIRITTECH OLOGY CORPORATION 
220 W. 2950 Scxnh 
Salt Lake City. UT IW 115 
8014 5-4233 

SUPRA CORPORATIO 
I 133 CQll1IlltrCial Way 
Albany, OR 97321 
503-967-907.5 

TAUESIN, INC. 
P.O. Box 1671 
Fl Collins, CO 80522 
30484-7321 

TENSOR PRODUCTIO S 
280 MadtiJda Dri~e.1I9 
GO~Ia. CA 93117 
805-685-6245 

THE DESKTOP ...oVA TAGE 
5 16SWW""emAve. 
G ronb Pass. OR 97526 
503-47b-8">..54 

VIDTECH 1NTER ATIO AL 
2822 N,W. 79th Ave 
Miami, fl. 33122 
305477-2228 

VIRTUAL REALITY LABORATORIP.') 
234 I GanadorCoun 
Sail Lub Obb"". CA 931101 
805-549-9092 

WINNER CIRCLE YSTEMS 
2618 Tclegrnph Avenue 
Ber!-;eley. CA 94704 
4 15·845-4814 

WORDPERFECfCORPORATION 
1555 Nonh Tecl.,olugy Way 
Orem. UT84057 
801-222-5800 

ZUMAGROU!> 
6733 oM Black Canyon Hwy. 
Phoenix. AZ ~5O 15 
602-246-4238 

D=om Computer PrcxIucts. Inc .. and Go 
Amigo were in attend"'lCe, but not listed in the 
program: 
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J~G,=.Way 
Magazine, touches on some of what is going on in the Amigo 

community. Or rather, perhaps what should be going on. 

he miracle has 
happened. 
It makes The Miracle of 34th 
Strect look pale. It makes ... 

well, nevennind. 'Tis the season, I suppose, 
for miracles, and miracle of miracles, Com­
modore Business Machines is advertising 
the Amiga. No, really. Promise! It's true! 
On television! The commercials gOI off to a 
flaky start on account of competition from 
the hot news of the hour, which was the 
earthquake that moved northern California a 
little bit closer to the ocean. However, after 
Brokaw had shed his crocodile tear, the reg­
ular television drudgery resumed, and the 
commercials ~tarted appearing. 

Frequently. Fast and furious. Another mira­
cle. Commodore doesn't believe in repeat­
ing their advertising, judging from previous 
efforts, even though repetition is widely ac­
knowledged to be what makes advertising 
work. Yet, the commercials are being broad­
cast and rebroadcast, and repealed and re­
peated again, and the next thing you know, 
Amiga dealers (the few thai are left) are 
smirking about (brace yourself) Arniga 
SALES! 

It's encouraging, finally, in spite of the many 
problems that remain unsolvcd, and in spite 
of the odds that the Amiga faces. Indeed, the 
ads themselves, skillfully and wittily pro­
duced by none other than George 
Lucas' production finn, bear some 
criticism from professionals in the 
business (of which your intrepid 
editor happens to be one). The 
commercials sell the Arniga to chil­
dren (Stevie, and his would-be em­
ulators). This hardly addresses the "serious 
business" markets that CBM's new manage­
ment has claimed to be interested in pursu­
ing, and it does nothing for the computer's 

image as a serious computer. The ads very 
quickly blast out the tiniest bit of infonnation 
about the computer, and don't reaUy say 
much - except the one on video, which says 
a LOT, and very well, for the most part. 

The print ads... Oh, that's another major 
miracle. Here's the scenario: CBM doesn't 
advertise at all for two years. Then, boom! a 
seven-page (SEVEN! FULL! PAGES!) ad 
section in Time, Newsweek, etc., etc. These 
ads, too, are very skimpy on infonnation 
about the Anliga. Indeed, the ads don't con­
tain the word Amiga or a logo bigger than 
the minu~ule body type in the rather unusu­
al-looking ad pages. Doesn't make much 
difference, though. The Amiga logo has 
changed almost as often as the CBM 
<quote> management <upquote>, and with 
no advertising for so long, nobody knows 
what the logo looks like, anyway. 

Watch those TV ads carefully (you have to 
be quick). There's a sequence from none 
other than AX magazine in there. 

In other news, the Amiga continues to attract 
media attention here and there, some of it 
not-so-complimentary to CBM (sorta like 
the Jay's Way column, only WORSE!). The 
November 13 issue of the venerable fman­
cial journal, Forbes, takes a serious, and seri­
ously critical, look at CBM, and comes to 
the conclusion that the company needs not 

just another change of manage­
ment, but a change of ownership. 
said that last issue! 

Alas, such a miracle is not likely, 
and is likely to become even LESS 
likely after the next stockholder 

meeting, which is conveniently (?) sched­
uled in the Bahanlas, perhaps to discourage 
any of the growing band of troublemaker 
stockholders who have had the nerve to 

speak out at previous meetings. Keeping the 
stockholders' meetings uneventful is one 
thing, but holding the meeting in a foreign 
country is ridiculous. Oh, and one of the 
proposals on tap is a vast salary increase and 
stock giveaway program for Irving Gould, 
c hairrnan of the board, and other top execu­
tives. This after a multi-million-dollar loss 

Tis the 
season for 
miracles ... 

in the most recent quarter. 

Surely somewhere there's a federal regula­
tion against such tacky tactics. Of course, I 
don't personally see that it'll make any dif­
ference. The stock's still on blue light spe­
cial these days, anyhow. Still, entrenching 
the current ownership and management 
makes it more expensive and therefore more 
difficult for what needs to happen to happen. 
A change in ownership. I'm with Forbes! 

J: 
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FLIGHT 
SlM U LATORS 

No longer 
woulditbe 

necessary to 
pay high 

rates to soar 
above the 
clouds, nor 
would it re-
quire joining 
the armed 
forces fora 

tour of duty ... 

.. 

A I A 
FLIGHT SIMULATORS 

by Mike H ubbmtt 

I
n the early days of computers, people 
dreamed of utilizing their computers as 
sophisticated aircraft simulators. No 
longer would it be necessary to pay high 
rates to soar above the clouds, nor would 

it require joirring the armed forces for a tour of duty 
to log many hazardous hours of combat flight in the 
government's most advanced jet fighters. Computer 
memOlY was (and is) the limiting factor for realistic 
flight simulators -
four to sixty-four 
kilobytes was enough 
for only the most 
rudimentary simula­
tors, with back­
ground that scrolled 
by at a snail's pace. 
Now that computers 
utilize more memOlY, 
a megabyte or more 
being cornmon on 
the Amiga, simula­
tors have become 
elaborate, taking ad­
vantage of this extra 
memory for faster 
scrolling back­
grounds which en­
hances the realism of 
flying. 

There are two differ­
ent categories of sim­
ulators: arcade and 
non-arcade - a most 

suitable way of differentiating between them. Non­
arcade simulators are more realistic than arcade 
types, with the many instruments needed for flight or 
combat and with realistic aircraft abilities. Modem 
jets cannot do a 15-G dive - it would wreck both the 
pilot AND the plane, whereas arcade games ignore 
the laws of physics (namely inertia) for enertairrment 
value. Let's start with the non-arcade Amiga flight 
simulators. 

The venerable simulator for computers, subLogic's 

Flight Simulator II, was the earliest (and many say 
best) Amiga flight simulator. Using either a Cessna 
182 prop-driven plane or a Lear Jet, this simulator 
was so realistic that there was talk of obtairring FAA 
approval for pilot trairring using it to supplement or­
dinary flight school! With the Amiga Flight Simula­
tor II (and ONLY with the Amiga Flight Simulator 
II), two people can connect their computers via mo­
dem and fly together on missions anywhere in the 

world! subLogic has 
also released scenery 
disks to use with the 
program. These 
scenery disks contain 
major landmarks 
from alJ over the U.S 
and the world - Eu­
rope and Japan in­
cluded! Viewing the 
shuttle whiJe flying 
over Cape Canaveral 
is thrilling, yet seeing 
the Statue of Libelty 
in her harbor makes 
one realize that com­
puters open the wor­
ld to those unable to 
go out on their own. 
Fly, using instrumen­
ts, to different air­
ports. 

N ext on the list, is 
subLogic's Jet­
released due to the 

numerous requests for a military jet simulator that 
would be more exciting than the Lear Jet in Flight 
Simulator. Jet provides either an F-16 or F-18 (one 
is land-based whiJe the other is aircraft canier­
based). Fly combat missions against Russian Migs, 
using guns and missles to eliminate them. Although 
mild when compared to more modem simulators, Jet 
was a big hit when released, and it still has a sizeable 
following. Jet also utilizes the same extra scenery 
disks used with Flight Simulator ll. 
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After subLogic 's success, Electronic Arts released a 
flight simulator aimed at the large group of computer 
enthusiasts not content with the action from Jet 
F I A-IS also uses two different aircraft - the F-16 and 
F/A-IS jets used by U.S. military pilots. This simu­
lator has a practice mode where new piJots can fol­
low another jet through the various combat maneu­
vers needed for today's aerial assaults. Practicing an 
I mmelman with F/A-IS has helped me with other 
flight simulators, since I now know how it is really 
done. FI A-IS allows practicing maneuvers over and 
over until you feel comfortable. The leading plane 
will even release a cloud of smoke to provide a trail 
for you to follow! F/A-IS offers six missions to 

complete - although to start them, you must success­
fully take off and land on an aircraft can'ier and the 
documentation is skimpy on directions on how to 
accomplish this task. 

The Migs in F/A-IS are more difficult to hit than 
those in Jet, adding another touch of realism. Not 
only do you look ahead when flying, you have other 
perspectives from which to view. The manual tor 
this program is like the instrument panel - too sparse 
for my liking. 

At the top of the Amiga flight simulator heap, for the 
time being, is Falcon from Spectrum Holobyte. Fal­
con uses only the F-16 aircra:ft:, one plane found in 
both Jet and F/A-18. This simulator offers the fastest 
screen updates of any Amiga flight simulator on a 
standard Amiga with a standard 6S000 microproces­
sor; the background can be speeded up by selecting 
display of only part of the ground infonnation - a 
feature lacking in all other flight simulators to this 
point The program itself comes with twenty mis­
sions to accomplish - blow up bridges and shoot 
down enemy Migs. 

These Migs are the most difficult I have encountered 
in any Amiga flight simulator, and should challenge 
the most skilled computer piJots out there. Spectrum 
Holobyte released an update to Falcon, about six 
months after release. This update improved joystick 
handling, adds newer Migs (the Mig 29), and pro­
vides an extra twelve missions. The update also ad­
ds extra targets: landing craft, tanks, trains, and truck 
convoys. What really impressed me was how the 
blown-up targets stay that way for a certain number 
of missions - reflecting that the enemy needed time 
to replace them, which adds another dimension of 
reality to the program. This is the best simulator of 
the lot, although it takes a whiJe to learn all the com­
plexities of the Falcon aircraft. The manual is well 
done, and the instruments (both HUD and side-view 
instruments which replace a malfunctioning HUD) 
are the best of any simulator. 
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The last program mentioned in this catagory, is Pre­
cision Approach's Jet Instrument Trainer. This pro­
gram is NaT a game, but selVes to assist pilots with 
practicing scanning the instrument panel dwing vari­
ous phases of maneuvering a B727 jet The back­
ground is not elaborate, since this is an instrument 
training program. This program is for very serious 
computer simulator piJots, or for professional pilots 
wishing to brush up on their skills. This trainer 
comes with the procedural charts for Dallas, Athens, 
Belgrade, London, Paris, Guadalajara, Mexico City, 

Continued On Page 69 

These Migs 
are the most 
difficult I have 
encountered 
in any Amiga 
flight simula­

tor, and 
should chal­

lengethe 
most skilled 

computer pi­
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If lightning fast 
response 

coupled with 
smoolh­
scrolling 
graphics 

doesnotap­
peal to you, 
quit reading 

NOW. 
Otherwise ... 

Falcon Expansion Disk 
by William F Jordan 

If lightning fast response coupled with smooth­
scrolling graphics does not appeal to you, quit read­
ing NOW. OtheIWise ... 

Welcome! to one 
of Spectrum 
HoloByte's newest 
releases: Opera­
tion: Counterstrike 
Your mission: to­
tal defeat of the en­
emy forces by de­
stroying all of the 
enemy industrial, 
air, and ground as­
sets. At your dis­
posal is a state-of­
the-art F-16, fully 
loaded with such 
goodies as the M61-AI Vulcan Internal Gun, 
Sidewinder and Maverick Missiles, and two differ­
ent flavors of bombs - the Mk 84 2000-pound, Low 
Drag model, and the Durandal Anti-Runway. 

To boot this game, you substitute the mission disk 
for the original Falcon Disk 1. It loads with a spiffy 
new title screen and starts at the same familiar pilot 
roster. The code wheel from Falcon (not included) 
lets you begin the slaughter. The previous game is 
located in a desert environment; however, Mission 
Disk I has all new terrain --lakes, rivers, railroads, 

roads, and a swamp. 

The manual is thin. It only contains information on 
the new missions, MiG 29 features, and a couple of 
the enhancements. Also included is a nice blurb on 
how to update your backup copy (of course you play 
from a backup copy) without overwriting your fa­
voriteAce's record from Falcon. That is all you 
need, since the rest of the game plays the same way 
as the original. 
To complete the game, twelve missions with many 
new targets have to be surmounted: 
I. Rolling Thunder - prevent the encroaching tanks 
from over-running your home base. 
2. Water Sports - destroy the landing craft before 
reinforcement tanks are beached. 
3. Truck Interdiction - prevent the truck convoy 
from reaching its destination. 
4. Train Interdiction - ditto above, but with a train. 
S. Wild Weasel - destroy SAM (Surface to Air Mis­
sile) sites that are protecting various key targets. 
6. Serpents Jaw - take out the bridge. 
7. Serpents Tail - destroy another bridge; tillS one is 
a little tougher. 
8. POL - destroy the enemy Petroleum, Oil, and Lu­
brication refineries. 
9. Wasp's Nest - prevent the MiGs from taking off. 
10. Sledgehammer - shut down the tank manufac­
turing facilities. 
11. Thunderball - remove the enemy power gener­

ation complex. 
12. Flaming Dart -
destroy the arsenal. 

Much strategy and 
skill is involved to fin­
ish off the enemy, be­
cause targets are not 
permanently de­
stroyed when you 
blow them up. For 
example, more tanks 
are brought up from 
the rear one mission 
after they are de-

stroyed, and factories are rebuilt after five missions. 
To get rid of the tanks for a while, the factory has to 
be shut down. Thus, you have to plan your missions 
well, and complete them before the targets are re-
s tored. In fact, if you do not complete some of the 
early missions soon enough, the enemy tanks will 
ovemm your Home Base. You will be taken prisoner 
when you return home, and probably will be executed. 

Instead of discreet, individual missions like those in 
the original version where you just have to blow up 
your target and return home, Mission Disk I requires 
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you to treat the twel ve missions as a campaign. lbis 
marks one of the biggest and best improvements 
over Falcon. The game is more realistic since the 
Amiga emulates a real foe. Any actual enemy 
would try to rebuild his attack groups and Lines of 
support as quickly as possible while he continues to 
press your forces on the front. 

Besides adding new targets and integrating the mis­
sions into an overaU strategy, other aspects of game 
play have also been improved. Now, MiGs will on­
ly follow you to within two squares of home base 
and will not harass you while you attempt to land 
because the pilots are too wary of the base air de­
fenses. The flight controls now have an auto­
leveling feature to right the craft after smalJ banking 
maneuvers. lbis aspect can be disabled if extra real­
ism is wanted. Figuring out where the enemy plane 
is headed is more like how a real fighter jockey 
would do it - eyeballing the target. The pilot turns 
his head with an auto-view mode that switches 
cockpit views to follow the path of the target plane. 
This is one of my favorite of the general enhancements 
since I no longer have to madly hit number keys trying 
to see which way the <bleep> MiG went. 

Landing has been made easier by relaxing the re­
quirements for a safe touch-down, i.e., you no longer 
have to land on the center of the runway. AJso, a da­
maged plane can be landed if extra care is taken. 
This is a relief, because landing is difficult enough 
without the extra headaches of the smaller landing 
envelope. The HUD (Heads Up Display) has been 
updated to reflect current advances in F-16 technol­
ogy. As for the weapon systems, the onJy dis­
cemible change is that the Maverick missile's cam­
era has been fixed. It now displays the correct 
zoomed image of the target, making accurate shots 
easier. The last improvement does not make the 
game easier, but it does make it more realistic. Now, 
you are flying against the more advanced MiG-29A 
Fulcrum, instead of the older MiG-21 . A nice extra 
bonus added into the score determination is 1000 
points (times the rank multiplier) awarded for caus­
ing "total enemy industrial shutdown." 

The Mission disk is much more than a new set of 
adventures for Falcon. It could have been more ap­
propriately called Falcon II. The onJy downside of 
this package is that you have to already own Falcon 
to play it. Perhaps, Spectrum HoloByte should mar­
ket another version specifically for those who do not 
already own the original Falcon game. However, for 
those who do currently have Falcon, it is defmitely a 
good addition to any software Library and worth the 
I ist price. I look fOIWard to future releases if they 
have as many improvements as this one. 
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Jet Instnlment 
Trainer 

by Mike Hubbartt 

Most Amiga flight products, whether combat or just 
plain flying simulators, are intended for recreation 
purposes. Relax and enjoy yourself with a safe and 
inexpensive flight from the convenience of your 
home. Go after that Mig, just Like Maverick from Top 
Gun, and show him how fancy an American pilot can 
tly before coming around on his "6" to send a parting 
message (read: missile) his way. Splash one bogey -
now thats music to my ears. 

subLogic's flight Simulator II was the first Arniga 
program that made elaborate use of instruments for 
flying small aircraft. What about the big jets - Boeing 
7T1s. Precision Approach's Jet Instrument Trainer 
fills this vacancy in the computer simulator market 
The Trainer places you behind the control panel of a 
727, and lets you perform a selles of 
instrument-oriented maneuvers at different alrpolts 
around the world. Let's take a look at what you get 
for your money. 

First of all, I'd Like to clarify one important point lbis 
is NOT a game! Do not buy this program with the 
mistaken belief that you are getting an arcade 
shoot-em-up with detailed graphics ofMigs or ground 
scenery. This program is calJed Jet INSTRUMENT 
Trainer, not Jet Scenery Trainer. lbis product is 
either for professional pilots wishing to hone their 
skills, or for serious flight simulator pilots wishing to 

Continued On Page 70 

What about 
the big jets -
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O
ne of the few drawbacks to owning an 
A rniga is that you can 't just pop in a 
disk from some other brand of comput­
er - one of the IBM PC's at work, for 

example - and read a file directly into your Arniga 
word processor, database manager, or whatever. 
That is, you couldn 't. Now, a new software product 
called CrossDOS allows any Arniga to use MS­
DOS and AtaJi ST disks almost exactly as if they 
were native Arniga disks. 

CrossDOS does this by mounting any number of an 
Amiga's drives as MS-DOS drives, while allowing 
them to continue working normally as Arniga drives. 
So, you can take out an Arniga disk and insert an 
MS-DOS disk whenever you like. The only no­
ticeable difference is that instead of entering "dir 
dID:", for example, you enter "dir diO:" (the "i" is for 
"IBM"). And presto! The MS-DOS directory ap-

by Donald Maxwell 

pears on screen. 

This means that any Amiga program can address 
MS-DOS disks directly, just as it does Arniga disks. 
Arniga WordPerfect, for example, can read a file that 
was saved on an IBM PC, modify it, and save it 
again on the MS-DOS disk - or on an Amiga disk. 
The same is true for CLI windows and file re­
questers. With Cross DOS installed, ArnigaDOS 
can't teU one disk format from the other. 

Even the Workbench can handle MS-DOS disks, us­
ing regular Arniga icons. Save an Arniga project, 
such as a Notepad flie, on an MS-DOS disk, and you 
can later open that disk on the Workbench and click 
on the project icon to open both Notepad and the 
file. Or you can load the disk into an IBM PC or 
compatible and use the [LIe there, instead. This all 
happens without any noticeable intermediary. File 
transfer utility programs, such as PCfools (which is 
on the Arniga Extras disk) or Oos-2-Dos (Central 
Coast Softrware), also make it possible for an Arniga 
disk drive to read and write MS-DOS disks. 

The problem is, you have to USE them - in a four­
step process - every time you want to transfer a file. 
First, you have to IUD the program. Second, you 
copy the rLie from an MS-DOS disk to anArniga de­
vice, or vice versa. Third, you close the program in 
order to use that disk drive on an Arniga disk. And 
finally you can do something with the file you trans­
fen·ed. There are other problems, too. For example, 
although Dos-2-Dos can format MS-DOS disks, it 
can't make subdirectories on them. Also, neither 
utility can use more than one drive at a time for MS­
DOS disks. 

CrossDOS solves aU of those problems and more. 
And it works so nicely that you hardly even notice it. 
Furthermore, any number of drives can be mounted 
as both MS-DOS and Arniga drives at the same 
time. This means that with two drives you can copy 
files from one MS-DOS disk directly to another, us­
ing the standard ArnigaDOS Copy command. You 
can even copy an entire disk, using MDISKCOPY, a 
counterpart to Diskcopy. that comes with Cross­
DOS. 
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CROSSDOS AND AMIGADOS 

CrossDOS enables almost all AmigaDOS floppy 
disk commands to work on MS-DOS disks, just as 
they do on Amiga disks. Thus, you can use Copy, 
Delete, Dir, Diskchange, Info, List, Makedir, Protect, 
Relabel, Run, Search, and Type - all nonnally. 

There are a few AmigaOOs commands, however, 
that even CrossDOS can 't make work on an MS­
DOS disk: 

Filenote doesn't work simply because there is no 
provision for comments in MS-DOS directories. 

Install doesn't work because you couldn't boot an 
Arniga from an MS-DOS disk without somehow 
having flrst run CrossDOS - which you can't do un­
til the Amiga has booted up. 

D iskcopy and Format don 't work, either. Counter­
parts to them come with CrossOOS. They can be 
run from the Workbench or copied to the c: directory 
and used from a CLI, the same as the AmigaOOs 
commands. 

MDISKCOPY makes a copy of an MS-OOS disk, 
just as Diskcopy does of an Amiga disk. 

MFORMAT will produce these formats on 3.5-inch 
and 5.25-inch disks: 

360kMS-DOS 
720kMS-DOS 
360k Alar; ST 
720k Alari ST 

(The ArnigaDOS Format command appears to work 
tlu'ough CrossOOS; but it produces a disk that is un­
readable by either AmigaOOS or CrossDOS.) 

Two other utilities come with CrossDOS: 

KIlL removes CrossOOS from the computer's 
memoly. In doing so, it also knocks out the Work-
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MS-IX)S 
360k· 720k 
AtartST 

bench, but that's a relatively minor inconvenience if 
a CLI is open from which to run LoadWB. 

DISKCHK checks the read integrity of any MS­
DOS disk. 

REQUIREMENTS 

CrossDos should work on any Amiga with any 
hardware configuration. It also needs AmigaDOS 
1.2 or higher. I've tested it with an Amiga 500 and 
two 3.5-inch drives and an Amiga 2000 with two 
3.5-inch drives and one 5.25-inch drive. The A-
2000 also has a hard drive, but because it has no 
MS-OOS partitions, I haven't tried to use CrossDOS 
onil 

CrossOOS uses only about 80 bytes of memory until 
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CrossDOS 
works SO 

nicely that 
you hardly 

even notice 
that if's there, 

except 
whenyou 
need if. 

there is actually a caU to read or write an MS-DOS 
disk. Then each drive it mounts as an MS-DOS 
drive takes about 50k, the actual amount depending 
partly upon how many buffers it is allotted. 

INSTALLATION 

CrossDOS comprises several files that must be in­
stalled in the appropriate directories on a Workbench 
disk. You can copy the ftles manually; but an instal­
lation program on the CrossDOS disk does the job 
for you very neatly. It works from either Workbench 
or CLI, and it stops and asks your pennission each 
time before copying anything. One of the options 
you have is adding to your startup-sequence a 
Mount instruction for each disk drive, so that Cross­
DOS will be ready as soon as the computer boots up. 
The installation program also automaticaUy patches 
the trackdisk.device for Kickstart ROMs v 1.2 and 
1.3 so that they work correctly with CrossDOS on 
single drive Amigas. 

For a "standard" startup-sequence on a single-drive 
Amiga, the installation procedure is automatic and 
foolproof. But if you want more than one drive 
mounted for MS-DOS, or if you have done some 
creative work with Assign and Path, you'll probably 
need to edit your startup-sequence slightly. There's 
nothing tricky about this, however, and if you need 
to do it, then you shouldn't have any trouble figuring 
out what changes to make. 

HOW IT WORKS 

CrossDOS works in conjunction with AmigaDOS 
and the Amiga's floppy disk controller. 

Once the Cross DOS flies are installed, the next step 
is to Mount a drive or drives as MS-DOS devices. If 
for some reason you don't want this done in the 
startup-sequence, you can do it at any time from the 
Workbench or a CLI window. The conunand is 
Mount <devicename:> FROM DE­
YS:mountlist.msdosFS, where "devicename" is diO: 
through di3:. You also use this syntax in the startup­
sequence. The "FROM" flie - mountlistmsdosFS -
has the same fonnat as the standard Amiga 
mountlist, although several of the parameters are dif­
ferent. For example, the Device is mfm.device (an­
other of the flies that comes with CrossDOS) instead 
of track disk. device; and DosType specifies the MS­
DOS fonnat 

After a drive is mounted as an MS-DOS device -
such as diO: - and an MS-DOS or Atari ST disk in­
serted in it, the Amiga will put two icons for the disk 
onto the Workbench. One is the AmigaDOS 

DF#:Bad icon (because it's not an Amiga disk) and 
the other is a usable icon with the MS-DOS disk's 
name. Double-clicking on the MS-DOS icon opens 
the disk, just as with Amiga disks, displaying direc­
tory, tool, and project icons, the "gas gauge," and all. 

The CLI "Info" conunand returns MS-DOS disk 
data nonnally (except that the maximum capacity of 
the disk is only 360k or nOk.) The List conunand 
returns exactly the same infonnation as for Amiga 
disks, including the protection bits, just as with 
Amiga disks; and the Protect conunand allows those 
bits to be changed. In other words, everything 
works nonnally. Disk changes are handled automat­
ically, as with Amiga disks, except for drives like the 
1020 extemal5.25-inch drive, which has to be sent a 
Diskchange conunand before it will read the new 
disk's directory. 

HARD DRIVES 

According to the manual, Cross DOS wilJ work on 
an MS-DOS harddrive or a MS-DOS partition of an 
Amiga hard drive, and mountlistmsdosFS contains 
mountlist for a hard drive, called dhiO:. The manual 
also says that a harddrive can have both Amiga and 
MS-DOS partitions. However, the manual recom­
mends caution when using Cross DOS on a shared­
DOS drive, so I decided not to test this feature on 
my Amiga-only hard drive. 

FILE FILTERING 

For most purposes, CrossDOS needs no help in 
reading or writing MS-DOS disks. Nevertheless, it 
has two fliters for difficult cases. One ftlter removes 
carriage returns and EOF markers when reading 
MS-DOS disks and adds them when writing to MS­
DOS disks. The other fliter clears the high bit when 
reading MS-DOS disks. It does not set the high bit 
when writing to MS-DOS disks. 

WHAT IT CAN NOT DO 

CrossDOS can't read or write high density MS-DOS 
disks - those fonnatted at 1.2 and 1.44 megabytes­
because Amiga floppy disk drives are not capable of 
those densities. However, high-density MS-DOS 
drives can all read and write the "standard" density 
360k and nOk fonnats, so this isn't an insur­
mountable problem. And it can't run MS-DOS pro­
grams on an Amiga You need a Bridgeboard for 
that 

Continued On Page 24 
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CanierCommand 
by Mike Hubbartt 

Like the other products from Rainbird, Canier 
Command (CC) comes with a novelJa to set the stage 
for the game. A novella is a short story (NOVEL-la -
get it?), and its inclusion provides enough background 
to make the game quite real - you are in charge of a 
Twenty-second Century aircraft canier, with the 
mission of taking control of Southem Ocean islands 
for your government As always, there is someone 
else to contend with - the ENEMY, who is acquiring 
these islands as fast as his soldiers can move. 

You are in charge of one fast aircraft canier, with a top 
speed of 178 knots in deep water and forty knots in 
shallow water.1his ship can move, and you need to 
keep these speeds in mind - they playa role in setting 
up your overall strategy. Your canier comes equipped 
with both planes and sea-going tanks (AAVs), which 
are used in conjunction with the canier's own 
weapons to attack enemy forces. What kind of 
weapons do Twenty-second Century caniers possess? 
Missiles (of course!) for both surface-to-surface 
warfare, and Anti-Missile missiles for defense against 
incoming surface-t<rsurface missiles. Lasers are great 
for a spree of destruction against enemy fortifications, 
and flares provide your defense against heat-seeker 
missles. 

This game is more strategic than arcade, although you 
have times where you are firing away at the enemy 
forces. Your main purpose is to occupy and convert 
these Southern Ocean islands for your own people. 
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You must establish different types of islands to be 
successful, and the placement of each island is 
extremely critical. Your different islands are: Base, 
Resource, Factory, Defense, and Stockpile. The Base 
island is your starting point, and there is only one of 
these for your force. The other four types are not so 
limited. 

Resource islands are where basics like mines and rigs 
are built Fuel dumps are also constructed here, and 
shipped to Factory islands for use. These islands have 
a maximum capacity, which is reached if they 
continue to produce materials and are cut off from all 
Factory islands. 

Factory islands produce equipment and fuel for your 
carrier and support forces. 1his equipment and fuel is 
sent to the Stockpile islands for storage. Up to three 
factories may occupy a single island. 

Defense islands protect your islands when your carrier 
is occupied with minor details like obtaining other 
islands. The weapons available on these islands are: 
drones anned with heat-seeker missiles, land-based 
missiles (surface-t<rair), and runways for your canier 
planes to land for refueling. Use these islands well, 
, cause the enemy will do his best to take over 
anything you currently possess. 

Stockpile islands serve as a storage dump for all 
weapons, equipment, and fuel for your force 's use. 
You had better have Defense Islands around any 
Stockpile island! 

This game is icon-based, where icons are clicked on 
to select weapons and stores, or other options like 
launching a drone plane or AA V - a nice touch! The 
repair priorities can be established, adding another 
touch of realism to this game, since in real life you 
never have unlimited resources. 

Do not expect to pop this game in right away and get 
started without reading the detailed manual. Let me 
reiterate - READ THE MANUAL BEFORE 
BEGINNING PLAY! Ok, that should be clear 
enough. The manual clearly explains the weapon and 
carrier systems, but it leaves the strategy up to you. 
This is an elaborate game that requires much thought 
before setting out to win. The strategic element adds 
so much to this program, that this is easily one of the 
frnest games I have seen for any computer. I can 
recornmend this program only to those that enjoy 
spending time at their keyboards, totally absorbed in 
their own personal war. 
e arne.. Coounand 
Price: $44.95 
MedalisIlntemalional 
180 LakeFron, [)riye 
HunI Valley, MD21030 
412-83S-1166 
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Datastorm is 
one of the 

champions 
of the Game 
Zone's shoot­
em-ups. The 
game isba­
sically a De-
fender clone, 
but if is much 
better than its 
predecessor. 

JI 

by David W. Martin 

It's been a long day at the office, or maybe you've 
s pent the day toiling over your latest magazine article. 
Regardless of the situation it's probably a good idea to 
pull out your favorite computer game and relax a 
while. Just sit back and blast aliens. Lose yourself in 
a dimension of imagination that is full of sights and 
sounds. Nothing is even close to reality. You've en­
tered the GAME ZONE! 

Datastorm is one of the champions of the Game 
Zone's shoot-em-ups. The game is basically a De­
fender clone, but it is much better than its predecessor. 
For those of you who aren't familiar with Defender's 
layout, the game is very similar. TIle full-color screen 
is clivided into two horizontal windows. TIle upper 
window contains a side view of your spacecraft and a 
horizontally scrolling landscape. The landscape 
wraps around, and in a matter of seconds you can re­
tum to your starting point from any direction (left or 
right). Waves upon waves of aliens materialize in this 
window, and each wave contains deadlier aliens than 
the last The number of different aliens makes the 
game even more exciting. You 're supposed to blast 
them into anti-matter! Zaaap! 

The lower window is a status window that contains 
very important information from the instruments on 
your ship and your ship's status. The information pro­
vides a radar clisplay of approaching aliens, your num­
ber of lives, number of smart bombs, bonus weapons 
(i.e. missiles, rapid fire, etc.) and shield strength. A 
closer look at the radar screen gives you a view of the 
entire planetary surface complete with aliens, your 
ship, and pods (or people) all of which are represented 
by color coded pixels or dots. 

The object of the game is to protect your pods from 
invading aliens while blasting the heck out of every 
alien in your gun's sights. You must gather all eight of 
the pods and bring them to safety through a force field 
on the planet surface. Bonus points are awarded to 

you at the end of each level based on the number of 
pods that you have saved. The bonus points are im­
portant, as they provide things you will need to sur­
v ive the next level - such as bonus shields. 

Ignoring the pods and letting them be captured by the 
alien's lander craft causes the pods to mutate into 
traitor pods which must be destroyed before they de­
stroy you. If all eight pods on a level are destroyed, 
the aliens become faster and harder to deal with. It's 
really hard to destroy those rampaging aliens, though 
not impossible. 

OPTIONS 
The game provides an options screen where you can 
select the playing mode, speed of the game, joystick 
or keyboard, and how the horizontal scrolling works. 
The playing mode can be either single playing (which 
I favor), double playing or team playing. In double 
play each player plays separately against the aliens. 
Team playing is interesting in that each player plays at 
the same time, trying to reach the same goal and shar­
ing the same resources. This allows players to watch 
each other's back.. 

The speed of the game can be set from one to four. If 
you can play at level three or four, then you must be 
Superman! I haven't yet graduated to a higher speed 
since I get beaten whenever I try. 

The keyboard option allows you to define what will 
fITe smart bombs from your ship (either the keyboard 
or joystick). Joystick response is wonderful, and I like 
the control it gives me while I play. 

The horizontal scrolling allows you to select 'U" for a 
Defender style screen scrolling or "N" for a normal 
style screen scrolling. This function is not document­
ed in the manual, but it seems to control the appear­
ance of the alien waves onto the screen. After check-
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ing with Bethesda I have found out that the difference 
between scrolling modes is that this mode forces your 
ship 10 the edge of a screen with a large portion of the 
screen in front of your ship. Ths way you 're able to 
v iew the incoming alien waves as they begin to anack. 
Tly this mode out, it gets some geuing used to, bUI 
having this featlU"e adds more variety to the garnc. 

CONCLUSIONS 
I found only a few problems with Datastorm. The 
mosl important is that the disk drive is continuously 
accessed throughout the execution of the program. 
This makes it impossible to find a point in which it is 
safe to remove the disk from the drive. Remember, 
lhe Amiga user guides clearly state that a user should 
NEVER remove a disk while the activity light is on. I 
contacted Bethesda about the disk access, and they 
told me that their program does not use the Amiga­
DOS disk validation system and that you could re­
move the disk from the drive at practically anytime. 
However, I recommend using caution when selecting 
a lime to remove the disk. It's also not a good idea to 
remove the disk from the drive during game play, ac­
cording to the manual . 

The least important problem is really an annoyance 
and not really a serious problem. I wou'ld enjoy the 
game more if there was a faster way 10 play the game 
between rounds. Those pretty graphic screens are 
nice, but it would be nice if we could skip ,to the place 
we want to get to - and that place is bla~ting aliens! 

One other note about a problem with earlier versions. 
Some versions of Datastorm are not compatible with 
Ihe Super Agnus chip. Bethesda is now distributing a 
version that is compatible with the Super Agnus and 
i IS one megabyte of CHIP memol)'. Contact the com­
pany for information on an update. 

Datastorrn is a wonderful arcade game based on a 
classic idea, but full of exciting enhancements. I 
would recommend this game to anyone who enjoys 
fast paced shoot-em-ups with that arcade feel and for 
the brave who like facing overwhelming odds. In fact, 
I' ll end with a quote from the manual: "Have fun, 
and. .. Blow'em to bits!" 
DaJastonn 
$39.95 
Bethesda Sojtworks 
15235 Slwdy Grove Rd., SlliJe 100 
Rockville, MD 20850 
301-926-8300 

Dafastorm is 
a wonderful 

arcade 
game based 
on a classic 
idea, but full 
of exciting 
enhance­
ments. I 

wouldrec­
ommendthis 

game to 
anyone 

NEW AGE COMPUTERS 

J a A full y!~~~ on all Anrlga& 
NAC BBS 0 Hundreds of Amiga software titles. . 
24 Hours 0 Studio with high-end Amiga workstations. 'Turbo Si£v~1j 
1200-2400 BPS 0 6 / .." 'lJeC~e Pamt IlL 
(301)774-8569 GVP 8030882, 4.Megs 32·blt, on dISplay. "WordPeif~tJ 

J 
0 Authorized Amiga Service Center. " Intro to the YJ.miBa, 
o Amiga Training Center. " Intro to 'lJes/(Jop iJ/ufeo 
o Try software before you buy it. 

~ 

Volume 2, Number 6 21 



By Jay Gross 

A hhh, Fall Comdex. The world 's 
largest computer Rea Market. 
There isn't much going on at a 
Comdex these days that doesn't re­

volve around the Clones market. Commodore 
sells last century's technology (Clones), in addi­
tion to next century 's (the Amiga), however, so 
there they are, peddling their VGA-on-the­
motherboard AT Clones and their "other" stuff. 
"Other", in this case, meaning the Amiga. 

The big news from Comdex was announced 
gleefully on the cable news networks, and it was 
so boring and so blue around the gills it's not 
even worth repeating here. Needless to say, it 
had nothing whatsoever to do with the Amiga. 
Commodore's own news, which DOES have to 
do with the Amiga, was predictably ignored. 

And the news is big, indeed. Superbig. Earth­
shaking, even - no, that was AmiEXPO in San 
Francisco . . . This news is big. It makes the 
Milky Way look small. There isn't even head­
line type made that's big enough to convey this 
news, so here it is, without even bothering with 
the headline. Ready? 

Oh Thirty. 

That's it. The new Amiga with the 68030 card 
in it was announced, shown, promised, vapor­
ized, whatever, at Comdex. The PeeCee crowd 
was not stopped in its tracks. The MacCrowd 
was underwhelmed. But here in AmigaviJle, 
that's BIG news. Atari sent up their '030 vapor 
balloon at Comdex, too, but that's beside the 
point. Anyway, the new Amiga is a vanilla 
Amiga 2000 with a new CPU card in it. The 
new card is powered by a Motorola 68030 chip, 
instead of the 68000 that powers the regular 
Amiga, and instead of the 68020 chip that pow­
ers the Amiga 2500 (and the add-in A2620 CPU 
board). 

The new Amiga is not named "3000". Yet. It 
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doesn't change the video capabilities of the ma­
chine for the better, and it's TIME to have a 
change in that realm, and it doesn't address any 
of the other limitations the machine has (lack of 
network connectability, for example, and poor 
memory management which permits one elTant 
task in the multitasking environment to bring 
down the whole system). It does add new pow­
er to the Amiga's already incredibly powerful 
hardware. 

Along with the news from Comdex, which 
CBM kindly sent in an information packet to 
dealers, there are new lower prices on the 
Amiga 2000 line of goods. Although the prices 
for the 5OO's haven't changed, the company is 
now throwing in a bunch of added goodies, in­
cluding some software, which increases the 
amount of stuff you get, without increasing the 
price. 

The new list price for the Amiga 2000 is $1899. 
That's a significant decrease from $2195. A 
2000-HD (that's one with a harddisk drive in it, 
including the new A2091 SCSI controller card), 
drops from $2999 to $2699, another significant 
difference. If you crave an Amiga 2500, the 
price of admission is down a whopping $700, 
from $4699 to $3999. The A2620 card, which 
makes a 2500 out of a 2000, goes from $1995 
to $1495, which is a pretty good deal for a 
68020,68881 , and two megabytes (expandable 
to four) of 32-bit memory, aU on a card with 
some accompanying software that doubles the 
computer's clock speed as weI!. 

The new A2630 card, which makes a 2500/030 
out of an A2000, comes in at $2195. However, 
a factory 25OOJV30 (That's an Amiga 2500 with 
the 2620 already in it, and a harddisk drive, and 
so forth) lists at the same old price that the 
vanilla 2500 had before. 

There was lots of news, too. Commodore's 
press kit included blurbs about all the wonderful 
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places Amigas have found their way into. 
The most interesting was the offices of Hewlen­
Packard (name rings a bell, doesn't it?). H-P 
uses Amiga is in their Cupertino, California, of­
fices to whip up internal video tapes for staff 
training and such. 

Inspired by this and other multi-media applica­
tions of the Amiga, CBM announced a new 
multi-media department, and hired somebody 
from none other than Disney to crank it up. 

More vapor 

The computer industry thrives on vapor. At 
least it seems so, sometimes, and Commodore 
has played the vapor game with the best of them 
- although, to their eternal credit, they've been 
rather cool in the last few months. Comdex, 
though, is just too tempting. All the PeeCee 
companies are announcing vaporwares left and 
right, Microsoft is crowing about the fifty-seven 
new tricks they're going to teach their old dogs 
(MS-DOS and Windows, among others) to do. 
Someday. And Atari is announcing stuff faster 
than Federated rings up sales. So, here's Com­
modore, trying (so it seems) to be cool about all 
their widely known vapor, and they just don't fit 
in. Forgive them, then, if they give up and par­
ticipate. 

New Commodore vapor announced at Comdex: 
A2000-232, a seven-serial-port add-in card for 
the Amiga 2000 that's supposed to work (all of 
them multitasking) at 19,200 bits per second. 
It's always been a stupidity of the Amiga's de­
sign that it's been limited to one serial and one 
parallel port in both hardware and software, and 
now that several Amiga third-party vendors 
(ASDG, Supra, and others) have made consid­
erable investment in solving this problem, CBM 
apparently feels safe in doing so, too. SEVEN 
seria!l POltS is a veritable passel of the things, 
and there will be those who will instantly fore­
see powerful multi-serial-port applications of 

SOMEBODY FROM 
DISNEY FOR AMIGA 

When 

you go 

shopping 

for your 

Amiga 

toys ... 

the Amiga. 

N ow for multiple parallel ports. CBM? 
Well? Well? Come on! Not even any 
vapor yet, so who knows when the 
"NOW" of Real Soon Now, which all of 
this stuff is touted as being, will occur. 

The prices listed here are the list prices 
only, and the reductions no doubt reflect 
the fact that chipsies is now CHEAP! 

You can buy a megabyte of memory for 
the money you'd once have had to spend 
on only a couple of chipsies. So, if 
you've been looking to upgrade your 
Amiga to more memory .... The new list 
plices, however, do not necessarily pro­
portionally affect the actual selling prices 
(affectionately known as "street" prices in 
the business). The "street" price will 
change only in relation to how much the 
dealer cost changes, not the list - and that 
had not been fmally decided (gospei ac­
cording to West Chester) at this writing. 
When you go shopping for your Amiga 
toys, therefore, the best advice is: haggle. 

Speaking of price decreases, Emerald In­
telligence is offering a heckuva deai for a 
limited time (and by the time you read 
this, that limit will be VERY short, so 
hurry!) on their Amiga artificial intelli­
gence product, Magellan, now in version 
l.i. It's $69.95 plus shipping, LESS than 
half price for a $195 product. Magellan 
with the Interface Toolkit goes for $99 
plus shipping (that's off of $249 regular 
price). Ring them up for the gory details. 
(Emerald Intelligence, 3915 Research 
Park Dr., Suite AI, Ann Arbor, MI 
48108,313-663-8757. 

Cheap chips, cheaper Amigas, and Mag­
ellan's on sale. Okay bargain hunters. 
Checkbooks at the ready? 
CHARRRRRRRRGE! 

J: 
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CROSS DOS 

CrossDOs has 
never failed 
read or write 
an MS-DOS 

disk, or 
crashed! 

In a month of using CrossOOS every day, I've 
turned up only one problem - and an odd one, at that 
When more than one Amiga icon has been saved on 
an MS-DOS disk, and then the disk is closed and re­
opened, only the first icon saved will appear on the 
Workbench. 

Consultron's Leonard Poma offered an explanation 
for this "lost icon" problem, and a way around it. It 
seems that there is a conflict between the dates and 
times stored in an MS-DOS disk's directory and 
those stored in the .info fue that the Amiga puts on 
the disk. (This is the disk .info file, not the ".info" 
extension on an icon's ftlename.) The .info fue con­
tains information about every icon on the disk and is 
updated whenever the disk is opened on the Work­
bench. When the .info file's date is more recent than 
the date listed in the MS-OOS directory or subdirec­
tory, icons saved after the directory's last update 
don't show up on the Workbench. 

The temporary fIX for this is to use the CLI and 
delete the .info fue from the MS-DOS disk. It 's 
there only to speed up AmigaDOS's reading of the 
disk, anyway, and isn't really necessary. Once the 
. info file is gone and the disk is re-opened on the 
Workbench, aU of the icons appear as they should. 
Unfortunately, a new .info fLle is saved every time 
the disk is opened, so it has to be deleted again after 
more icons are saved on the disk. Consultron is 
working on a real fix. 

TWO MINOR WEAKNESSES 

When TvlFORMAT is at work, multitasking is 
slowed down drasticaUy. WordPerfect, for example, 
gets so slow during an MFORMAT that the worst 
hunt-and-peck typist can stay ahead of it. Further­
more, TvlFORMAT itself is very slow when used in 
the default "verify" mode. It took 350 seconds -
nearly six minutes! - to format a 720k MS-DOS 
disk. Fortunately, however, there is a "noverify" 
mode that formaned a disk in 160 seconds, and a 
"fast" mode that did it in only 65 seconds. Even 
more fortunately, the "noverify" and "fast" modes 
may be added to the TOOL TYPE parameters of the 
MFORMAT icon. Is the "verify" mode necessary? 
I've tried the "fast" mode on a number of disks with­
out any problems showing up, either when I used 
DiSKCHK to test them, or when I used them on an 
IBM PC. 

For comparison, Dos-2-00s formaned the same 
MS-DOS disk in 105 seconds, but it couldn't name 
the disk (or rename one, either). The AmigaDOS 
Format command did an 880k Amiga disk in 110 
seconds, including initializing the disk.) 

THE MANUAL 

CrossDOS' manual is a small, 30-page, spiral-bound 
booklet There is no index, but the table of contents 
is detailed enough to suffice. The instructions are 
reasonably clear, and the teclmical explanations ap­
pear to be thorough. The only real problem in the 
manual is that it might look daunting at fIrst, be­
cause a fairly lengthy explanation of the Cross DOS ' 
mountlist is located in the section on instaUation. 
But it turns out that this information is needed only if 
the default values don't apply in some specifIc situa­
tion. For most purposes, the ins taU at ion program 
takes care of everything perfectly. 

CONCLUSION 

I've been using CrossDOS every day, and other than 
the few minor weaknesses I mentioned above, have 
been completely pleased with it. It has never 
crashed or failed to read or write an MS-DOS disk. 
And it has never interfen-ed with the nonnal opera­
tion of the Amiga. I have to use IBM PC's at work, 
and Cross DOS saves me time and aggravation when 
I bring work home. It lets me use Amiga software 
(which I prefer) and yet work directly with MS-DOS 
disks. It works so lmobtrusively that I don't even 
notice it anymore. That's the best recommendation 
any program could get. 

CrossDOS 
Consult ron 
11280 Parkview 
Plymouth, M148170 
$30.00 

Requirements: Any Amiga with 256k and Amiga­
DOS 1.2 or higher; any hardware confIguration. 
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s ase 
by Mike Hubbarlt 

Ftight simulator fanatics are a different breed. Some 
of us love realism of a program like Falcon to the ex­
clusion to everything else, and others love the arcade 
shoot-em-ups such as Star W~ or StarGtider. With 
all the llight simulators on the market, there is always 
room for one more. Maxis Software has released a 
new simulator for the Amiga called SkyChase, with 
options not yet found in other Amiga arcade llight 
simulators. Is SkyChase better than Falcon or F/A-18? 
Not really, since it's in the arcade class of simulators. 

Your aircraft 
is rendered in 
wirefiame, 
instead of 
solid image. 
This hurts the 
seriousness 
of it There 
are other op­
tionsofthe 
program that 
are nice to 
see, like us­
ing the cock­
pit perspec­
tive for both planes simultaneously. Yes, two planes 
can fly against each other with SkyChase, with either 
human/human pilot mode, human/computer pilot 
mode, or computer/computer pilot mode. Fly against 
a friend or the computer, or watch a demo of the com­
puter flying against itself. When in the hu­
man/computer mode, you can select on or off the op­
ponent's cockpit view - it is more difficult when the 
opponent's view is off, since you don't know if he's 
about to get you. The screen is updated more rapidly 
when only one viewer screen is active, so turning off 
the opponent's view can enhance your play while in­
creasing the level of difficulty. 

S kyChase has the standard instrument control assort­
ment normally seen in other simulators. Easy to read, 
check out your radar for enemy bogies while main­
taining a safe altitude. Your other instruments include 
Percent Thrust, Heading, Pitch, Roll, Speed, Missle 
Count and Lock Indicators, Ammo Left, G-Force In­
dicator, and Perimeter Indicator (the flying area is lim­
ited, and you cannot leave the area described by the 
perimeter). These controls are dupticated and active 
for both aircraft The instruments are elaborate 
enough to enhance the program's playability, without 
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taking a long time to learn how to play. 

The owner's manual demonstrates some common 
dogfighting maneuvers, such as the Break, Scissors, 
High G Yo-Yo, La G Yo-Yo, Lag Pursuit, Sptit S, 
Head On Vertical Loop, Imrnelmann, and Dive Loop. 
SkyChase lacks a maneuver practice mode, which is 
found in the non-arcade simulators such as Falcon or 
F/A-18. A practice mode would enhance the playabil­
i ty of this game. The program will allow handicap­
ping the computer opponent, limiting its abilities until 
you learn the idiosyncrasies of the game. This helps a 
lot, although I still would like a practice mode. 

SkyChase gives you a large assortment of planes to 
choose from, more than any other Amiga fught simu­

lator, Pick from: 
F -14 Tomcat, F-
15 Eagle, F-16 
Falcon,F-18 
Homet, Soviet 
Mig-27, soviet 
Mig-31, or a pa­
per airplane 
(yeah, but it has 
better stats than 
the others, so 
don't laugh too 
long). These 
different aircraft 
have different 
capabilities such 
as speed, ceil­

ing, and armament configmation. Maxis has done 
weU with this assortment of aircraft fm you pilots, and 
not taken the easy route of offering only one plane as 
do most simulators. 

This program is fun to play, although it falls in the line 
of arcade game more than fught simulator. I have en­
joyed worlcing with it, and am grateful for Maxis for 
releasing a fught simulator using the F-14 Tomcat, 
and two different soviet Migs, The differences in these 
planes is felt when switching planes and performing 
the same maneuver. I had the best results with the F-
14 for combat maneuvers against a Mig, as I thought I 
probably would in real life. 

SkyChase 
Price: $39.95 
Maxis Software 
953 Mt View Dr. 
Suite 113 
Lafayette, CA 94549 
415-376-6434 

FLIGHT 
S IM U LATORS 

SkyChase 
gives you a 
large assorf­

mentol 
planes to 

choose from, 
morefhan 
anyofher 

Amiganight 
simulator. 
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We hove be­
come a more 

visually­
oriented soci­
ety, and since 
Doug's Math 
Aquarium 

converts math 
into colorful 

visual displays, 
this may help 
you under­
stand more 
about math. 

T
he first exposure I had to Mandelbrot sets 
was when my monthly issue of Scientific 
American arrived in August of 1985. A 
short article in the monthly Computer 

Recreations section by AK Dewdney described 
Mandelbrot sets and showed beautiful color pictures 
of them. As Mandelbrot sets are easily generated on 
modem microcomputers, I began collecting any 
Amiga public domain software that generated them, 
to pursue my newfound interest While searching 
for a commercial program to generate these and oth­
er pictures, I stumbled across Doug's Math Aquari­
um and was instantly hooked. Doug's Math Aquari­
um is a powerful tool for generating pictures ren­
dered from mathematical calculations, and will en­
thrall those Amigans with even the slightest interest 
in this fascinating subject 

We have become a more visually-oriented society 
with the addi tion of television to our modem culture, 
and since Doug's Math Aquarium converts math 
formulas into colorful visual displays, this may help 
you understand more about math. Doug's Math 
Aquarium generates pictures from formulas; either 
the picture itself or the formula for generating it may 
be stored on disk for later reference. These can be as 
simple as X"2 + Y"2 (read: X squared plus Y 
squared), or more complex problems like formulas 
with recursion (used to find a Mandelbrot set), 
where a math problem or computer function repeat­
edly calls itself until it reaches a solution. 

There are many pictures included on the main 
Doug's Math Aquarium disk, as well as pre-tested 
formulas for you to generate pictures from. Look at 
Figure 1 for a classic Mande1brot set plotted in the 
normal CONTOUR mode. Doug's Math Aquarium 
has another rendering mode, called WIRE, which 
plots a faster wire frame picture for a formula. The 
formula for generating Figure 1 is: 

val = fa3(x,y,51) 
FA = a3 ? tb4( al * aI, 31 * 31, a3 - 1):0 
FB = al + 31 < 4 ? fa3( al - 31 + x, a3 + a3 +y, 
a4):a4 

Figure 2 is a rendition of a Julia set The formula 
u sed to calculate this set is: 

val = fa3(x,y,O) 
FA= a3 < 1024? tb4( al * aI, 31 * 31, al * 31, a3 
+1):a3 

FB = al + 31 < 4? fa3( al - 31 - 1.255495, a3 +a3 + 
0.02909525, a4):a4 

You don't need to know these values to see these 
pictures, since they are already rendered for you. 
You can experiment and change the formulas, and 
see the new picture for the changed formula. The 
math pictures are in the Amiga IFF format, which 
means they may be imported into paint programs for 
inclusion in art work. Doug's Math Aquarium will 
let you zoom in for a closeup of a section of a pic­
ture, or zoom back out - this feature was useful for 
exploring Mandelbrot sets, and I liked how quickly 
Doug's Math Aquarium rendered the new pictures. 

While it takes time to render a picture from a formu­
la, I find Doug's Math Aquarium is faster and far 
more powerful than any PD program. Rendering a 
Mandelbrot set from the formula takes from 15 to 20 
minutes, and rendering from zooming in or out for 
an area takes 20 - 30 minutes for the pictures I used 
for experimenting. 

The owners manual is 28 pages long, but does not 
attempt to explain fractals nor Mandelbrot sets. The 
Amiga HELP key is supported for online help - a 
nice feature. A list of suggested reading is included 
in the back of the manual, but did not list James Gle­
ick's outstanding book CHAOS, a must-read that 
covers fractals and Mandelbrot sets. The back page 
of the manual gives a quick reference for the sup­
ported function keys, which is not as useful as a sep­
arate sheet or a template, but still is bener than noth­
ing. 

Do I recommend this product? You bet! It is simple 
to render a formula into a picture, and has helped my 
understanding of patterns in mathematics. This pro­
gram is not a game, but it will interest more than 
those with a strong math background. We don't of­
ten have the opportun.ity to explore a new universe -
real or mathematical, except in television, and pro­
grams such as this go a long way to opening our 
eyes and minds to other things besides Tv, movies, 
and hamburgers. 

Doug's Math Aquarium 
Price: $89.95 
Seven Seas Software 
PO Box 411 
Port Townsend, WA 98360 
206-385-3771 
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Many 
popular 
motion 

pictures and 
special 

effectsuse 
fractals to 
generate 
images of 
nature's 
forms! 

A 
limitation of standard geometry (as quoted 
from Benoit Mandelbrot) is il~ inability to 

describe many of nature's fonns. Nature 
does not limit itself to the common geo­

metric fonns such as cones, circles, straight Lines and 
triangles. Natural fOnTIS I.i.ke mountains, landscapes, 
douds and coastlines aU exceed the functions of 
standard geometry. 

Fractal equations graphed on a computer screen can 
mimic many of nature's fOnTIs. Many popular mo­
tion pictures have special effects containing fractal 
landscapes and planets. How do fractal equations 
generate images of nature's fOnTIs? What are the 
unique aspects of these equations? 

This is where we will begin to explore. This article 
begins by building a foundation that is under­
standable, comprehensive, and most important, can 
be built upon. This, I'm sure you'll agree, is better 
than throwing esoteric equations and concepts at 
you, which would most probably obscure rather than 
illuminate the mathematical concepts we want to ex­
p�ore. 

Dynamic Equations and Nature 
Dynamic equations mimic nature dLUing transitions 
from one state to another. Contrary to what you may 
have learned in coUege physics, events usually do 
not proceed in an orderly, linear fashion. This can be 
illustrated by examining a simple example in fluid 
dynamics. 

Imagine we have a perfectly smooth pipe and an 
even supply of water flowing through the pipe. 
When tlle flow is smooth or laminar, small distur­
bances introduced quickly die out But if we in­
crease the pressure of flowing water, we will reach a 
point where turbulence is created in the water tlow. 
How is this turbulence created? We still have a 
smooth pipe and an even supply of water, but now 
the flow is broken up into whorls and eddies. These 

disturbances dissipate energy and create additional 
drag on the system. The system essentially has be­
come chaotic. 

You are probably not impressed with the dynamics 
of water flowing through a pipe. And from an engi­
neering standpoint, the question always leads to get­
ting rid of the turbulence, not examining it. Let's di­
gress a tittle bit and see where in the real world these 
systems can apply. Turbulent airtlow over a wing 
destroys lift Turbulence created in water by a mov­
ing submarine creates additional drag on the sub and 
probably makes detection e<lsier. 

The spread of infectious diseases such as AIDS and 
smalJpox, has successfully been modeled using dy­
namic equations. One of the early applications of 
dynamic equations was tbe creation of a computer 
modeled weather system that accurately mimics nat­
ural weather fluctuations (see Butterfly Effect). Dy­
namic equations can help us understand these and 
other transition points in nature. 

Beginning of Chaos 
Dynamic equations are self-modifying equations. 
Meaning that an answer obtained from the flfSt pass 
through the equation is fed back into the beginning 
of the equation, and the process is repeated. In other 
words, starting with a seed value for X, the computer 
calculates through the equation, then uses the result­
ing X for the seed value in the next iteration. It is 
convenient to graph each iteration on the screen; this 
way we can see the results and effects of each itera­
tion. 

This type of equation I beLieve was first defined by 
P.F Verhurst in 1845 for growth limitation. He as­
selted that a given niche can maintain a certain opti­
mum maximal popUlation, (let's caU this number X) 
further that as the population approached X the 
growth rate factor (let~ call this nlUTIber R) would 
decrease. This produces a dynamic non-linear equa­
tion with a variable growth rate. At high growth rate 
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factors the equation produces catastrophic conse­
quences (chaos). Let's take a look. 

Population Growth Model 
The Verhulst equation can be broken down into two 
main functional parts. The fIrst part ( I +r)x is the 
growth factor. In each iteration the x is increased by 
itself (x times 1) plus the growth rate factor ( x times 
r). To limit the growth to x = I (the optimum popu­
lation size) the second half of the equation comes in­
to play, (-rxA2) that varies with the value of x to 
bring the value of x to 1. 11tis second half of the 
equation works weU with low values ofR (small 
growth rate factors). But as we shall see, as R is in­
creased the equation begins to oscillate, fIrst between 
2 points, then 4 points, then 8, 16, and quickly into 
chaos. 

When the equation enters chaos, what is meant is 
that we have come to the end of predictability. It is 
no longer possible to predict the results of the equa­
tion at any future point except by letting it run. 

Before we go any fulther lets graph our first chaotic 
equation, the population growth model. 

Population Growth Program 
Enter the first program. When it is run, the program 
will prompt you for the growth rate factor. Enter 1.9 
for the first test. Observe the results on your screen. 
Notice that as the program is plotting, it approaches 
the value of 1, overshoots slightly, compensates, Wl­

dershoots, compensates etc .. These oscillations con­
tinue to dampen until it reaches an approximate val­
ue of I. Consider the value 1 as the attractor at this 
point (growth factor) in the equation. The beginning 
oscillations are transient values the equation will go 
through before it settles on its attractor. 

Run the program again and enter 2.4 at the prompt. 
Notice that the oscillations do not dampen, they con­
tinue indefmitely. It is no longer possible to reach 
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the first attractor (optimum size of I for the popula­
tion). The program at this point has two new attrac­
tors. The values of x are plotted graphically and 
printed to the screen, 

Run the program again and enter 2.5 at the prompt. 
The program now oscillates at 4 points. Each point is 
an attractor. Roo again and enter 2.98. The program 
has entered chaos. The value ofXjumps all over 
now. It is no longer possible to predict the value of 
X at any iteration except by letting the equation run 
to the point in question. 

You could increment the program more slowly, in­
putting your own numbers at the prompt, until you 
enter chaos. Notice how this minlics the transition 
from orderly to chaos as observed in nature - re­
member the water pipe example in the beginning. 

Order out of Chaos 
Enter and run program two. The first thing you 
should notice is that we are using the same equation 
as program 1. The fIrst time the program goes 
through the equation for I ()() iterations is to dampen 
the random oscillations (transients) as noted in pro­
gram 1 test I. After the transients have settled we 
then start plotting, using the same equation to plot 
the nex t 125 points. These points are the attractors. 
The program then increments R by .0035 and re­
peats the process. 

When the program first statts plotting, it plots a sin­
gle attractor, analogous to test I. The program con­
tinues incrementing R (growth factor) and plotting 
attractors. When R reaches its fust critical point it 
branches into two 2 points or attractors, analogous to 
program 1, test 2. This plots as two separating lines. 
As R is increased the branching spreads further apillt 
until it reaches the next critical point where the equa­
tion began oscillating between 4 points and thereby 
branches into 4 lines, analogous to program J, test 3. 
Finally we enter chaos. 

At o point 
in the 

equation, if 
becomes 
impossible 
to predict 

the results of 
the equation 

atony 
future 
point! 
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In the 
Dynamic 
Equations 
we have 

experiment­
ed with, even 
small incre­
mentsinR 
can lead to 
catestrophic 
resuHsand 

the onslought 
of chaos! 

Self-Similarity 
I f we take an overview of the entire bifurcation 
(branching), interestingly, there appears to be a pat­
tern to the chaotic dynamics of our non-linearequa­
tion. In addition, the overaJJ pattern is repeated in the 
matrix of chaos. This paradoJOcal organization is a 
main similarity to fractals. 

"Fractals," the word is synonymous with Benoit 
Mandelbrot, who developed the concept of fractals. 
I will retum to the discussion of fractals later, but for 
now let's continue with dynamic equations. 

We can magnify portions of OUf equation to see the 
self-similarity more clearly - by sening the R value at 
the two points we wish to examine, then adjusting 
the increment value to give a full screen image. Ths 
is accomplished by dividing the difference ofR 
( endpoints) by ow' resolution in the X Line. This 
number becomes the step value to increment R. 

End points: 
Subtraction 
Step 

R = 2.8125 and R = 2.8829 
2.8829 - 2.8125 = .0704 

.07041320 = .00022 

For the example given above change the values in 
Program 2 to: 

R = 2.8125 
R =R +.00022 

The Butterfly Effect 
Edward Lorenz, a meteorologist, in the early 1960's 
created an interesting simulation program of Earth's 
atmosphere. The program contained 12 basic equa­
tions, using variables for heat, pressure, wind direc­
tion, and other meteorological factors tied together in 
a non-linear dynamic fashion. The "toy weather" 
created by the computer varied and remained as un­
predictable as real world weather. SrnalJ differences 

in the input quickly became overwhelming differ­
ences in output. 

This is as we can note with the dynamic equations 
we have experimented with, as small increments in 
R can lead to catastrophic results (chaos). A defini­
tion called the "Butterfly Effect" was created to ex­
plain how small, almost imperceivable effects could 
alter weather patterns. The definition is; "A butterfly 
stirring the air today in Peking can transform stolm 
systems next month in New York." Even tcxlay, 
weather forecasts are completely speculative beyond 
two to three days, due to the "Butterfly Effect." 

Nature 
Self-similarity in nature appears to be the rule. 
Leaves on a tree are alJ similar to one another and 
are replicated thousands of times on each tree. Trees 
themselves are similar, the branches or branching on 
trees, although not identical, foUow the same basic 
rules. This branching extends into mammalian 
physiology. If you examine the branching of a bare 
tree, then compare it to the branched strucnu'e of the 
bronchial system of the human lung, you'll fmd the 
similarity amazing. DNA contained in the nucleus 
of all living cells on earth are composed of the same 
compounds, arranged differently. 

And of course, let's not forget the structure of matter, 
the versatility of matter and energy in our universe is 
composed of what appears to be a Limited set of dy­
namic parts. 

Usefulness 
Aside from the examples given earlier of the useful­
ness of dynamic equations, dynamic equations are 
being used successfully for theoretical work in 
lasers, kinetics of chemical reactions, and hydrody­
namics. Other fields include economics, electrical 
response of cardiac cells, feedback control of elec-

Continued On Page 68 
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Jack Nicklaus's Greatest 18 Holes of 
Championship Golf & 
Jack Nicklaus Presents The Major 
Championship Courses of 1989 
Oak Hill * Royal Troon * Kemper Lakes 

by Mike Hubbartt 

JACK NICKlAUS'S GREATEST 18 HOLES OF 
CHAMPIONSHIP GOLF 
A few years ago, Accolade had one of the nicer golf 
simulations for any format, called Mean 18. Al­
though we are not real-life duffers, my wife and I en­
joyed our weekly game of Mean 18, especially 
when we had company over with interest in either 
golf or computers. While it held a prominent spot in 
my games drawer for quite a while, Mean 18 has 
been replaced by a new release from Accolade 
called Jack Nicklaus' 18 Greatest Holes of Champi­
onship Golf. 1bis new simulation has features en­
hanced over the older game while retaining the ease 
of play that made Mean 18 a favorite. 

The two disks in this simulation must be backed up 
before play, since you save games in progress to the 
backup itself. The copy protection scheme is a sheet 
with all the golf courses - you must pick the correct 
one on boot up of the game, if you wish to play. 

JNG allows either individual or team play - you can 
even compete against the golden bear himself! 
Playing against Jack is a thrill that most of us will 
never experience, except in our imaginations or in 
this game, so I recommend you give it a try. It is a 
humbling experience to play with such a great play­
er, but very educational at the same time. I normally 
choose the two player option when my wife is 
around, since she will play this fun simulation any­
time! Choose whether you are a beginner or pro, 
and which tee to start from. Start off at the beginner 
level unless you are both experienced at real AND 
computer golf, and feel lucky today. 

Three different courses are included in the game. 
The first is a composite course of the greatest 18 
holes in golf (in Jack's opinion), with holes from 
courses such as Augusta, Pebble Beach, and St An­
drews to name but a few. The other two are de­
signed by Jack, and are the Castle Pines, Colorado 
and Desert Mountain, Arizona courses. An optional 
course disk is available from Accolade; it has three 
other courses for you to try. 

The user interface is similar to Mean 18, with the 
power bar at the left side of the screen to indicate 
when to swing the clubs. Aiming the shot is different 
than with Mean 18: the ball at the top of the screen 
moves either left of right in response to the Aim Shot 
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gadgets at the bottom right of 
the screen. Why do you 
to aim? Because WIND 
plays a factor in this simula­
tion! There is a gauge at the 
bottom left of the screen that 
shows the wind direction, 
and you had better take this 
into consideration when 
planning your shots! 

The graphics are nice and 
crisp - the trees look real and 
sound real when your ball 
cidentally hits them. The 
sounds are realistic, with dif-
ferent sounds used for 
and irons. The hidden holes 
(shoot blind - you can't see 
the pin) are not fun, and add 
degree of difficulty that may 
frustrate the first time player, 
while exciting the more ex­
perienced people. I like 
I see, and can definately rec- ,"---- ------.-------------l 

ommend it to golfing fans of all ages. 

JACK NICKlAUS PRESENTS THE MAJOR 
CHAMPIONSHIP COURSES OF 1989· OAK 
HIU * ROYAL TROON * KEMPER LAKES 
Jack Nicklaus Presents The Major Championship 
Courses of 1989 - why can't Accolade use a short 
program name (like Mean 18) - is an expansion disk 
for Jack Nicklaus etc., etc. 1bis disk has three new 
courses: Oak Hill, Royal Troon, and Kemper Lakes. 

The courses are like real ones. Oak Hill is in 
Rochester, New York, site of the 1989 U.S. Open. 
Royal Troon is found at Troon, Scotland, and is the 
location of the esteemed British Open. Kemper 
Lakes is at Hawthorn Woods, Illinois, and is the lo­
cation of the 1989 PGA Championship game. 

There is not a whole lot to say about this expansion 
disk, except that all the holes are well done and they 
are TOUGH - especially Kemper Lakes! 1bis disk 
makes a nice addition to the library of those that own 
the original Jack Nicklaus' Greatest 18 Holes of 
Championship Golf (phew! - what a title), and will 
breathe new life into it for those fortunate enough to 
complete all the original disk courses with lower 
scores than I can manage to pull off. 

Jack Nicklaus' 18 Greatest Holes of Championship Golf· 
Price: $49.95 
Jack Nicklaus Presents The Major Championship Courses 
of 1989 • Oak Hill * Royal Troon * Kemper Lakes· 
Price: $19.95 
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First of all, 
Omni-P/ay 

Basketball is 
open-ended. 
Yes, a sports 
simulation 

where exter­
nalmodules 
are added to 

makefhe 
gamewhaf 
YOU want! 

----... -

by Mike Hubbartt 

The evolution of sports simulations is readily apparent 
on the Amiga The first basketball simulation was 
Larry Bird vs. Dr. J in One-On-One (Electronic Arts), 
and it had very few moving characters and an ocas­
sional visit from the janitor when a player broke the 
backboard. One-On-One had been fine for eight-bit 
machines, but it didn't come close to pushing the 
Amiga A few companies have released two-on-two 
or even three-on-three basketball games, but none had 
released a game where five players compete directly 
against another five players - until SportTune's release 
of Orrmi-Play Basketball. 

First of all, Orrmi-Play Basketball is open-ended. Yes, 
a sports simulation where external modules are added 
to make the game what YOU want! I thOUght fljght 
simulator programmers should be writing sports sim­
ulation software, and this modular programming ap­
proach is the reason. Orrmi-Play Basketball ships 
with two modules, saving the expense for later if you 
choose. The modules included are SBS League and 
End-View game. The other available modules are: 
Pro League, ColJege League, Fantasy League, Side­
View game, and a Printer utility. The printing utility 
dumps player stats and history to the printer. The three 
other leagues for Orrmi-Play Basketball provide a 
multitude of different teams with varied stats, and the-

'---.J L.-J SACRAHENTO 

OSTEEN NOBLE 
MA'· 

£~5TNAH eUSH 

se teams add another dimension to this fine simula­
tion, making the game more realistic. The fantasy 
league provides an all-star team for you to use, instead 
of the balanced (and more realistic) teams of the other 
leagues. 

The side-view module allows viewing the game from 
the side - just as though you were sitting on the side­
lines at an actual game. The end-view module shows 
the game from either end of the court, switching 
v iews when moving from one side of the court to the 
other. I much prefer the side-view module, since it is 
so different from the normal perspective offered by 
the other basketball simulators. 

The SBA league has twenty-four teams, one each for 
major basketball cities across the U.S. These teams 
are divided into two conferences (East & West), 
which are further divided into two divisions each con­
taining six teams. Competition amongst the teams is 
for Division, Conference, and finally SBAleague 
championship. One or two players can choose teams 
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to coach/play, using ooth joysticks for head-to-head 
competition or only one when competing against the 
computer-run teams. Individuals may own the maxi­
mum of one team per division. 

How do you improve your team's chances of a better 
showing than last place each year? TIY trdding play­
ers with another team, either hwnan or computer­
owned. An arbitration team handles negotiations, so 
make an offer and wait for the decision. Its not auto­
matic that you will receive a player you want - just 
I ike with the NBA. Offer whatever incentives you 
feel will entice the player (and opposing team) to go 
along with you. If you wish to trade with a human 
team, !hen you remove the element of chance of trade 
completion, since human owners can vocalize their 
disagreements easier than the computer and a human 
owner. You trade the same type of player for another, 
a guard for a guard, center for center, and so on. 

Lf trading fails to appeal to you, then send your entire 
team to training camp and work on select skills. 
Training camp is available only once a year, so make 
the best of it while your players are there. Select 
whibh skills each player improves, and which players 
are to improve. Concentrate on improving the skills 
of your top six players, instead of the entire roster of 
twelve, on your first visit to training camp. The more 
players that improve, the less improvement each play­
er shows. The skills to improve are: Inside or Outside 
Shooting, and Speed or Overall Control - your player 
cannot improve ooth inside and outside shooting the 
Same year of training camp, so select the stats for im­
provement carefully. 

Players age in Omni-Play Basketball, starting at age 
22 and retiring at age 42, unless you retire them due to 
injuries. Yeah, this program even takes injuries into 
account, adding a further element of realism to game 
play. The youngest players lack the skills of older 
players, while having better endurance than the older 
guys, so look for a happy mediwn with your players. 
Yow· players are: the Center, Forwards, Guards, and 
two reverves to act as general substitutes. Your teams 
playa nine year series, and not twenty, so don'r wony 
aoout getting old and grey before completing a single 
series. 

Play this game as the coach, the players, or ooth coach 
A ND players. I had a difficult time at first getting all 
the complexities of game play down, so I opted to act 
as coach and watch the moves the computer generat­
ed for my players to follow in accordance to my di­
rectives. I like having my team hit the ooards ooth of­
fensively and defensively, and I use a mixed coverage 
instead of man-to-man or double covering key play­
ers. Attempting to steal the ball can Lead to many 
fouls, so don't try it unless your people are well rested. 

Volume 2, Number 6 

Rotate players in and out of the lineup, resting the 
starters to reduce the fatigue factor - which plays a part 
in this game. 

Twning off the system to avoid taking a low score re­
sult .. in a forfeit. Yeah, someone FINALLY included 
an option to keep some players honest, although most 
of us would never consider doing this to prevent a bad 
game from being recorded. A penalty is accessed dur­
ing the next year, affecting the number of stats your 
players can improve at tmining camp, so 1 advise 
against cheating. I recommend letting the computer 
control the game play, so you will have enough time 
to pick up the strategy of the game. The graphics are 
adequate, and not of the quality ofTY Sports:Football 
(Cinema ware), although many of that program's con­
cepts seem implemented in this program. There is 
even a halftime show -The Nick and Bob show, with 
these two crusty commentators adding color to the 
game up to halftime. 

You can skip the Nick and Bob show if you wish - al ­
though I find them an enjoyable and cli.fferent way of 
presenting the game stats. 

I like what I see in Omni-Play Basketball. The game 
is well thought out, the add-on modules representing 
this adequately. The manual does a fine job of cover­
ing the material, enough for most sports enthusiasts to 
set up their teams and make long tenn plans for their 
teams without needing ten years of NBA coaching 
experience. This prognun represents another step for­
ward in sport simulators, like TV Sports:FootbaIJ and 
Wayne Gretzky Hockey. If you like computer basket­
ball, run down to the local dealer and ask for a demo. 
As either a coach or player, this game will keep you 
coming back for another shot at the hoop long after 
"Air" Jordan is playing golf in the off season. 

Omni-Play B~ketball 
Price: $49.95 
SportTime 
3187-G Airway Avenue 
Costa Mesa, CA 92626 
7 14-966-1311 

Turning off 
the system fo 
avoid faking 
a low score 
resuNsina 

forfeit. Yeah, 
someoneFI­

NALLY in-
eluded an 
optionfo 

keep some 
players 
honest ... 
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SEX! 
Flush from seUing lots of sexy adventure games to glasses-wearing 
computer nerds, Free Spirit is at it again. The subtletly of the new 
product's title will tip you off immediately to what's going on. 
Ready? "Planet of Lust" 

And that, as they say on Mars, is enough said. 

Planet of Lust 
List Price $39.95 
Free Spirit Software 
POBox 128 
58 NobleSt 
Kutztown, PA 19530 

Out To The Future 
Star Corrunand is another new title from the pen (compiler?) of 
Doug Wood, author of the Phantasie trilogy of adventure games. 
1t's sold under the Strategic Simulations label, which is in tum mar­
keted by Electronic Arts under its Affiliated Labels program. The 
program is a one-player game set far into the future in the deepest 
reaches of space. 

The earth is history. Hostile beings did it in. You control - out here 
in the vast reaches of space - a crew of eight star troopers whon 
have been assigned by Star Corrunand to save the remainng inhabi­
tants of the galaxy from pirates and aliens. You travel through space 
in starships, exploring planets and space stations looking for objects, 
people, enemies. You get to shoot things, too. 

Star Command 
SSI 
675 Alamanor Ave 
Sunnyvale, CA 94086 
408-737-6800 

Baseball Co~oner 
Offers League Control 
It took a while, but owners of the Electronic Arts program Earl 
Weaver Baseball can now add the "Commissioners Disk" to the 
game for additional league control and options. 

The program, designed by Eddie Dombrower of Mirage Graphics, 
is a sophisticated tool for managing league baseball. You can even 
use it by itself for managing a real-life baseball league, such as Little 
League, or softball, or next month when you buy the New York 
Mets, or something. 

The program also includes an advanced ballpark editor, so you can 
have your stadium tailored to your fondest and farthest fetched de­
sires. 

Commissioner's Disk 
works with, but doesn't entirely require 
Earl Weaver Baseball 
Electronic Arts 

Deskjet Printer Driver 
N ow You Too Can Make The UP Deskjet Dance 

One of the nicest printers on the market these days is Hewlett 
Packard's Deskjet Plus. It's a three-HUNDRED dot-per-inch print­
er that uses inkjet technology, rather than soiling a ribbon with pins. 
The letters are literally sprayed onto the paper as it passes through 
the printer. 

The Deskjet is unusual in more ways than that, too. 1t deals with 
sheet papers, for one thing, instead of the familiar edge-perforated 
stuff we're familiar with. All this without tlle added expense of a 
special sheet-feeder attachment. 

The one thing the Deskjet Plus needs, to make it useful on an 
Amiga is a printer driver. Yes indeed, AroigaDOS 1.3 does come 
with a printer driver for the Deskjet. Not the "Plus" model, howev­
er, which is considerably faster and better (at the same list price!). 

Creative Focus to the rescue. Actually, the company has placed a 
Deskiet driver in the public domain, but they also seU one with a 
few ~ore bells and whistles - Super_OJ v2.0. If you have a Deskjet 
Plus (or the slightly older Deskjet), this driver is worth owning. The 
accompanying information sheet, itself printed on a Deskjet using 
an Amiga, says the custom driver supports the ability to change 
fonts (typefaces) by line, word or letter, and enables an enhanced 
implementation of printer control codes supported by the printer, in­
eluding letter quality, condensed, and enlarged print. Graphic 



dumps on the Deskjet plus are forty percent faster than with any 
other Amiga driver, says the sheet, through the use of data compres­
sion routines in the driver softvvare. 

The SupeeDJ v2.0 printer driver, which comes on a disk with 
some other neat utilities and doodads thrown in for freebies, re­
quires AmigaOOs 1.3, and of course a Hewlett-Packard Deskjet or 
Deskjet Plus printer. The printers are $995.00 list, but the "Street" 
price is considerably lower. 

Super pJ v2.0 Printer Driver 
Creative Focus 
Box 580 
Chenango Bridge, NY 13745-0580 

party Of The Third Part 
Lattice, Inc. , has started a program for developers of libraries and 
add-on products that support Lattice's C Compilers. The vendors 
will get special treatment from the company regarding product sup­
port, and will have their third-party products mentioned in materials 
Lattice hands out with the compilers. In addition, participating de­
velopers will receive advance copies of Lattice's product upgrades, 
so that they can keep their own compiler:dependent programs cur­
rent with the latest versions. 

Contact the company for details on the program, which extends to 
Lattice's products for computers other than the Amiga. 

Lattice, Inc. 
2500 S. Highland Av. 
Lombard, ll-60148 
1-312-916-1600 

.1 Border Power 
There aren't many things that a paint program can do on theAmiga 
that could be termed "new." There are as many powerful features in 
the Amiga programs that the hard-working programmers can think 
up to put in. And if anybody has any ideas for more, please let them 
know and there'll be another round of Amiga paint program com­
petition instantly. 

The paint wars ar-e far' from over, but there is a new fearur-e on the 
mar·ket. New paint program, too, of COlU'Se. This one is Spritz ITom 
Glacier Technologies. The new feature? Power Borders! 

Tum any brush into an instant award, news tetter or flyer: Just grab 
the brush and invoke Power Borders on it The program makes up 
a fancy schmancy border in a flash and voila! Instant award- or cer-

tificate-looking graphics. 

Spritz has another neat feature, too. It 's Smart-Link, which permits 
the prograrn to talk to other programs which also support Smart­
Link. So far, that isn't very many programs. Professional Automa­
tion Resources' ExpressPaint, for example. End of list Glacier is 
making the techie details of the link-up public so other companies 
can incorporate it in their products if they want to. 

For the techies out there, Spritz generates commented "C", Assem­
bier, and AmigaBASIC soutce code for icons, gadgets, requesters, 
BoBs, and sprites from pictures and imagery created in it (or im­
ported into it). 

Spritz 
List Price $ 79.95 
G lacier Technologies 
POBox 1309 
Vancouver, WA 98666 
206-694-1539 

Lattice Improves 
Compiler And 
Expands Support 
Lattice, Inc., makers of the Lattice C and C++ Compilers for the 
Amiga (,md a few other machines), has shipped version 5.04 of the 
Amiga C compiler and armounced changes to its support policy. 

The company expanded its free technical support and added two 
additional levels of expanded support, which it sells on an annual 
fee basis. TIle fr-ee support is now expanded to include a free, spe­
cial conference on the American PeopleLink Network, in addition 
to ,the comp,my's own electronic bulletin board system, and a con­
ference on the BIX pay network. TJ.llle spent on PeopleLink is not 
free, but Lattice charges no additional fee for its support conference 
once you're there (and if you're not, you're missing out on a lot of 
good irrformation and a load offun). 

Free software patches and bug fixes are posted to the electronic net­
works, and some of them ar·e sent automatically to registered users 
of the compiler. Lattice also offers a telephone hotline, and responts 
to all technical questions sent in by mail or Fax. Frequently asked 
questions are answered in the company newsletter. 

The new, pay support level offers (of course) all the services of the 
first one, plus guaranteed response to technical questions within 24 
hours. The pay support also offers special conferences on BIX and 
CompuServe (another pay network). Software maintenance sum­
mary report,> are released monthly, and free patch disks are mailed 



at the end of the month in which the fix becomes available. Special 
technical bulletins are issued, too. 

The charge for this "Level 2" support is $100 per product per year, with 
a minimum charge of $450. The maximum fee is $7,500. 

If 24-hour response time isn't your cup of C. Er, tea .. Then, maybe 
the "Level 3" support program is your (tea) bag. For a minimum annu­
al fee of $900 (maxed out at $9'(XXl), you get guaranteed four-hour re­
sponse, plus library source updates mailed in the month the source is 
updates, and patch disks mailed as available. Users at this support level 
also have direct access to product development engineers. 

For further information, contact the company. 

Animated Brushes 
The hardest part about using Deluxe Paint ill's animated brush options 
is getting started on building a library of those neat animated brushes. 
Now HERE's a product !hat's correctly timed. Right at the onset of 
what will undoubtedly become an insatiable animated brush craving 
among Amiga artists, JLVMSwdios is shipping a bunch of Anim­
Brush disks. Picrures and Alphabets. Neat ones, too. 

The disks - there are seven so far - go for $9.95 apiece, and are divided 
into Anim-Brush and Alphabet categories. Pick any four-disk set for 
$29.95. Not bad, and you can edit the brushes slightly as you need - it's 
a whole lot better than staring at a blank screen. 

Oh, but that's not the good news. The fact is, no matter how many zil­
lions of animated brushes you colJect, you'U always have need for one 
you don't have. So, JLVMSwdios invites you to make suggestions. 
"Please drop us a line, and we will attempt to accomodate you." 
Downright neighborly, don't you think? If· -' already have animated 
brushes you'd like to share with the Ie. of the known universe, the 
company buys 'em for two bucks a pop, and gives you credit for your 
creations. 1be work is accepted only in lo-res, and in no more than 20 
frames. 

Faucets a.<Jrip, 
boys a-running ... 

, the variety is impressive, 
and the quality is quite good. 

For information on either the brushes disks or the purchase deal, 
contact 

Anim-Art 
JLVMSwdios 
Star Rl Box 237 
Bloomington, NY 12401 

D~Up 
YourAmiga 
Active Circuits, inc., has released ImageLink, the first fuU-rolor 
imaging and multi-format image conversion system for the Amiga 
200). InageLink supports fuU-rolor imaging - that's picrures with 
sixteen million (or more) colors - through theAmiga 200)'s Bridge­
Board, but transparently to theAmiga user. 

The company's software makes a transparent link between the 
Amiga side of either of the Amiga BridgeBoards and AI' &Ts True­
vision Targa videographic boards. 

Targa is one of the "standards" of the MS-DOS side of things in the 
computer industry. It comes in a low-end (ha!) configuration that 
works with the Intel 8088-based Amiga A2088 Bridgeboard, and a 
farrier one that does a whole lot for a whole lot more money on the 
lots more expensive A2286 ("AI' -compat") Bridgeboard. 

lmageLink was previewed at the National Computer Graphics As­
sociation's annual show in Philadelphia in the spring, and was 
released at Siggraph in August in Boston. (Siggraph is the Associa­
tion for Computing Machinery's Special Interest Group on Com­
puter Graphics, whose annual exhibition defines the state of the art 
in computer graphics technology). 

The ImageLink software makes dynamic image conversion be­
tween a variety of formats, transparent to the end user. Its design 
takes advantage of the Amiga's multitasking capabilities, and is con­
trollable through ARexx (William Hawes) for batch jobs, external 
control, and (potentiaUy) control from within other Amiga software 
that also supports ARexx.. 

The product offers support for IFF, as well as other Amiga-specific 
formats and MacIntosh PICf2, and Targa formats. The software 
interfaces directly with seveml Amiga rendering packages, and will 
output picrure information to high-quality imaging devices. The 
bottom line on aU this is that the Amiga 200) equipred with a 
BridgeBoard and one of the Truevision Targa display boards can 
produce and manipulate screen images in a resolution much higher 
and much deeper (i.e., more colors) than the regular Amiga display. 

Active Circuits is also planning additional modules to supJXllt GIF, 
PC Paintbrush (PCX), Sun Rasterfile and TIFF formats. 

lmageLink lists for $299.95, and requires an Amiga with a 
megabyte or more of memory (and other accoutrements previously 
described). The 'Targa Direct" module is list priced at $199.95. 

ImageUnk • Active Orcuits, Inc. 
106 Highway 71 
Manasquan, NJ 08736 
201-223-5999 



KIKUGI 
TM 

Available for Amiga and IBM (CGA, EGA, VGA) 

* State-of-the-art Graphics 

• Digitized Sounds 

Dungeon 

State-of-the-art Graphics 
Digitized Sounds 
load & Save Games 

• .. 

2 Disks 
Hilarious script by author 

Jay Gross 

Journey into the world of ancient Japan ... 

KIKUGI is one in a series of Ancient Games produced by Image Tech. 
In ancient Japan. generations of rulers and emperors honed their skills 
of concentration and strategy with games such as KIKUGI. 

Now Image Tech brings this ancient game to you. The premise of the 
game begins simply: jump marbles and remove as you go. But 
quickly the strategy becomes more and more intricate as you 
progress. Each move you make limits the number of remaining 
moves. making each additional move more and more intense. The 
playing increases in intensity until finally culminating into a last few 
critical moves. 

The game play is ADDICTIVE. Each new game pattern demands to 
be solved. The more you play. the better your skills of concentration 
and strategy become. If you desire a game that challenges your 
mind as well as being fun to play. then KIKUGI is the game for you! 

Dungeon Quest: The ultimate in multisensory gaming. 

Tired of your run-of-the-mill graphic adventures where even the 
graphics put you to sleep? Well . prepare for the BEST in graphic 
adventures .. 

Vivid graphics. stereo sounds. and an intuitive interface help make 
Dungeon Quest THE state of the art in graphic adventure gaming. 
On top of all this. our language interpreter alows you to truely 'talk' 
with the game. So. with Dungeon Quest you spend your time playing 
the game. not puzzling over the interface or which word to use. 

Wflh Dungeon Quesl. be prepared to explore in Medieval times: 
castles. dungeons. foreign lands. and more. 

Available for Ami ga and IBM (CGA, EGA, VGA) 

image tech 6006 Greenbelt Road, Suite 189 Greenbelt, MD 20770 (301)439-1151 



38 

If you love 
shoot-em-up 

arcade 
games and 
hate games 
like chess 

and solitaire, 
you'll hate 

Shanghai, so 
read no 
more. 

SI Il\NGI IAI 
by George Trepal 

you love oh"Clt-f'm_ 

up arcade games 
and hate games 
like chess and soli­
taire, you'll hate 
Shanghai, so read 
no more. Scram! 
OK, the noisy 
pie are gone. It's 
safe to come out 
now. It's tenible 
what ten years of 
smoking bad 
iean weed have 
done to their 
minds. However, you are obviously a person of keen 
intellect and discriminating taste. I'm honored to be al­
lowed to review games for you. 

If I were reviewing a chess program I'd tell you about 
its graphics, how well it plays chess, and ifl had any 
problems with it I wouldn't tell you anything about 
chess itself. Chess is one of the few games that's popu­
lar century after century. You KNOW it's a good game 
without me telling you. 

Mah jongg (from Cantonese meaning house sparrow, 
of all things) is another game that's been popularcentu­
ry after century. Too bad it's not too well known on our 
part of the planet Shanghai is computerized mah 
jongg. I'll tell you about mah jongg, and Shanghai, too. 

First Shanghai. It's best described in the words of used 
car salesmen: runs real good Shanghai came out in 
1986. Over the years I and my friends have thoroughly 
tested it and never found a bug. Help screens? Plenty 
of them. You never have to use printed documentation. 
Shanghai's graphics are excellent This program should 
be the ruler by which all other games are measured 
But it could be better. 

Sometimes it's hard to see which playing pieces are ac­
tive. Eventually you learn to see the subtle differences 
in shading but this takes a while. If you want to elimi­
nate this problem, multitask one of the pop-up palette 
programs that let you change a screen's colors. Color 
the edges of the pieces a bright purple. I guarantee 
you'll have 00 problems (except with yow' eyes) after 
that 

My final com­
plaint is that the 
screen has no 
front/back gad­
gets. This is not 
to say that 
Shanghai 
doesn't multi­
task, it does 
quite well, but 
you have to 

press the left 
Amiga key and 
M to send it into 
the background 
or retrieve it 

Now to mah jongg. Mah jongg stacks 144 tiles to 
make a flattened Mayan-style pyramid You IIy to find 
and remove matching pairs of tiles from the ends of 
rows. You now know all the rules. This doesn't sound 
exciting, but neither does a two sentence description of 
solitaire or chess. Like chess, learning winning strate­
gies may take a lifetime. 

I think chess continues to be popular because it's fun at 
any level. When I was ten years old all the neighbor­
hood kids played it (though not very well) and enjoyed 
it As we grew up we gained insight into it but never 
outgrew it Mah jongg is like that At the lowest level 
you just look at the end tiles and IIy to match them. At 
higher levels you match this tile to let you get to that tile 
which in tum opens the way to the tile you really want 
Unlike chess which is pure strategy mah jongg in­
volves luck too. Remove a tile. Will the one under it be 
what you need or not? There's no way to tell until you 
actually see it 

In the orient mah jongg is usually a four-player game. 
On the computer, you play it solitaire or with one other 
person. Either way it's fun. 

Conclusion: Mah jongg is one of the world's great 
games and Shanghai is a wonderful computer version 
of it If you like chess or solitaire you'll probably love 
Shanghai. Shanghai is an old Amiga game, and most 
computer stores don't carry any game over six months 
old However, they'll be more than happy to get 
Shanghai for you. Just show them money, and they'll 
be very eager to please you. 

A.x. Magazine 
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Thousands Take A Plunge 
Entire Thing Caught By Video 

As more and more people take the plunge into desk1:op video, most 
importantly the Amiga's stellar brand of desktop video, the dearth 
of books on the subject becomes apparent Desktop video is such a 
new idea that there aren't many references on the topic, aside from 
the trade (meaning video) journals and the occasional Amiga maga­
zine article. Many book publishers are rushing in to fill the void, 
and heading the pack is Abacus, publishers of a line of fIfteen (and 
counting) books for the Amiga. 

Abacus' new video title is Amiga Desktop Video. Apt title, eh? 
Anyway, the book, penned by Guy Wright, recommends three 
Amiga video setups - for hobbyist, amateur, and professional video 
producers - based on evaluations of video-related products supplied 
by the manufacturers. the book also includes "how-to" on the rec­
ommended products. 

Amigo Desktop Video lists for $19.95. 

A Success Story 
Taito Forced To Peddle Software 

Talk about rags to riches. Taito Software has been selling software 
for a\:XlUt eighteen months. Not a long time, even in tenns of the 
computer industry, which is still rather young compared to, say, the 
quarrying or tlle railroad indusnies. Yearling Taito, however, has 
reached annual sales of fIfty million smackers, peddling two million 
game carnidges (whatever tlwse are) for a certain Japanese game 
machine (Nintendo). 

The company's best-selling titles include Operation Wolf, Bubble 
Bobble, and Renegade, all conversions of arcade games (you know, 
"Deposit Coin"!) orignally developed by its parent company, Taito 
Corp. ofTokyo. 

Taito's products, in addition to being available for "other" comput­
ers, are stars in the Amiga games galaxy, as well. 

Amiga Is Exposed 
The Inside Story Is Brought Out In Open 

Another new Abacus title for the Amiga is Advanced System Pro­
grammer's Guide. Abacus' marketing study (the company's news 
release mentioned "our casual market research") shows thar nearly 
half of the Amiga user base is interested in programming the 
Amiga. To do so, they need (and want, Abacus bets) more infor­
mation about the inner workings of the machine and how to make it 
do something. 

Advanced System Programmer's Guide is a second volume wh.ich 
describes the Amiga's inner self. The company says it contains "ex­
tensive progrrunming and technical information, as well as sugges­
tions about programming style, hints on transfening data using OJ 
argwnents, explanations on how to use libraries and structures, and 
descriptions on working with the Amiga's elusive Clipboard facil ­
ity." 

The book also offers information on IFF files as well as on other 
system "devices." 

Advanced System Programmer's Guide lists for $34.95, and a com­
panion disk containng the programs described in the book lists for 
$14.95. 

Abacus 
5370 52nd St, SE 
Grand Rl.Ipid~ , MI 49508 
616-698-D330 

EA Takes Free Fall 
Electronic Arts Brings Game To Market 

Electronic Arts has shipped Swords ofTwilight, a mu1tiplayerfalta­
sy role-playing game folr the Amiga. The game, designed by Free 
Fall Associates, permits up to three players to make tracks for h.igh 

L-_________________________ ~ 



Plunge -from previous page. 

adventure. Computer adventure, of course. Computer tracks, too. 
Anyway, the game design pennits aU three characters to converse 
and act simultaneously while they explore llJins, temples, ca~tles , 

and keeps. 

Plot? Of COLu'Se it has a plot. Better than most sitcoms, in fact. The 
deal is: Seven Shadow lords are threatening the worlds joined by 
the magic Rainbow Road. That's not a brick one, and it isn' t yel­
low, but it's in the same galaxy, so it counts. Players get to be 
knights or magi on a quest for the jeweled swords that are the only 
hope for saving the realm of Albion. There are eight parallel worlds 
and some rather "colorful folk" (ENs teml, there) to deal with along 
the way. COIOlful indeed. Ogres, ghouls, sages, skeletons, etc., etc. 
Some of these gentle (?) creatures you woo with mere word~. Oth­
el'S yield only to the hack and slash of cold steel. You must defend 
the good ones and dish up justice to the wicked or you'll lose favor 
among the people. 

Jon Freeman is the game's designer. This is what he says about it: 
"This is the first game that mixes the variety, color, and scope of 
epic fantasy with real-world logic, eth.ics, and consequences." 

You get to choose your paIty from a roster of thirty characters. En­
gage in combat through the facilities of your joystick (rather than 
typing words) for an additional dimension to the game. 

For More Less Insane Information -
Refer To The Gossip Column 

Babi~ Twisted Through 
Tunnels 
In competition for Cybemeufe Trophy 

Another Electronic Arts offering for this most game-purchasing­
oriented season of the year (for rea~ons known only to immortals, 
most likely) is Powerdrome. This one is a futwistic, airlJome racing 
simulation. It's from designer Michael Powell. The simulation 
combines arcade action with the strategy of Fonnula One racing. 

The racing vehicles are Typhoon-class, jet hovercraft. You race the­
se babies through twisty-twney, tunnel--dotted COLU'Ses, competing 
against the clock or battling for position with four intergalactical ri­
vals. Powerdrome is done with solid, 3-D graphics. Two players 
can race head-ta-head using a two-computer datalink. 

One more thing. IT you win, you get the Cybemeufe Trophy. So 
there. 

Dr. Jones Drowns Clinging To Submarine 
Superstructure 
Well, almost. .. 

Indiana Jones, the invincible, unbelievable (in more ways 
than one) comic, adventurer, and box office hit extraordinare, 
is at it again. On the silver screen, of course, and on the 
Amiga screen, too. Lucasfilm Games has shipped Indiana 
Jones and the Last Crusade, the Graphic Adventure (whew! ). 
It's an Amiga computer game based on Lucasfilm Ltd.'s new 
film (ready for this?) Indiana Jones and the Last Crusade (but 
you knew that, didn't you). 

The games start in 1938 (tum your clock back now), just as 
Dr. Indiana, mi ld-mannered college professor, walks up the 
steps of the archeology building at Barnett College in Con­
necticut. Everything looks fine and normal. Safe. With In­
dy? Ha! No way. The Germans (they were important par­
ticipants in World War II, the Big One) are up their old tricks 
again, pursuing the vast magic of the elusive Holy Grail in 
order to conquer ... more efficently, or more thoroughly, or 
perhaps more permanently. The inevitable chase traverses 

the entire globe while Indy clings to the superstructure of a sub­
marine under water without even drowning - no, wait, that was 
another movie. At the movie house, you can grab onto your seat 
and try to keep up wit the action as it plays out before you. But 
you can't do anything. The Amiga version lets you BE Indiana 
Jones, and occasionally Heru-y Jones, father of Indy (and ... no, 
nevermind). Click on the verbs, objects and locations, as with 
Maniac Mansion, Zak McKracken, and Aliiien Mindbenders . 
This is a no-typing game. The Indiana Jones game adds fea­
tures to the interface so that the Indy character (that's you) can 
be a clever, sarcastic, charming, or infuriating talker - as the 
case may be or warrant. 

You get the sixty-page Grail Diary with the game, so you won't 
have to chase all over the globe to find it. Just be sure no suspi­
ciOUS-looking Gelmans find out you have it. Lucasfilm games 
are sold by Electronic Arts. 



Ami ga Foretells Future 
As Per The Yet Untold True Story 

Add card reading to the long list of things the Arrtiga can do for 

you. Tarot cards, in fact. Empire Gmphics has shipped The Tarot 
Master, a fortune teUing program based on the Tarot cards. You are 
going to meet a tall, dark stranger. She will be a Republican ... That 
sort of thing. 

The Tarot Master both teUs fortunes and teaches users how to define 
and read the cards for themselves. So, if you want to go into the 
fortune telJing business, forget about those ex.pensive crystal balls, 
and use your Amiga instead. 

The program lists for $29.95, which is about the going rate in some 
parts for a competent fortune teller's prognostications. 

The Tarot Master 
Empire Graphics 
POBox 964 
Union, NJ 07083 
201 -964-7864 

Surgeon Found Related To 
Carnivorous Rose Bush~ 
Weird Dreams Found To Be The Cause 

Medalist International , has released Wierd ~uns. Not the dreams 
themselves. An Arrtiga title by that name. Designed and built in 
Great Britain, Wierd ~s puts you into the subconscious mind 
of a hospital patient as he yields to the surgeon's knife. Feast your 
eyes on giant wasps, carnivorious rose bushes, a killer lawnmower, 
and a not-S0-nice little girl who isn't at all sugar and spice. 

If all that doesn't convince you this is a game of wierdness, try the 
scene where a person is trapped inside a cotton candy machine. 
Now THAT's wierd. 

The deal is, if you successfully confront all these strange challenges, 
your chances of success on the operating table improve accordingly. 
On the other hand, if you fail... well. It's just too disastrous to bear 
describing. 

Word is the company is planning an international contest, and the 
prize is free psychiatric help for the winner. No, rea.lly, being seri­
ous now... Wierd Dreams works with the joystick, and isn't even 
aware that the Amiga's mouse exists. What a wierd dream! 

Modest Job Offering 
Positions Available For Absolute Ruler Of Every­
thing And Everyone. See Naughty Dog For Details 

The aim in some games is saving the universe. Not bad for an 
evening's diversion with the mouse or joystick. Then there are the 
get-rid-of-all-the-blocks ones. Cleaning up, so to speak. Keef The 
Thief, a new Electronic Arts game, has as its goal, the ever-so­
modest and lmassurning task of becoming the Absolute Ruler of 
Everything and Everyone. Now there's a goal worth pursuing. 

Keef is a role playing game with a sense of humor, designed by 
Naughty Dog, Inc. and marketed by Electronic Arts. You 're Keef, 
see? Keef (that's you) is a juvenile delinquent who gets to go out on 
his (that's your) own for the first time. You face the dreaded Sur­
vival. Not an easy task in the Tri-City Area, a vermin-infested con­
tinent tangled with thick, steamy jungles. Rumor is, too, that an evil 
magician is trying to create the magic required for ruling the conti­
nent, and you might as weU set out to beat him to it. Ruling the 
continent, that is. 

Two hundred monsters crave Keefsteak. Twenty-five creepy dun­
geons contain fabulous treasures and plentifful hon"Ors (you decide 
which is which). Three cities for your plundering pleasure. Ten 
digitized tunes in fuU stereo (because of the way the Arrtiga handJes 
stereo, Electronic Arts can manage stereo sound in a game, but not 
in Deluxe Music Construction Set). And that joy of all joys, ani­
mated realtime combat. Kill 'em, Keef! 

Wouldn't Camus Be Proud 
The stmnge things at Medalist are multitudinous these days. Anoth­
er new title is Xenophobe, a game of fast and furious action, ltigh­
tech weaponry and detailed and amusing graphics. If you think you 
rccognize the strange name (In plain English, it means "one who 
fears strangers"), you probably do. Xenophobe has been a rather 
popular coin-op game. 

Here 's a neat quote from Gerry Blair, executive director of the com­
pany. 'Xenophobe puts you in command of three rag-tag squads of 
scientists. soldiers, and n'er do wells in a battle to reclaim aban­
doned space stations from alien invaders. Aliens are everywhere in 
the game, and they don't feel like negotiating." 

Xenophobe 
Wierd Dreams 
Medalist International 
180 Lakefront Dr. 
Hunt Valley, MD 21030 

Sincerest Continuences On Page 34 ~ 



A.X. Magazine Issue 2.6 

H
ere is a sampling of what 
to look for on this issue's 
companion disk set. 

A New Graphics Mode -
NewTek's OigiView 4.0 

NewTek has just released DigiView 4.0 which is a 
video digitizer for the Amiga. Along with this new 
release they have taken advantage of the latest 
craze in Amiga graphics ... Dynamic HAM and Dy­
namic Hires. Included on disk is a sample picture 
using this new graphics mode. The results are 
quite startling. On disk # 1, inside the Article illustra­
tions directory you will find a picture icon. Just 
double click the icon to bring up the picture, then 
h it any key to exit 

U ItraLab Demo 

Included in this issue is a functioning demo of Ultra­
Lab. Slowly, a revolution is sweeping over the 
computer programming community. This revolu­
tion is the ability to program complicated proce­
dures simply with the click of a mouse. This new 
era in computer programming will actually allow 
anyone to quickly and easily program even the 
most complicated programs. In this issue, we in­
cluded a UltraLab program which performs the 
same as the DeluxePrint and PrintMaster type pro­
grams. Basically. these programs allow you to 
choose a partic ular birthday or holiday card. then 
print them out, customized to that someone spe­
cial. The program on this issues disk set does the 
same thing , except for Valentines Day Cards. The 
amazing thing about this program, is that it was 
basically programmed with a mouse and an Ultra 
Card program called UltraLab. 

Monster Animation 

This animation shows off the abilities of Deluxe 
Paint III and the animated brush routines. Just 
double click the icon to begin the animation! 

Star Trek Trivia Game 

Even if you aren't a Star Trek fan, this game is 
worth a look. Not only is it slick, but it features lots 
of different digitized theme songs from the Star 
Trek series. So make sure your volume is turned up, 
sit back and enjoy. 

While Your Sound Is Turned Up 

Try out the latest entry from the talented Vincent 
Chu. This issue's song is a dedication to a friend of 
Vincent's who died recently in an occident. 

CHAOl'lC PROGRAMS 

Sample some of the latest unsolved mysteries of 
science for yourself. Chaos is one of the challeng­
ing categories that have many scientists, math­
emeticians and computer scientists puzzled. The­
se AmigaBASIC programs (referred to in the 
CHAOS article) are available on disk for your ex­
perimentation pleasure. Who knows, maybe you 
could be the first person to solve this mystery. 

5.1.0. 

Do you ever wonder what your Amiga knows. 
What peripherals are connected, what libraries 
are open , what devices are present. S.l.D., other 
than being a powerful tool for programmers, can 
be a valuable learning instrument for beginners 
and intermediate Amiga users as well. S.l.D. can 
tell you everything that's going on with your 
Amiga, and what your Amiga has access to. 

Source Code For Modula II 

The latest draw/paint program being discussed in 
our on going tutorial on Modula II includes source 
code which is provided on disk, for your experi­
mentation, and recompiling . 

A.X. Magazine 



The A.X. Magazine Two Disk Set 
DISK INSTRUCTIONS 

I. At the Workbench prompt, boot from your favorite Workbench disk. It is imponant that your 
Workbench dISk be relatively complete. especially with DIAMOND fonts. 

2. After your insen the AX. Disk, an A.X. disk icon will appear. Double click that disk icon to expose 
the magazine icons. 

3. From here, everything is point and click. Double click the disk icons to expose more icons. The 
MAGAZINE icon will begin the central magazine interface. Other animations and items can 
be staned from their icons also. 

* There is a PRINT OPTION in the magazine. From the main user interface, while reading an anicle, in 
the OITIONS menu, select print. 

The AX. 2 Disk 
Companion Set 

Is Only$R 
Just call 

1-800-2-THE-MAG 
1-8ID2M ·3624 

To Order 
OrUseYo ~ 

Reader Survey Fo 

'IJfE 'DIS'1(PCfR...'IlOJ{p:r;:lx. ']vf:4IjY'lZI'J{'E 
'11ie user inte1= wfiicfi arive., the rfisf(portion of 

tliis magazine is state-oftfie-art in even) way. '11ie entire 

inte1aa is written in 100 percLrtt 51ssemfi(y fanguage to 6e 
quicf(anasmootfi. 

.% you read tfie art:ides, you are not just ~1C.iniJ y 
tv(]. 'We fiave inugrateigrapfiics and illustrations ~ 
t fie te:tj;, and tfie entire tfUng smootfi sera. we atfdd 
sauna ana music on top ofit a[[, to aM to me muftt- on) 

cTPcnena. III arfdition to tfie art:ides, tfierr. are some use 

5lmiga system utifit:i£s, as we{[ as otftat:(uutea6fe programs 
tfiat can 6e run cfirr.ct(y from tfu user inte1aa. 

'BeginJtas wil[ 6e fiappy to iQrow tfiat tfle intafaee is 

aesignei to 6e V(Jrr.mt.(y simpfe to use. Just point and dick, ryet, it is 
tfesignetf to afso 6e quicf(aruf iffo:ien.t for more rufvanw{ users. 

Singfe-arwe OWTIUS will rkfigfit in the fact that you dim 't fiave to 

constantfy swap ,(L'K§ to use tfle l1lIliJazine. In the 'Ta6fe of 
Contents, artUks are marl(ra as to wfUclirfis(tfl£l) 're Ole So !flit 

wilt: IQW'W in aavallce if YOII TlUISt cfiange Jisfi;;. ~"1ntf even then, you 

wiff on(y nave to cfial1ge aisK.~ once to rr.ai an articfe, s{jow a 

picture, run a program or wfiauver 

'11ie diskptim of JlX 'lvfogazine is OtlJanizd in me 
same 1i.K1y as the ta6fe of contents of this issue. ':For instance, t1ietylfiing 
sftuwn in me ~/COL w.fJ,[S section, can fie fowu£ in tftat 
section on disk, 'Ilie onfy difference i, tftat there i, more OTt the aisK;, 
portion than i, fistctf in the paper tafife of COTttertIs. 

BAD DISK? 
So you think you have a bad disk. Don't worry. 
Simply send your original disk back to us, and 
we will promptly replace it. 

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

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

Please send your bad disk to: 
A.x. Magazjne - Bod Disks Urgent 
6CD:J Greenbeft Road Suite 189 
Greentbelt, MD 20770 

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



............... weep_s ~_e_s------l 
In conjunction with our subscription drive, 
A.X. Magazine is offering a 40 Megabyte hard 
drive free! How do I take advantage of this? 
Just fill out the reader survey sheet from this 
issue and check YES or NO. If you check 
YES, you will get 6 hard hitting, action packed 
issues of the most informative Amiga 
Magazine available at far under the newsstand 
rate! And if at any time you are not happy 
with your subscription ... just mark cancel and 
we will refund the balance of your 
subscription. There is absolutely no risk to 
you, so why not give us a try! 

To enter the sweepstakes use the Reader SUIVey form included in this issue. Or you may make a copy of that 
form to use, or send a SASE to this address for a copy. You may enter as many times a~ you wish, but only one 
entry per envelope. No purchase is necessary. 

A U entries must be in by January 2, 1990. Drawings will be held in the central offices of A.X. Productions, and 
aU decisions are final. Wumer must specify configuration for AmigaSOO/1 (XX)!2(XXl Mutilated or illegible en­
tries wilJ be disqualified, and sponsor not responsible for lost or stolen entries. Any prizes not accepted will be 
re-awarded. Offer open to U.S. residents except employees and their immediate families of A.x. Productions. 
Taxes on prizes are winner's responsibility. Not valid where prohibited by law. 

Send AJJ Entries To: 
A.x. Magazine 
6006 Greenbelt Road Suite 189 
Greenbelt, Maryland 20770 



A Half Price Sale • Save 50% 
D Free 40 MEG Hard Drive Sweepstakes! Please enter me in the sweepstakes. I have filled out the questionaire belOw. 

I have read the rules indicated on page 32, and accept them. 

o Issue 26 Companion Disk Set For only $11, plus $1.50 Postage and Handling, phease send me this issue's 
companion disk set First Oass Mail. 

o ~~ 2£~1 ~~n Issue for $14.95 which includes 2 disks full of sample animations, objects and fonts. 

o 1'd like more free information on the new CRAP / x Magazine. Please send me a flyer with more information. 

Yes! I'd like to take advantage of the special subscription rate and subscnbe for the next 6 issues of AX 
D Magazine for only $69.95, which is a savings of over 22% off of the rover price! (A savings of almost $20!) Plus, 

p lease rush me my free ropy of this issue's PO Disk. (PO 26.) 

D Paper Only Subscription Please subscribe me for one year (6 issues) of AX Magazine for the low rate of $14.95. I will 
get 6 issues of the paper version of AX Magazine -a savings of 37% off the newstand rate. 

D QK! I'd like to take advantage of the Half Price Sale! Send me the next issue of AX. Magazine. 
A , send me the following Back Issue or Special Issue of AX. Magazine for half price. Each additional 

i~e ~~~!~~. D IssSOIB.6$iaIPrice$4.95 0 ISSUE 21 ($11.95) Sp:cia1 Price $5.95 

Y PP D I~~Price$4.95 D ISSUE2.2(S14.95)Sped::JIPriceS7.45 

o ISSUE 13 (SI1.95)Sp:ciaIPrice$5.95 D SPB~®UJ?)~Price$4.95 

o ISSUE 1.4 ($11.95) Special Price $5.95 

D ISSUE 23 ($14.95) Special Price $7.45 

D SPECIAL 13 ($9.95) Special Price $4.95 

o ISSUE 24 ($14.95) Special Price$7.45 

AX PO Disks (Prices only available to AX. Readers) D Issue 26 PO Disk ($250) D Issue 25 PO Disk ($3.95) 

I Total Amount 

D Bill Me (For orders over $10) D MastercardIVisa 
-------------------------------

o Check or MoneyOrder Enclosed Signature ExpiIy / 
Ple'l.<e make ch€cks ~yabielo AX. Pn::ductiQns. ----------------- -----

Name Phone 

Reader Smvey 
1. What other Amiga magazines do you subscribe to? ______________________________________________ _ 
2. Is your mmbined inmme Under$30,(XX) $3O,ool-$40'(xx) $4O,ool-$50)XD $5O,ool-$60'(xx) $6O,CXH-$70'(xx) $70,CID-t-? 
3. Whatisyourage-group? Under18 18-24 2545 Over45 
4.HowlonghaveyouownedyourAmiga? New l/2Yr. lYr. 2Yrs. MORE 
5. How much do you plan to spend on Software/ Hardware in a year?$ /$ 

6. What type of hardware do you plan to purchasenext?- -------------------------
7. Whattypeof~ftwaredoyouplanro~next? ______________________________________ ___ 

8. What kind of games are you mast interested in? ____________ --:-_________________________________ _ 

9. Have you subscribed yet? If not, why?----------------------------------------------------
10. Would you buy AX. Magazine again? Why or why not? ____________________________________ _ 
11. Is there a topic you would like to see mvera:l in the near future? ___________________________________ _ 
13. Whatprcxiucts would you like to see tutorialson? __________________________________ _ 

14. How many other people do you show your magazine to(paper or disk version)? ____ _ 

SendTo: ani Greenbelt Road Suite 189 Greenbelt MD 20770 HlOO-2-TI-JE-MAG(284-3624) 
In Canada -CompuArt PO Box 712 * Victoria Station * Montreal Quebec * Canada H3Z 2V8 
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Fold into thirds. with thi; >ide 00 the OlINde. A 

Ami Exchange's 
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Software & Information 
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6006 Greenbelt Road Suite 189 
Greenbelt, Maryland 20770 
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Here. 
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Chess Round-Up 
by George Trepal 

How good are ChessMaster 2000, Battlechess, and 
DistantArmies? They ALL beat me, so don't look for 
an evaluation of high-level chess in this review. 
ChessMaster 2000 beat me the fastest, so I suspect it's 
the meanest chess program. TIlis is not to say it's the 
best You might not want to lose every time you play. 
Here's an overview of the programs. 

Feature !;;h~M~rlBattJeChessIDistantAnni~ 
20 and 3D view yes yes yes 
change how well computer plays yes yes yes 
save gwne to disk yes yes yes 
set up a siruation yes yes yes 
suggest a move yes yes yes 
allows modem play no yes no 
can run from hard drive no yes yes 
graphics good wow! good 
game variations no no yes 
chess clocks yes no no 
analyze game yes no no 
show trueats no no yes 

ChessMaster 2000 is your basic, no-frills chess pro­
gram. At its best level of play it claims to have a 
Grand Master rating of 2000 (Grand Master humans 
rate about 2600.) TIlis means it can whup the bejee­
bers out of just about anybody. Even its lowest level 
was very hard to beat, and it's faster than either of the 
other programs. If you're serious about chess, then I 
recommend ChessMaster 2000. If you're just learn­
ing chess it'd be too discouraging a teacher. 

BattieChess is the program to have around when Aunt 
Emma sees your computer and asks what "that thing" 
does. Battlechess's graphics knock the socks off any­
body. Instead of men being captured they battle to the 
death. Some of the battles look like they've come 
from the Monty Python and the Holy Grail movie. 
The animation is some of the best I've seen on any 
computer. 

Battles call for a lot of slow diskdrive grinding unless 
run from a hard drive. After a day or so, you 'Il play in 
2D mode and avoid the battles unless you have com­
pany over. Battlechess plays a good game of chess, 
and its lower levels would be good for those just 
learning chess. It's the only program that lets you play 
over the phone. 

DistantArmies is in a class by itself. Over the millen­
nia chess has evolved and is still evolving. Some ver-
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sions were played on ten by ten boards (with extra 
men) and others on circular boards. Distant Armies 
plays these versions and many more. So, Distant 
Armies is chess and it's not chess. If you like to read 
chess books and memorize pages of famous games 
DistantArmies isn't for you. If you like to solve chess 
problems and enjoy creative thinking, you'll love Dis­
tant Armies. 

All three programs are well done and, as far as I can 
tell, bug free. They all have the drawback of taking 
time to calculate a move. I don't mind thinking about 
my move for ten or fifteen minutes but resent it if the 
computer takes more than a few milliseconds. Sigh ... 
Such is not the case. You set how long the machine 
will think (five seconds, up to days.) The longer it 
thinks, the better it plays, but even at five seconds the 
moves are good enough to make an interesting game. 

Above. Some of the Distant 
Armies variations. 

Below. The 3D 
perspective of Chessmaster 2000. 

At its best level 
of play if 

claims to have 
a GrandMas­

fer rating of 
2000 (Grand 
Masterhu­
mans rate 

about 2600.) 
This means if 

can whup the 
bejeebers out 
of just about 
anybody. 
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What makes 
Heros differ­
entfromthe 

others, is 
theacfion 
oriented 

approach if 
takes to 

Dungeons & 
Dragons. 

-
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Heros Of The Lance 
by Mike Hubbartl 

With all the different Dungeons 
& Dragons types of games for 
the Amiga, a program has to 
implement the game ctifferently 
to stand out from the crowd. 
Heros of the Lance is a game 
based on the Dragonlance se­
ries from TSR, imported to the 
Amiga by Strategic Simula­
tions (SSI). What makes Heros 
different from the others, is the 
action-oriented approach it 
takes to Dungeons & Dragons. 
You control your character 
with the joystick (instead of 
with commands selected from 
menus), as he or she hits the 
monsters encountered or 
moves about in the adventure. 

This game occurs in the realm 
ofKrynn. You have eight char­
acters that go on the adventure, 
although you only directly con­
trol one of them at a time. The 
eight characters are: 

Tanis - half elf; the land's best fighter that leads the 

troupe on the adventure; a master swordsman and 
archer, 
Caramen Majere - human wanior, brother of anoth­
er member of the group, Raistlin; 
Raistlin Majere - human mage, and a very young 
magician at that;-
Stunn BrighJblade - human fighter, and son of a 
Knight of Solarnnia; 
Goldmoon - daughter of a chieftain and in love with 
another member of this group (Riverwind), she 
bears a Cleric's staff and Cleric powers; 
RiverwiruJ - human ranger, outcast from his tribe; 
uses both the bow and longsword; 
TasseOwff Bunfoot - a Kender, and a thief (a feature 
typical of all Kender); 
Flint Fireforge - a stout hill dwarf; uses battleax.e 
and throwing axes. 

The monsters encountered are: 
men - mercenaries that work for the Dragon 
Highlords; 
Baaz Draconians - common ground troops with a 
I iking for man-tlesh; both short and ugly; 
Giant SpUkrs - large spiders that view the walking 
as meals-on-wheels; 
Trolls - large brutes slow to injure and heal quickly; 
Spectral Minions - deceased waniors that you can 
see through; 
Bozak Draconians - larger than the 8aaz, are the 
Draoon Highlords magic users (VERY dangerous); 

b . 

Aghar - GuUy dwarves, a low class of dwarf that IS 

quite cowardly; 
Baby Black Dragons - tough little devils with acid 
breath as their primary weapon; 
Wraiths - undead that steal life force at a touch - the 
kind of people to avoid taking home to meet mother, 
RhisanJh - large black dragon that uses acid breath 
to stop you. 

After loacting the game, hit the space bar to select the 
marching order of your heros. The front four of 
them contribute the most, so proper positioning is a 
must 1 use both Goldmoon and Raistlin the magic 
user's powers constantly. The Clerical speUs include 
cure light wounds, cure serious wounds, prayer, and 
raise the dead. Since the monsters encountered in 
the dungeons are tough, and do their best to cause 
severe hrum to your heros, curing wounds is quite 
important unless you want a short and boring adven­
ture. Magic user spells include web, magic missile, 
and burning hands - aU heavy-duty means of attack­
ing some of the nastiest foes in the dungeon. 1 also 
I ike to keep two fighters in the front row, with long 
range weapons like the bow or spears, for defense 
against the guys you don't want to get close enough 
to to cause a lot of damage to your party. 

The negative aspects of this program are few. The 
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game is on a two disk set, although it will only load 
from one ciIive! Why? This is the first game I've 
used that wouldn't access my external dJive and I 
don't see the rationale behind it Another negative 
aspect is that when a character dies in combat, an­
other is brought up from the front row (until all four 
are dead), but the new character is in the exact same 
location as the newly deceased - he/she usually gets 
toasted! If missiles were fired at the dead character, 
the new one will usually get hit by them and die be­
fore doing any harm. 

When in doubt, hit the space bar and attack with 
magic. Take care to protect Goldmoon, or you can­
not heal nor revive your wounded companions. The 
hill dwarf uses his shield to protect when he dodges, 
so he's a good choice when under missile attack 
from afar. Practice with your weapons before mak­
ing an all-out assault on the dungeon; it takes manual 
dexterity to hit the monsters, and practice makes per­
fect [fow1d it most effective to use the Kender as 
Oragonfodder, and kept him in the fifth position so I 
could easily exchange his position with that of the 
leader. Using a marching order of fight­
er/fighter/cleric/fighter is strong enough until magic 
is necessary against the tougher opponents - then 
switch to magic user/fighter/cleric/fighter for the 
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most effective offense. 

Manual-based copy protection, an unexpected sur­
prise in game software, is what SSI relies on for pro­
tection against theft from pirates. This game was a 
pleasant surprise, since I have been an avid 0&0 
fan for many years and thought an action game 
would lose too many of the enjoyable elements of 
0&0. [ like this game as much as Hillsfar, another 
0&0 game from SS!, even though it requires more 
manual dexterity than Hillsfar. Your character stats 
are displayed when you choose Hero Select, using 
the standard wisdom/constitution/dexterity O&O'ers 
are comfortable with. If you enjoy reading either sci­
ence fiction or fantasy and haven't tried 0&0, give 
this game a try at your local dealer - I think you' U be 
pleasantly surprised. 
Heros or The Lance 
Price: $]9.95 
Strategic Simulations, Inc. 
675 Almanor Ave. 
Sunnyvale, CA 94086 
415-964-1]5] 

When in 
doubt, hit the 
spacebar 
and attack 

with magic ... 
and fake 
care of 

Goidmoon. 
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If you're a 
solitaire card 
game lover 
try this game 
out. You will 
take it home 

in no time 
at all! 

Solitaire Royale 
hy DOl'id MQ/1in 

S
olitaire Royale brings solitaire card games 
to the Amiga with a flair. While offering a 
variety of card games it also provides some 
unique features that can only be fmUld m a 

computer game. Nothing is missing from this fme 
collection of card games except perhaps a means of 
cheating - the game play strictly follows the rules of 
solitaire and will not let you even think about that 

Solitaire Royale offers games for adults and chil­
dren. The games themselves can be played by a sin­
gle person, or you can have a tournament consisting 
of any number of players. One other method of play 
called TOURING allows you to play all the solitaire 
games in a row, gaining a cumulative score from 
each game played. Touring tournaments can also be 
played. These simple variations can be a lot of fun. 
In fact, I played by myself and with friends at my lo­
cal Amiga dealer for the good part of a day before 
begging them to sell me the last copy of the game 
they had in stock. 

If you 're a solitaire card game lover try this game 
out. You will take it home in no time at all! At this 
point you can continue reading if you need more in­
formation about Solitaire Royale before rushing to 
your computer store to buy it. 

LET'S PLAY SOME GAMES 
Solitaire Royale contains eight games for adults and 
three games for children. The eight adult games are: 
Pyramid, Golf, Klondike, Canfield, Comers, Calcu­
lation, Three Shuffles and a Draw, and Reno. J en­
joy the first four, and I can really play them for 
hours. The seventh, Three Shuffles and a Draw, is a 
lot of fun as a multiple player game or for playing 
a lone. It represents solitaire for what it really is a 
"thinker's" game. 

The three games for children are: Concentration, 
Pairs and The Wish. I remember learning to play the 
first two as a child, but the last one was new to me. 
They are alJ fun, and the manual explains that they 
also help you to learn the basics of solitaire. 

The manual itself covers information about the 
games and rules of solitaire play. A glossary of soli­
taire terms and a history lesson about solitaire make 

the manual both educational and informative. The 
back of the book recommends additional books to 
read for information regarding games of solitaire. 

GAME CONTROLS 
The game is a wonderful example of how you can 
control your computer with your mouse. Everything 
is mouse dJiven and easy to control. The game gives 
users lots of control over their environment as well . 
You can set the speed of dealing, error messages 
during game play (This catches all those solitaire 
cheaters out there!), the way cards are moved by the 
mouse, sound effects, deck selection (How about a 
Japanese motif?), clear scores and select the color of 
the playing field. I like the fast deal, the option of al­
lowing left-handed people to play with a left handed 
pointer and playing with the sound off. The game 
runs a little faster with no sound and fast deal mode. 

Games are selected from the menu bar. If you don't 
know how to playa certain game the HOW TO 
PLAY option retrieves online help flies to tell you 
how. During game play Solitaire Royale keeps track 
of scoring and even allows you to save incomplete 
games that you can load later and finish playing. If 
you 're in the middle of a game and get stuck, the 
HELP menu is just a click away for some expert ad­
vice (or maybe you just want to backup a move). 
The game has such great online help and instructions 
you can practically throw the manual away after 
booting. 

ARE YOU AT THE STORE YET? 
If you enjoy card playing and solitaire in particular 
then I recommend that you check this one out Fi­
nally, a deck of 52 cards on 3.5 inch diskette. 

Solitaire Royale 
$29.95 

Spectrum Holobyte 
2061 Challenger Dr 
Alameda, CA94501 

415-522-3584 

-=-
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A.X. Magazine 

hI' Mike [-[/IMam 

A
re there any Amiga owners out there still 
in either high school or college? Are you 
ignoring your Amiga while spending all 
those hours on math homework? Have no 

fear, for Math-Amation from Progressive Peripher-
als is here. What a great way to get the folks to dish 
ou( the cash for software, eh? They might even be 
pleased enough with your higher math grades to be 
willing shell out for "Where In The USA Is Carmen 
Sandiego" (Dad, r need help with U.S. geography!). 

First of all, Math-Amation works with numbers, 
producing the appropriate drawings (graphs). The 
numeric range that works with this program is -I OE 
+ 308 to + 10E +308, using lEEE double precision 
for all calculations. Up to 15 digits of accuracy are 
displayed - you adjust accuracy from I to 15 digits 
with a Projects menu selection. Results of calcula­
tions are stored in memory registers - there are a 
maximum of 50 registers for holding your results. 
An expander gadget will expand any pru1iaJ window 
to full screen size, without requiring you to use tllC 
resizer gadget. The redrawing of the scientific calcu­
lator was fairly slow after resizing its window, so I 
made it a practice to leave the calculator's window 
to the default size. 

Math-Amation has two calculators: scientific and 
matrix. The scientific calculator keys are: +,-,* j, 
Pi,(,),=, square, square root, cube, cube root, sine, 
cosine, tangent, cotangent, secant, cosecant, inverse 
circular & hyperbolic functions, common & natural 
logarithms, exponential function e, powers and 
roots, factorial function x!, memory store, memory 
recall, add to memory, subtract from memory, multi­
ply memOlY by, and memory divide. Enter formulas 
with standard algebraic notation and not with Re­
verse Polish Notation (common to Hewlett Packard 
calculators). For example, entering (I + 4) *' 2 is 
struldard algebraic notation. 

Matll-Amation's matrix calculator is useful when 
working with matrices. An example of a 4 x 4 matrix is 

I 234 
· 1-2-34 
5 -6 7 -8 
2424 
This calculator obviously wilJ lack the broad range 
of appeal of the scientific calculator. 

This program is useful for conversion of data. The 
different types of data for conversion are: Angles, 
Length, Area, Volume, Coverage Rate, Flow Rate, 
Loading Mass, Fuel Consumption, Density, Velocity, 
Acceleration, Heating, Power, Lighting, Com­
pressability, Viscosity, and Tune. Wow! Any of the­
se look useful to you physics srudents? For eXaJ11-
pie, the units of conversion for lengtll are Inch, Foot, 
Yard, Mile, Nautical Mile, Millimeter, Centimeter, 
Meter, Kilometer, and Chain. 

Geometry srudents will enjoy using the Triangle, 
Rectangle, and Circle menu items. For Triangles, 
work with SSS, SAS, SSA, or AAS. Work with ei­
ther plain, hollow, or tilted rectangles. Find the area, 
circumference, and radius of a circle by either enter­
ing the values in the blanks or by clicking on the 
proper gadgets for whichever item you would like to 
enter. 

Need help with polynomials? The prognuTI works 
with one or two polynomials, up to the 5th degree. 
Enter all me value for x5, x4, x3, x2, and x for 'both 
polynomials in the window, and see the results in the 
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lower right comer of the window. Add, subtract, or 
multiply the two polynomials. Even fmd the deriva­
tive of a polynomial. 

Math-Amation plots not only polynomials, but also 
functions with a single v<uiable (the functions are up 
to 200 characters long). For example, if you input 
the values of x"2+2x+4 for Poly A, and values 
x"2+ 3x+9 for Poly B, clicking on the gadgets below 
produces the foLlowing results: 

Gadget Result 

B+ 2x"2+5X+13 
B- -x-5 
B* x"4+5X"3+19x"2+30x+36 
A<>B swaps the values for Poly A and B 

Plotting out Poly A and B, with Xmin = I, Xmax = 
8, and number points = 20 produces the graph in 
Picture 1. If you wish to see a function plotted, look 
at Pictures 2 and 3. The initial values for both pic­
tlU"es is v(x) = 10 and V(y) = 3, Vmin = 1, Vmax = 
10, and number points = 20. Math2 is a plot of y( v), 
and math3 is a plot of x(v). All three of these pic­
tlU"es may either be saved as IFF images, or dumped 
to the printer for a hard copy. The plotting of graphs 
is one of Math-Amation's stronger points - see either 
a 20 or 3D bar graph. A 3D bar graph is shown in 
Picture 4, the corresponding pie chart for the same 
data is in Picture 5, and the cumulative bar graph is 
shown in Picnn·e 6. All graphs generated with this 
program may be saved in IFF format, for inclusion 
in paint programs for generating presentation reports 
- a very nice plus for this program. 

The manual is nicely organized, with over 100 pages 
of properly indexed material, spiral-bound. Ap­
pendix A contains a List of keyboard equivalents, but 
NOT a quick reference card, which I count as a fea­
tlU"e which is necessary on a program of this type. 

The manual Lists add-on modules for the program, 
but I couldn't find them anywhere - another 
downcheck. * My last complaint was the price of 
$99.95. It seems 'way too high for this type of prod­
uct I can see a range of $49 - $69, but the ClUTent 
price will place it out of reach of many who really 
need access to it - poor students. 

Math-Amation 
Price: $99.95 
Progressive Peripherals & Software 
464 Kalamath Street 
Denver, CO 80204 
303-825-4144 

[There are no add-on modules at this writing, and no 

firm plans to market any. - the editor] 

The manual 
is nicely 

organized, 
with over 700 

pages of 
properly 
indexed 
material, 

spiral-bound. 
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• InterComputing, Inc . We are a service oriented business offering diSC;()~itprl;C~~" " 

FAX: 1-214-660-3.62 5 , -~"'-" r 

a 
2100 N. Hwy 360, Suite 2101 
Grand Prairie, TX 75050- 10 15 

. I • . , 1'_1 (. :r 
Cu~lomer Sen ice & Order Statu~ : ~2.!~-9~~~'~~~,_ -.' . . 

J _,I o' .' ~;~-i..~. 
In business since 1984 

Amiga support since 1985 

COMPLt::TE P~ODl)(~T_Ll~1I!~(j&AILA8LE 

Or<l~f Ijne ~' 1 .. 80,Q,~622-21!iniZ 

MEMORY 
• \ 1511 I .\5111l 
• Starhoard I\IB 

• Starhoard nIB 
• nIB A2nnn 
• .. \IH .unnn 
• 6\IB .unnn 
• X\IB . \2111111 

99.95 
379.95 

"99.95 
379.95 
579.95 

7"9.95 
9"9.95 

DISK DRIVES 
• \laster.H 1.\9.95 
• Air Dril l' 1"9.95 
• ( ·al. Al't'l'SS U9.95 
• FIH"I" .\ - III 119.95 
• FD.\"I"\-211 2"9.95 
• lnidrhl' 12".95 
• 'hl in<lrill' 2"9.95 

HARD DRIVES 
EXTf:USAL \:,UO .\ I IIOU 

211 \IB "79.95 5"9.95 
311 \JB 599.95 (l .. 9.95 
.. 5 \In fl99.95 7fl9.95 
611 \IB X"9.95 X91).1)5 

XII \IB 979.95 999.1)5 

INT 1,'Ui\'.·\ L 
Hard ( 'anl 211 \IB 5"9.1)5 
liard Card .n \IB 599.95 
Hard Card .. 1l\IB (l99.95 
Hard ('ani XII\IH (1)9.95 

Hard Card 1115\IB 11199.1) 5 

2 \In \lE\IORY CARD 
IFor IlSl' "ith .\5IHl &: Hard Dr ilel 

299.95 

In Gennany calJ; In Deut chland erreichen Sie uns unter 0202/755239 

Create your own 

Amiga 2000 Custom Package 
Purchase an Amiga 2000 with 

• Kick tart 1.3 • Fat Agnus Chip 1399.00 
• 1MB RAM · 6 Month Warranry 

Add the peripherals of your choice at these special low prices 
and we wi ll include 

Free Installation 
2nd Disk Drive 99.00 
2MB Memory 349.00 
4MB Memory 529.00 
6MB Memory 699.00 
8MB Memory 899.00 
Multi yne Monitor 540.00 
RGB Analog Monitor 280.00 
40MB Hardeard 690.00 
80MB Hardeard 949.00 
Internal Modem 110.00 
Flicker Fixer 459.00 

Peripheral prices per/aillto purchase 0/ Amigo 2000 computer and peripheral both. 
Amigo is a registered trademark o/Commodore-Amiga, IlIc_ 

GVP 3001 Package 
25 MHz 68030 
25 MHz 68882 
4 MB of 32-bit memory 

2599.95 

with 40 MB hard drive 
2995.95 

with 80 MB hard drive 
3499.95 

AMAX Package 
AMAX, 128 ROM Set & 3.5" 

Mac-compatible drive 
439.95 

Flicker Fixer 
499.95 

Flicker Fixer plus 
Mitsubushi 

Multisync Monitor 
999.95 

SuperGen 
SuperGen 2000 
AMTRAK Trackball 

699.95 
1499.95 

79.95 

SOFTWARE? 
Call for our new catalog 

As always we lrave the most . customer friendly' terms: StH $3.95 ill cont. USA; $30.00 mill. order ; 
MASTERCARD & VISA with NO credit card/ee; ill Texas add 7% Sales Tax. $12.00 shippillg 10 APO 

addresses. RMA# required Oil all relllrns. 18% restocking charge. All prices subject 10 challge. 
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Remember 
Dig Dug, the 
old game 

with the lillie 
guy that bur­
rows under­
ground and 

exposes 
boulders to 

crush the bad 
guys? 

Prospector in the 
MazesofXor 

by Mike Hubbartt 

Remember Dig Dug, the old game with the little guy 
that burrows underground and exposes boulders to 
crush the bad guys? Prospector in the Mazes of Xor 
felt so similar to Dig Dug, that after just a few min­

utes of 
play, I had 
no prob­
lemusing 
the same 
basic 
strategies 
to win this 
more 
complex 
game. 

Here's 
what you 
get for 
yourmon­
ey. The 
game 
comes on 
a single 
disk. The manual is small, less than 18 half-pages 
with black and white drawings, and it includes in­
structions in English, German, and French. The box 
cover is nicely done in crisp colors, just as it looks in 
the company's magazine ad - I wonder why none of 
the color was wasted on the owner's manual. The 

screen shots on the bac 
of the box are good ex­
amples of the screens 
you work with during 
the game, which are 
quite nice. 

A useful feature of Xor 
is its multitasking abil­
ity; I ran it as a back­
ground task and pulled 
down the front screen 
and did a directory 
check of dfl, and it 
worked properly. lllis i 
one of the few games 
that nms as a back­
ground task, and I ho 
to see more companies 

do the same in the future. 
You have two prospectors, Herb and Pip, who need 
to collect all the balloons in each maze to sucessfull 
complete it Herb looks like a nerd with a beanie, 
which llies him around the mazes. Pip resembles a 
snake with a bubble on it's head. Sounds like a cou 
pie of guys you can really relate to, eh? Drop boul­
ders or push Zeppelins out of the way, so your char­
acter can pass through the maze. Make a wrong 
choice, and you're stuck restarting the level unless 
your second character can clear an alternate path for 

you. Switch­
ing between 
Herb and Pip 
is easy, just 
press the joy­
stick trigger 
and youre 
to the last 
place the new 
er character 
occupied. 

!fone of yo 
characters 
dies, due to 
dynamite or 
other items 
faIling on 
him, them yo 
automaticall 

switch to the other one and use him until trapped or 
eliminated. 

Continued On Page 65 
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u==J Starting Page 
D Ending Page 
D Copies 

o Proof Mode 
o Pr i nt To File 
@ Str i p Pr i nt i ng 

'~I Dither Halftone 
o Dither Ordered 
o Dither Lighter 

C
ity Desk version 2.0 is a long-promised, 

I 
long-awaited update to City Desk 1.1, 
which almost, but not quite, brings the 
product into the realm of professional 

desktop publishing products for the Amiga. Indeed, 
the program's limitations might not even bother 
some professionals, especially those who moved 
over from dedicated typsetting equipment, where 
things aren 't a~ friendly as the Amiga makes them. 

Fact is, laselprinters print one main size of paper. 
Letter size. If you do most of your work on stan­
dard, letter-sized paper - a~ most people do - you 
probably won't even notice the product's biggest 
I imitation, its page size, whidl is fixed at 8.S x II. 
This would be considerably less limiting if the page 
size could be applied horizontally (so-called "Land­
scape" mode). It cannot. Other than that, however, 
if you're accustomed to producing your documents 
by editing fonnatting codes into text fLIes - as is still 
the IUle with many publishing, not to say desktop 
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publishing, programs - you won't mjnd City Desk 
2.0's non-graphical approach to its documents. 

For professional use, however, ,md facing otf with 
Professional Page (Gold Disk) and PageSlream 
(Soft-Logik), both of which allow user-selectable 
page sizes, color separations, and graphics-based text 
fonnatting and editing, City Desk falls just a bit short 
of the mark. That doesn't mean it doesn't do nice 
work. It does - as professional as any of the rest, but 
not as easily convinced to do so. City Desk 2.0 is a 
vely capable program, and it does do some nice 
things that the other two programs don't do - the 
most significant of which is its elaborate support of 
Hewlett-Packard LaserJet-series PI1nters. even per­
mitting downloading softfonl~ to it. 

Input 
City Desk version 2.0 is an immense enhancement 

CilyDesk 
version 2.0 is 

a Iong­
promised, 

long-awaited 
updafeto 

City Desk 1. 1 
which almost, 
but not quite 

brings the 
product into 
theprofes­

sional realm. 
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over the earlier version of the program. It adds fea­
tures, improvements, and enhanced usability at ev­
ery tum. The program now includes a full screen 
editor, for use in installing those formatting codes 
with which City Desk decides how to flow its type 
into the pages. The program works in columns and 
pages, and it allows the user to flow text into the 
columns with one or more clicks of the mouse. Text 
can be configured to automatically wrap around ob­
jects (even in'egular ones) in its path as it 1l0ws, and 
it can have different font sizes, line spacings (or 
"leading"), applied to it - all from commands which 
must be embedded into the text. 

These codes can be placed in the text in any old edi­
tor program. However, for refining them in the page 
layout process, City Desk 2.0 now provides a highly 
capable ed.itor of its own. This ed.itor is text-based, 
however. You don't get to highlight sections of text 
and apply attributes, fonts, spacing, etc., to it, as you 
can with Professional Page and PageStream. It's not 
more difficult to do; it just requires learning the 
codes and ed.iting and re-editing the ftle to get them 
in the page. The earlier version of the program pro­
vided ortly a one-line requester, and the user had to 
conduct search/replace functions to find the area to 

work on. It was a clumsy, almost unusuable system, 
and the ne~ version's approach will be most wel­
come indeed. 

City Desk prints its screen very quickJy, not appre-
c iably faster or slower than the other products on the 
market However, if you really want to see some 
speed, draw a box. Any box. Select the box tool 
(from the City Desk's handy, relocatable tools win­
dow), and have at it. The speed with which the pro­
gram puts a box on the screen, whether filled, shad­
owed, outlined, or empty, is absolutely incred.ible, 
and it doesn't seem to matter how many boxes there 
already are, or how many layers of them the pro­
gram has to keep up with. THIS is the wayan 
Amiga should WORK! 

Shades of Grey 
The program works ortly everything in black and 
white - no automatic process-color separations. 
However, version 2.0 adds grey-scale capabilities. 
The included graphics editor now works in 16 
shades of grey, and the program will halftone its out­
put for you (not a new trick, but a nice one), so your 
pictures will look good on the printed page - whether 
or not you print to laserprinter, dotrnatrix, or 
PostScript You can adjust the dot density of the out­
put for your reproduction methods if you need to. 
Documents which are to be turned out in quantity by 
electrostatic means (meaning on Xerox copiers and 

their irrunitators) should be printed with a lower 
dots-per-inch halftoning specification than docu­
ments intended for reproduction on printing presses. 
Indeed, PostScript printing to plate-ready materials 
(i .e. ftlm negatives) can handle halftone dot densities 
suitable for quality reproduction (in magazines, for 
example). You'll need to take the intended repro­
duction method into account when creating and out­
putting the pages, of course. 

City Desk 2.0 comes on four (!) disks, most of 
which are devoted to fonts. You get four compJete 
sets of fonts for use with the program, including spe­
cial ones for 24-pin dotrnatrix printing, as well as 
LaserJet and PostScript fonts. A pull-down menu 
option allows reassigning the FONTS: device from 
within the program - a nice, and welcome, touch. 

Output 
Except for lack of kerning and the obstacle of having 
to edit in specific spacing commands (rather than 
percentages or proportions, as in Professional Page), 
City Desk's output looks quite nice. In fact, City 
Desk's results, when printed to dotrnatrix printers, 
whether 9-pin (a la EpsonX and similar) or 24-pin, is 
superb. In contrast, Professional Page's output to 
dotrnatrix printers is lousy, and that's being kind. So, 
if your need is for printing to a dotrnatrix printer, 
whether 9- or 24-pin, City Desk 's nice output more 
than makes up for the fewer features it offers. City 
Desk also offers elaborate SUppOlt of the H-P Laser­
Jet printers. That's significant for two reasons. One­
many offices have H-P LaserJets; it's one of THE 
most popular laserprinters on the market, and many 
of the non-H-P ones have H-P LaserJet emulation 
modes which will suffice for City Desk's purposes. 
And two - LaserJet printers cost considerably Jess 
than PostScript ones, so if you 're setting up a desk­
top publishing system for in-house documentation, 
manuals, brochures, and such, the cost of doing so is 
greatly reduced by going with the H-P (or compati­
ble) laserprinter, rather than PostScript. 

On the other hand, H-P LaserJet printers have some 
limitations. The biggest problem with them is that 
they 're not PostScript Clumsy as it is, Adobe's 
PostScript page description language is emerging as 
a common language by which computers and print­
ers carry on conversations that result in nice printed 
work. That could change, with Apple Computer in­
stigating a language of its own for its Macintosh 
I ine, but it'll be a while, and PostScript is entrenched 
for the time being, at least. 

City Desk's PostScript output is "merely" PostScript, 
and that's saying exactly what needs to be said about 
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it. PostScript is to computing what the tokens are to 
an electronic arcade. You put in your money (your 
documents) in a change machine (City Desk), and 
you get tokens (postScript code) which will make 
ANYofthe game machines (printing and image.<;et­
ting devices, and lately even screen displays) wink 
and bLink and do their thing. To their credit, too, 
City Desk 's screen fonts for their PostScript output 
are nicer than those supplied with Professional Page. 
The printed fonts, of course, are the same no matter 
what - but it's easier to see what the print itself will 
look like, especially with odd fonts. 

The program is very large - more than 335,000 bytes 
in the executable file - but it doesn't load any over­
lays, and once loaded does its thing entirely out of 
memory. The box implies that the program will 
work in 512-K of me mOly, but the fact is, it's going 
to be vely tight, and the box says a megabyte is 
"highly" recommended. For desktop publishing of 
anything but the tiniest, text-based documents, a 
megabyte (or more) of memolY is going to be a ne­
cessity. Don't even think about complaining if you 
run City Desk 2.0 (or anything else) in 512-K and 
run out of memory. You 're trying to do Caterpillar 
work with a shovel! 

You will also find it's not impossible, to run City 
Desk with only a single floppy drive. Masochistic, 
yes, impossible, no. For any kind of serious desktop 
publishing, a harddisk drive will be an enormous 
worksaver. The large volumes will allow the system 
to have aU of its many printer fonts, screen fonts, text 
files, picture files, and any chivers (like the 
PostScript support files) all in one place. Again, it's 
not impossible, or even difficult to use the program 
from floppies, but as the complellity of what you 're 
doing increases, the anlount of disk-swapping will 
increase dramatically. 

Manual? Who Reads Manuals? 
There is no pull-down menu or on-line help for the 
available City Desk embedded commands. These 
are not paIticularly intuitive, either, and there's an 
elaborate syntax associated with them. TIle com­
mand language does include some extremely power­
ful macro capabilities, so you can just "define" 
something as being a headline (for eXanlple) with all 
embedded command, and then apply a standard 
headline format to all of them in the document with 
one macro definition statement. The manual de­
scribes and explains this technique in some detail, 
but it's a sufficiently complicated tiling that it could 
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use a lot more explaining, paJ.ticularly the idiosyn­
crasies of the syntax. 

City Desk 2.0's manual comes in a nice, imprinted 
vinyl binder. However, the page.~ are sPaI"Se, and the 
information, while straightforward and readable, is 
none too well organized and none too plentiful. One 
thing you can say about the manual, though. It was 
produced with the product, and even contains exaJ.11-
pie pages from a dotmatrix printer to illustrate a tuto­
rial. As such, it displays the progranl'S capabilities in 
the most effective malU1er possible - itself. 

SUMMARY 
A s an update to the earlier City Desk program, ver­
sion 2.0 is an inunense improvement, adding many 
conveniences and expanded features. However, its 
page size is still fLXed at 8.5x II (letter size vertical), 
and the program makes using many of its typo­
graphic features somewhat time-consllming, by em­
ploying only embedded codes to get tllem. Still, the 
program's output is quite nice, and if you need a pro­
gram tllat works with Hewlett-Packard's La<;erJet 
plintel"S, YOli will find none other on the Amiga that 
supports it as well. 

City Desk isn 't yet a lmly "professional" product, 
being limited in its typographic functions, and hav­
ing litt.le support of color. However, it's getting 
there, and its reasonable cost makes it worth a seri­
OliS look if your work falls into the category it tar­

gets. 

J: 

'DIY 
BEFORE 

YOU BUY: 

Best selling games, 
utilities and classics, 
plus new releases! 

• 100's of titles 

• Low prices 

You will also 
find if's not 

impossible, to 
run City Desk 
withon/ya 

single floppy 
drive. 

Masochistic, 
yes impossi­

ble, no. 

• Same day shipping 

• FREE brochure 

YES, WE ACCEPT: 

REINT-A-DISC 
Frederick Building #2 20 
Huntington. WV 25701 

(304) 529-3232 
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UltraLab puts 
the future of 
computer 
program­

ming right in 
your hands 

with Ultrcard. 
Programming 

by icon. 

Itr a 
utoria 

T
he following article, wruch explains the 
construction techniques employed in UI­
traLab, assumes you have already 

I browsed through the UltraLab stacks on 
the AX disk set. If you have not yet done so, open 
your Stacks directory and doublecuck on the U1tra­
Lab icon. Spend a few minutes navigating around, 
and then leave UltraLab up and running as you 
continue with this text. 

Although it may appear to be one continuous stack, 
in reality UltraLab is composed of two separate 
stacks linked together, one named U1traLab, and 
the other ULab.vall. The first stack is made up of 
three frames, two backdrops, and several kinds of 
objects. The opening screen depicts the UltraLab 
laboratory, complete with chalkboard, plant, books, 
and a TV monitor with the words "Click Me" on its 
screen. Access the menu bar by holding down the 
right mousebutton at the top of your screen, and go 
to the Edit menu. You will notice an item labeled 
Info, with subitems for Stack, Backdrop, and 
Frame. As we progress to exploring the Card Shop 
example stack, use this menu area to learn about 
the acrual composition of the stack and the current 
frame. 

Let's go there now, either by following along with 
the U1traLab stack text, or more quickly, by select­
ing the Open Stack item from the Project menu and 
doubleclicking on the ULab.vall name. 

You can see by looking at the Stack Wo menu 
subitem that this stack also contains three frames. 
What you are acrually viewing now is Frame I su­
perimposed over the backdrop. Frame I has five 
objects, one of which is visible. That's the panel of 
designs on the left side. The image is a bitmapped 
brush created in DeluxePaint III and imported into 
this Frame object. The card background on the 
right, and the blue color of the rest of the screen is 
an IFF picture loaded into the backdrop. 

The backdrop contains objects as well (foUiteen to 
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be precise) with the large heart, the "Happy Valen­
tine's Day" text, and the arrows objects visible. 
Click on the right arrow and you will jump to the 
next frame in this stack. The Design panel is re­
placed by the Greetings panel , but all else remains 
the same. Ths is because we are seeing various 
frames and their associated objects displayed over 
the common backdrop and its objects. The arrow 
you c1jcked on is a backdrop object, so it remains 
visible no matter where you are in the stack. This 
allows us to assign a command to this object that is 
effective from frame to frame. This is done via a 
script, an English-like, mini-program that in this 
case tells the UltraCard Browser to "jump" to the 
"next" frame. 

Although you can't save changes made to the cur· 
rent stack with this Browser version of U1traCard, 
you can enter Modify Mode in the Edit menu and 
examine how an object is created, manipulated, 
and scripted. Do so right now. Then click on the 
right arrow object. Be careful to select the center 
of the arrow, not the underlying box. Now pull 
down the menu strip with the right mouse button 
and notice that the menus are changed to reflect the 
different mode. Find the Properties menu, and 
release the mouse over the Script. .. item, or press 
the F6 key on your keyboard. The script editor 
window will appear, in which you will notice the 
"jump next" command embedded in the Select.Up 
script. 

As you become more familiar with how UltraCard 
works, you will find it valuable to examine scripts 
for objects to understand how things are run, but 
for now, select Abort from the Editor's Project 
menu to rerum to the frame without changing any­
thing. 

As we already mentioned, objects can be on the 
frame or the backdrop. In addition, there are sever­
al kinds of objects, with different Properties as­
signed to them. The arrow is acrually a 
graphically- filled object, as is the panel of Greet-
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ings. Hold dO\vn the left Alt key and then the Con­
trol key with it, and you'll see doned lines indicat­
ing all the frame and backdrop objects that are cur­
rently available. You can see that there are many 
more objects here than are visible. Click in the 
middle of the big red heart on the card on the right 
side of the screen, and you ' U see the doned outline 
of an object smaller than the heart. 

Now go to the Properties menu and hold down the 
Visible item, where you'll see that the "No" 
subitem is checked. Select "Yes" by moving the 
mouse over that subitem and clicking with the left 
bunon, or just release the right bunon when you are 
over the "Yes". You'll see the rose appear. It and 
all the other pictures and Greetings at the bonom of 
the card are already there, they're just mostly invis­
i ble. There are clear objects over each of the pan­
e�'s choices that have scripts embedded in them 
that tum "the visible" of each corresponding bitmap 
on when they are clicked. You can click and select 
various objects, then go and look at the various set­
tings in the Properties menu, and even alter them 
and see what happens. You can also click and drag 
objects around, and resize them with the resize 
gadget in the lower right comer of the object. 

Don't worry, you ' ll be able to restore them by exit­
ing Modify Mode back to Browse Mode (bonom 
of the Edit menu or the Fl key) and going to anoth­
er frame. Let's do this now, and click on the right 
arrow again, or press the right arrow ONCE on 
your keyboard. 

Now we're on the last frame of this stack. There 
are two different kinds of objects on this frame, in­
cluding a visible single-line data entry field, and a 
multiline test field. When you click in and type a 
name in the single-line data entry field, you activate 
a script that sends the contents of your entry to load 
into the multiline field at the top of the card area to 
the right. The script also makes the small tv set im­
age visible, so that when you are done creating 
your Valentine, you can navigate back to the U1tra-
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Lab stack. Go ahead and do that, and we'll de­
scribe the multiline field you see in the big TV 
screen. 

When you get there, reenter Modify mode by 
pressing the F2 key, and select the multiline text 
object by selecting the Frame subitem of the Select 
By Name ... item on the Edit menu, then double­
clicking on the "Endtext" name. (Or you can click 
on the text as you already know how to do.) If you 
go to the Contents menu, you can examine the var­
ious selections for text color, dropshadow, scrollers, 
etc. 

We could go through all these choices, but the ge­
nius of hypermedia, and U1traCard in particular, is 
that you can explore and manipulate these objects 
and properties, and educate yourself by example. 
We have created this sample stack to give you as 
many different examples of different objects, at­
tributes, scripts and design strategies as we could 
compress into this magazine disk. 

A few hints: scripts are embedded not only in ob­
jects, but also in frames, backdrops, and the stacks 

~hl~-~ l~~ .. :, i.-_t2~~ ... ~ 
- " .'- .. ~;.~~s~ 

-------------------

.. -.,:",:,: -~ '; 
. -" .. ~ - ~ .-. -.: ~ .- -= .. -= 

Don't worry, 
you'll be able 
to restore them 
by exiting Mod­
ify Mode back 

to Browse 
Mode (bottom 

of the Edit 
menu or the F 1 
key) and going 

to another 
frame. 
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And final­
ly/ one last 

word to 
the wise. 
You can/t 

break 
anything 
by fooling 
around in 
UltraLab. 
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themselves. This allows the stack author to have 
scripts (or handJers) that apply to more than just 
one object to exist, as well as to fire off commands 
when you enter and leave frames and stacks. The 
complexities of the underlying Uln-aTalk scripting 
language are beyond the scope of this introductory 
article, but the example scripts can be used to con­
s truct your own versions of stacks if you get the 
UltraCard program. 

For now, you can experiment by entering the scrip­
ts and changing the commands, then going back to 
Browse mode, see what the changes do. Just make 
sure not to leave the frame you are on, or else the 
changes you make will be erased. If you are alter­
ing a script or an object in the backdrop, you can 
see the changes from frame to frame, as long as 
you don 't leave the stack, or move to a frame with 
a different backdrop. 

One more trick. You can enter a multiline text field 
from Browse mode by holding down the Left Shift 
and Control keys, then clicking once with the left 
mousebutton on the text object. You can see how 
the text is entered, change it, then click on the close 
box in the upper left comer and see the difference. 
To change the color or other properties of the text, 
you must go to Modify Mode. 

And fmally, one last word to the wise. You can't 
break anything by fooling around in UltraLab. 
If you want the security of having a visible menu 
bar, press the F5 key so that you can go to your 
Workbench screen with the front-to-back gadget in 
the upper right comer. Or just press Left-Amiga N 
and M to go back and forth from Workbench. 

To run UltraLab from your hard drive (it's faster) 
or from RAM: (REALLY fast!) drag the 
UCBrowser icon and the stacks directory icon to 
the appropriate location. Then type in the CLI: 

assign ultra: dhO: 

(or wherever you have put this) 

You can 't create new objects with the Browser ver­
sion of the program, nor can you import new IFF 
backdrops. But you can load new graphic brushes 
or clip out sections of IFF pictures using the 
Graphic subitem of the Fill item in the Properties 
menu. We have given you enough objects in both 
the Card Shop backdrop and frames that you can 
alter and experiment with. Try changing the Valen­
tine Card theme to a Christmas or Birthday one. 

The underlying Hypermedia technology of UltraC­
ard, CanDo, VIVA, Interactor, and Thinker is the 
corning thing in Amiga personal and business com­
puting. With the success of HyperCard in selling 
the Macintosh, and the emergence of PC versions 
like HyperPad and Plus, this interactive multi­
media form of point-and-click prototyping soft­
ware is growing rapidly. 

You're not just looking at an UltraCard stack. This 
is the future of computing. Look for developments 
in the corning weeks and months, both at the maga­
zine stand and at your local software dealer. Stay 
tuned. 
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Draw Routines 
InModuiaII 

by Richie Bielak 
CIS: 75716,352 

PUNK: RlCfflEB 
BlX: ricllie_b 

DRAW PROGRAM: COL­
OR REQUESTER 

Last time, we revised our DRAW program to have a 
better color menu. Ths time, we'll add the ability to 
change colors by providing a palette requester. By 

, selecting a particular color and adjusting RGB slid­
ers the user will be able to change any color on the 
drawing screen. In addition, our aim will be not just 
adding a color requester to the DRAW program, but 
developing a module that wilJ easily "plug-in" into 
any other program. To do this we must make sW'e 
that the requester can deal with any screen type and 
any number of colors. 

To get an idea of how our requester will appear, take 
a look at Figure # I. 

PLAN OF ACTION 
The color requester will actually be a window con­
taining a number of gadgets. The requesters provid­
ed by Intuition are Less convenient to use, therefore I 
decided to use a window (in fact, 1 have seen an old 
program by RJ. Mical that used a window for a col­
or requester). 

Each gadget used to select a color will be just a rect­
angle of that color. All those gadgets will be ar­
ranged into a larger rectangle on tbe right hand side 
a f the requester window. Three vertical slider gad­
gets wilJ be used to modify the Red, Green of Blue 
(RGB) values of the currently selected color. Final­
ly, two buttons OK and CANCEL will be used to 
close the requester. Color changes will be made per­
manent or wiJl be undone, according to the user's 
choice of a closing gadget 

To show which color is selected, a separate rect,mgle 
filled with the cunent color will be shown below the 
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color selection gadgets (again, see figure #1). 

In order to make our requester applicable in any 
program, we place it in a separate module: SET­
COLORS. Here is how the procedure used to in­
voke the requester is declared in the definition mod­
ule: 

PROCEDURE ColorControl (sp : ScreenPtr); 

Note, that we only have to pass a pointer to the 
screen on which the requester is to be shown. If the 
pointer passed is NIL, then the WorkBench screen is 
assumed. Such a declaration will make the requester 
very easy to use, however it will make its implemen­
tation a little more complicated. For example, we 
will have to figure out how many colors are present 
on the given screen. 

We begin our detailed discussion of the SETCOL­
ORS module by looking at Intuition gadgets. 

In this 
installment, a 

palette 
requestor is 

added 
to give the 
ability to 
change 
colors by 
point and 

click. 

Figure 1. The Palette Requestor 
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Creating col­
or seJection 
gadgefsisa 

two step 
process. First 

figureouf 
wherelhe 

gadgetwiJJ 
bepJaced, 
thencreale 
the structure 
to represent 
Ihegadget. 

GADGETS 
Intuition provides us with three types of gadgets: 
boolean, string and proportional. Boolean gadgets 
are simple buttons that can be clicked on by the user 
(some boolean gadgets can flip between two states: 
ON and OFF, hence the name "boolean"). In the 
SETCOLORS module the OK and CANCEL but­
tons, and all the color selection gadgets are boolean 
gadgets. 

A string gadget is used to enter a string or a number 
into a program. SETCOLORS does not use string 
gadgets. 

Proportional gadgets are used to input a value into a 
program by moving a "handle" with the mouse, in­
stead of typing. The handle in a proportional gadget 
can move horizontally, vertically, or both horizontal­
ly and vertically at once. The most common lise of 
proportional gadgets is to implement "sliders" that 
move either horizontally or vertically. In our case, 
we will use three horizontal sliders to modify the 
RGB values of a particular color. 

SETTING UP THE GADGET LIST 
The gadget list for the color requester is created in 
the procedure called "SetUpColorControl". This 
procedure uses the "SimpleGadgets" module, that 
can be obtained with the Benchmark package. "Sim­
pleGadgets" makes the set up of gadgets a lot sim­
pler. I will try and point out some of these simplifi­
cations as we go along. 

"SetUpColorControls" fITSt obtains the number of 
colors that are available on the current screen and 
then calls another procedure, "SetUpColorGadgets", 
in order to create the color selection gadgets. 

Creating color selection gadgets is a two step pro­
cess. First, we have to figure out where the gadget 
will be placed, and then we have to create the struc­
tures that represent the gadget. The calculation of 
gadget's placement uses four constants, declared at 
the beginning of the module, which defme the size 
and position of the larger rectangle that contains aU 
the color gadgets (these are "ColorRec Width", "Col­
orRectHeight", etc). 

First, based on the number of colors present, the 
width and height of each color request gadget is 
computed this way: four, eight, sixteen or thirty two 
gadgets will fit in the area of the same size. 

The computation of gadget's position is done at the 
bottom of the FOR loop, that also defmes gadget list 
structures. Two variables, "top" and "left", hold the 

position of the next gadget relative to the upper left 
hand comer of the rectangle actually holding the 
gadgets. To help you understand this computation 
keep in mind that the gadgets are "placed" in colum­
ns, starting at the top and going down. The fITSt col­
umn is built on the left, and the following ones are 
put to the right. 

Compared with above computations, creation of the 
gadget stmctures is rather boring. We call the "Ad­
dGadgetlmageButton" procedure (from "Simple­
Gadgets"). This procedure sets up a "Gadget" record 
and adds it to our list. Besides the position informa­
tion, "AddGadgetImageButton" accepts an "Image" 
record as a parameter. The "Image" record describes 
the picture to be displayed as the gadget. In our case, 
we want to show a rectangle of a single color. We 
have encountered a similar situation when creating 
the color menu, where we got to display a rectangle 
of one color by placing appropriate values in the 
"PlaneOnOff' field of the "lmage" record. The same 
trick is used here (for a more detailed explanation 
why this works, see the previous article). 

The next two gadgets created are the OK and CAN­
CEL button gadgets. We use the procedure "Ad­
dGadgetTextButton" from "SimpleGadgets". Pa­
rameters for this procedure include position informa­
tion and address of a string that will appear in the 
button. "AddGadgetTextButton" procedure sets up 
three structures to represent the gadget. They are a 
"Gadget" record, an "IntuiText" record to represent 
the text and a "Border" record that describes the bor­
der drawn around the button. 

While gadgets are being added to the list, "Simple­
Gadgets" module saves the pointer to the last gadget 
added in the variable called "LastGadget". This way, 
the user of "SimpleGadgets" can easily modify the 
created structures. For the button gadgets we modify 
the "GadgetlD" field. This field contains a number 
that will aUow us to determine which gadget was 
clicked on, when a gadget event is processed. 

Each gadget in the list has a different "GadgetlD". 
The color gadgets were automatically assigned IDs 
from 0 up to 31 by the "SimpleGadgets" module. To , 
make sure that the IDs assigned to aU gadgets are 
unique, the remaining gadgets are give numbers 
larger than 31 (see the appropriate constant declara­
tions). 

FinaUy, the last three gadgets added to the list are the 
proportional ("prop") gadgets representing the RGB 
sliders. First, before actuaUy creating these gadgets, 
we have to modify the default options used by "Sim­
pleGadgets" module (done by calling "Global­
GadgetOpt"). In particular, we have to make sure 
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that the "Gadglmmediatc" is set on in the "Activa­
tion" flags. This flag tells Intuition to send us ID­
CMP messages as soon as the user selects any of the 
prop gadgets, so that we may provide instantenous 
feedback (i.e. the colors change as the slider moves). 
For the other gadgets the IDCMP message is sent 
only when the user releases the mouse bunon over 
the gadget. 

To create the structures needed to represent the prop 
gadget the following call is made: 

AddGadgetProp (20, IS, IS, 50, FALSE, TRUE, 
0,0, 0, 011llH); 

The first four parameters specify the position and 
size of the gadget. The two numbers represent dis­
t~mces of the gadgets upper left hand comer from the 
left side and the top of the window. The next two 
numbers specify the width and height of the gadget 
box, or more precisely the container of the "knob". 
The knob is that part of the gadget that is moved us­
ing the mouse. 

The next two BOOLEAN parameters specify if the 
gadget should allow horizontal and/or veltical 

movement. In ow' case the gadget only moves verti­
cally; that's why the first value past is FAlSE. 

Two zeros passed as the following parameters indi­
cate the initial values of the horizontal and vertical 
variables. In Intuition's tenninology these are caUed 
the "Pot" variables (Pot - stands for "potentiometer"). 

The final two parameters indicate the increment by 
which the pot value changes for the smallest knob 
movement. The possible pot values range from 0 to 
OFFFF (in hex). The increment, sometimes called 
"body" value, limits the number of possible positions 
the knob can occupy. In the case of the color re­
quester, each slider needs 16 positions as the RGB 
values range from 0 to 15. That's where the value 
01 J II (in hex) for the Jast parameter comes from -
OFFFF divided by 15 (or OF in hex) gives 01 J I J 

(hex). 

A II the extra variables needed for proportional gad­
gets are not kept in the "Gadget" record. Rather, they 
are placed in a "Propinfo" record, reproduced below: 

PropInfo = RECORD 
Flags : PropInfoFlagsMaskj 

AI/the extra 
variables 

needed for 
proporliona/ 
gadgets are 
not kept in 

the "Gadget" 
record, but in 
a "Prop/nfo" 

record 

SAVE HARD CASH 
ON SOFTWARE ••• 

~.~ ~~ ~~~~ ~~ ~~~ 

There are fabulous savings on all these goodies 

f ~ FREE mouse pad with orders 
~ over $100. 

AudioMasterll $69.95 Spellbound 28.95 
Aunt Arctic Adventure 29.95 Super Scramble 29.95 
Battle Chess 32.95 Sword of Sodan 32.95 
Baltle Tech 32.95 Test Drive II 29.95 
Baud Bandit 32.95 The Three Stooges 32.95 
Blood Money 29.95 Total Eclipse 29.95 
Deluxe Music 2.0 69.95 Triad (3 Games in One) 29.95 
Deluxe Paint III 99.95 TV Sports Football 34.95 
Demon's Winter 29.95 Where in World is Carmen 32.95 
DigiPaint III 69.95 Who Framed Roger Rabbit 32.95 
Double Dragon 29.95 Who! Whatl When! Where I 65.95 
Dragon's Lair 39.95 WordPerfect 159.95 
Dungeon Master 27.95 
FN18 Interceptor 34.95 
Falcon 34.95 
Kind Words 59.95 
License To Kill 29.95 
Lords of the Rising Sun 34.95 
OutRun 34.95 
Phasar 59.95 
Pioneer Plague 28.95 

AND .HARDWARE TOO! 
Epyx Joystick 14.95 
ErgoStick Joystick 19.95 
Internal 3';''' Floppy Drive 99.95 
My·T·Mouse 39.95 
California 3.5" drive 139.95 
Supra 2400 Baud Modem 129.95 

Publisher Plus 49.95 
RoboCop 32 .95 A·501 Card with 
Rocket Ranger 32.95 512K of RAM. Full 
Sinbad & Throne of Falcon 19.95 one year warranty 99.95 
SimCity 31.95 plus shipping and handling 
Sonix 49.95 

Don't see it here? We've probably got it. Call us. 

:&: 
COMPUTER 

fume 2, Number 6 

Your Amiga Source 
POBox 575719 
Murray, Utah 84157-5719 
18003478004 

A If 1 G A.. • ..c 1 Z 8. .. .c 6 4. ... 1 B H ... .A P P L E 
Sofhmre/Hl!.rdlmre. ... _ .. _ ............ wNew /Used 

We nOll carry 11 varied line of OOFI'WARE and HARDWARE 
for virtually every MaJor Home Computer syij'EM! 
JUSr LOOK AT ~ TYPICAL EXAMPLES: 

Dragon's 1a1rIlIlIl'I"II"IIII'IIS3S.~ C!2&", .. """"" .. "" ...... ",.".""S140 
3-DEMON ............ " ............ lIIuS60.00 DisiDriVe3III11I1II1III1.from S100 

I ODELER '1...D. 56000 HardDrives ............ ..from 5100 
I K u .. ", ................ I 

AMPAK ................................. SZ4.ffi Monitors .................. from 5 50 
ALSO MEN • USED Cables, Controllers, E.pans!on Cards, Disks 

PLUS - Special Services ...... DIGITIZING ..... IXX::UMEN'IS-ON-DISK 
alMPUTER HELP & TIPS ... MOIm CALL or WRITE to: 

o 1_ 9 .,.,........, 

CRPpeo 
ZSQ3 Ridgewav Dr. 

National CitV. CA.92ffi6 
(619) 476 - 4580 

55 



56 

Ifamouse 
was released 
over a pro­
porlional 

gadget, sim-
p/ysetthe 

current color 
to the values 
specmedby 

theRG8 
slider. 

HorizPot : CARDINAL; 
Vert Pot : CARDINAL; 
HorizBody : CARDINAL; 
VertBody : CARDINAL; 
(* Fields below are used only by Intuition *) 
CWidth : CARDINAL; 
CHeight : CARDINAL; 
HPotRes : CARDINAL; 
VPortRes : CARDINAL; 
LeftBorder: CARDINAL; 
TopBorder: CARDINAL; 
END; 

The field in this record that we will be using is "Vert­
Pot", which will contain the value corresponding to 
the vertical knob position when this gadget is select­
ed. The pointer to the "PropWo" record is stored in 
the "Special1nfo" of the "Gadget" record. The point­
ers to three "PropWo" records are saved in the 
variables "RedPropPtr", "BluePropPtr", and "Green­
PropPtr", since we will need to access these fields a 
lot. 

Finally, the "AddGadgetProp", from "SimpleGad­
gets", does not allow addition of text to the gadget, 
therefore we have to do this ourselves. In the initial­
ization code for the "SetColors" module we set up 
three "IntuiText" records which point to single lener 
strings: "R", "G" and "B". \\!hen the prop gadgets 
are added to the ~st, we "attach" the appropriate "In­
tuiText" records to the corresponding gadgets. 

As you can see, sening up the gadget List is a fairly 
complex affair, even with a lot of help from the 
"SimpleGadgets" module. 

SETIING PROP VALUES 
When the prop gadgets were defmed their values 
were set to zero. The procedure "SetUpColorProps" 
resets the pot variables to reflect the RGB values of 
t he selected color. The detailed workings of this pro­
cedure are explained below. 

A caU to "GetRGB4" obtains a coded specification 
of the RGB values for the current color. Each RGB 
value occupies 4 bits of the number retumed. By 
performing appropriate DIY and MOD operations 
the values of each color component are easily ex­
tracted. For example, if the number retumed is 3840 
(OFOO in hex), the corresponding RGB values are: 

B --> 3840 MOD 16 = 0 
G --> (3840 DIY 16) MOD 16 = 240 MOD 16 = 0 
R--> 3840 DIY 256 =15 

So the 3840 represents color Red. 

The next step in our computation is a simple "inver-

sion". We subtract the value of the color from 15. 
This is done simply to make the highest color value 
occur when the knob is at the top of the gadget's 
container, that way the color brightens as the knob 
moves up. The result (which Jjes between 0 and 15) 
is then multipLied by 0 IIII (in hex) - the pot incre­
ment. The final result is placed in the appropriate 
"PropWo" record and then "RefreshGadgets" proce-

I dure is called to update the display. 

HANDLING GADGET EVENTS 
To make the color requester work we have to handle 
three different IDCMP event,: "Gadget­
Up","GadgetDown", and "MouseMove". Note, that 
these were the IDCMP flags specified in the "SetUp­
Window" procedure. 

N ow let's take a look at how each IDCMP event is 
handled. "GadgetUp" is reported when the user 
releases a mouse bunon over a gadget. The "Pro­
cessGadget" procedure deals with "GadgetUp" 
events. One of the parameters to "ProcessGadget" is 
the gadget pointer which was extracted from the ID­
CMP message. The "GadgetID" field of the "Gad­
get" record tells us which gadget was clicked on. 
For example, if the "GadgetID" is between 0 and 31, 
a color selection gadget was picked, that is a differ­
ent color was selected. In this case we save the color I 
number, redraw the rectangle representing the select­
ed color, and update the prop gagdets to show cor­
rect RGB values. 

For OK or CANCEL gadgets, "ProcessGadget" just 
retums notification of the response. 

Finally, if the mouse was released over a prop gadgel 
we simply set the current color to the values speci­
fied by the RGB sJjders. 

The "GadgetDown" event takes place when the user 
positions the mouse pointer over the gadget and 
presses the bunon. Ths event will only be reported 
for gadgets that have the "GadgImmediate" flag set. 
In our program the prop gadgets have this flag 
tumed on. The onJy action taken for "GadgetDown" 
event is to enable reporting of mouse movements 
(this reporting will be tumed off when the gadget is 
released). 

For each "MouseMove" event we change the current 
color according to the values of the RGB sliders. 
This provides instant feedback to the user, since the 
color wilJ change as the sljder moves. 

The procedure that changes the color, "MoctifyCol­
ors", simple extracts the pot values from the prop 
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gadgets, converts them into RGB values and 
changes the color accordingly. 

and save them in an array (global variable "Saved­
Colors"). In "RestoreColorMap" we call "SetRGB4" 
procedure to restore the saved colors. 

MISCELLANEOUS Next Time: 
SUMMARY There were two operations mentioned earlier, that 

were not explained in detail. First one was the 
method for figuring out how many colors exist on a 
given screen and the second was saving and restor­
ing colors maps. 

This completes our discussion of the color requester. 
Next time we will return to creation of new drawing 
tools. 

New drawing 
fools! 

The "GetColorCount" procedure performs the task 
of detennining the number of colors on any screen. 
I f the screen is not WorkBench (which has four col­
ors), we simply use the number of bitplanes that 
comprise the screen. Each bit plane doubles the col­
or count. So, a one bit-plane screen has 2 colors, 
two-bit plane screen has 4, three bit-plane 8, and so 
on. 

I Two procedures, "SaveColorMap" and "RestoreCol­
orMap" are used to save and restore screen colors. 
These are necessary, in case the user cancels all the 
changes. In "SaveColorMap" we use "GetRGB4" 
procedure to obtain the values of all screen colors 

Makes Circuit Design Easy! 
With 

CAD PARTS 
Electronic Symbol Library 

• Over 150 Electronic Symbols in 4 Libraries 
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Solid State Devices 
Passive Components 
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• Not Copy Protected 
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PorHolio Management Just 
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TAKE STOCK 
Portfolio Management System 

• Handles All Stock Transactions 
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• Up to 100 Stocks Per Data Disk 
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Computer 
Mart 

HOLLYWOOD POKER 22.00 

BEST BUY 
SUPRA 2400 MODEM 

HONEYMOONERS 25.00 
HUMAN DESIGN 22.00 
HUNT FOR RED OCTOBER 35.00 
HYBRIS 24.00 
INDOOR SPORTS 35.00 
INOVATooLS #1 55.00 

$119.00 
INSANITY FIGHT 28.00 
INTELLITYPE 35.00 
INTERCHANGE 32.00 
INTERFONT 72.00 
INTERNATIONAL SOCCER 24.00 

HAVES COMPATIBLE 
300/1200/2400 BAUD 

INTROCAD 51.00 
INVESTOR'S ADVANTAGE 66.00 
JACK NICHOLAS GOLF 30.00 
JET 36.00 

SOFTWARE 
3-DEMON 68.00 
3D FANCY FONTS 48.00 
AAARGH 21.00 
AC BASIC 135.00 
AC FORTRAN 198.00 
AEGIS DRAW 2000 168.00 
AMIKIT 24.00 
ANALYTIC ART 38.00 
ANALYZE 2.0 62.00 
ANDROMEDA MISSION 25.00 
ANIIiAGIC G3.00 
ANIMATE 3D 95.00 
ANIMATOR APPRENTICE 187.00 
ACUAVENTURE 24.00 
ARCHITECTURAL DESIGN 22.00 
AREXX 30.00 
ARKANOID 25.00 
ASSEMPRO 69.00 
ATALK III 60.00 
ATREDES BBS PRO. 90.00 
ATREDES TERMINAL 30.00 
B.A.D. 30.00 
BARD'S TALE II 37.00 
BATILE CHESS 30.00 
BAUD BANDIT 30.00 
BBS·PC 92.00 
BENCHMARK MODULA 2 138.00 
BENCHMARK LIBRARIES 69.00 
BEYOND DARK CASTLE 21.00 
BLITZ. ON THE ARDENNE 37.00 
BLOOD MONEY 24.00 
BREACH 28.00 
BRIDGE 5.0 22.00 
BUBBLE BOBBLE 26.00 
BUBBLE GHOST 25.00 
BUTCHER 2.0 23.00 
CALIFORNIA GAMES 27.00 
CALLIGRAPHER 74.00 
CAPE 68K ASSEMBLER 59.00 
CAPONE 35.00 
CAPTAIN BLOOD 31.00 
CARMEN SAN DI EGO 27.00 
CARRIER COMMAND 28.00 
CENTERFOLD SOU ARES 20.00 
CHESSMASTER 2000 31.00 
CHRONooUEST 24.00 
CITY DESK 2.0 120.00 
CLUE 24.00 
CCMICSETIER 66.00 
CCMICSETIER DATA DISKS 22.00 
CRITICS CHOICE 150.00 
CYGNUS ED PRO 60.00 
DARK CASTLES 28.00 
DATARETRIEVE 53.00 
DEATH BRINGER 24 .ob 
DECIMAL DUNGEON 32.00 
DELUXE HELP DISKS 22. 
DELUXE MUSIC 2.0 69.OQ 
DELUXE PAINT III 99 . • 
DELUXE PHOTO LAB 98.00 
DELUXE PRINT II 57.00 
DELUXE PRODUCTIONS 138.00 
DELUXE VIDEO 1.2 86.00 
DEMON'S WINTER 27.00 
DESIGN 3D 60.00 
DESKTOP BUDGET 42.00 
DESTROYER 27.00 
DEVPAK ASSEMBLER 60.00 
DIGI PAINT 3,0 66,00 
DIGIWORKS 30 78,00 
DIRECTOR 44.00 
DIRECTOR TOOLKIT 28,00 
DISCOVERY DATA DISKS 14.00 
DISCCVERY MATH 28.00 
DISC. SPELL 28.00 
DISC. TRIVIA 28.00 
DISK MASTER 48.00 

DISK MECHANIC 55.00 
DOS TO DOS 32,00 
DOUGS MATH AQUARIUM 51.00 
DOWNHILL CHALLENGE 21.00 
DR. rs SOFTWARE CAll 
DRAGON'S LAIR 39.00 
DRUM STUDIO 30.00 
DUNGEON MASTER 24.00 
DYNAMIC DRUMS 51.00 
DYNAMIC STUDIO 138.00 
EARL WEAVER BASEBALL 35.00 
EMPIRE 35.00 
EMPIRE STRIKES BACK 24.00 
ENCHANTER 21.00 
EUROPEAN SCENERY DISK 18.00 
EXCELLENCE 174.00 
EXPRESS PAINT 3.0 78.00 
FA INTERCEPTOR 35.00 
FACC II 24.00 

JET SET UTILITIES 24.00 
JEWELS OF DARKNESS 21.00 
JIGSAW 30.00 
JINXTER 28.00 
JOE BLADE 21.00 
KAMPFGRUPPE 39.00 
KARATE KID II 28.00 
KARATE KING 19.00 
KARTING GRAND PRIX 19.00 
KINDERAMA 32.00 
KINDWORDS 63.00 
KING OF CHICAGO 35.00 
KINGDOMS OF ENGLAND 30.00 
KRISTAL 30.00 
LANCELOT 26.00 
LAS VEGAS 19.00 
LATIICE C 5.0 204.00 
lAZERSCRIPT 29.00 
LEADER BOARD DUAL PACK 21.00 
LEATHER GODDESSES 26.00 

Supra Corporation Expansion Products 

SupraRam 2000 2 Meg 
Supra Drive 2000 40Q 
Supra Drive 2000 80Q 
SupraDrlve 2000 105Q 
Supra Drive 50020 Meg 
Supra Drive 50030 Meg 
Supra Drive 500 45 Meg 
Supra Drive A500 Ram 2 Meg 

356.00 
667.00 
959.00 

1056.00 
480.00 
618.00 
720.00 
275.00 

LIGHTS, CAMERA, ACTION 
lINKWORD LANGUAGES 
LION'S FONTS 

51.00 
19.00 
54.00 
31.00 
18.00 
28.00 

155,00 

LRDS OF THE RISING SUN 
LOTIERY MAGIC 
LURKING HORROR 
M 

Computer Mart 

.00 

41.00 
61 .00 
24,00 
21.00 
63.00 
56.00 
SO.OO 
35.00 
27.00 
28.00 

24.00 
14.00 
60.00 
24.00 

120.00 
63.00 
29.00 
30.00 

138.00 
94.00 
28.00 
90.00 
55.00 
13.00 
28.00 
56.00 

104.00 
90.00 
18.00 
24.00 
90.00 
44.00 
28.00 
36.00 
32.00 
62.00 
32.00 
24.00 
66.00 

355.00 
355.00 
98.00 

179.00 
195.00 
227.00 
32.00 
78.00 
21 .00 
18.00 
48.00 
32.00 
24.00 
36.00 
24,00 
24.00 
28.00 
31.00 
35.00 
27.00 
28.00 
28.00 
35.00 
90.00 
99.00 
99.00 
24.00 
28.00 
28.00 
35.00 
27.00 
28.00 
49.00 

Spirit Technology 

TECNOCOP 
TELEGAMES 
TELEWARS 
TERROR PODS 
TEST DRIVE II 
TEXTPRO 
THE ACCOUNTANT 
THE THREE STOOGES 
THE WORKS PLATINUM 
THEXDER 
THUNOERBLADE 
TIME AND MAGIK 
TITAN 
TRACER 
TURBO SILVER 
TV SPORTS FOOTBALL 
ULTIMA IV 
UNINVITED 
UNIV. MILITARY SIM. 
V.I.P. 

29.00 
22.00 
28.00 
28.00 
27.00 
53.00 

190.00 
35.00 

178.00 
26.00 
30.00 
26.00 
27.00 
22.00 

115.00 
29.00 
41.00 
35.00 
30.00 
30.00 

CM 85 MEG ASOOIA 1000 
CS-l COpy STAND 
CVIEW I 
CVIEW 2 
DELUXE MIDI INTFCE 
DIGI-DROID 
DIGI-VIEW 3.0 
DIGI-VIEW GOLD 
ECE MIDI 
EPYX 500 XJ JOYSTK 
ERGOSTICK JOYSTK 
FLICKER FIXER 
FLICKER MASTER 
FRAMEGRABBER 
FUTURE SOUND 
FUTURE SOUND 500 
GEN ONE GENLOCK 
GO 64 
GO 64 INTERFACE CABLE 
GVP 68030 BOARD 

850.00 
62.00 
35.00 
35.00 
63.00 
62.00 

139.00 
139.00 
50.00 
14.00 
18.00 

510.00 
12.00 

529.00 
136.00 
99.00 

699.00 
24.00 
15.00 
CALL 

CALIFORNIA 
ACCESS CA-880 

NEW LOW PRICE 

VIDEO EFFECTS 30 130,00 
VIDEO TITLER 88.00 
VORTEX 24.00 
WAYNE GRETZKY HOCKEY 30.00 
WOADPERFECT 145.00 
WORLD CLASS LEADER BD 28,00 
WOALD TAOPHY SOCCER 30.00 
X-CAD DESIGNER 90.00 

Super Special 
ASOI CLONE 

$119.00 
SI2K MEMORY 

With Clock} Calendar 

HARDWARE 

$139.00 

GVP 68030 W/68882 CALL 
GVP 68030 WI4 MEG CALL 
GVP 20 MEG HARDCARD 575.00 
GVP 30 MEG HARDCARD 698.00 
GVP 45 MEG HARDCARD 816,00 
GVP IMPACT ASOO CALL 
G VP ASoo RAM MODULE 66.00 
GVP SCSURAM A2000 OK lM294.00 
GVP SCSURAM A2000 OK 2Ml24.00 
GVP SCSIIJIAM A2000 2M 564.00 
HARDFRAME 2000 257.00 
HIl-6A HAAD DRIVE CASE 125.00 
INBOARD OK A 1000 216.00 
INBOARD 512K Al000 299.00 
INBOARD I MEG Al 000 349.00 
INBOARD 1.5 MEG Aloo0 439.00 
INBOARD OK A500 239.00 
INBOARD I MEG ASOO 349.00 
INBOARD 2 MEG A500 489.00 
MEGABOARD 2000 I MEG 359.00 
MEGABOAAD 2000 2 MEG 479.00 
MIDI GOLD ASOO 58.00 
MIDI INSIDER A2000 65.00 
MIDI STAR 216.00 

179.00 MODEM CABLE AIOOO 15.00 
489.00 MODEM CABLE ASOO/A2000 15.00 
CAll MOUSE MASTER 27.00 
CAll MOUSE PADS 9.00 
CALL NEC PTNWAJTER 2200 379.00 

\26 ~ PERFECT SOUND 66.00 
17° :,00 • .., PERFECT VISION 189.00 

:~: NEW C Ltd B502 Expansion 
1 SS:00 Provides 2 Meg in A501 5101 
1180:0' CALL 
98.00 
CALL 

139.00 
CALL 

166 
1 , 

S:::oI> 
539.00 
7119.~ 
749_~ 

PRO GEN GENLOCK 384.00 
PRORAM B MEG WI? MEG 489.00 
~I CABLES 25.00 
SEAGATE ST157N 48I1EG 371 .00 
SEAGATE ST251N 40 MEG 440.00 
S!;AGATE ST2nN 65 MEG 510,00 
SE{lGATE ST138N 30 MEG 336.00 

GATE ST296N 85 MEG 545,00 
AIT TECH. A500 SI 2K OK 44.00 

Sf COLOR SPUTIER 90.00 
STARBOARD II OK 260.00 
STARBOARD II 512K 360.00 
STARBOARD II 1 MEG 355.00 
STARBOARD II 2 MEG 510.00 
SUPER GEN GENLOCK 699.00 
SUPRA 2400 MODEM 129,00 

A500 & A 1000 Memory Expanison SUPRARAM 2000 2 MEG 356,00 
SUPRADRJVE 2000 30 MEG 5S2.00 

Inboard 512K $299.00 SUPRADAIVE 2000 400 667.00 
SUPRADRIVE 2000 SOO 959,00 

Inboard 1 meg $349.00 TIMESAVER 55.00 
VD-I FAAMEGRABBEA 920.00 

Inboard 1.5 meg $439.00 VI-2000RF 78.00 
VI-500RF 78.00 

Inboard 2 Meg A500 $489.00 WV-1410 WILENS,CABLE 238.00 
X-SPECS 3D 94.00 

A vailable on Request 

105 Lynn St. 
Nacogdoches, TX 75961 
INFORMATION: 409-560-2826 

SHIPPING JNFO: Sofrware r.u~ are $2.IO{ilem (Max8.00) UPS Ground or S4.OOIittm (Max 14.(0) UPS 
2nd Day Air. Can for Hn.n:Iware shipping info. REFUND & RE11.fRN POLICY: oereclive merchandise 
under W3ffiltlry will be re~ruI or replaced. RtlUmed product must be in original packaging. We do not 

offer refunds for defeaive products or for producth thar do nol pcrfonn salisraclorily. We make no 
guaranlet:$ for prodUCI ~rformance. MOrleY back guarantceli musl be handled direclly wilh the 
mllllufaciurer. All rei urns mull have an RA It. Call 4()9·560-2826 for an RA Relumed products iTt subjecl 
to a 2()o% r"e:)locking fee. Prices subject 10 change withoUI nOlice. Delivery SUbjeciiO availabililY. 



by R. Shamms Morlier, PhD. 

A
nd so the AX Amiga moon rises on yet an­
other attempt at prehens~e vid~ti?n (H~h? 
What did he say?). In this contmumg senes 
of articles, we explore many facets of the 

AmigajVideo marriage, from software to hardware 
and beyond. The coming year promises to be revolu­
tionary, with new products and processes promised 
for release. 

AU of a sudden, the privilege of creating broadcast 
quality vignettes and near-features has leaked out of 
the high priced studios and is making its way into 
the hands of the populace at large, and the only af­
fordable machine that comes anywhere near being 
ready to face the challenge is ... (drum roU and cym­
bal) ... the Amiga My sources teU me that the Apple 
orchard is taking desktop video as a passing joke, or 
a fad at best That explains why the Mac is so ill­
suited for creative video use, unless you have a zil­
lion scads of drachmah to build a still-second-rate 
system. As for Big Turquoise, they're still so in love 
with data crunching that their "newest" releases are 
miles back in this area. 

If only uncle Harry (Copperman, that is) can get the 
media blitz going in time. America is a land of visu­
al obsessives and creators, and the Amiga needs to 
find its way into the hands of educators and artists 
alike. I know of no person who is not astounded 
when brought face to face with the Amiga's poten­
tials. The hard part seems to be arranging that meet­
ing, as far as Commodore's market strategy is con­
cerned. Please, oh heavenly forces and mighty thun­
der winds, allow time to stand still while Harry's 
plans for conquest are unleashed on the world! 

As I've said before, this colurrm will attempt to an-
s wer some of your videotic questions. The first two 
such questions are bantered back and forth at the end 
of this article. Keep them coming in! This is the 
place to send them: 

R. Sharnms Mortier 
15 Rockydale 
Bristol, VT 05443 

~oIcme 2. Nwnbe,6 

or 
J: Gross 
(AX Editor) 
PO Box 2521 
W. Columbia, SC 29171 

First the news ... 
Some news bits before answers. Though I am in­
deed happy with many of the features and attributes 
of Progressive Peripherals "FrameGrabber", I am 
not at all pleased with something it promises to do 
and doesn't That is to take input from my B& W 
Pansonic camera (the one that goes with my Di­
giView unit) and capture images. I've had it sent 
back once (the FrameGrabber) and still can't capture 
images through the B&W lens. It works fine with 
the Canon Xapshot, which is a blessing. Not too 

much help from the technical folks on this one, and I 
dread sending it back yet again. The DigiView tmit 
is still a mainstay of my operation for color still digi­
tizing. I also think the robotic unit that is supposed 
to act as a servo to turn the futers is little better then a 
toy. It's a <bleep> (can I say that?)* to calibrate, and 
needs to be calibrated constantly. 

A sort of interesting idea whose time may never 
come. And speaking of digitizing ... 

I must rave to you about the Canon B&W scanner 
and software from Gold Disk. One thing DigiView 
was never good at (and still gives pukey results at) is 
black and white line art digitizing. Try how you 
may, you'U not be able to get rid of those stupid light 
halos. If you use their "Line Art" setting, be pre­
pared to go insane trying to find the proper balance, 
and then be equally as prepared to get a result that 
looks like a scrawl configured by a headless chicken 
- aU that as a translation of your favorite B&W art­
work. 

But wait! What's that?! In the Sky! It's a bird ... no! 
A plane ... No! Your wallet.. it's the Gold Disk/Canon 
B&W scanner package! At $1095 (which ain't very 
much in today's bloated marketplace) I can at last 

Please,oh 
heavenly 
forces and 

mighty thun­
der winds, 01-

low time to 
stand still while 
Harry's plans 
for conquest 

are unleashed 
on the world! 
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A reader asks 
about choos­
ing the "right" 
video unit to 
purchase for 

Amigo anima­
tions. VHS? 

Beta? S-VHS? 
Hi-8? Ed­

Beta? 3/4 SP? 
3/4 standard? 
The Gold Stan-

dard? The 
Martian 

Standard? 

get perfect 300 lines-per-inch d.igitizations of my fa­
vorite drawings. For an old pen and ink <bleep> 
I ike myself, that is tantamount to being able to Eve 
out my most secret sexual fantasies (well, almost). 
The scanner accepts art in sizes from 8.5 by II to II 
by 17 (and will also accept small things Ijke a dolJar 
biU, but as this is not legal, please don't try it). 

Once scanned, you can grab brush portions and save 
them to disk. I've successfully dumped them to 
PageStream, and the laser printed results are oh so 
nice. There's much more to show and tell on this 
and connected issues. Later. 

Now for the questions thrown my way on the wings 
of a snow white dove. 

A reader asks about choosing the "right" video urut 
to purchase for Amiga animations. VHS? Beta? S­
YHS? H.i-8? Ed-Beta? 3/4 SP? 3/4 standard? The 
Gold Standard? The Martian Standard? The Un­
standard? Enough already! Part of the answer is re­
lated to your level of financial investment (and/or 
risk). There is no way to give you a stra.ight-ahead 
answer, but there are inclinations and vague paths to 
point out. This is because, Ijke the stock market, the 
video industry can't make up its mind at the moment 
(maybe we're wa.iting for helpful hints from Japan). 
The VHS machines in use for home movie viewing 
are hardly suitable for broadcast material, though 
some are better then others if your Amiga dreams are 
centered upon passing your work around to friends. 
Normal Beta is becoming very scarce; even buying 
blank tapes for it (on the East Coast) is becoming a 
difficulty. 

Even where it is in use, NOimal Beta is also not a 
broadcast med.ium (though the good Beta machines 
are a jump higher than most of their VHS counter­
parts). The I" and 3/4" machines are used in the stu­
dios, with I" being the preferred broadcast standard. 
They are very expensive. 3/4" SP is the new high­
end 3/4" medium, but expense will d.issuade most 
Amiga users from tapping into this alternative. S­
YHS is starting to come into play, and is quite af­
fordable. It gives you better all around resolution, 
but the results can only be shown on a Y/C 
(Chroma/Luma) morutor. It does produce better 
copies when dumped to VHS, or especially, to 3/4". 
Many smarties in the industry are betting on H.i-8 
formats, because they give you aU the advantages of 
S-VHS (and some say even more) at a lower price 
for equally optioned systems. They're also smaller, 
and fit better into limited work areas. I guess if I 
have to lisk a real pinned-dovm answer, H.i-8 is my 
first choice for Amiga work, with S-VHS coming in 
a close second. The results of either can be dumped 
to broadcast tape with Ettie signal loss. 

And now, the second concern. A question from a us­
er (keep those cards and letters coming in!) centered 
on the uses of the Polaroid Palette for Amiga sljdes. 
Since I've been using the Palette for about five years 
(first with an IBMJPC, then with my Amiga lover), I 
am "qualified" (he sa.id, secretly realizing his fallibil­
ities and propensity for boasting) to take a shot at a 
comment or two. The Palette itself runs about 
$2500, and the necessary interface (of which you 
have a choice of exactly one) sells for $500 from 
American Liquid Light in Califomia. The interface 
has gone through major revisions since the time it 
was introduced, and so has the software. With this 
system, you can import any Amiga picture to the 
screen, adjust certa.in parameters, and shoot a slide. 
HAM work is shot in three filtered segments (red, 
blue, green), and other art is done in one pass. You 
can do batch processing, as well as single shots. 
Your camera, which is attached to the Palette, holds 
36- or 24-exposure rolls of 35mm fIlm (l use either 
Kodak-l 00 or Fuji-lOO). 

Pluses and Minuses are as folJows: Although some 
of my Amiga/Palette work has had national expo­
sure at presentations and workshops, I realize that 
this system does not match up to the quality of the 
higher end systems (polaroid also has a higher end 
system that the Amiga can address for about $6000). 
If you're careful, however, you can produce some 
really ruce slides, especially for lower end cEents (in­
structional usage, and local presentations). The reso­
I ution of the Palette is lower than that of the Amiga, 
and you have to deal with scan lines for Interlace 
stuff. Burocare, a company in England, is supposed 
to be d.istributing (any day now) a software-only in­
terface for the Palette that will actually increase the 
perceived resolution, but that's the totality of my 
knowledge. 

I still use the Liquid Light/Polaroid Palette a lot at 
the Uruversity ofYermont, because (like you) my 
budget is severely restricted. I'm wa.iting to see 
what else can be afforded that can increase the qual­
i ty of my work. 

When I really need the best Amiga slides I can get, I 
contact Peter LulJemann at Philadelphia Video Lab. 
Next month's feature is a long (very long) interview 
with Peter, and I'll preface it with statements con­
cerning his charges as compared to the Palette, and 
his quality, which leaves the Palette far behind. Till 
then, keep those cards and letters coming, and dance 
the Amiga Videot Samba. 

* NO! 

A.X. Magazi", 



WordPerfect Update 
by Mike Hubbartt 

WordPerfect Corp. has at last released the long-awaited up­
date to their Amiga version of the WordPelfect word proces­
sor. This update is unfornmately not 5.0 (or 6.0) with graphics 
capabilities that would be compatible with WordPelfect ver­
sions on MS-OOS machines. However, the significant en­
hancements in the update should please many foonercritics 
of the progrnm. 

The new WordPerfect progrnm disk has a Worl<bench icon, 
for allowing users without O..l expertise to upgrade from the 
older version ofWordPeIfect Clicking on the icon will let the 
system prompt the user for disks to insert for updating the 
necessary sections. The first prompt asks if the user has a one­
drive, Lwo-<lrive, or harddrive setup, using this infonnation to 
d etemline where the user needs to place the different disks for 
updating old files. The update will upgrade files on WordPer­
feet Library, as well as on the main WordPerfect disk and on 

I the WordPerfect Print disk. 

NEWFEATURES 
As for enhancements, gone is the slow, jerl<y movement of 
the cwsor when runrling two windows at the same time. I 
opened three windows, and had no discernible slowdown on 
texL entry while writing letters of 1500 words or less in each 
window - although the file requestors and menu items ap­
peared more slowly when the files exceeded 2(XX) words. 
This problem was one of the main user complaints against 
WordPerfect, and they COIrected this problem to my satistoc­
tion. While writing this article, I had a 2500-word article on 
the CLI in the first window, wrote th is article in the second 
window, and shrunk the third window contairling another 
I OOO-word article and placed it out of the way in the upper 
right comer of the screen. 

The new file requestor is the answer to many complaints 
voiced about WordPerfect since it was ported over to the 
Amiga This file requestor is Amigatized (read: more intuitive 
and logical than before). The file requestor has gadgets for: 
Parent, Root, Dtives, Sorted By Name, New, Open, Retrieve, 
and Cancel. It also has the familiar string gadgets for directly 
entering the fuU path and filename for any file, just tike the 
o icier version. 

Clickino in one area of the retrieve requestor will bring up 
files, and then clicking in the smaller box to the right will 
bring up creation date information for all files listed. The files 
are displayed much faster !han with the older requestor, and 
the sort-by-name option is equally fast. Additionally, the List 
Files requestor has (besides those of the File Requestor), the 
following gadgets: Exit, I Mark, 2 Marl< AU, 3 Rename, 4 
Print, 5 Text In, 6 Look, 7 Delete, 8 Copy, and 9 Search. 

Speaking of new requestors, here is a list of WordPerfect's 
other new items: Setup menu contairling Backup Options 
menu, which fOrmerly required four different requestors to do 
the same thing; Set Beep menu, which fonnerly needed three 
d ilferent requestolS; Set Macro Path menu, new to the setup 
menu, is where all macros are stored; Default Document Path 
menu, another new item to the setup menu, used for setting a 
default directory for storing a files unless specifying a di:fferent 
directo!)' for storage; Edit Buffer Sizing menu, another new 
one to the setup menu, that lets the user set the amount of 
memory for the file buffer in memory. This is defirlitely one 
of the better additions to WordPerfect for uselS with more than 
a megabyte of memory; Screen Options menu, also new, lets 
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the user select between use of Worl<bench or a custom Word­
Perfect screen as a vehicle to run WordPerfect from; Confir­
mation Options menu, also new, lets the users decide if they 
want to be bothered with that pesky warning requestor for 
both replacing a file and deleting a block of text - another 
VERY nice addition. 

ADDnnONALFEATURES 
The letter enclosed with the update says the spelling checker 
has been improved, although it was not directly changed by 
the updating procedure. Furthennore, this update allows 
Amiga4.1 files to be converted to 4.2 (MS-OOS format) us­
i ng the Import and Export menu items, for moving text files 
across various machines. Nice. To use the new LEARN 
files, instead of using another disk for the new files, simply 
ftJecopy (with the OJ copy corrunand) them over to your old 
backed-up LEARN disk - this will only till about 12 percent 
of it and save you a disk to store all your letters/articles/diary 
entries/etc written with WordPelfecL 

COMPLAINTS 
Although macros are easily written (0 pelfonn the same task, I 
would still tike to see either a running word count or a single 
menu item (or single key stroke) to select for word counL You 
still need to access the spell menu, and select word count from 
the list of possibilites, which Lakes more time than Transcript 
(Gold Disk), but less time than with Excellence! (Micro­
Systems Software), which requires lunning the grammar 
checker before getting a word total. 

Although \\bi'd.Perfect 4.2 has been out for MS-OOS ma­
chines for quite a while, we stiU don 't have it on theAmiga, 
much less the newer 5.0. Why? 

A Ithough the cwsor moves through text at a nice pace, even 
through 2500-word files, I would still tike to see it move with 
the speed of Transcript - still the leader among Amiga word 
processors. 

There is still a slowdown of displaying either menus or re­
questors (but not text) when severa! window are simultane­
ously open, aldlOUgh nowhere near as severe as before. I hope 
a future (if there is one) update will make further improve­
ments in this area 

CONCLUSIONS 
This update to WordPerfect comes on three disks (WordPer­
feet, Print, and Learn), wid145 supplemental manual pages. 
The changes take care of the majority of complaints I have 
heard about WordPetfect in the past, and show that this com­
pany is stilJ detemlined to offer what the customers demand -
quality for the money. Remember these corrections wele 
made on WordPerfect because of customer feedback, so be 
sure to be vocal to this and other companies about product 
changes you feel are importanL Amigatizing WordPerfect 
makes it more fun to use, and it still has all the power that 
made it the number one word processor in all other computer 
formats. After switching in the past to a different Amiga word 
processor that allowed several windows open at the same 
time, I have happily made the switch back to WordPerfect 
This update is precisely what we Amiga WordPerfect owners 
needed, and is a rea! brugain at $12.95. 

WordPerfect v4.1.9 Update 
Price: $129510 registered owners ofWordP"nect ror the Amiga 
WordPerfect v4.1.9(Iheentire package) 
Price : $ 249.95 
WordPerfect 
1555TedmoIogy Way 
Orem, Utah 84057 

As for en­
hancements, 
goneislhe 
slow, jetky 

movement of 
lhecursor 

when running 
two windows 
aflhesame 

time. 
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SID actually 
allows you 
fopeekinfo 
the Amiga's 
operating 
system 

and fake a 
snapshot 
ofwhaf's 
going on! 

SID: System Info Display v3.00 
by Mike Berro 

© 1989 by BCS Software All Rights Reserved 
13432 Lochrin Lane 

Sylmar CA 91342 

This program is provided to us as Shareware. This 
means that the programmers release their pro­
grams Jor different people to try oul. If you like, or 
often use the program, it is encouraged that you 
send a $15 donation to the programmer. In ex­
change, the programmer will send you a version 
that will/wt have the "about" window, which will 
make nwving windows go Jaster (and take less 
memory). You can send less nwney (or just write 
me a letter), but you won't receive a disk in return. 

General Description 
SID allows you to peek into the Amiga Operating 
System ("OS") and take snapshots of the current 
starus. This is especially useful for programmers, 
who must make certain that their programs free all 
of the resources they utilize when the user exits. 
You can also analyze what a particular program is 
doing to the OS. The casual user may get a kick 
out of discovering things such as that the lnruition 
Library in 1.2 is up to revision 702, or that Word­
Perfect calls its tasks "kashmir". 

I wrote (and re--wrote) SID to hone my program­
ming skills, and to test some ideas in programming 
and user interface. I would appreciate comments 
and suggestions almost as much as the money. 

Version 3 Features 
SID now gives much more infonnation. The Task 
list includes priority, flags, state, address, stack 
pointer, and signals allocated. The Libraries and 
Devices usts include version and revision, open 
count, tlags, negative size, positive size, checksum 
and the ID string. Ports reveals the priority, flags, 
signal bit and signal task address. 

Screens & Windows now displays the size and 
depth of each screen. DOS Devices and Directories 
now list the priority, the task address, the stack size 
and the handler name. DOS Volumes now lists the 
creation date and time, the task address and the 
lock list. 

Memory now shows the largest, and commas add 
to the readability of the numbers. 

An added fearure shows all fonts that are currently 
loaded into RAM, and includes the size, style and 
flags. 

SID now can optionally create its own eight-color 
screen, with or without interlace, or can open its 
windows on the Workbench screen. You can jump 
from one mode to the other via a menu selection. 
You can force SID to come up in a particular mode 
from either the Workbench (using ToolTypes) or 
CLI (default mode is a custom non-interlaced 
screen). 

You can now have up to four SID windows open at 
once. Each window title tells you the name of the 
info displayed , and the date and time the info was 
collected. Now that SID updates a window only 
upon command, you can visually compare "before" 
and "after" system states. "Save" and "Print" do 
not update the window. 

Each SID window now updates only when you 
click inside the window, or change display modes. 
The time of the last update is displayed in the win­
dow title, as is a description of what is being dis­
played. 

The SID printout and saved files are better fonnat­
ted, and include the date and time that the infonna­
tion was collected. 

The SID program is now almost 30K long. Still, 
that's not too big considering what it does. The 
"bevelled" look uses only a few hundred bytes, and 
no extra chip memory, so I'm leaving it in. 

Menu Commands 
New Opens a new SID window. This selection is 
ghosted when four windows are open. 

Save Saves the contents of the current window. 
The tile name is "SID.docNN", where NN starts at 

"0 I " and increments to "99". SID does not detect if 
the file already exists. The file is created in the 
same directory as SID when run from the Work­
bench, or in the CU1Tent directory when run from 
the CLI. 

Print Prints the contents of the current window. 
An extra line-feed is added at the bottom, but not a 
fonn-feed. 

Close Closes the current window. Same as click­
ing on the CLOSEWINDOW gadget. If it is the 
last window, SID will exit. 

Quit Closes all SID windows and exits. 

Continued On Page 68 
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by Mike Hubbartt 

Your adventure 
starts with you 
riding to the 
city of Hillsfar 
on a horse. 

While in college, our Friday night game of Dungeons 
& Dragons meant relief from the week's studies and a 
chance to socialize. Up to twelve of us played, six 
regular players and one to six curious friends that 
would listen to us talk about the games while in class 
during the week . We used paper to keep track of our 
characters' statistics, any treasures found, and a map 
of the dungeon where the action OCCUlTed. 

Strategic Simulations (SS1) has developed an Amiga 
product that relieves players of the tedious task of 
writing down all their infonnation, while still retaining 
the action and fun of a D&D adventure. This product 
is Hillsfar, based on the Forgotten Realms adventures 
from TSR. This game will allow a single person to 

explore a strange and dangerous realm, without the 
beer and Fritos expenses of our Friday night get­
togethers. 

Where do you get your characters for the adventure? 
There are characters already generated, one of which 
you can select. Import a favorite character from the 
SSI Pools of Radiance game, if you wish to continue 
an adventure with an old friend. If neither of these op­
tions appeal to you, then create a new character from 
scratch. 

Each character has a race such as Human, Elf, Half­
Elf, Dwarf, Halfing, or Gnome. Both sexes are pre­
sent in this world, so choose whether your character is 
male or female. Another important stat is the class of 
your character, which includes Cleric, Fighter, Magic­
User, Thief, Oeric/Fighter, Cleric/Magic-User, Cler­
ic/Fighter!Magic-User, Fighter!Magic-User, Fight­
er/Thief, Fighter{Thief/Magic-User, and Magic­
User/Thief. Plain Geries cannot use sharp instrumen­
ts, so they are not the best fighters to have around 
Thieves can get into places where you want to go, so 
make a good choice - how about using a halfing thief 
named Baggins? 

Characters need a good, evil, or neutral aligrunent, 
and have quite a few choices on how they are aligned. 
Choose your character's alignment from the selection: 
Lawful Good/Neutral/Evil, Neutral Good, True Neu­
tral, Neutral Evil, Chaotic Good/Neutral/Evil. 

The familiar stats of Strength, Intelligence, Dexterity, 
Constitution, and Charisma are generated after choos­
ing the character's attributes. The range for these stats 
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is 3 to 19, and you can have the program re-roJJ if you 
do not like what you first see for your character. You 
also receive hit points (how much damage can you 
take), Gold (money to buy stuff), Exp (experience 
points), and Level (of advancement). These values 
are based on the different choices you make, so think 
about it before making your stat selections. 

Your adventure starts with you riding to the city of 
Hillsfar on a horse. Dodge obstacles like fences and 
ditches with the joystick, or your horse wiJJ throw you 
and can leave you stranded. I f stranded, you may ei­
ther walk on or return to the starting point, look for an­
other horse, or wait for someone to carry you on. 
Walking is dangerous, since all sorts (like bandits) are 
probably in the woods looking for someone like you 
to rob, so think carefully before choosing any option. 
This part is not too difficult, but keep in mind that 

I 
I 

I 
I 

l 

Continued On Page 70 

CHECKPOINT 

Dodge obsta-
cles like fences 

anddifches 
with the joy­
stick, or your 

horse will throw 
you and can 

leave you 
stranded. 

----I 

I 
I P.O. Box 2035· MeNMU , Virginia 22110 ·703..J30-Sl5.3 

~ 
'---- - - ----- - - ------- - - -----------------------_ .... _--------
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Carmenisa 
detective ca­
per. You os a 
rookie, must 
face some of 
the toughest 

capers, along 
wilhyour 

trusty crime 
computer. 

Where In The 
World Is Cannen 

Sandiego? 
by Mike H ubbartt 

Who says learning new facts should be painful? The 
best educators in any level of school are those that 
make a subject both easy and fun to learn. I had a 
teacher in high school who had a love for interesting 
facts about other countries, and he was able to inter­
est the entire cla% in an otheIWise boring subject. 

Most computer pro­
grams for education­
sl purposes teach by 
rote learning - the 
OLD way of learn­
ing by repeatedly 
covering the materi­
ai, no matter how 
boring it becomes. 
Finally, a software 
company has an 
Amiga educational 
product both fun to 
use and very beneti­
cial for people of all 
ages. The program 
is Where In The 
World Is Carmen 
Sandiego, from 

Br00derbund Software. 

Carmen is a detective caper. You're a detective from 
the Acme Detective Agency, after the infamous Car­
men Sandiego and her gang (VILE.) which are out 
to rob the world's treasures. You start out as a Rook­
ie, progressing up to Ace Detective - where you face 
the toughest cases in the world. You have a trusty 
crime computer for aiding your investigations, al­
though you only see messages output to a "plinter" 
instead of a CRT. The crime computer gives the ini­
tial clues to go on, and it's up to you to follow them. 

Start out in the city where the theft occurs. Move 
around to different sites in the city to ask questions 
about your suspect. You don't need to ask any ques­
tions, per se; the program a~sumes you would ask 
about the suspect where ever you go, so it saves all 
the extraneous typing. You must fIrst identify 
him/her using the clues from witnesses that see the 
thief, before issuing an arrest warrant, which is a 
must for such a law-abiding citizen as yourself. Use 
the police dossiers for alI the gang members to fmd 
identifying characteristics that might make your thief 
stand out from others with similar characteristics. 
The clues are entered into your crime computer, 
which proceeds to identify the crook and then issues 



a warrant for his/her arrest nesses may say that the crook asked about perfume 
manufacturing, or how to grow vanilla beans. Use 

Cannen Sandiego is an equal-opportunity employer, the almanac to fmd where vanilla beans grow best, 
regardless of her other shortcoming, so there are or which key city where perfume is traditionally 
both male and female gang members in V.I.L.E.. made. 
The gang consists of Merey LaRoe, Dazzle Noeker, 

The gang of Lady Wayland, Red Bulk, Scar Graynolt, Nick The manual itself is small, although it provides 
Brunch, Fast Eddie B, Ihor Ihorovitch, and Boom- enough infonnation on the members ofV.I.L.E. to 

undesirables Boom Drib. Rarely has such a hard-boiled group as- help you get started. The included almanac is an out-
sembled under one leader, and you can bet Cannen standing feature of the program, and may stimulate will go any-is one mean cookie herseLf1 game players' interest in reading this fascinating 

store of facts. I heartly recommend Where in the whereinlhe This gang of undesirables will go anywhere in the World without any reservations. It even supports 
world to steal treasures. Where in the World has users with expanded memory, providing a faster world to steal 
thirty cities that you must cover, from Sydney, Aus- game. 

Irasures! tralia to Reykjavik, Iceland. The crooks can move 
from city to city, and you will spend some time fly- Where In The World Is Carmen Sandiego? 
ing around yourself in search of the elusive crook. Price: $44.95 

Broderbund Software 
Instead of providing a simple on-line help option, 17 Paul Dr. 
Br0derbund went the further step by including a San Rafael, CA 94903-2101 
World Almanac and Book Of Facts. TIle cwrent 800-527-6263 
book is included, not a cheaper out-of-date version. 

I This thick book is choek full of interesting facts, 
, even covering pro football statistics like Dan Mari-
no's records. This almanac is the place to tum to 

I when looking up the clues from the game. The wit-

Prospector - Continued From Page 46 you'll love how Xor plays. The screens and 

I You must collect all the balloons to complete a 
characters are very welJ done. My main com-
plaint about this game, was that it is a matter of 

level, so be sure not to destroy any or you will learning the moves exactly, if you want to win. 
need to start all over. How can you destroy the Xor is very unforgiving, so arcade addicts that 
balloons? It's quite simple. There are charges of love to know all the exact moves for a game will 
dynamite that you explode by dropping boulders love this one. This game will please arcade game This game will 
on them, which open sections of the maze. If any addicts to no end, since ther are so many mazes to 
balloons are nearby when dynamite is exploded, learn. pleasear-
bye-bye balloons. This is a part of the game I 

cadegame I d idn 't like, since it requires restarting the maze Prospector in the Mazes of Xor 
from scratch. Price: $39.95 addicts to no Eurosoft International 
Be alert, since there are decoy balloons out there 70 Woodfm Place, Suite 400 end since 

I just waiting for you to stop by. There are also four Ashville, NC 28801 

lhereareso pieces of the maze map somewhere out in the 704-255-7590 
maze, which highlight a different section of the 

many mazes map after your characters fmd and pick them up. 
Another obstacle encountered is the sphere, which to learn. can be bumped and moved into other items, un-
less they are up against a wall and your character 
can't get behind it for a push. TIle teleporter occa-
sionally helps when stuck in one part of a maze, 
although I would like to see a few more on the 
starting levels to help the newer players. 

There are quite a few mazes to play, for the begin-
ner to advanced player. If you liked Dig Dug, 
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Even now, 
there are a 
number of 

chess touma­
mentsin 

which com­
putersp/ay 
each other, 
and others in 
which they 

confront 
human 
master 

p/ayers ... 

Distant Armies: 
A Playing History of 

Chess 
fJy R. Shrmum Mortiel; PhD. 

Chess and computing share a small history. Chess has 
always been thought of as one of the ultimate tests of 
planning and visionary skill, and also as a metaphor for 
thinking itself. Little wonder then that the dream of 
many inventors throughout history has been to create a 
machine that could mimic human intelligence by be­
coming a master at the game of chess. In the eighteenth 
century, a metal, chess-playing automaton (dressed as a 
Turl<) amazed crowds of onlookers by beating them at 
chess. Few realized that the robot was automated by a 
man hiding inside. 

The fascination with machines' being able to compete 
in games of chess and bettering human players was 
reinitiated in the mid-1950s by several scientists investi­
gating the realms of artificial intelligence and comput­
ing. Even now, there are a number of chess toumamen­
ts in which computers play each other, and others in 
which they confront human master players. 1he game 
of chess is seen to be a measure and a gateway to cre­
ative mental activity and thinking itself It's no small 
task to write a program on a computer that allows a 
player to be truly challenged in a chess match. The 
N ickersons, creators of Eagle Tree Software's Distant 
Armies, have bested this challenge - by ten times. 

DistantArmies at first glance is just another, or rather 
ten, games of interactive chess. There are several other 
chess playing programs on the Amiga that have better 
graphics, and one that even boasts superb little anima­
tion vignettes in which the pieces actually go through 
the movements of dispatching each other. So, who 
needs another chess game? Well, if you like chess 
enough to coUect clifferent versions of the game, this 
package just could be your cup ofThrkish Coffee. The 
ten chess games that Distant Armies presents are select­
ed from the long and diverse history of the game. 
Some will be quite easy for you to learn if you've 
played the game of chess before, and some will seem 
quite arcane and complex. All are fun, and are accom­
panied by the kind of effects that Amigans expect on 
the screen. 

All of the screens are in Lo-Res, probably due to the 
massive space required for the programs themselves. 
The graphics suffer a bit of the jaggies accordingly, but 
obvious attempts have been made to work in that reso­
I ution in the best ways possible. All of the pieces have 
been designed to give you a feel for the history and ge-

ography of the periods represented. The ten chess-based 
games have been researched from a multitude of cultur­
al sunoundings: 

I. Chaturanga, and Indian game that many consider to 
be the progerutor of the game. 
2. Burmese Chess, which dates to the fifth century in 
the common era. 
3. Chinese, which some consider to be in competition 
with Indian Chess for the rights to its inltial heritage. 
4. Shatranj, which dates to at least sixth century Persia 
5. Byzantine, an alternate Islamic version of the game 
played on a round board. 
6. Medireval, which can be traced at least as far as 
S pain in the eleventh century. 
7. Courier, which is the German forerunner of modem 
European varieties. 
8. TUIkish Chess, which had some historical moves that 
were extremely destructive. 
9. Decimal Chess, another Persian version played on a 
10 by iO square grid 
10. Los Alamos, which dates to a recent period (the 
1 950s), and is one in a prestigious line of versions of the 
game that pits human against machine. 

Graphically speaking, the pieces would look a lot better 
if rendered in anything but Lo-Res, but then there 
would probably have to have been at least a two-disk 
set Some of the games look better then others as far as 
clarity of the sculptured pieces is concerned, but taking 
the whole game screen at a glance, the design is suitable 
enough to get you involved in the game. In all of the 
games, you can choose who plays who: you and the 
computer, the computer against itself, or two human 
players. Games can be saved for later continuance too. 

Continued On Page 74 
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MENACE 
TETRIS Boy-Banleshlps-Spaca Harrier 

ARCADE IMPORTS Fast Lane ...... .. .. .. ....... 29.95 
Afterbumer ................. 29.95 Fed Of Free Traders 37.95 
Altered Beasts .......... 34.95 Fernandez Must Die 34.95 
A.P.B .......... .. ............... 29.95 Fighting Soccer ........ 34.95 
Dragon Spirit ....... ...... 29.95 Fusion ... ................. .. ... 34.95 
Dugger (Dig Dug) ..... 29.95 Garfield ....... .. .. ... ........ . 34.95 
Dynamite Dux ........... 34.95 G.Nius ............... .. ... ..... 29.95 
Elite ............................. 26.95 Grand Monster Slam24.95 
Forgotten Worlds ..... 29.95 Hostages ................... 27.95 
Gauntlet 11 .••.•• •••••••••• .•. 29.95 Ikari Warriors ............. 19.95 
Gemini Wing ............. 29.95 Incrdible Shrnk Sphr 34.95 
Last Duel. ........... ... ... .. 21 .95 Indy Jones - Action 24.95 
LED Storm ............. .... 29.95 Interphase .................. 34.95 
New Zealand Story .. 34.95 Iridion ............... ......... .. 29.95 
Outrun .... .................... 29.95 Iron Tracker ....... ........ 29.95 
Power Drift ......... 34.95 Kennedy Approach .. 29.95 
Road Blasters ........... 29.95 KULT ...... ... .................. 34.95 
Silkworm .......... .. ........ 29.95 Laser Squad .............. 29.95 
Star Wars .. .. ........... .. .. 19.95 Legend Of Djel. ........ 34.95 
Strider ......................... 34.95 Licence To KiII .......... 29.95 
Thunderblade ....... ..... 29.95 Lombard Rally .... .... .. 34.95 
Vigilante ...................... 24 .95 Marble Madness ... .... 19.95 
Vindicators ................. 24.95 Mickey Mouse ..... ..... 24.95 
Xybots ........... ... .......... 29.95 Millennium 2.2 ........... 29.95 

MORE IMPORTS Mr. Heli ....................... 34.95 
Advancd Ski Simultr.29.95 Munsters .................... 29.95 
Archon Collectn 1&11 . 19.95 Navy Moves ............ ... 34.95 
Arctic Fox .................. 19.95 No Excuses ..... ..... ..... 29.95 
Bangkok Knights ...... 34.95 North & south .... 34.95 
Blade Warrior. ........... 34.95 Oillmperium .............. 34.95 
Battle Valley ............... . 29.95 Onslaught .................. 34.95 
BIOOdwych ......... 34 .95 Operation Neptune .. 29.95 
Bombuzal... ......... ....... 34 .95 Phobia ..... ................... 34.95 
Bridge Player 2000 ... 34 .95 Pictionary ... ................ 34 .95 
Captain Blood ........... 29 .95 , 
ChambersofShaolim 34.95 
Colossus Chess X. ... 34.95 

Populous ........... 31 .95 
Promised Lands .... 19.95 

Powerdrome ............. 34.95 
Predator ..................... 34.95 
Pro Tennis Tour. 29.95 
Quantox ................ ..... 29.95 
Quartz ...... ................ ... 34.95 
Quest For Timebird .. 37.95 
Rally Cross ................ 29.95 
Realm Of The Trolls 34.95 
Rick Dangerous ........ 29.95 
RobO eop .................. 29.95 
Roller Coaster Rmblr29.95 
Scapeghost ............... 29.95 
Skweek ....................... 29.95 
Skyfox II ..................... 19.95 
Slayer ................. ... ...... 29.95 
Sleeping Gods Lie ... 34.95 
Spherical .................... 29 .95 
Sporting Triangles .... 29.95 
Steel... ......................... 29.95 
Steigar ........ ....... ... ...... 29.95 
Stir Crazy .......... .......... 29.95 
Stunt Car Racer .. .... .. 34.95 
Tank Attack (deluxe)29.95 
Terrys Big Adventre.29.95 
Thunderbirds ............. 34.95 
Tom & Jerry ........ .. .... 34.95 
Toobin ............... ...... ... 29.95 
Trivial Pursuit 11... .... ... 29.95 
Turbo Cup ................. 29.95 
Voyager ........ .............. 34 .95 
Wicked ............ ........... 34.95 
Xenon 2 .............. 34.95 

Xenophobe ............... 34.95 UMS ............................ 29.95 
DOMESTIC War In Middle Earth .31 .95 
Bal. Of Power 1990 .. 32 .95 W. Gretzky HockeY .. 34.95 
Battle Squadron ........ 27.95 SPECIALS 
Bard's Tale 11... ........... 37.95 Action Service ........... 19.95 
BatUechess ................ 29.95 Black Lamp ... ............... 9.95 
Battlehawks 1942 ..... 34 .95 Califomia Games ...... 19.95 
Beyond Dar!< CastJe.24.95 COrruption .................. 14.95 
Blood Money ............ 24 .95 Destroyer. ........ 9.95 
Carrier Command ..... 26.95 Distant Sun ...... ... .... ... 47.95 
Dungeon Master ....... 24.95 Empire ....... .. ....... ........ 19.95 

Dungeon Maps ....... 4.95 Enlightenment... ..... ... 14.95 
Dungeon Mastery. 12.95 4x4 Off Rd Racing ..... 9.95 
D. Master Editor .... H .95 Golden Path ........... ... 19.95 

Falcon ......................... 32.95 Impossible Mission 2.9.95 
Mission Disks ........ 17.95 Kelly X .... ......... .... ....... 14 .95 

Fiendish Freddy ........ 34.95 Motorbike Madness. 14.95 
Hex ............................. 24.95 Nord & Bert ............... 14.95 
Hillsfar ........... .............. 34.95 Pandora ........................ 9.95 
ItCame From Desert31 .95 Retum To Genesis ... 14.95 
Kristal .... ..... ............. .... 34.95 Roadwars ................... 14.95 
Lost Dutchman Mine34.95 Space Cutter ............. 14.95 
Maniac Mansion ....... 34.95 Space Sta. Oblivion ... 9.95 
Omega ....................... 34.95 Speedboat Assassin 14.95 
OmniplayBaSketball34.95 Spidertronic ..... .. .... ... . 19.95 
Paperboy ..... .............. 34 .95 Star Fleet One ... .. ..... 24.95 
Pipe Dream ......... ...... 27 .95 Sub Batl1e .................. 14.95 
Pocket ROckets ........ 27.95 The Games .................. 9.95 
Shadow 01 8east... .. 34 .95 Wanted ....................... 19.95 
Shoot Em Up C. Kit . H .95 Warlock's Quest ....... 19.95 
Side Arms .................. 27.95 Whirligig ....................... 9.95 
Sim City ...................... 29.95 IMPORT MAGAZINES 
Star Glider 11. •.•..•...•••.. 27 .95 AMIGA ACTION ........... 6.95 
Swords 01 Twilight...37.95 AmigaComputing{diSk)8.95 

GUARAN TEED LOWEST 
PRICES CAll 

AMIGA FORMAT(disk) 8.95 
THE ONE ..................... 6.95 
ACE ...... .... ................... .. 6.95 

Commando ............... 29.95 ~----------------4 
Cosmic Pirate ........... 34 .95 

SEGA GENESIS 
IN STOCK 

Com ptr +VideoGames 6.95 
GAMES MACHINE ...... 6.95 

Custodian ...... ............ 29.95 SPACE ACE' 
Dogs Of War ..... .. ...... 29.95 I come visit our Walk-in store at 
Dominator .... .... ... ....... 29.95 1839E. Chapman 

~I~~.~~~ .. ~~~.~r. ~.~i~~:~~ 39. 95 sloreHours~!:n~~:o~:.:(7~!~234 

DISK DRiVE ..... . 119.95 
INDUS DiSk Drive .. 149.95 
MOUSE (Imported)49.95 
VIDI- AMIGA ..... 169.95 

Supra 2400 Modem 119.95 Emperor Of Mines .. .. 34 .95 IMaiIOrderHours~on-Sal(714~189 
F-16 Combat Pilot ... 34 .95 L-_______________ -' OLOR Monitor 319.95 

ORDER LINE INOUIRIES & CA ORDERS 

(800)-443-8189 (714)-639~8189 

•
' NO EXTRA COST FOR CHARGE CARDS Hardware shipping - call for quote. 

• • • ! Software shipping-$3.50. For 2 day air add $1 .75 per title. COD orders + $3.75. [ 'nSA I 
COMPUTER GAMES + • BOx 6144 • ORANGE CA 92667 • (714) 639-8189 



SID - From Page 62 

The Display Menu selects what info is to be 
displayed in the current window. The info is 
not interpreted; it is "raw" data. Check the 
RKM for more information on what it all 
means, or just experiment. You cannot 
change any system parameters using SID. 

The Options Menu selects whether SID 
opens windows on the Workbench screen, or 
creates its own custom screen. "SID Screen" 
creates a 640x200x3 screen, "Interlace" cre­
ates a 640x400x3 screen. If you are unable 
to open four windows in interlace mode, you 
have probably run out of CHIP memory. 

Default Startup Options 
From CLI, add the letter "I" for interlace 
mode, or "W" for Workbench. From Work­
bench, use the Wo menu slecetion to change 
the Tool Types field. Set "FLAGS=I" for in­
terlace, or "FLAGS=W" for Workbench. 

Miscellaneous Wormation 
SID displays no error messages, but errors 
(insufficient memory for a new window or 
file save problems) should not cause prob­
lems. 

If you want to permanently change the SID 
custom screen colors, ftlezap the program 
and look for the ASCn text "Colors". The 
next 8 words comprise the color map. 
Please don't distribute a modified version. 

In case you were wondering, SID uses its 
own fast text routine, which includes its own 
font for the data display. 

SID windows are GIMMEZEROZERO and 
S MART_REFRESH, which makes them 
slow memory hogs. However, it makes the 
scroll gadgets fast and easy. 

SID has been tested on the 68020 and 
68030, and on the Super Agnus, and seems 
to work fine. 

SID is 100% assembly language. Mostof 
the routines are reentrant, so I suppose I 
could eventually make SID resident. 
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CHAOS - From Page 30 

tronic circuits, and quantum mechanics. 

Fractals and Dynamic Equations 

The dynamic equation can draw many simi­
larities from fractal equations. The main dif­
ference however, is that in dynamic equations 
we are using real numbers, in fractals we use 
complex numbers that are composed of a real 
and imaginary part. 

The Chaos Game 
The PBS station in N.Y. had a special on 
Chaos a few months ago. During the show a 
mathematician, Micheal Bamsley, introduced 
an interesting phenomenon he dubbed the 
Chaos Game. 

How the game is played is simple. We use 
one die and a sheet of paper. We draw three 
points on the paper, as if they are the three 
comer points of a triangle. Each comer is la­
beled with two numbers of the die. So, for 
our first comer we use 1,2, second comer 3,4 
and third comer 5,6. Now we start to play, 
choose any point randomly, anywhere on the 
paper to start from, and throw the die. What­
ever face turns up, you draw a point between 
the point you are currently at and the comer of 
the triangle identified by the number on the 
die face. So if you threw a four you'd use the 
(3,4) comer to draw to, or if you threw a 6 
you'd use the (5,6) comer. To continue, this 
new point becomes the current point. Now 
you throw the die again and continue in the 
manner just described. 

Now after you have thrown the die a couple 
of thousand times what kind of picture do you 
think will appear. Well if you're like most 
people you wouldn 't think any image would 
show up, just a bunch of random dots in the 
shape of a triangle right? Naw, if thats all it 
did would I go through all this trouble to play 
the Chaos Game? 

Fortunately, we don't have to sit around 
throwing a die all night, we have a computer 
that could plot it out in a minute or so. Run 
Chaos Program 3 and take a look. 

The image generated is a fractal called a Sier­
pinski triangle (or gasket). Oh as you read the 
code you may notice I used just one number 
per comer instead of two, which is equal to a 
three sided die. It doesn't make a difference if 
you use three numbers or six. The game was 

originalJy played using six numbers because 
dice have six sides. A three-sided die is hard 
to throw in the real world, it's even harder to 
make. 

IFS Graphics 
Now that you've played the Chaos game, let's 
enter the hot topic of IFS graphics and see 
how it relates to the Chaos game. First, IFS 
stands for Iterative Function System. This 
system is being developed by Michael Bams­
ley (you may remember him from the previ­
ous chapter) and Alan Sloan, two mathemati­
cians from the Georgia Institute of Techno 1-
ogy. The U.S. government Defense Ad­
vanced Research Projects Agency (DARPA) 
has provided funding in this area. This system 
achieves a 10,000 to 1 or higher image com­
pression ratio. 

As I stated before self-similarity in nature is 
the rule. The lFS system capitalizes on this 
fact to generate images. The basic operation 
of the system is as follows. You start with an 
image and fmd a lFS fractal code that repre­
sents a portion of the image. This image por­
tion that is coded should be replicated a num­
ber of times through out the image. As an ex­
ample you could code one leaf of a tree, then 
generate a thousand of these on tree branches. 
These lFS codes are atfme transformations 
that, when run through a random iteration al­
gorithm, will regenerate the original image. 

Chaos Program 4 is an example. The IFS 
code is the 16 numbers contained in the data 
statements. The rest of the program is the ran­
dom iteration algorithm. The random iteration 
algorithm can be used with other lFS codes. 
Let the program run for 15 minutes or so, and 
you will find a near photo-realistic image of a 
fern on your computer screen. Although the 
technique for computing the lFS codes is too 
detailed to cover here quickly, I'm planning 
another article just on lFS graphics with a 
code and decode BASIC program. 

For now let's jump back and discover the re­
lationship to the chaos game. Chaos game 
three also used a random iterative algOlithm to 
generate the Sierpinski gasket. Examine the 
code to both programs and see how the previ­
ous coordinate becomes the current coordi­
nate to generate the next coordinate. 

That's it for now, keep those dice rolling. 
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Flight Simulators - From Page 13 

Geneva, Zurich, Chicago O'Hare, and Indianapolis. 
The $89.95 price tag makes it the most expensive 
Amiga tlight simulator, but it 's weU worth it to those 
who need to practice on a B727 - unfortunately, 
thar's not a lot of us. 

When covering non-arcade flight simulators, should 
you consider space shoot-em-ups? I've included a 
couple, since they take advantage of flight. although 
in a different setting than that normally seen on 
eatth. Let 's start with Br!ilOderbund's Star Wars. In 
this game, you fly a rebel X-wing fighter against the 
Emperor's Tie fighters,led by Darth Vader. The flTSt 
part of the game is flying against these Tie fighters; 
survive 'the encounter ,met ,then head down to the 
death star to do battle on its swface. Blast the towers 
as you dodge their counterfrre, before flying through 
the maze of obstructions in the slot on the Death 
Star's surface. You need to dodge obstructions and 
enemy fire long enough to fire a charge down a vent 
shaft into the nuclear reactor, causing the Death Star 
to explode. There are many levels of this game, al­
though each level gets more difficult, since new ob­
stnJctions appear to prevent it from becoming a bor­
i ng repeat of the last level. 

StarGlider n is a fun space flight simulator with a 
few unique twists. First of aU , it uses a novella to set 
the pace of the game, instead of relying on a dry 

, owners manual to explain the options. This novelJa 
provides l-e3wns why you are on a mission, instead 
of just 'to shoot the villains ' as with most other space 
g<mle5. Another nice touch of StarGlider 0 is the use 
of 3-D instJUment gauges. Only a few are viewed in 
3-D, but they enhance the game to no end. 

The final arcade flight simulator is SkyChase from 
Maxis, producers of the acclainled SimCity. This 
program has the largest variety of planes to choose 
from, for al1 Amiga flight sinlulators. Choose be­
tween: F-14, F-15, F-16, F-18, Mig-27, Mig-31, and 
a special (don't laugh - its not bad) paper airpl<me. 
This progratTI uses the split screen format, simiJat· to 
TopGun for the C-64. The planes are rendered in 
wire-frame - the main reason this prograrnjoins the 
arcade simulators instead of non-arcade ones. One 
or two can play, flyil1g head-to-head when two com­
pete. Like F/A-IS, the m<mual is smaller than I like 
to see with this type of product 

All things considered, buy an arcade if you want a 
game easily learned and still fun to play. Arcade 
games are cheaper, averaging $10.00 less than the 
more serious simulators. Buy a serious simulator if 
you want to experience the joys of flight without the 
expenses normally incurred wilh a trip to the airport 

fume 2, Number 6 

Flight Simulator n 
Price: $49.95 
Jet 
Price: $49.95 
subLogic 
50 I Kenyan Road 
Champaign, IL61S20 
217-356-4[66 

FA/-I8 Interceptor 
Price: $49.95 
Electronic Art'> 
IS20 Gateway Drive 
San Mateo, CA 94404 
415-571-7171 

Falcon 
Price: $49.95 
Spectrum Holobyte 
2061 Challenger Drive 
Alameda, CA 9450 I 
415-522-0107 

Jet Instrument Trainer 
Price: $89.95 
Precision Approach 
2m East 3rd 
Prophetstown, IL 61277 
S 15-537-221 I 

Star Wars 
Price: $39.95 
Broderbund Software 
17 Paul Dr. 
San Rafael, CA 94903 
415-492-3200 

Star Glider n 
Price: $44.95 
Medalist Intemational 
180 Lakefront Drive 
Hunt Valley, MD 21030 
301-771-1151 

Sk'y Chase 
Price: $39.95 
Maxis 
953 Mt. View Drive 
Suite #113 
Lafayette, CA 94549 
415-376-6434 

StarGIider II is 
a fun space 
flight simula­
tor with a few 
unique twists, 

using a 
novella to set 
the pace of 

fhegamein­
stead of a dry 
users manual. 
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Jet Trainer - Continued from page 15 

learn more about the joys and difficulties of jet-powered instnunent flight. 

This program will NOT teach you how to fly a 727 to Paris. It assumes a 
level of knowledge lollnd from extensive use of either real flying or Flight 
Simulator II. Since I am not rated on a jet, I went to a former military pilot 
for his perspectives on Jet :Instrument Trainer, and this review reflects 

. both of our opinions. 
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What flight profiles does lIT have? How about Normal Takeoff, Normal 
ILS, Non Precision Approach, All engine Go-Around, 2-Engine 
Approach and Go-Around, I-Engine ILS and Go-Around, Raps Up 
Landing, Steep Tums, and Approach to Stall. The diagrams in the manual 
show each maneallver, and the general instnunent settings needed to 
perform them Run through these maneuvers with or without wind 
turbulence for more realism. 

Lets take a look at a normal 727 take-off. Tum on the power (naturally), 
setting next the airspeed and then the maximum deck angle of 15 percent 
A fte .. reaching 1000 feet, reduce the angle of ascent for a rate of climb of 
500 to 1000 feet per minute, adjusting the tlaps according to current speed. 
At 2000 feet, increase speed to 250 knots, maintaining a climb angle that 
produces a climb rate of 500 to 1000 feet per minute. Thats it Not as bad 
as you might have thought, eh? All profiles have these general 
instructions, but they don't teU you how to set all the instruments to 
specific values, so you can experiment to get the feel for them. 

The manual has illustrations of the instnunent panel for those of us 
unfamiliar with the layout The instnunent p"dI1el contains the following: 
Airspeed, Attitude Indicator, Altimeter, Power Indicator, Clock, Speed 
Brake Indicator, Landing Gear, VOR, Heading Indicator, and RMl Nav I 
and Nav 2 is additionally displayed. 

The main purpose of Jet Instnunent Trainer is pilot familiari7..ation with 
instnunent scanning. This program has both jet and prop modes. The 
manual comes in a three-ring binder, which is simple enough to keep open 
while approaching the Paris runway for a landing. The manual contains 
authorized Jeppesen charts for Dallas, Athens, Belgrade, London, Paris, 
Guadalajara, Mexico City, Geneva, Zurich, Chicago O'Hare, and 
I ndianapolis. The manual has a few sample tlights for you to get familiar 
with the program, and they are simple enough to follow. 

I can and certainly do recommend this product to any pilot or SERIOUS 
flight simulator pilot, but not to the ocassional arcade pilot that is simply 
curious. 

Jet Instnunent Trainer 
Price: $89.95 

HillsFarr - Continued from page 63 

your horse won't jump unless he has a bit of room before the obstacle. 

After (or should I say "if') you anive at Hillsfar, the screen 

displays a map of the city, your attributes, and a smaller view 
of what you would see. Move through the city using the joy­

stick, exploring buildings as you come across them (some 
with treasures) or just get a feel for the city. Stop at the 

archery range and practice a few shots if you wish. Whether 

visiting one of the guilds, the bookstore, a temple, a healer, or 

the haunted mansion, there is plenty to keep you busy while 

in Hillsfar. Occasionally, people will approach you with 

wares for sale, or to offer their services to you (such as a 
thief). A thief along on your adventure can be helpful when 

you come across a locked chest, and you won't have to con­

trol his movements - the program does that for you. 

The graphics in Hillsfar are weU done and realistic. Whether 

picking a lock or fighting an Orc in the Arena, the action in 

this Dungeone & Dragons style game is superb. I have been 
in touch with myoId "D & D" gang, and we are talking abollt 

getting together to play another game, and they aU want to 

see how well the computer version plays. I have enjoyed this 
better than the older Amiga Dungeons & Dragons style 
games, and look forward to exploring aU aspects of it before 

heading on to the next in the series (Curse of the Azure 

Bonds - not yet available). I can certainly recommend this 
game for either experienced D & D players having a hard 

time getting together with a group of people, or to those just 

curious about what this D & D craze is about. 

Hillsfar 
Price: $49.95 

SSI 
675 Alrnanor Ave 

Sunnyvale, CA 94086 
1-415-964-1353 
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A MAGAZINE FOR THE AMIGA INDUSTRY 

Amiga developers, dealers and distributors, now there is a 
centralized Amiga industry magazine: 

The Amiga INSIDER. 

Dealers, what's going on insider Commodore, what are the 
new products available, and what are the hottest new products 

coming soon? Of all the similar products, which should you 
use shelf space fOf~ and which shouldn't you bother carrying? 
Are you wasting valuable retail space? What to lookfor, and 

what to look out for. 

How do you deal with the Post-Holidays slump? What methods 
do successful dealers use to sell products? 

Developers, each issue will bring you valuable information on 
how to manufacture, market and distribute products in this un­

usual marketplace we call the Amiga community. 

How do you break into the difficult "chain store" distribution? 
Do ports payoff? What are the latest copy protection schemes, 
and do they actually help? What about packaging, what meth­
ods, or packaging schemes actually reduce your labor and ex­

penses? And what are the most cost effective packaging 
methods available? 

The Amiga INSIDER: The Industry Magazine For 
The Amiga. 

And the best part of all ... it's FREE! 

If you are a qualified Amiga developer, dealer or distributor, 
give us a call and secure your copy of the Amiga INSIDER! 

Call (301 )439-1151 (9-5pm) E.S.T. 
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Not on/y is 
Distant 

Armies a 
whole list of 
challenges 
for novice 

and master 
chessp/ay­
ers, it's also a 
superlative 

histay lesson. 

Distant Armies - From Page 66 

You can also tell the system to print each move or all 
moves in step by step algebraic notation, if you're into 
that depth of professional need. 

To aid you in your quest for Chess Glory and to help 
you learn the moves of the more arcane games, you can 
select either a beep or a narrator 's voice to wam you 
concerning "illegal moves". You can also select to 
"show legal moves", and every time you grab a piece, 
your optional moves are highlighted on the board. I 
found this a great help in learning the moves. 11lere is 
also a list of the rules that you can access at anytime, but 
this is more helpful for the first two or three times 
through a game, being too time consuming oIherwise. 

If the computer delays too long, you can choose to 
"Force Computer Move" which will speed things up. If 
you're really anxious, you can also display all the pre­
sent dangers by selecting "Show Threats". Moves can 
also be "taken back" in one step or as a repeat of the 
w hole game. Some of the games have more than one 
possible list of rules (Medireval Chess, for instance, al­
lows choices between Spanish, French, or Fnglish ver­
sions). 

As if it wasn't enough just to learn all these games, this 
software is a lot of fun. It lets you manipulate the qual­
ity of the narrator's voice in a very complex requester 
that allows you to toggle between male and female, set 

the speed, and determine the pitch. Some choices en­
hance clarity, while other selections are hilarious. All of 
the games pop up on the screen in 2D, as if you were 
staring at the board from ovemead. Just a touch of the 
menu however brings you into 3D, as if you were sit­
ting at a gaming table across from your opponent Want 
to see what the game looks like from your enemies' 
standpoint? No problem Just select "Switch Sides". If 
you're a visually oriented person instead of a mental 
perceiver, this can be very handy, and it also allows you 
to play yourself. You can also "set up a position" when 
the game begins, in order to rehearse getting yourself 
out of classically tight spots. Pieces can be moved with 
a cursor hand or arrow. All of this should be enough, 
and at this point, your money can be said to be very 
well spent But there's even more. 

Not only is Distant Annies a whole list of challenges for 
novice and master chess players, it's also a superlative 
history lesson. All of the games have accompanying 
historical and cultural text to ground the game in defi­
nite time periods and geographical places. Attention is 
paid to connective data, showing how speculation in­
sists that this or that movement of cultures may have in­
fluenced the playing of the game in different areas. Hu­
morous anecdotes are included as well. Some of this 

text is so complete, it'll make you think you're studying 
for your doctorate in social symbolism and anthropol­
ogy. All of it is so interesting, though, you'll scarcely 
feel the academic sting of schoolbook learning. It will at 
least give you a host of facts with which to amuse your 
friends and delight your peers. When games are saved 
with "Label Game", the names of the players and short 
comments can accompany the process. 

The list of extra features continues. If you desire to 
change the colors, just bring up the palette requester. 
Before you know it, you're moving gold pieces on a 
fuchsia and mauve background Ctrl/LefiAmiga,l''N'' 
also brings up Workbench, allowing all the multitasking 
that memory will permit The difficulty level of each 
game can also be set There is a Glossary and Source 
list available in the menu bar. 

The "manual" is hardly that -just a couple of pages that 
quickly give the essentials. I can only think of two 
things that I would like to see, and they are adminedly 
not that crucial. One is some graphics in the manual 
that depict various games and menus. This might help 
the non-<:hess-experienced gamer. The other is the abil­
ity to save palettes from game to game while you tour 
the program screens, although if you save a game, that 
is also included. In general, I find computer games ei­
ther boring or frustrating, but I find chess to be a contin­
ual challenge. With this software, I both enjoyed chess 
and learned a good deal of history. Because it can mul­
titask, it's perfect to have up on the screen at the office, 
as it can be quickly hidden just in case the boss rounds 
the comer. 

Distant Armies: A Playing History of Ch~ 
by Scott andJeJTelI Nickerson 
Eagle Tree Software 
P.O. Box 164 
Hopewell, VA 23860 
804-452-0623 
Suggested Retail Price: $44.95 
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ON 
A~gaAmmmwn·ALmuredEmMn 

About This Speclollssue 
What you gel, and how 10 gel more Infor­
matfon about the pfOducts menlloned. 

Taking a Good Look at Amigo Anlmatfon 
byJay Gross 
Overview of Amigo Animation Software. 
Hardware. techniques and expectations 
far the fu1ure. News abou1 new develop­
ments and new products and improve­
ments to come. 

MakeAnlm Program 
Get in on the oct, and make your own a ni­
mations. even rt you don ' t hove one of the 
commercial animation programs, yet. 
Here ~ MakeAnim. a freely dis1ribu1able 
program for put1ing your own AN 1M format 
flies together from pictures. Complete and 
working, on the diSk, along wrth a how-to 
file to tell yOU how to use rt . 

Product Review: Zoefrope 
by Mike Hubbartt 
Here's a took at one of the newe< Amigo 
animation procucts on the mall<et. 
Zoefrape. n has serious limrtations for seri­
o us vk:ieo enthusiasts, bu1lf you just wont 
t a make things move for the fun of it, it fills 
Ihebil!. 

ZoeAx2,RIF Animation 
Th~ neat animation gives you some ideo 
about what you can 010 with Zoefrope in the 
w ay at moving titles around on the Amigo 
screen. Animation by Mike Hubbart!. 

F rogmovle Anlmatfon 
First thing you notice abou1 th~ neat tree 
frog is h~ eyes. Then his lunch fiies Into the 
picture and kerpop! Yummy. 

Animation Program 
Included so VOIl call 

tn' vOllr-hand of 
allimation.' 

DeluxePalnt III: The Next Generatfon 
by Mike Hubbartt 
Electronic Arts' new upgrade to Deluxe­
Point ooIos animation to the world of 
Amigo paint programs. DeluxePaint III 
makes rt easy by keeping track of the 
frames for you. 

Example Anlmallon: DeluxePalnt III 
by Mike Hubbartt 
This is on example of what you can do 
quickly a nd easily wrth DeluxePalnt III and 
a little poring through the manual to see 
how it woll<s. 

A X Anlmatfon 
T he cor on the cover o f Ami Exchange 
Magazine Issue 2.2 springs to lite, and a 
tew other rather startling things occur, as 
well . This animation was created wrth 
DeluxePaint III from digitized images (and 
a IiNIe tinkering here and there) by Sham­
m sMortier. 

Procuct Review: Fanlavlslon 
by Brion Roberts 
Brion explains a little abou1 what was in­
volved in c reat ing the NCR Fantovislon a n­
imations. 

Marilyn - Fantavlslon SIy1e 
A coloriized Marilyn Monroe animation 
done wrth Fantovision . 

Objects 
This Is a whole subdrectory of objec1s fOf your 
animatng and roytrochg pleasure. The fiIst 
batch goes with the Videoscape tu1Of'd. 
Next is o n object for roytracing in Sculpt-
3D. It is: HangGllder.scene 

C overed This Issue 
· Fwzlm 'isiIJl/ 

• Sm I pI! EllItr 
·Lac/rope 

·Deluxe PU/111 JlI 
• Video,lmpe-3D 
' [w hu Si Irel" 
' Frwnegrab/Jer ' /meljill1l" (/1/£1 //Ion' . 

3D Font 
Some of the mast ditlicu~ to make objects 
in roytrocing packages are alphabet char­
acters. They're complicated and ~me­
consuming . Here for your roytracing plea­
sure Is a set of capITOls In a 3-D fonl named 
AX.BoId. Ws in Turbo Silver 3.0 format . 

Turbo Silver: Animation Made Simple 
by Clyde R. Wallace 
A walk-through tutorial on how to do on 
animation with Turbo Silver 3.0 (and Ihe 
new 'SV' update) from Impulse, Inc. What 
to watch au1 for, a nd how to get the mosl 
ou1 of Ihe time yOU invest. 

S pac\ol FlyBy: A Turbo Silver Animation 
by Clyde R. Wallace 
The a nimation, Spacial FlyBy d epicls a 
planetary system in 3-D space, through 
which the viewer (that's you!) moves, tak­
ing In the sights as you go. This is the tutori­
al's demonstratio n a nimation. 

Ma~lyn 

By Clyde R. Wallace 
Th~ Is on explalnaHon of how the Marilyn 
animation was created. This was not just 
your overage frame grabbed a nimalion. 
Several consideration Wafe kept in mind 
when c reating the animation. For instance, 
t he animation was designed to hove 
many frames Ihat would c reate a long 
running animation in a short amount o f 
memory. 

Ma~lyn The Animation 
By Clyde R. Wallace 
This is the acco;'npanying animation from 
the Marllynarticle. Cleariy, Norma Jean 
and the Amigo belong together. 

Where to Gel More Informatfon 
This is a list of company names, addresses. 
and telephone numbers for the products 
mentioned in this issue. 

Selling Your Animations 
byJay Gross 
A fler you get all the hardware and all the 
software you need, and offer you gain all 
t he experience a nd skil~ you need to do 
animation on Ihe Amigo, what then? You 
don' t have to sell your animations, of 
course, bu1 if you wont to, here are some 
suggestions for marketing your wall<, your 
seNices, or your animated features. 

Get Set for MovieSeHer 
by Chris Bailey 
Gold Disk 's animation entry on the Amigo 
scene is MovieSeNer, one of the scrcalled 
sprite-based a nimation products. He<e's 
on article on Ihe program, including a dis­
c ussion of how the demastration anima­
lion was procuced. 

Movle5eHer Anlmatfon: AX Movie 
by Chris Bailey 
Th~ MovieSeNer animation shows oN the 
smoolhness of MovieSeNaf's animatlOIl5. 
In only abou1 tfJ kilobytes of d isk space, 
and within the memory constraints of a 
standard, 5t2-K Amigo, IT procuces on ani­
mation losting a full 42 seconds. The pro­
gram supports sompled sounds, too, bu1 
I hey couldn 't fit inlo a 512-K Amigo on lop 
o f this slick animation , so Ihe sounds hove 
been omitted from Ihis demonstration. 

You can order this Special Is­
sue with your Order Form, or 
by calling 1-800-284-3624_ 



In the previous • Issue . •• 

Amigo News and New Products 
Amlga news from COMDEX in Chicago, Ihe National 
Computer Graphics Association show in Philadelphia, 
and incredible new Ami;)a graphics boards, Article by 
Jay Gross 

The Gossip Fence 
A IrNle brt of knowledge can be a dangerous Ihing, To-
101 Fiction by Jay Gross 

S top The Presses 
The latest news, Paper articles have log limes, but 
d~ks don' t. Here is Ihe latest on a new Amigo com­
puter a nd more 

Virus Warning 
A purported newer versron at VirusX3,3 ~ really a virus, 
Important Infarmalion 

WORKING DEMO: Fonf-Works ICON 
Load on Amigo font, odd a d rop shadow, color. and 
a 101 of olher things, !he demo does everythir,g but 
save, You MUST use he iconl Included are some tips 
on how 10 make the best use of the demo ve"",n in­
cluded in th~ issue, Have fun, 

ABOUT the Font-Works Demo 
PLEASE read this first, before running the Font-Worl<s 
demo, The guru will hoJnl you rt you don't' 

FONTS: To Add To Your Own Workbench 
Whelher yau are using a point program, or wordpro­
cessor tnat supports different fonts, you are probably 
t Ired of your typca!. some old fonts, Here are some 
more fonls 10 add to your collection, Complete wrth 
a n ICON ulility to install them on your own d~k, 

unUTY: Workbench Toggfe 
This icon driven ullity willet you swrtch between your 
narmal Workbench, ard a HIRES Workbench screen 
w ithout going to preferences, and wrthout rebooting, 

f CONS: For Your WOIk bench 
If you are tired of looking at those some o ld WOrl<­
bench icons, here are a few more 10 spruce up your 
Workbench screens, S:mply 'drog' them over to your 
own Wor<bench disk, 

What's New 
From the lalest in hardware add-ons. 0 new mouse, 
Word Perfecrs Amigo policy, soNwore, a new presi­
dent at Commodore. and more. 

unuTY: FreeSpoce Indicator 
This convenient icon diven ut ility will d~play in a small 
w indow exactly how much spoce you have free on 
your disk dOves, memory and virtual RAM DISK (rt you 
have one), When ever you are copying things, or just 
looking for a disk wrth a little extra spoce, th ~ ~ the just 
t he ticket. Program by R L, Stockton, 

DeluxePolnt III: Even More "Deluxe" 
Don Silva's third genera non of Ihe king of point pro­
gra~ is now shipping I Article by R, Shomms Mortier, 
PhD, 

What's Up With Collgo"? 
The S2,OCO 3D art program readies a scaled-down ver­
Sion for normal humans I Micle by R, $homms Mortier. 
PhD, 

I mage Processing Overview 
An oVervie", of whallmoge Processing is, and exactly 
what it can do, Toke a look at tn~ article for a general 
understanding before d iving into the seporate articles 

The 80286 Amigo Bridgecard 
A ll the information werth knovAng abaut the lafesf In 

Bridgecord technology: 80286, 

PogeStream: New DTP On The Block 
Sofr'Logik's PageStream IS a new desktop 
publ~hing program for Ihe Amga, Article 
wrth screenshot Wustrations by Shom~ 
Mortier 

PogeSfream: A Second Opinion 
Some like it, some like it nol. This is a anotn­
e r view of PageStream. Review by Hap All­
iz 

SPREADSHEET: Template - Expenses 
ThIS template w ill help you keep track of ex, 
penses on a business trip, To use this, you 
need Analyzel or some other 123 comr:xrti­
ble spreadsheet program, You can use th~ 
application as is, ar adapl rt to your own 
needs, 

Prolesslonal Poge Template: Business Sta­
tionary 
This version 1,2 tempklte, creates business 
cards, lefrerheads, and business # to en­
velopes on your Amigo. Requires Profession­
al Page l.2 

HARDWARE NEWS: SubSystem 500 
Adding A20c0 cords to on NfJJ wrth the 
SubSystem 500 by Pacific Peripherals Article 
by Jonathon Hardy 

Draw Routines in Modulo-II 
The adventure continues continuing. More 
neal features to the program, Article, pro­
gram, and MkJdulo-1i source by Rich Bielak 

SOURCE CODE: Modulo-II Drow 
The ,MOD and DEF source files for the 
demonstrahon program Draw are on d~k 
# 3 in the DRAW d irectory, 

PROGRAM: Drow 
This ~ the compiled, working program SO for. 

Program by Rich Bielak 

Object Oriented Programming 
First of a series on C++ and object onented 
programming on tne Amigo, Article by Jo­
hn E Ro~poN 

I nlroduchon X Window System 
X-Wincows on the Amga, What is rt? Who 
needs rt? How does rt Work? Artic le by JOhn 
E RamspoN 

Using Unt 
lin! ~ a program for helping you program in 
C by finding lhose errors, M icle by Mike 
Hubbort! 

DMCS Printouts: The Complete Story 
The ful'storyon how to get good-looking 
m~c scores out of DMCS, PART 1 Artic le b y 
John Thompson 

-M- - let Your Amigo Do The Walking 
This new algorithmic composer for the 
Amga gels overviewed by our residenl mu­
sicican, Glen Deskin, He tokes a look at 
what M~, and what rt can do for you musi­
cally 

D MCS Printouts: The Story Conhnues 
More nps and tricks for getting goad­
looking scores out of DMCS, PART 2 Article 
by John Thcmpscn - connnued from port 1 

A New Standard MIDI File Format 
II is about time, Now you can move se­
quences bOCk and forth be 
tween ditterent MIDI progra~ emly, get 
secuerces from olher computers and con­
v ert Ihem for tne Amga and more, By Glen 
Deskin, 

GeHing Started Wrth Amigo Music 
A beginner's guide to Amigo music soH­
wore, What does what, and how well. Arti-

c Ie by Solly Ann Hubbard 

Music Sampler Ubrory 
Here 's how you can get disks of AX's music col 
nisI's creanons, PO and shareware disk library by 
Ann Hubbard 

MUSIC: Rockln' Bach 
The music you hear ~ the AX Theme Song for tho' 
sue, Rockin ' BaCh, Original Sonix music composrtio 
John Thompsen 

MUSIC: Tropical Treats 
This is music from the land of eternal summertime, 
Original Sonix music compoSition by John Thomps 

B BS SpoHight 
Taking a c loser look a t a couple of Amrga BBS's 
around tne country, Column by Chns Bailey 

Protocols ConNnued Again 
Everything you never even wonted to know about 
goad or Xmodem, 

You're Cordially NOT Invrted .. , 
Mindscape's Uninvited puts you in Ihe drivers seat, 
Then the fun starts", Review by Kevin C. Rohrer 

Blast! '" From the Past 
Incognrto's Foonman and Demonware's Evil Gord 
Arcades rev~ited, Article and reviews by John E 
RamspoN 

Falcon vs FAll8 
The latest salvos in the Amga Flrght Simulation wa 
Review by Mike Hubbart! 

How 'Bout Them Hobbits! 
Looking around Tolkein's fantasy wand with War in 
Middle Earth, Review by Mike Hubbart! 

Three New Ones From Sego 
Alien Syndrome, Outrun and Spoce Harrier - new 
Amga arcade-style gomes, M lCie and reviews by 
hnERa~N 

PROGRAM: DrowPoker ICON! 
Gel your adds charts and your rabbrt's foot out, 
t he REAL THING! Program by NEED THIS - run this fr 
ICON ONLY!!! 

The Meanest Streets 
Double Drogon and Techno Cop, gorey games fa 
the acnon-oriented, Article and reviews b y Jam E 
Ra~poN 

P cinnng Pictures Under Duress 
PowerStyx: Uke playing with Deluxe Painrs POlygo 
opnon, Review by John E, Ramspofr 

The Ami Exchange Social Register 
Here's where and how to send what and to whom 
AX Mogazine, 

A rtists, Get Published! 
An engraved invitation to artists to submrt worl< for 
in AX Magazine, 

The Just For Fun Deportment 
Bud and Solly lake a turn at BaHIe Chest, Er. 
C hessssssss, Humor by EveriH Mickey 

All of this and more appeared 
in Issue 2_3 of AX Magazine. 

1-800-2-THE-MAG 
THE Magazine For The Amigo 





I 

.. 
by 




