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Master the art with
The Graphics Workshop!

S el o R




The new HAM-supporting
DeluxePaint” IV will do more than
turn a few heads.

[t will also turn them inside out, upside down, spin them
on an axis, or metamorphosise them into hairy rock stars before you
can say “Tutankhamen”.

With Hold And Modify (HAM) video mode, DeluxePaint IV offers
a staggering 4096 colours. This means gradients that are smoother,
more versatile and easier to detine.

Not only can you paint in HAM, you can animate in it, too.
Imagine brilliant images, rendered in 4096 colours, moving
effortlessly across the screen.
DeluxePaint IV makes animation casy for you.
The special LightTable feature allows you to review the last frame of
animation while previewing the next.
Or choose two different images - say a caterpillar and a butterfly -
and DeluxePaint IV will carry out an amazing metamorphosis
between them in as many frames as you wish.
All these features are directed from a new video-style Animation
Control that makes animating as easy as pressing a button.

So whether painting or animating, you can now achieve smooth,
seamless effects of unbelievable subtlety.

But don’t take our word for it.
Steve Franklin, Managing Director of Commodore Business
Machines, described DeluxePaint IV as “a stunning innovation and
probably the best software package for this market”.

Available 27th September 1991
£89.99
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ELECIRONIC ARLS

11/49 Station Road Langley Berks SL3 8YN, England.

TO UPGRADE [rom previous versions ol DeluxePaint, send the front cover of your manual with a
cheque or postal order 1o the Direct Sales Department at Electronic Arts Lid. An upgrade [rom
DeluxePaint 1 costs £65, from 1l costs £55 and [rom [11 £45. Call 0753 549442 [or details of this and the

special videos which will help vou make the most of DeluxePaint 1V,
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The whole KCS 3.5

File Edit Settings

AMIGA FORMAT
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| Plag Loop
ar cns of Flag mhen Selecting
— Instant Replay

o ?!i!t Frogs on Loop
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j Step Time Record
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| FPlay Range

OFFER

Upgrade your COVER DISK of Sequencer 1 to
Dr T's KCS 3.5, the most powerful sequencer
on the Amiga for only £179*. Ownersof
Music X can upgrade to KCS 3.5 for £149*.

Repeats ﬂi:pllj I-I'1_j't't! Btilities

Rute Scroll

gre Tenpo Events

'Il:|;| TI.nl.' h!-'i'l.E

AN tm:l Notes N |
Plag From Selection -

Flag Current Screen

Hutes/ Group

GOLD : ‘

92 % Dec 1991

Paul Overroa , Sound On Sound Oct. 91

music sequencing.
Dec 91 Amiga Shopper (function 5 stars
Overall 4 stars)

Jon Bates

Tnger Ednhng screen from KCS

We Didn't Say It The Magazines Did

KCS not only offer the best MIDI/Music environment
available for the Amiga at the present time, but provides a
work station potential which is powerful enough to challenge
some of the established heavyweights of the ST world.

package is a very comprehensive and
powerful set of musical tools, and one that gives the user a
vast choice in the approach he or she might want to take to

92

is a real hea

This new Dr T offerin rE

with those found in

use as that found on the Mac. T

Dr.T°s AMAZING

MUSIC SOFTWARE
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7% Dec 1991

vyweight and is on a par

e Apple Mac nnd Atari ST Worlds. The
environment offers the same ryﬁe of mfa-grnhun and ease of
s

is going to please the vast
numbers of Amiga MIDI musicians who have been waiting for

something stunning and professionally useful to happen in the

Oct 91

If your're serious about creating
the most comprehensive, flexible and

Amiga music world.
Amiga User International

music, then KCS 3.5 is probably

powerful sequencing and

edifing system you can buy.
Maff Evans DEC 91 Amiga Format (Gold Award 92%)

'I:lnd as for our upgrade policy: - Now for the amazin

I.m

Zone are pre

red to let any owner of any version u?
Music X, Master Tracks Pro to upgrade for just £149. They

are also prepared to let owners of 5equencar One, MRS ui IMPORTANT MESSAGE
TigerCub to upgrade for £179 ....... this deal represents an e — -
ofter that is simply too to miss. ZONE Distribution, ialists in o
Poul Overaa Oct 91 Amiga User International E:;E:: Uﬂmﬁf;ahufﬁn f.:’r'l?e - TT;:: qtnbgc.
o SERVICE e e e i St e <
service from expert staff. REMEMBER Y
ee SUPPORT = unless you buy from an authorised &°
%ﬂ’t— dealer we cannot provide that support 0
eoe TECHNICAL HELP /wk and you are unprotected. 3
eeee Only from ZONE { o
&
* Subject to availablility. Ofter ends Jan 31 1992. KCS normal RRP £279 inc vat. Total saving £100 or £130 rﬂpecrivtly. Dfiainnl Disks must be returned to qmli[-‘.,rl EI-{E“G
&
. x %
5, Abbeville Rd London SW4 081 766 6564 v, & &
Please add £3 p & p to all orders. ALL DEALER ENQUIRES WELCOME F ¥ P O ¢ AFJAN



JOIN THE
RHY THM OF
MACHINES

THOSE OF YOU old enough to remember
Tomorrow s World 1n the 1970 mab recall ‘revolu-
tionary” musicians Kraftwerk showing oft their new
breed of electronic music. The ideas involved may

have seemed remarkable at the tume, but to the youth
of to who have grown up with tunes involving syn-
thesisers. samplers and sequencers as a matter af
course, Kra k"s paruicular brand of quirky

ecps must seem positively archaic.

The revolution in electronic music has been surpns-
ingly rap v and improved technology
appearing just about every month. These new
machines have also brought about a change in the
approach to creating music. No longer is the pop world
only open | that have spent years mastering an
instrument or the usual crop of fresh-faced “here today.
gone ton singers that get snapped up by the
record companies. These days anvone with a httle
imagination and a small amount of money can gel
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Musical Instrument Digital Interface or simply MIDI.

SEQUENCE OF EVENTS

The idea behind the sequencer is to allow you to con-

thanks to the advent of home computers and

truct and store songs electronmically. Using a sequencer
vou can also edit the notes of a song. shift patterns
around and try different combinations of instruments -
all before you commut anything to tape.

In the mid-to-late 70s, betore the dawn of MIDI, a few
sequencers were already available. These worked by
sending pulses of electricity to compatible instruments,
the voltage of the bursts controlling the note to be
plaved. This was a rather primitive system and
musicians began crying out for a more effective way of
controlling their synths and drum boxes, The solution
was the introduction of MIDL

So what is this MIDI thing? It's actually a commus-
nication standard which allows instruments to send
messages to each other, so that vou can play songs on
one keyboard (or construct them on a sequencer) and
actually use sounds on another machine. To begin with
it was simply used by musicians to build up banks ol
sounds using vanous machines. allowing them to cre-
ate complex lavers of music

Although dedicated sequencer modules were avail-
able (such as the Roland MC500) the big leap forward
in MIDI was the release of the Atan ST. The fact that
the ST had a built-in MIDI interface put forward the
idea that you could use computers for sequencing,
Soon enough, add-on MIDI interfaces for just about all
other computers began to appear, enabling almost any-
one Lo start creating electronic music (as long as they
had a MIDI keyboard and a computer).

With the power of the Amiga at your control, you
have the heart of a potentially powerful music system
A cheap MIDI keyboard can be picked up for under

SOUND

VISION

Electronics in music is a way of life
these days, but how can you get
involved? Maff Evans lifts
the lid of the music box.

£ 200, an intertace costs less than £30 and there is a
MIDI sequencing package on the cover of this veny
issue. If you're interested in creating music, then read
the following pages to find out how you can use your
Amiga to become an electronic maestro, We will tell
vou how to get into both MIDI music and create hot
sounds by just using the Aniga - without any expen-
sive add-ons.

If music be the food of love, plug in your amplifier
and jack the volume RIGHT up!

WAZEINEE

How would you like to win a MIDI interface and a
£50 record token? Get a chance by entering this
simple compo. You may notice that our headlines
are quotes from songs. So what are they?

1 Join the rhythm of machines.

2 | need a unit to sample and hold.
: 3 Take a beatbox.

- All you have to do is write in and tell us where

~ any one of these quotes comes from. Jot down

~ the name of the song along with the artist and
send it in to ‘I know more than Paul Gambaccini
Comp’, Amiga Format, 29 Monmouth Street, Bath
BA1 2AP by 21 January 1992.

MIDI TERMINOLOGY

The world of MIDI is littered with jargon. Here is
a guide to the various terms used:

AFTERTOUCH

This controls what happens after a
note has been struck. Mostly it refers
to the effects of pressing harder on a
key after it has been hit or using the
modulation wheel of a keyboard.

EVENTS

All MIDI information is transmitted as
events. These control the playing and
releasing of notes, pitch bending and
codes to carry out special effects.

MODULATION

This involves sending a stream of
events corresponding to the action of
a keyboard's modulation wheel. The
effect depends on the synthesiser or
sampler being used and can control
reverb, vibrato and other effects such
as mixing between sounds.

CONTROL CHANGE

These messages send information
such as pitch bending and aftertouch
via MIDI, allowing you to record data
corresponding to what you do as you
are playing notes.

PRESSURE

This is a specific type of Aftertouch
(see explanation), and reads how
hard you are pressing on a key after
the initial striking of the note.

SONG POSITION

This is a marker telling you where-
abouts in a sequence you are. You
can usually store lists of positions,
called either Song Position Pointers
or Cue Points. You can use these to
jump straight to a specific part of
your composition.

PROGRAM CHANGE

This is a MIDI message that causes
your sound source to select a new
sound, set by entering a number from
1 to 128, regardiess of the numbering
system used on your sound source.

PITCH BEND

This is when a note is shifted up or
down In pitch as it plays. You can
adjust pitch-bending via a control on
a synthesiser, but some sequencers
allow you to directly edit pitch-bend.

NOTE ON/OFF

In order to play a note from a
sequencer, two events must be used.
A NOTE ON event start a note playing
at a particular pitch. This is followed
by a NOTE OFF message, which
stops the note from playing.

SMPTE

This actually stands for Society of
Motion Picture and Television
Engineers and is a ‘timecode’ used
for keeping sequencers and tape
recorders playing in time.

REAL TIME

Recording onto a sequencer in real
time simply involves hitting the
Record option and playing the notes
live. The sequencer then records the
notes in the same way as a tape
recorder, but stores them as data.

STEP TIME
Recording onto a sequencer in step

time involves entering notes one by
one, rather than playing ‘live’.

MIDI IN/OUT/THRU

To pass MIDI information from one
machine to another, three types of
MIDI socket are wused. MIDI IN
receives data, MIDI OUT sends data
and the MIDI THRU port echoes the
data arriving at the IN socket, so that
you can chain machines together.

VELOCITY

Depending your keyboard's specifi-
cations, MIDI can tell how hard a note
has been played. This sends a value
from 1 (soft) to 127 (hard) and con-
trols the way that a sound is played.

AMIGA FORMAT H
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PROGRAM OVERVIEW

This is a fairly simple sequencing package. All the
functions you need to begin using MIDI are included,
with all the editing and recording options available
from a tape-recorder style control panel and a sernes ol
easy-to-use pull-down menus. allowing vou to star
creating tunes straight away with relative ease

Those of vou without MIDI equipment needn |
worry, since you can also use Amiga samples to play
vour tunes. A selection of samples has been included
on the disk to allow you 1o start creating Amiga-based
music straight away,

GETTING STARTED

Because we try to cram as much as possible on to our
Coverdisks. vou can't just boot up Seguencer Une as
yvou would on the commercial version. For full instruc-
tions on loading the program read the Coverdisk pages
inside Amiga Formai

Once the program has been booted up. the first
thing yvou see is the Memory Allocation window. This
Is where VOU reserve memaory tor stonng the notes
recorded on the sequencer. To adjust the amount of
memory reserved. drag the shder with the left-mouse
button until the required value is displaved. You can
reserve memory in either Fast RAM or Chip RAM.
Fast RAM refers to any memory expansions that are
fitted, while Chip RAM refers to the Amiga’s on-board
memory. Note that if vou are using Amiga samples,
they have to be stored in Chup RAM. so make
allowances for this when reserving memory

To load the main program. hit OK on the panel

THE MAIN SCREEN

SEQUENC

As you may have noticed, the full version of this beginners’ sequencing package is
featured on the cover of this issue. On these pages we outline all the program’s func-
tions. Read on to enter the world of MIDI music.

Song Pointers

All editing functions on Sequencer (ne are camed out
al the current Song Posiion. You can move the pointer
in a number of ways:

Using the Fast Forward and Rewind controls vou
can move the pointer backwards and forwards. Double
clicking moves to the start or end of the song, or to the
start or end of the marked block if Loop mode 1s on.
You can jump to any particular position by typing a
new value into the Song Position Window

On the nght of the Track List 1s a set of cue points
which vou can set as labels to mark particular sections.
You can jump to one of these positions by double
clicking on a value and then clicking on the destination
position (see Track List Screen for more into).

Recording
To record MIDI information. just select a track to
record on the Track List Screen and hit the Record but-

ton. Now just ]‘l.t:‘- notes 1n iume with the metronome

The main Sequencer One page is where many of the program’s operations are
carried out, including recording, playing and organising the individual tracks.

Leguencer Dme § Gajits 1M
§ M > Bassline: e NS0 Brags Start

f
I

O -

MENU BAR
Most of the editing and display options
- are accessed by way of pull-down menus.

{see l'ptiurh for more info on the metronome )

When you record in Normal mode, any new notes
recorded will delete what 1s already on a track. With
Overdub selected. the new notes will be merged with
the notes on the track. Notes are only destroved when
recording in Normal mode 1f you actually hit a key to
enter a note, otherwise the sequence 1s left intact,

Loop and Limit Modes

When Limit mode 1s selected. the sequencer options
(such as transposing. editing and quantizing) are only
carmed out on events within the Block start and End
position markers. This allows you to change a section
of the song without affecting the rest of the data.

Loop works in conjunction with Limit mode,
restricuing playing and recording to the specified block.
The block plays in a loop. allowing vou to keep record-
ing untl you're happy. You can overlay notes using
Overdub mode, otherwise previous notes are erased.

Step Time Entry Mode

To enter notes in Step Time. chick on the *Kevb’ icon
to call up thas panel. The main part of the panel is
taken up by a graphic kevboard. To the nght of this are
windows displaying the step size between notes, their
length and their velocity. By chicking on the bar just to
the left of these, yvou can call up a panel to adjust the

e > M R “$tn
(L] » LR Basgdrun! Int Bl
1 * RL Snaradruan:  Int B@2

|
S I G L BT T |

type of notes 1o be entered.

The top row ol

""1 MAIN DISPLAY

4
] b §2 Stringdrone.“ftn ___ 00170 Song Stop ~Verse
B 8 Brass: e __ ‘ e
¥

Y Tl | | e Step Entry
N e e PR PN S Ry " This can be taken up by one of three bOXEs represent
n b9 . S SR R i . the slep size.
- E— . screens: The Track List screen, the Step _ € slep
@ u o>n S e J | Edit se o e Bar Edi aa : Select note for step entry.

Simply click on
the required type

1M AR

1o select 1t

Normal Dotted Triplet ||  Below this are

three buttons.

- Gate Length: 8750 % | These specify
CONTROL PANEL - ,
Key Velocity: 108

whether to use

This contains the tape transport controls and a real-time window which displays a series of ‘level
meters' corresponding to what's happening on each track.

normal notes,
dotted notes (1.5

umes normal ) or

Getting to grips with a MIDI system such as Sequencer One may be a little overwhelming, even if it is aimed at the beginner to
sequencing. Never mind, here is a brief walk through to help you get the hang of things. This short tutorial has been designed to

both guide you around some of the more frequently used sequencing options and to help you use the instructions to their best
capacity. The ten steps show you how to put together a simple song, but you will need to look up how to use some of the
options (such as operating the step-time entry keyboard). | hope this will get you into the feel of using the functions and into
the habit of refering to the instructions. Well, on with the guide... and good sequencing to you!

n AMGA:OMMT



ER ONE

THE TRACK LIST SCREEN

This is the main control page for Sequencer One, and is the screen that appears
when you first load the program. The screen is divided into two lists, each with a

slider to move the list up and down.

‘% 8 P81 Bassline! “Stn ___  [4] 06005:01 Brass Start
82 > 82 Stringdrone:™Stn ___ 80017:81 Song Stop -Verse
83 > 83 Brass. otn . BRI IDY . § i
B4 & b B4 Res. g 1; - W P, b
85 > LR Bassdrun:  Int 861 . DR
#6 > RL SnareDrun: Int 082 : —
87 > RL 883 :
88 >
89 b
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Track List

The left-hand side of the screen contains the actual track
information. The first column contains the track number,
with a red circle to show the currently selected track. To
select a track, just click in the gap next to its number.

Next is the track status. A black arrow shows that a
track contains sequence data and is active (it will be
heard when you play the song). If the arrow is empty, it
means that the track either contains no data or is muted
(silent when you play the song). The next column dis-
plays the MIDI channel, followed by a 15 character name
for the track. To enter a name or value, just click on the
right place and type, then hit Return.

To the right of the track is the patch number. This
can be used to specify a sound from the Sample Palette
or a sound on your MIDI device (see the File section for
more on the Sample Palette).

Cue List

The right-hand side of the screen is
taken up by the Cue List. Here you
can store a selection of Song
Positions and call them up to jump
to a particular location. You can
either type in a position value, or
copy one from one of the three posi-
tion windows on the Transport
Panel. To do this, double click on the
required window to pick up the posi-
tion, then click on an empty line in
the Cue List to store it. You can then
click on the line next to it and type In
a name for the position. To recall a
position from the list, just carry out
the process in reverse.

Using Amiga Samples

To use Amiga samples in your song, you need to set up the track to play them, Firstly, enter the sample's
number in the palette (see File section) to specify the sound to be used. Next you need to tell the
sequencer on which channel to play the sound. To do this enter one of these values in the Channel col-

umn:
L - Play on left channel.
R - Play on right channel.

LA - Play on left channel if free, but play on right channel if left is occupied.
RL - Play on right channel if free, but play on left channel if right is occupied.

Load up the pro-
gram and move the
events allocation
slider to about halfway
along. if you have a
i N N G K events memory expansion,
Events to allecate =  SOK events then simply click on
Allocate in | CHIF | memory the CHIP button so
Chip men renaining = JETK bytes that FAST appears
and move the slider all
the way to the right.
for any swwles you may vish to load This will leave the

— Chip RAM clear for
e storing the samples.

Flease select number of events required

Flease leave enough CHIP nenory

Sarple Name

=
54

.

SOUND VISION

triplets (multiplied by two thirds). The ‘Gate Length’ is
the ume between the note on and note off message (set
as a percentage of the step size) and the velocity is how
hard it is played. To enter a new value just click on the
field and type it in. When you have finished, hit OK.

To enter a note, either press a note on your MIDI
keyboard or chick on the corresponding note on the
kevboard on screen. The note will be entered and the
editor will advance one step. If you want to enter a
chord, hold down Shift and click on the required notes
on screen, or hold down the notes on your keyboard.

Too insert a rest in your sequence, simply hit the
Space-bar. To delete the last note entered, hit
Backspace (1o the left of the Del key).

The Space-bar and Backspace key can also be used
to edit ted notes. By holding down Space and entering
a note it will be entered at twice the current Step Size.
If you enter a tied note by mistake, holding the note
and pressing Backspace will shorten it

THE BAR EDITOR SCREEN
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This screen is used for arranging the bars of your song
into the correct order. The screen displays a 35 bar sec-
tion of ten tracks, with solid rectangles to denote bars
containing MIDI data. A bar indicator at the bottom of
the screen shows vour current position in the song,
while the number of hundreds of bars 1s displayed
under the track numbers to the left. You can use the
shder on the left of the screen to move down the track
list and view the other tracks in memory.

A vertical bar shows the current song position. As
the song position advances, the screen scrolls so that
you se¢ an equal number of bars before and after the
current position (except for at the beginning of the
song. in which case the marker moves to the left of the
screen). The marker can be moved in three ways: by
using the Tape Transport controls, by clicking on the
bar indicator at the bottom of the window (as on the
Step Edit Screen) or by double clicking at the required
position (this also sets the selected track as the current
record track)

The Bar Editor Screen is ideal for carrying out

Select Sample
1l Sanple Falette \ Palette from the File
Size (K) |

menu. Click on Rim Shot

Acoustic_Bass
$lap_Bass
Bass_Drunm
Snare_Drun

VIV OOV Vvev

M1 @ | and click on Delete to

6 remove it. Now select
: Load and click on the
Samples directory. Load
Accoustic Bass into

|
‘ ; position one, Slap Bass

| into position two,

[E ~ Bass Drum into position

—_— ] three and Snare_Drum

Delete | | EXIT

into position four. When
finished, click on Exit.




THE STEP EDITOR SCREEN

This screen is used for editing notes on a track, or entering new notes in Step Time.

Zoom

Ster Edit Zoom

Felect grid sime

PIRFERFER |

The positions of the grid
lines on screen are fixed.
By clicking on the boxes in
the Zoom window, you can

™0 Tl

h

alter the space between the
lines, so that more detail is
displayed, in effect ‘zooming in’ on a section.
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Note Information

To edit a single note, click on this icon then
click on the required note. A window will appear
containing information on the note. You can
change any of these values by clicking on the
required field and typing in a new value. When

Y

i

you've finished, hit the OK button and the note Keyboard

will change accordingly. ' Clicking on this icon
brings up the Step
Time Entry panel.

Delete Notes Here you can enter

Track Number

This shows the current track
that you are working on. You
can change the track number
using the arrows on either side.

the pointers will remain unchanged.

| notes individually, Double clicking on this box
If you want to wipe notes from the grid, select
thli icon. You “:. then ‘rub out’ rmtzn by pick- rather than playing a brings up the Track Info win-
ing them off using the mouse. part in Real Time. dow (see the Track section).
1
I
Defining Blocks

Many editing processes are carried out by using ‘blocks’. To define a block, you can type in the start and end val-
ues on the Transport panel (as mentioned earlier) or highlight an area using the mouse. To do this, click on the
start position with the left mouse button, drag the mouse right to highlight the area and finally click the mouse but-
ton again to mark the end point. Limit mode will now be selected and the new block start and end positions will
appear on the Transport panel. If you want to cancel the operation in mid-flow, just hit the right mouse button and

To find out about the various Block operations, see the Block section.

- time of the song advancing from

Grid Display

This is the main edit area, where
the notes on the track are displayed
and edited. The keyboard down the
left of the display shows the current
note range and can be moved up or
down using the slider. The notes
are displayed as horizontal bars
next to the note they represent.

The length of each note is por-
trayed by the length of its bar, the

left to right with a display in bars at
the bottom of the screen. At the

right of the bar display, the number
of hundreds of bars is shown. To
move through the song, use the

tape transport controls or click on
the bar.

Block operations (see the previous section to find out

Sequencer Info

Select Song to Load:

Load Song

how 1o define a block). These can be camed out 1n two This shows the amount of memory used and the num- ﬁmh_h!lude.tﬂ ' ? | Thas calls up a file
modes. When Select All in the Block menu 1s turmed ber of events free. A honzontal bar gives vou a Eroica,.ONE - requester to load a
on, highlighting a block will act on all tracks in a graphical representation of the percentage occupied by Sound_Track.ONE | song into mem-
sequence, otherwise only the currently selected track your sequence data. 5 ory. Chcking on
will be affected (see the Block section for more info). "“Volumes™ brings

' Allocate Events up a list of the
THE MENU FUNCTIONS This calls up the window that appears when vou first | disk names avail-
To carry out most of the editing and set-up functions. load Sequencer One, which 1s used 10 reserve memonry able. To select a
you must access the seven menus at the top of the tor MIDI events (see Getting Started tor more info) e disk. click on its
screen. Menus are accessed as usual on the Amiga. by + name and the
holding down the right mouse button. Here is a FILE Draver L 90Ngs directory will load
breakdown of the menus and their options. This 1s where the disk-tiling operations are found File Sng. UNL (10 load from a

| differemt disk to

INFO New Song Parent Volunes the boot disk, put
This menu option simply gives information on the This wipes all data from the sequencer, giving vou a .f ) Cancel it in the drive then

sequencer’'s memory settngs,

Select track one on the Track screen and select Step Editor in the Screens

menu. Click on the Zoom icon and select the box on the right. Click on the
Keyb icon, then on the box to the right of the keyboard. Select the second box
from the right and enter the notes shown above. Click on Keyb to exit.

clean slate on which 1o work.

k.'iil..‘ih on

Bl ® p L Accoustic Bassh
82

Go back to the Track
List screen and click on
the first column after the

83

black arrow on track one.

84
85

Enter L to set the output
channel, then click on the

86

second column and enter
the name ‘Acoustic Bass'.

87
88

Click on the third column
and enter 1 to set the

89
18
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‘patch’ (the sound) that the
track will use to number
one in the Sample Palette.




‘Volumes'). Sub-directories are printed in red and
clicking on them brings up a list of their contents (to
get back to the previous directory, simply click on
‘Parent’).

You can also enter directories and file names manu-
ally by clicking on the relevant text window. typing
them in and pressing Return. When vou’ve selected the
required file, click on OK to load it or Cancel to exit
the requester.

Save Song

This works in the same way as the Load Song opution.
When saving a song. the program will add *.ONE" on
the end of the file (so that it knows that it is a song file)
and save the sequence data along with the current
sequence configuration (see Options for more on the
configuration),

Iimport MIDI

This allows you to load sequence data in Standard
MIDI File Format (these are marked with the suffix
*MID"), The data can be in either of two formats:

Format () songs compress all data into one track.
However, when Sequencer One loads from this format,
the data will be split into separate tracks corresponding
to different MIDI channels.

Format | songs contain data on a number of tracks
and are loaded in the same way as format 0 songs. If
there is not enough memory to load a format 1 file. the
program will try to keep as many tracks as possible.

Export MIDI

This is used to save data in Standard MIDI File
Format. You will be asked whether vou want to save in
format 0 or 1, so you should use the option best suited
to the setup into which you will be loading the song.

Pateh Sarple Nane siee ) | Palefte
™1 Bass b 1 B ! Thuf 1s where
2 Snare_Drun 2 | [ Amiga samples
3 Laser_Blast 3 are loaded to use
in your song. To
load a sample.
click on Load
| and select the
¥ name of the
Load | | Delete Topar | || sound you want.

done, vou will be given a list of numbers (which refer
to MIDI patches 0-128). Simply click on the hist to
place a sample in that position. To delete a sample,
click on its name and then hit delete,

The sample list will be saved with your song, but
the samples won't. To save swapping disks, it's a good
idea to copy any samples you use on to the disk with
your song.

When this s

BLOCK

This contains the commands for moving blocks of data
around within the song. All the operations are carried
out on the currently selected block (see the in the Step
Edit section to find out how to mark a block).

Cut/Copy
These sections
are used for

transfermng
To: BB@12:81 B
S events into the

will actually delete the events it transfers from the
song, while Copy simply duplicates the marked block.
Both operations take data from between the start posi-
tion specified and the beat before the marked end
position. If Select All is on, data from all tracks will be
used, otherwise only data from the currently selected
track 1s used,

When vou carry out either of these functions, a
window will appear displaying the information which
15 to be cut or copied. Hit OK to confirm it or Cancel 1if
vou change vour mind.

Copy Track #5 to Clipboard. I

Fron: B0006:81

Paste

The Paste func-
tron inserts the
data in the
Clipboard into

| Confirn Paste

Paste Clipboard onto Track 82
At: 00013:81 No. copies: 0l

.T Cancel | vour song. A

S T PR A
appear telling you where the data will be placed, along
with how many copies are 1o be pasted in. You can
change this value by clicking on the field and typing in
the required number.

If Overdub mode is switched on, the inserted data
will be merged with the events already there, otherwise
the old data will be replaced by the Clipboard data.
After pasting data into a song, the Song Position
pointer moves 1o the next beat after the pasted data.

Delete

This works in a similar way to the Cut and Copy func-
tions (and displays a simular window) except that data
15 not placed in the Clhipboard.

Select All

If this is switched on (marked by a uck) all block oper-
ations apply to all tracks. otherwise only the currently
selected track 1s affected.

Block Info
This shows the
data currently
stored in the

_
I Clirboard Info
Contents: Track 89
From: 00087:01
| Events stored: 00087 Clipboard, which
A1pDoard, 1€
- e RO

1s the data to be

To! 00014:61

- VRS W R ST |

Select track two on the Track screen and go to the Step Editor. Rewind to

the start of the song, then click on the Keyb icon and enter the notes shown
above. When you've done that, click on Keyb to exit and go back to the Track
screen. Enter track two's channel as L, its name as 'Slap Bass' and patch as 2.

used in subsequent Paste operations. The window dis-
plays information refening to where the data was taken
from and the number of events stored. If you want 1o
¢lear the Chipboard. click on Delete, otherwise hit Exit.

VISION

Load/Save Block

Using these options, vou can load block data into the
Clipboard or dump data from the Clipboard to disk.
This is useful for saving favourite riffs or drum pat-
terns 1o use later on.

TRACK

Track Operations are also referred to as “‘Global'
Operations, since they refer to all the events on a par-
ticular track. These options all correspond to the
currently selected track, and can be restricted to work
only on the current block using Limit mode.

Track Info

This brings up information on the current record track
and can also be accessed by double clicking an a track
in the Track List Screen or by clicking on the track
name on the Step Edit Screen.

The window displays all the information referring
to the current track. including the number of events,
the number of note on and off messages and the pres-
ence of MIDI control messages. If any Pressure,
Control Change, Program Change or Pitch Bend infor-
mation 15 found, then the relevant message will appear
solid, otherwise it will be shown 1n italics.

Addimonal information in the window, such as the
track name, the MIDI channel. the patch number and
the volume and pan settings is also shown and can be
changed by clicking on the required field and entering
a new value. To transmit the data, click on OK, other-
wise hit Cancel.

Quantize
This allows you to correct the unung of notes on a
track (or in a block if Limit mode is on). You can set
the resolution of the correction either by clicking on
one of the seven note types (1/4. 1/8, 1/16 and so on) at
the top of the window, or by entening a clock value and
chicking on the *7" wcon. You can correct down to 1/192
of a note by entenng 001 next to clock ticks.
Quannzaton works by moving the note on mes-
sages 1o the nearest ‘quantization interval® (set by
clicking on the required resolution box). You can keep
the current note lengths by clicking on the box next to
‘Keep Note Length’ (which will move the note off
messages by the same correction). or only move the
starts of the notes by selecting "‘Keep Note Off time’.

Select track three on

the Track List screen
and go to the Step Editor.
Click on Keyb and enter a
C2 note on each beat of the
first bar (this should be
every four steps) so that it
looks like the grid shown
on the left. Go back to the
Track screen and set track
three's output channel to R,

its name to ‘Bass Drum’
and its patch number to 3.




| THE TRANSPORT PANEL

~ This panel appears at the bottom of all the screens. From here you control the recording and playing of your sequence, the
current song position, the block markers and the recording mode.

SONG POSITION SONG TIME TEMPO LIMIT BUTTON BLOCK START AND END

| This window displays This shows the This displays the speed of the This forces the POSITIONS

; the current position total time that song in beats per minute. sequencer to only These show the start and end

| within a song in bars has elapsed To change the speed, simply carry out operations points of the selected block. You

| and beats. As well as since the start of click on the window and type on the currently can change these by typing new
moving around the the song. in a new value. selected block. values into the windows.
song with the Fast y
Forward and Rewind Y i,
e o ete e (R UG TIME TENPO  START POS EN]* POS
specific point. 88887:01 80868612 | J; 128 \ 88601.681 l #8681:682
TRANSPORT o

OLS —d

messworkimasm- | A REC REN FF PLAY STOP § 7 E I NN B Uk R EHR]

| lar way to normal tape

| | '

controls. Play starts
playing a song, Stop OVERDUB BUTTON AUTO REWIND ACTIVITY LEVELS Loop
stops it and Record When Overdub mode is selected, When selected, this When playing a track, these BUTTON
allows you to record recording MIDI information results in rewinds to the beginning levels show whether anything Clicking on
notes on the current the newly entered notes being of the song when you hit is happening on a channel. this allows
track, while Fast merged with the notes already on a Stop. If Limit mode is The first 16 bars depict MIDI you to record
Forward and Rewind track. With Overdub mode turned off, selected, the song will channels, while the four on in a loop until
move the current recording new notes deletes the rewind to the start of the the right display activity on you get a sec-
song pointer. notes on the current track. currently marked block. the Amiga’'s sound channels. tion right.

'l'lll'y Block you can ‘scale’ (multiply) them or simply shift them by of ticks (one tuck 1s equal to 1/192 of a note), which is

This moves note on and note off messages so that there
are no notes left *hanging’ at the end of a block. If a
note is mostly inside the block it will pull the note off
message inside the block. but if the note 1s mostly out-
side it will move the note on forward so that it is no
longer contained 1n the block.

Alter Notes
This option
allows you 1o

Alter Noles

Track: # I
Transpose: 8120 semitones J |

O]

iranspose notes

i (move their key)
Seale welocities: B1.M0 3

: - up or down or
Shift welocities: B0 O+

change their
velocity data.
The option
works throughout the current track or on the current
block if Limit mode is selected.

To transpose notes, click on the box next to

.

Ok | Cancel
}ﬂ-

:

‘Transpose’. enter the number of semitones you want
them to move and select the up or down arrow to spec-
ify whether they are to move up or down in pitch

You can change the velocity of notes in two ways:

a constant amount. Scaling them by 1.00 leaves them
as they were, whereas entering a value between 0.00
and 1.00 reduces their velocity and entering a value
greater than 1.00 increases them. Shifung velociues
adds (up arrow) or subtracts (down arrow ) a number
from the current seting. but make sure that the values
stay between 0 and 127,

If both Scale and Shift options are selected, the
Scale funcuon 1s carned out betore the Shift function
You can use this to ‘flatten’ velocities by scaling them
by 0.00 and entering the required overall velocity level
on the Shift option

I . Alter Times

| Alter Event Times s

| [his option can
Track: #1 only be camed

out on an entire
track (in other
words Limat

| O Scale tines: 01,08
O Shift tines: 021 ticks ©E3

mode 1s

I & |

Cance] |

ignored). You

can either shift
the timings forward or backward by a specified number

Select track four on the

useful if vou are using a sound with a slow attack. To
do this, click on the box next to *Shift Times™ and enter
the required number of ticks and the shift direction.
Alternatively, vou can compress and expand note tim-
ings by muluplying them by a constant using the

‘Scale Times™ function. For example. scaling by 0.5
will compress two bars into one, while scaling by 2.0
will expand one bar to two. If both functions are active,
the Scale function is carmied out first.

_ Alter Cont

| This function
:.ﬂt;:l k. P i works ina pretey
L Sl similar way to the

velocity option in
the Alter Notes
window, except

B oituew:un [ #
T Seale valee by: 010

o Cancel |

that you ¢can

Track List screen, then
go to the Step Editor and
click on Keyb. The snare
drum line is very simple, so
just enter a C2 note on
beats two and four of the
first bar, then click on Keyb
agian to exit. Go back to the
Track List screen and set
track three's channel to R,

. Paste Clipboard onte Track 01
SISTEE N I HN i H

change continu-
ous MIDI control data. such as Channel and Poly
Aftertouch and Pitch Bending. You can also specify a
controller by entering the relevant controller number
(check your synth’s manual for the required codes).

Select Bar Editor

from the Screens
menu and mark from
position 1:01 to 3:01
on track one. Select
Copy from the Block
menu and click on
OK. Fast forward to
position 3:01 and
select Paste from the
Block menu. Enter the

its name to ‘Snare Drum’
and its patch to 4,

number of copies as

three, then hit OK.




Steis MIDI Data Strip/Thin
track: 02 This 15 used to
B Mete On/0f1, =] Usmatched sotes. remove MIDI
T Chaneel Aftertouch, ] Poly Aftertouch. messages from a
] Contrellers, 1 Pitch Bend, track (or block if
L Tregran Cange. Limit mode is
Key nuker: [ Frow: ol To! 127 on). To specify
Velsoity: T Mromi 0 T D what kind of data

is 1o be removed,
click on the box
next to its name. You can set two ranges for this opera-
tion, the values representing different information
depending on the type of data involved. If both First
Range and Second Range are selected, only events
falling inside both ranges will be affected.

Once you have set the type of data to be removed
and the range that you want to affect, click on the Stnp
or Thin option to activate the option. Strip mode
removes all specified data, while Thin only removes

W TeE [Teel)

every other occurrence (which is usetul for removing
superfluous MIDI control messages).

Undo Track 7?7

This enables you to cancel the last operation carried
out, as long as the Undo option is enabled in the
Options menu. Undo can be toggled. in other words
you ¢can undo an Undo!

This sets up the MIDI options the sequencer will use.

Soft Thru

When this option is enabled, it causes the MIDI Out
port on vour interface to act like a MIDI Thru port. In
other words, any data received at the MIDI In socket
will be sent from the MIDI Out. The channel over
which this data will be sent is specified by the current
record channel.

R T R e R el
MIDI Losut Processios Set Filter
55 By clicking on
C Nete On/0it. S SN — the required
B Pely Altertoush, — Pitch Dend
boxes. vou can
Chaseel Mtertoach: [ buss cause any MIDI
B 1o Contreller UL messages
Contreller: ML = Pass Al received 1o be
[ | ?L:‘n MLﬂ : p
o 10 Mt 1gnored or re-
o Te Contreller BLL g :
= mE transmitted as
ST

different types of
message via the MIDI Thru socket (or MIDI Out of
Soft Thru is selected).

Sync Send

This allows the sequencer to send signals via MIDI to
synchronise other devices (such as a drum machine).
When Sync Send and Internal Sync (see below) are
both selected. the program sends these messages:

Paste Clipboard onto Track 02
At: BOBRS: 01 Mo, coples: 9

MIDI Clock — When playing or recording, a clock sig-
nal is sent every eight ticks (24 clicks per quarter note).
Start - This message is sent every ime vou start the
sequencer playving or recording.

Continue - This is sent when you start playing or
recording from a position other than the song’s start.
Stop - Is sent when vou stop the sequencer.

Song Position Pointers — These are transmitted when
the song position 1s altered by a means other than play-
Ing or recording.

Internal Sync

This option tells the sequencer to use its own internal
clock for synchromsation.

External Sync
If thas 15 selected, you can synchronise the sequencer to
an external source (another sequencer, a drum machine
or a SMPTE to MIDI unit). With this selected. vou can
put the sequencer into standby mode by pressing
record or play. The program will then respond to start,
stop and song position information received via MIDI,
There are a few things to note if this is selected.
You can't change the tempo of the sequencer, all the
information 1s passed to the MIDI Out socket (regard-
less of Soft Thru) and Auto Rewind will not work.

Mode Messages

This specifies
MIRI Svsies Seitipes

Local Mevbaard: -E Chanse ! - 81

the messages 1o
send when Stop
15 pressed. The

type of message

BEEEEREEN TERE

AL Rotes 001 IO .
O wode 00 T T T T LT 1T T
TR T HEE EEEENEEEEEEE

0 [Tameel

to send depends
on the type of
equipment you
are using (refer to the manual to see what is best for
your machine).

On this screen, you can also set the Local Kevboard

mode for your synthesiser. With Local on, the synth
will play internal sounds as well as sending MIDI data.
With Local off, it will only send MIDI data.

OPTIONS
These set the general options that the program will use.
e
Set Metronome Set
Metronome

Patch: 981
Channel: 19

B Audio Output,
" NIDI Output

ot

This gives vou
an audible beat
to work to when
recording notes

. |
Metronone note:C3 in Real Time.

Here you can
select whether to
have an audio
output (via the

B Metronome only on record
Metronome on play & record

[

Cancel

Mark from posi-

tion 1:01 to | BECo0000000D00D000 T
- S I D D 0 R R DR 00 L0000 0 el

position 3:01 on track
two, then instead of
Copy, select Cut from
the Block menu. Hit
0K, then move the
song position on to
9:01. Select Paste
and enter the number
of copies as nine.
Now click on OK to
carry out the paste.

Confirm Paste:

Paste Clipboard onte Track M
At BEeRYS 4l

L
e
D
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SOUND VISION

monitor) or to send a MIDI message on a specified
note on a set channel. If you don’t need a metronome,
you can also turn 1t off.

Set Time Sig

Using this window vou can set the time signature of a
piece. You can type in the number of beats per bar (2
o 16) and set the beat size to quarter or eighth notes.

Click Tempo

This allows you to set the tempo by clicking the mouse
button. A window will tell you how many times vou
need to click the button. so do this at the required
tempo to set it. A second box will tell you what the
resultant tempo is. Once vou are happy, click on OK 1o
use the new tempo.

Overdub Mode

When this is selected, any notes recorded or passed on
to a track will be merged with the data already there,
otherwise, all previous data will be erased. This can
also be set on the Transport panel.

Auto Rewind

When selected. this forces the sequencer to rewind
either 1o the beginning of the song or the current block
start marker (if Limit mode 1s on).

Enable Undo
This toggles the Undo function. Turming off Undo can
save memory and speed-up some editing operations,

Song Notes
This is a simple notepad for you 10 store notes on the
song, along with the song title and file name.

Keyboard Help

This calls up a set of kevboard short cuts that you can
use. If you hate using a mouse, then study this!

Load/Save Setup

A sequencer set-up consists of a number of options
which govern the editing options of a song. This
includes: the quantize resolution and type: the MIDI
Filter settings; the sync settings; the MIDI mode mes-
sages: the time signature; the metronome settings; the
tempo; the Overdub, Auto Rewind, Enable Undo, Soft
Thru and Select All modes: the Step Entry mode, gate
and velocity; and the Zoom interval. You can save this
setup so that the program returns to this state every
time it 1s loaded by saving over the default setup file,
named SEQ_ONE.CFG.

1 Mark from posi-
0 tion 1:01 to 2:01
on track three and
Copy it. Move the
song position to 2:01
and paste in 23
copies. Mark from 1:01
to 2:01 on track four
and select Cut. Move
to position 5:01 and
paste 20 copies. Now

e il Bl Bl el
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No. copies: 24 fooooooooo

rewind, hit play and
listen to your song!




MINDSCAPE
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@1'm the most amazing piano ever. The first-ever piano that actually teaches you how to play me. JJ In fact | undertake to make a proficient
player of any child or adult who follows my unique system of progressive lessons. Devised and written by professional music
educators. [ My secret: video games technology to make the whole thing fun, fast and enjoyable. Using my Artificial Intelligence Technology
to monitor each lesson to build a series of personalised exercises - just for you. JJ Not to mention my State of the Art stereophonic sound
with over 100 instruments, sounds and effects. And I'm Midi compatible - naturally. J7 Then there's my unique sensitive professional
keyboard with full-sized keys that respond to your touch just like a piano. My musical repertoire of over 50 pieces. JJ Experience a
demonstration of my superb teaching and performing powers at selected stores. I'm not so much a present - I'm a lifetime's gift.?

For use with Nintendo, Commodore Amiga and P.C. formats. From £249.00.

T H E

M IRACLE

PIANO TEACHINEC SYSTEM

For your nearest Miracle stockist
call 0444 246333 or 021 625 3344.

The first piano that teaches you how to play it.



Once you’ve got the swing of things with Sequencer One, where can
you go next? Here are a few suggestions on how to expand your
sequencing system.
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VISION

SEQUENCER ONE PLUS

So you think you've mastered all the options of
Sequencer One, eh? Want some more functions
and operations to play with, do you? Well
maybe Sequencer One Plus will interest you.

The new version features the same
friendly operating-and-editing system as the
version featured on the Coverdisk, but with a
few important additions. The new ‘Diamond
Drag' system allows you to carry out rapid edit-
ing using the mouse. You can drag notes
around the grid, transpose them, stretch them,
shrink them or delete them in a totally visual,
interactive manner. The ‘Juke Box' screen
allows you to chain songs together by loading
in a new song as the previous performance
plays. This is ideal for live work or simply show-
ing off your latest creations to friends!

Add tempo maps, auto count-in, MIDI
system Exclusive data handling, improved
quantising and advanced Amiga sample play-
back, and you've got a much more powerful
system to play around with. The full package
costs £129.95, but you can upgrade from your
Coverdisk version for just £39.95 via our mail
order section in Amiga Format.

' SEQUENCER ONE
USER KIT

du() J1duUINbhag

If you want some additional information on
Sequencer One, including a full manual and a
registration card, then this is what you need.
The manual is basically what is featured on the
instruction pages in this supplement, but it also
contains editing examples and an index for easy
reference. The registration card will enable you
to obtain free update information from Gajits
along with a telephone support service. This is
available for the nominal fee of £6.95.

ONE HIT KIT

After using a sequencer for some time, you may
find that you tend to use similar drum patterns
or riffs in many of your songs. The Hit Kit allows
you to create drum tracks, bass lines and other
accompaniments in a wide range of musical
styles, ranging from blues and ballads to house
and techno. With very little effort you could be
creating songs in whatever style you like, ready
to produce that chart hit. This useful tool is
available for just £24.95 from Amiga Format.

THE SAMPLE SERIES

SaeSeries:DlskE ‘g

The fact that Sequencer One makes use of
Amiga IFF samples assumes one important
thing - that you have a sampler to actually
record sounds. If you have a sampling system,
then you'll have no trouble getting hold of new
sounds, but if you're a sampler short of a studio
the lack of sounds could cause problems. After
all, you don’'t want every single song you write
to use the same instruments, do you? So you
don't possess your own sampling hardware and
software, but what can you do to remedy this
situation? Well don't get your amplifiers in a
twist - Gajits have come up with a solution.
Those helpful and considerate people have put
together a series of IFF samples available on a
set of five disks containing sounds ready to use
in your own sequences:

1. Percussion and Effects
2. Guitars and Strings

3. Brass and Woodwind
4. Synths and Vocals

5. Pianos and Kevboards

By ordering through Amiga Format mail order,
you can either buy the disks individually for
£9.95 each, or get hold of the entire set for
£39.95 - almost a tenner cheaper than buying
them separately and nearly £25 less than the
usual retail price.

Alternatively, you could spend (at the very
least) 30 quid on an Amiga sampling package
and another 50 or so on a sample CD to actually
have some sounds to record! The choice is
yours, but the piggy-bank will need a bit of
stocking up for the latter option.

TO FIND OUT HOW TO GET HOLD OF THESE ITEMS, TURN TO PAGE 234 IR
AMIGA FORMAT OR CALL NIKKI ON O458 749011

AMIGA FORMAT n




1 NEED A UNIT TO SAN

COMPUTER MUSIC ISN'T just a matter of linking
your machine up to MIDI equipment to create songs.
You can also produce music just using your Amiga
This opens up a whole world of possibihities, from
sound sampling to capture istruments and sound
effects, via creating tunes to include on your own
demos to a full-blown computer music set-up, includ
ing sequencing, recording and editing. Here's a run
down of the various sections of Amiga sound systems

SAMPLING

The advanced sound processing of the Amiga makes
possible something that was only previously available
on advanced machines usually found in studios - the
world of sound sampling. By connecting a sampling
cartndge into vour Amiga and loading up the software,

you can record sounds from any external source. Lift

sounds from records, tapes and CDs, record speech and

sound effects from video, or simply use a microphone
to take sounds from the real world.

Once you have captured a sound, you can use the
software to chop 1t loop i, change 1ts pitch and add
effects such as echo, delay or even playing in reverse
Sounds can then be saved out to disk ready to use n
other programs. The most usual situation that uses
samples 1s in an Amiga-based sequencer, but you ¢an

also use samples to add sound effects 1o games or

demos. Just imagine - instead of that weedy ping when

your sprite fires its weapon, you could use a machine-
gun sample from Terminaror!

S0 what equipment do you need to get into sam-
pling? There are a number of packages available and
there is bound to be one which fits your requirements,
whether you're a beginner, an enthusiast with a tght
budget or an advanced Amiga sound technician, Here

1s a selection of some of the best packages available.

TECHNOSOUND TURBO

This 1s pretty much an entry-level sampler, giving
newcomers 1o Amiga sound and music 1o get Lo gnps
with the techmques involved. Along with the usual
rL"-.'lll'tilll:.! and cdillng functions, the program also con
tains a wide range of real-ume effects, allowing you to
add echo, phasing and nng-modulation effects to a hive
input. Another nice feature 1s a simple rhythm

If this issue’s brief foray into the world of Amiga music has whetted your appetite,
then you may want to experiment even further. But what can you do with music
using your machine? What packages do you need? Maff Evans peruses the catalogue.

I

By simply plugging your Amiga into a synth
via on interface, o whole new world of music
is upEnnd up to you — you are now entering
the MIDI sequencer zone...

sequencer, which allows you to create patterns from
short samples.

I'he package is fairly simple, with a straightforward
approach to all the functions and not too much in the
way of confusing extras. If you want to get started in

i GrEE Ry orEr T sl okt o "P/ing. have a look at the mail-order section in

A A S| WA | vkl il ex] < | TR | > [>o] WA bR | S \miga Format (Pages 232 -235) to get hold of this
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entry-level system.
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DTN 5 . e e For those who want to get into sampling, Technosound
: e e Turbo offers o wide range of editing tools in an easy to
e wnderstand package - just right for the beginner.

So you've played with Sequencer One until
your speakers start to smoke. Where do you
go from here? A number of programs are
available to allow you to get the most out of
MIDI, including more advanced sequencer
packages and editor/librarian programs for
editing sounds.

Those of you with Roland equipment such
as the CM sound modules or the D series of
synthesisers may want to expand your
Sequencer One set-up with a sound editor
and patch librarian system. The CMPanion
system allows you to edit sounds in the CM
modules and store them in a database, while
4D Companion is an editor librarian which

MIDI enabling you to adjust sounds even while you

gives you full editing and storage control over ye.¢ o o the electronic musician unrivalled power over music cre- manipulated with X-Or can be recorded along
D5, D10, D20 and D110 sounds. Both these ation. Not only can you record and edit music, you can print out @ with KCS sequence data for some stunning live

programs multitask with Sequencer One, score, sync it to tape or outomatically mix down all the channels. sound effects!

are working on a song.

If you have higher aims and want to go for the
real big stuff, then Dr T's latest version of KCS
is for you. KCS 3.5 with Level Il is a full MIDI
sequencing and score-writing package. The sys-
tem comes with the KCS software, Dr T's Tiger
graphic-editing system, the Automix automatic
mixdown package and Quickscore score writing
capability. You are also supplied with software
for running in sync with the Fostex R8 tape
o= machine as well as with SMPTE code.

Dr T's also have an editor/librarian which
multi-tasks with the KCS system. X-Or is a patch
editor and librarian which can be configured to
work with virtually any MIDI system, from synths
and tone modules to effects units. All the data
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AvdioMaster lll is the software bundled with Aegis’
Sound Master package, but for serious sampling power
the updated version four offers incredible editing power.

If you already know your sampling omons, but don't
yet have an Amiga sampling system, then this may be
the one for you. The package consists of an excellent
piece of sampling hardware, which features stereo mic
and line inputs, an input-level slider, an overload LED
and a built-in microphone, with the added bonus of the
acclaimed (and nightly so) AudioMaster HI software.
As well as supplying all the usual sampling and editing
controls in one of the most straightforward operating
sysiems available, the program features a loop
sequencer, which allows you to create 99 loops within
a waveform, making 1t possible (o recreate a whole

song from a few short sections.

UPDATE SOFTWARE

If you already have a simple sampling system and want
to update the software to carry out more advanced
operations, then there are a couple of options available.

A still fairly new program is avanlable from Sunnze
Industries (the makers of Perfect Sound 3). Audinion 4
contains all the features found on Aegis™ classic, but
has quite a few addinons. You can arrange the screen
display in any way you want, calling up windows
when needed and tucking them away 1t you get 100
muddled. The program also boasts a few additions,
such as recording samples directly 1o disk and a wide
range of real-ime effects. The best sampling program
currently available? Could be. But

The programmer of the AudioMaster Il software

|PLE AND HOLD

Bl | ¢ | ch

packaged with the Sound Master system has been busy
updating and improving his creation to produce (sur-
prisingly enough) AudioMaster V. In addition to the
masses of features avarlable on the previous version,
AudioMaster I'V pronmmises such advanced ellects as
shifting the pitch of a sample while keeping its timing,
or carrying out ‘time-stretch’ operations, which enable
vou 1o make a sample longer or shorter while keeping
the same pitch. This could put the Amiga in a position
to take on some of the dedicated hardware samplers!

For those keeping an eve on the sampling scene, you
may lke to know that a number of new packages are
on the honzon.

Microdeal have a couple of trnicks up their sleeve.
As well as updating their AMAS system, they are also
releasing a replacement for their Mastersound package
in the form of Stereo Master. This new package
includes a host of new options, such as a full real-time
effects creation program, a full waveform analyser and

a sample sequencer

SOUND VISION

TechnoSound Turbo - £27.99
Available from Amiga Format Mail Order,
Hotline 0458 74011

Sound Master - £129.55
AudioMaster Il - £59.25
Available from HB Marketing 0753 686000

OctaMED - Free with AF issue 29
For back issues, 0458 74011

Audition 4 - £49.99

KCS 3.5 with Level 2 - £279

X-Or - £219

Available from Zone Di’:trlhutl-nn 081 766 6564

CMPanion - £99.95
4D Companion — £99.95
Available from Gajits 061-236 2515
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lgoodpluﬁnrm:khﬁu-shﬂuﬂ with Amiga

tracker programs is NoiseTracker. This progrom allows
you to create sed four-trock tunes using o
wide range of sampled sounds.

TRACKERS

If you want to create stand-alone tunes on your
Amiga, then a tracker program is the thing for
you. These allow you to use Amiga samples and
internal synth sounds to create tunes which can
be played without having to load the creation
program, so you can stick them on a disk and
distribute them around your mates.

The best option for creating tracker
songs is Teijo Kinnunen's OctaMED. This pro-
gram enables you to create eight-track tunes on
your Amiga - a clever feat seeing as the Amiga
only has four sound channels. As well as a music
editor, the program features a synth-sound cre-
ation page and a full sample editor, making it one
of the most comprehensive Amiga sound pro-
grams available. So where can you get this
wonderful package? On the cover of the last
issue of Amiga Format! Check out Back Issues
on Page 238 of this issue to get yourself a copy.

OctaMED, featured on Inn nlﬂti': Amiyn Format
Coverdisk, is a pretty advanced tracker progrom, allowing
you to edit samples, create synth sounds and program
tunes to play on eight tracks.
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PLAY ALL YOUR GAMES WITH ARCADE
QUALITY STEREO SOUND

The SOUNDBLASTER is a 5 watt per channel stereo amplifier that comes
complete with high quality 50 watt 3 way speakers, power supply and
leads and instructions to allow it to be quickly & easily connected to your
computer.

The SOUNDBLASTER adds an extra dimension to your games, imagine
super stereo sound effects, crystal clear samples and terrific tunes.

The SOUNDBLASTER makes your games come to life, increasing
playability and giving greater lasting appeal.

FREE pair of stereo HEADPHONES with every

SOUNDBLASTER!!

4 ORDER YOURS NOW [’ s

FOR CREDIT CARD ORDERS, TELEPHONE: 061 724 7572. ACCESS/VISA.

I PLEASE SEND ME A SOUN D B LA S T ER FOR MY e e e et s s e s e e e e et e e et e e e e COMPUTER I
‘ | ENCLOSE A CHEQUE FOR £52.99 OR CREDIT MY ACCESS/BARCLAYCARD No. .....ccooocvevee... = . I
B IOV 5o oo s a4 S SR |
I AD D RESS et |
l ........................................................................................................................................................................... FOSTERORE . s s s I

l SIREN SOFTWARE,
I_WILTON HOUSE, BURY ROAD, RADCLIFFE, MANCHESTER, M26 9U
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WIN A MINI
STUDIO

Electronic music fever has gripped us here at Amiga Format, and

we'd like you to share in the enthusiasm. So what do you need to

record potential hit songs? A studio would be nice, but rather

expensive! You could do with some recording gear though, so those

nice people at Zone Distribution have given us some of the latest

sequencing and recording equipment available. Now isn’t that just

what you need? Yes, of course it is.

HERE’S WHAT YOU
COULD WIN:

A FOSTEX X-28
FOUR-TRACK TAPE RECORDER

This highly desirable portastudio features eight inputs,
full level mixing, simultancous recording across all
tracks, effects send/returns and monitoning, LED level
and transport displays and a whole host of other fea-
tures, making it one of the best mini-studios available.

A COPY OF DR T'S

KCS 3.5 LEVEL NI

This Formar Geld-winning sequencing package 1s just
about the most powerful music-creation system avail-
able on the Amiga. Not only can you record and edil
MIDI data, but vou can print out a musical score, auto-
matically mix-down your track in real ume and sync
the program to run in time with the multtrack.

A PHANTOM SYNC UNIT

This unit acts both as a MIDI interface and a synchro-
nisation unit. allowing vou to link KCSup to the
multitrack and run the sequencer in time with tracks
you’ ve already recorded

A COPY OF THE X-OR
PATCH EDITOR/LIBRARIAN
SOFTWARE

No more fiddling around with the buttons on your
synth to come up with new sounds! This program
allows you to edit sounds on your synthesiser and store
them on disk for future use. You can also carry oul
changes in real time and transfer them across to KCS as
sequence data, so that an effect changes or a sound 1s

altered automatically as a sequence 1s playing!

VISION

_fhose Musi:ul
| Questions in Full

| I Who is the jazz musician famous
for playing “Stranger on the Shore’
' on his clarinet¢

Who wrote the music for
‘West Side Story'?

How many brides did the
Seven Brothers have?

|
In the Who song, ‘Free Me’, which

character was pleading to be free

Who sang ‘| Was Born Under a

NaN

Woandering Star’ in the western
musical film ‘Paint your Wagon'e

.
7

In the same film, who sang
‘I| Talk to the Trees'?

Which famous musical star of the

40s and 50s later starred
in the TV show Dallas?

Who wrote the song ‘Pinball
Wizard’ and who sang it in the
film ‘Tommy'2

Which female singing star wrote,
directed and starred in the film
drama ‘Yentl'?

Who directed the film of the

musical ‘A Chorus Line’'?

|
| - = ——— —

50 what do yvou have to do 1o win all this wonderful
equipment?! Well, the festive season 1s upon us and all
those fantastic musical films are appearing on the telly
All you have to do 1s gather the members of the Tanmuly
together and find the answers to the 10 questions

printed in the box above
Got all those? Right, send them in to

Food of Love Competition,
Amiga Format,

29 Monmouth Street,
Bath

BA1 2AP

All entries should reach us no later than January 21
The first set of correct answers out of the bag wins all
the gear, and two runners up will each receive a copy
of Dr T's Tiger Cub graphic music editor soltware
Right, evervone join in... "O-o-0-0ak-lahoma where

Ed!)

the... (that s enough
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BY NOW, HOPEFULLY we’ve managed to get you
interested in  the music  and
sequencing. However, you can only go so far with just

world of electronic
the Amiga’s sound chip. So if you want 10 make music
to compete with the big boys. you're gomng to have
o get into MIDI.

The first thing you'll need 1o get going 1s a MIDI
interface. Just about the best Amiga interface available
is Datel’s MIDIMaster. This unit contains a MIDI In,
three MIDI Out and a MIDI Thru socket, all housed in
a sturdy box and is supplied with two MIDI leads for
the nominal sum of £29.99 (for more information call
Datel on 0782 744324). Now then, you've gol your
interface. What can you do with it? Well simply read

on. dear histener...

Akai’s S1000 sompler is widely used by producers
ond musicions, maoking it the industry standard for
professional studio recording.

Even though the Amiga is capable of recording |

and playing samples, it can hardly compare to
dedicated studio samplers! These monstrous
beasts give compact-disc quality sound and
have incredibly powerful editing functions and

a hefty RAM storage. Some of the top musicians
create tracks by only accessing sounds on
their samplers!

The studio standard sampler these days is
pretty much Akai's S1000. This unit is a highly
advanced sampling system and is probably out-
side the range of the home musician (costing
around £2,000).

Another sampling system which is highly-
acclaimed is Roland's S770. Although this is
not as widely found in studios as the S1000 is,
this unit also gives the musician excellent sam-
ple quality and editing functions and it is
winning a hell of a lot of support with serious
musicians everywhere.

The top of the range, though, in sampling is
without doubt the Synclavier. This beast man-
ages to take up most of a room and it features a
high-power sampling and sequencing system.

Many studios base their whole sequencing
and recording operations around one of these,
but you're unlikely to find them in the low-end
studios. The reason? Well it's because they cost
around £250,000!

Roland continue their adventures in sampling lond
with their impressive-looking and aurally outstanding
§770 sampling module.

nm:onmr

TAKE A B

When you’ve done all you can using Amiga samples in your songs, it may be ti

SYNTHESISERS

These days, synthesisers are advanced systems with

extremely impressive sounds — very different from the
cable-entangled suitcase affairs of the 70s!

A good starting place for the MIDI enthusiast is
Roland’s D10. This is a multi-imbral synth based
around Roland’s revolutionary Linear Arnthmetc syn-
thesis. Its multi-umbral capacity allows you to control
a number of sounds simultaneously by assigning them
to individual MIDI channels, making it ideal as a
sound source o use with your sequencer. D10s can be
picked up for around £600, so you needn’t break the
bank 1o get one!

Roland recently made a brave move in the synthe-
siser market by releasing the JD80O. Thas features all
the functions and sound quality you would expect from
a modemn synth, with the added appeal of analogue-
style controls. This means that all the JOEOO"s options
are accessible via their own button, shder or knob, very
much like the old analogue synths of the early 80,
Seasoned kevboard players find this way of working
more preferable than wading through pages of sub-
menus, bringing back the bygone era of early synths

Roland’s JD800 - digital sound with onalogue controls.

and making the JDBOO a hugely successful keyboard.
One of the most acclaimed synthesisers of late is the
Korg Wavestation. This uses an advanced sound-
creation system known as Advanced Vector synthesis.
This allows you to layer sounds to create a range of
incredibly rich tones and give them extra feel by fading
from one sound to another. Another impressive feature
15 1ts Wave Sequencing option. Using this option you
can stnng sound waves together to create an ever-
changing ‘rhythm’. This 1s a pretty advanced system
and 1s quite expensive, so be prepared to shell out
around £1,000. Maff was so impressed with the
Wavestation that he bought one himself’

|

Korg’s Wavestation synthesiser continues to uphold their reputation for releasing high-quality sound equipment.

WORKSTATIONS

Some people don’t hike the idea of having 1o link many
machines together to create MIDI music. They would
prefer it if all sequencing, sound creation and editing
could be done on one unit. This is where the MIDI
workstation comes in.

These machines consist of a synthesiser, drum
module, effects unit and sequencer all in one keyboard,
s0 you can produce an entire track without having to
use any other equipment. They can also be linked up o
other devices via MIDI, so that you can play the inter-
nal sounds from your computer or run other MIDI
instruments from the on-board sequencer.,

The first successful MIDI workstation was Korg's
M1 (which has been recently succeeded by their cnu-
cally acclmmed 01/W. Machines such as the O1/W and
Yamaha's 5Y9 are pushing the hmitations of what
you can do with sequencing and sound editing on a sin-
gle system, providing an ideal pathway into sequencing
for the kevboardist. For musicians on the move,
Yamaha also have the QY 10, This contains a selection

=
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Now you can create music wherever you go with the
Tunuld QY10. This Walkman-sized unit contains drum and
synth sounds along with a sequencer, so you con try out
song ideas while on a long journey!

of sounds along with many of the sequencing and drum
functions found on a workstation. The difference is
that it’s about the size of a Walkman. This means that
you can take it out with you and plonk in ideas if they
occur while you are out.



EAT BOX

e to move on to working with MIDI. Here’s some hot MIDI equipment.

RECORDING AND EFFECTS

The Tascam Porta 3 offers the

beginner on ideal entry into
the world of multitrack recording for very little money.

¥ PATCH A
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When you start playing in the big leagues, you need some

Creaung electronic music 1sn 't just a matter of choos-
ing the sounds and creating a song. At some point you
will probably need to record 1t to tape. Machines like
the Fostex R8 can be controlled via MIDI, enabling
yOu 10 run your sequencer 1n iume with a tape.
The same effect can be achieved using a SMPTE box,
which generates a umecode which can “lock together
sequencers and tape decks

If you just record vour song on tape straight from
the sound sources, the result may sound a little bat dry.
his is where the effects units come in. A wide number
of effects boxes are available, combining reverb, delay,
flange, echo, phase and pitch-shifting effects. These
can be essential in adding a dvnamic feel to your song.

Gy wmisty . DR
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pretty powerful effects to beef-up your sound. The Zoom 9030

multi-effects processor is regarded as the best unit available in this field.

MIDI CONTROLLERS

For those of you who aren’t particularly interested in
playing keyboards or using a sequencer, don’t worry!
There are a number of ways available for control-
ling MIDI devices

Guitar players can get hold of a hittle wadget from
Roland that can be bolted to your guitar. This 1s hnked
to an additional pick-up which can detect what note
you are playing and convert it to MIDI informaton,
allowing you to control a synth from your guitar
Drummers can get hold of electromic kits, with pads
replacing real drums. These don’t actually make a
sound, but send MIDI information to sound units,
much like a kevboard. Roland were one of the earhier

pioneers in this field, with their Octapad senes of drum
pads being seen in many a drum set-up.

There are somewhat stranger devices though, such
as Yamaha's WXI11. This 1s a “breath controller” which
1s played like a saxophone or clannet, bul instead of
producing its own sound 1t sends MIDI data to your
synth, sampler or sequencer.

As YOUu can sce. the world of MIDI lm;nr[mr:,m:ujur-.l
about anything that you could possibly imagine when
it comes to creaung music. If you're interested in get-
ting yourself involved, then stant scounng those music

shops for bargains and let the combined effort of your

Hl'lLtE.']H.'i.IﬁH'I and talent take over!

Who says that only keyboard players and drummers can use electronic instruments? There are a number of units available
for guitarists to link into electronic music ond this WX 11 breath controller allows sax players to get in on the act as well.

VISION

Yomaha's RY30 features more expressive controls
than almost any other drum machine.

in the early days of electronic music, drum
machines (such as the Roland TR808) were to
be found in virtually every set-up. Over the
years rhythm boxes have advanced, with
machines like Yamaha's RY30 featuring such
accessories as a pitch-bending wheel to change
the tone of the drum sounds as you play.

The advent of the MIDI sequencer has
meant that, over the years, people have been
using drum machines as a sound source for
their drum tracks, preferring to create the
rhythm on the sequencer rather than on the
machine itself. People have picked up on this by
releasing Drum Modules, such as the Alesis D4.
These contain massive banks of sounds which
can be triggered from external sources (such as
a drum-kit or MIDI device).

Linking o module such as the Alesis D4 to your MIDI
system gives on extremely advanced rhythm set-up.

b
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Roland’s wpdate to their fomous Octopod has proved
extremely popular with drummers wishing to use MIDI.

For those wanting a full-blown drumkit te plug
the Casio kit offers a lot of flexibility.

into MIDA,
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GLOBAL COMPUTING

Lucepool Lane, Woodhouses, Yoxall, B-o-T, DE13 8NR. Tel: 0543 473131

FLOPPY DRIVES | Memory Upgrades |

1.5" DS DD External Drive............£51.99 512K no clock 16 Chip....cocovvvennn £19.99 Get to those software bill boards - or

3.5" DS DD Internal Replacement 4 Chip.....coorvrnnne 23,90 anything you want down the phone.

DIIVE wvvovvrereseeesesseessssesmsesessesesesesens £47.99 o12K with clock 16 Chip .............. £24.99 Possibly the cheapest way to obtain
Slim, quiet, high quality mechs. IMb Thru Ht‘rﬁfd ....... s %,:‘-‘}l.ﬁin 100% industry compatible.

L (To use with 4 Chip size to give L e €119

e 1-5Mb undrade) ad) € €vvriinnsssssni £11¢

1-5Mb with clock ......ooeereeeeene..e £69.95 with error correction (EC).............. 4159

HARD DRIVES S =t with EC and data compression.......... £174

40Mb  Both with optional .........£299.00 NEW; External Memory Expangiun

100Mb 2Mb/4Mb add. mem........£449.00
Only 1" wide ® 5 seconds to fit =| STOCKING FILLERS |=
@ Makes use of any internal upgrade.

52Mb comes with 512K mem. .....£449.00

Also opt. 1, 2, 4 or 8Mb add. memory l;ﬂ: """""""" :E{; iﬁ}t‘:ﬂj}: A500 Replacement PSU.........only £39.95
IOUBE s s only £14.99

3.5" DS DD disks ......cccoouernnne only £0.32

ZI CHIPS & BITS ]= 80 Capacity disk box.......c....... only £4.99
All products are made using leading edge 256K x 4 DRam £4.95, IM x 1 Dram.£4.95 100 Capacity disk box...........only  £6.99
technology to the highest standards and IMb Simm....... £39.50, 4Mb Simm ...£145 Dust Covers AM/ST.....cccicisenssion £3.99
are fully guaranteed. G304 FOILRY RGNS ..o canssssississsssass £39 Printer/Monitor ..........£5.09
1.3 Kickstart s A36 Leads and Ribbons ... CPOA.

“w“"mwm on any of IHNE and ReDaIY ...cvcvisiviinsmiiiind £P.0.A.

2 YEAR WARRANTY

WINDOWS 3 DRIVER
SPECIAL PRICE

To underline the fact that the NEC Pinwriter P20 is one of the

most reliable 24-pin printers you can buy, it now comes with a

two year unlimited warranty as well as Windows 3~ driver. To say
: nothing of nine different typefaces, excellent paper handling
and superbly professional print quality.

And now there is a special low price. The NEC P20 for
only £195 - a saving of £104 off the list price - from these
dealers. So contact your nearest one right away and get two
years' peace of mind and

a whole lot more. NE c

Compumail, Aylesbury Evesham Micros, Technomatic, Kingsbury Mirus, North Shields
0296 397039 0223 323898 081 205 9558 091 258 6620
Javelin, Blackburn 20/20 Systems, Cowdenbeath Micro Anvika, London W1 Chipboards, Surrey
0254 63388 0383 515131 071 636 2547 0483 797959

Time Computers, Blackurn Vision Technology, Croydon Compuscan, Manchester RSC, Watford

0254 682 343 081 760 9727 061 257 2800 0923 240739
Cashpoint, Bristol Dimension, Leicester Aptel, Milton Keynes Action, Wembley

0272 277518 0533 517479 0908 261817 081 900 2566




JUST A SPLASH OF
ON HERE...

YOU’LL SEE WHAT
IT IS IN A MINUTE?

Even more than Rolf Harris or Tony Hart, the Amiga makes animation and painting
fun and accessible. So boot up your Graphics Workshop disk and let’s get to it!

Computer “art’ is a bit of a pretentious idea, sure, but
computer painting is a heck of a lot of fun. Over the
years, a number of useful and simple 1deas have been
developed on computer graphics programs to make
creating pictures fun and easy.

The first of these is that a computer can easily make

perfect shapes for you, Whether it’s drawing a circle or
constructing a square, it's pretty difficult to do free-
hand on a piece of paper: but a computer can do il
quickly and accurately.

The second idea is what's called rubber-banding.
This makes it easy to do smooth curves of the kind that
designers everywhere would have been proud of but a
few vears ago.

The third is repetition. The third is repetition. You
can easily do fourteen copies of something all at the
same time when you 're doing It on a4 computer screen
The fourth is that nothing is fixed: you can change a
colour any time you like, or blank off whole buts of the
screen and start again,

Colours are very much easier 1o mix on a computer,
especially on the Amiga: because of the way a TV or
monitor display works, you can tweak the difterent
red, green and blue parts of the signal to mix colours as
finely and subtly as you want. Frankly, that alone can
keep a clown like me absorbed for hours. And you

don’t just have to splash solid colour on the screen:
vou can blend, chop and change colours at will.
Perhaps the biggest advance in paint programs ever
was the idea of the custom brush. A custom brush is a
part of the screen vou pick up and use to paint with.
The clever part is that custom brushes can be messed
around in all Kinds of wavs. distorted and reshaped at
wiil. It"s also the closest thing vou’ll ever come to the

old gag about Tartan paint!

If you've never been tempted to have a go al computer
painting before. why not give it a trv? It really 1s
easeier than vou think. It's one of the Amiga’s greatest
talents. so it's a shame to waste all that potential: but
it"s also really not difficult at all.

e

SOUND VISION

WHERE TO START

A quick note about loading and saving files. The
load and save system is pretty straightforward
and shouldn’t cause problems, but there are two
things to watch out for. If you press the Return
key when a file requester is on the screen, it's
the same as clicking OK. This may take a few
Deluxe Paint users by surprise. Also please note
that the program may request a disk called

Graphics Workshop. If it does, simply click on
Cancel and everything will be fine.
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The image on this page. which I was pretty pleased
with (I'm a novice myself at these things) was pro-
duced after I'd been using Graphics Workshaop tor only
a couple of hours. In the immortal words of a certain
Trenton Webb Esquire. “The nice thing about it is that
even a complete idiot can produce something decent-
looking™. Thanks, Trenton,

I was fairly pleased with the colourful background,
which really happened completely by accident as [ was
messing around with the various painting modes (see
Page 29). And there's always the comforting thought
that 1t vou can’t do something yourself, you can cheat.

The main cartoon character in our picture here,
Tank Girl. was traced onto a piece of clear film which
we stuck on the tfront of the monitor and copied.
Simple. There are lots of ways of cheating in computer
paintning: but the nicest thing about it is that any indi-
vidual will almost always. sooner or later, just by
messing about, come up with something he or she 1s
pleased with.

You've got one of the most advanced paint and
animation programs there 1s sat in front of yvou: 1t's
worth a full £79, but it costs you practically nothing.

So what have you got to lose? Go on. give it a whir]!

THE GRAPHICS WORKSHOP
WHY IS IT SO SPECIAL?

Not only does The Graphics Workshop have all the normal tools you would expect from a top Deluxe
Paint lil-style program, it also has a lot more. It can use ‘Colour Areas’ to give hundreds of colours on
one screen. It features an ‘Object’ system which means parts of your picture can be placed and then
moved later, without destroying what's underneath. It doesn't limit you to using just one custom brush,
but allows you to pick up and store ten and use any of them at any time. It features not only ANIM and
Animbrush forms of animation, but also a Cell system which is probably the most powerful animation
system there is for the Amiga. But don’t just listen to me telling you how good it is: try it out for yourseif!

e ——
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GRAPHICS W¢(

THE PAINTING TOOLS

Here's everything you need to know to get started:
how to use all the tools on the menu bar to create pic-
tures, It's all very easy indeed...

['his displays information about the picture you're
working on, including the resolution and the file size.
When you're actually doing something to a picture it
disappears, reappearing as soon as you finish the oper-
ation. This makes it quite handy to have, because you
can tell when a complicated drawing operation has fin-
ished doing its stuff, rather than trying to rush on and
confuse things. Sometimes, though, you'll want to star
a drawing operation right at the top of the screen: in
which case pressing the Delete key will make the title
bar disppear. It reappears when you press Delete again,

['his is the heart of the program, where all the drawing
tools are located. It's a clever gadget, because 1t
becomes ‘active’ as soon as you move the pointer over
it (notice how the word “Fastmenu’ changes from
being faint 1o solid).

I'his menu bar contains all the tools you need 1o
draw pictures and these are all explained here in detail.
Each tool is in a box in the group over at the left-hand
side. The rest of the Fastmenu bar contains a colour
paletie for you to pick your colours from and various
other colour-related bats.

The Fastmenu bar can get in the way during draw-
ing, though anything you draw underneath it will come
out on your picture. You can, however, move the menu
bar up and down the screen by holding down the left
mouse button with the pointer over the top bar of the
menu bar. You can also make 1t disappear completely
by pressing the Help key: and pressing Help again will
make 1t reappear.

All of the drawing tools are explained here, but it’s
worth mentioning now that you pick the ool you want
by clicking on it with the left mouse button. Some
tools are split: they do different things if you click on
the top to if you click on the bottom half. When you've
finished using a tool, or if you decide you don’t want
to use 1t after all, simply click on another one.

Some tools also switch to another function if you
click on them with the right mouse button, in which
case a requester box appears allowing you to change
something. These are all explained with the tool
descriptions which follow.,

E DOTTED FREEHAND

- Simply hold
down the left
mouse button
while drawing,
and your line
will be drawn as
S - B asenes of dots,
o Detss i WESY -8
the dots will be close enough to join up: 1f you go
quicker, they will be further and further apart.
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If you go slower,
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Top half: hold
down the left
mouse button
and a continuous
line will be
drawn wherever
:u'l.'ll;.l Mye,
Bottom half:
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hold down the mouse button and draw any old shape
and 1t will be filled with solid colour when you release
the button. Notice that the thickness of the brusch you
are using doesn’t affect filled shapes.

Hold down the
left mouse but-
ton and the star
point of the
striaght line will
be fixed on the
screen. Then you
: can move the
mouse anywhere on the screen and the line will follow
the cursor around. When you're happy with the line
you can finally release the left mouse button and your
striaght line will be drawn,

329/’256
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Click with the
left mouse
button to set a
centre point.
Move the mouse
until you're
happy with the
length of the
first ray, then hold down the left mouse button and
move the mouse in a sweep. When you've drawn
enough, release the left button then click the nghi
mouse button to fimish.

CURVE
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This 15 a four-
point Bezier or
rubber-band
curve. If that
sounds comphi-
cated, don 't
worry. It isn't.’
It's just very
effective. Hold down the left mouse button and the

start point of your curve will be fixed. Move the mouse

until you reach the end point of your curve, then let go
of the button and a line will be drawn.

If you now move the mouse again, you'll be able to
drag the line out into a curved shape. When you're
happy with it, click the left mouse button. Move the
mouse again, and again the curve will be drawn out in
another direction. Click the left button to complete the
drawing operation.

Note that clicking with the right mouse button on
this tool will bring up the Set Size requester, where
vou can choose how accurate your curve should be.

Top half: hold
down the left
mouse button
and the top-left
cormer of a rect-
angle will be
fixed. Move the
mouse until
you're happy
with the size and shape, then let go, and an outline
rectangle will be drawn. Notice that using a round
brush gives you rounded comers: use a square brush if
you wanl square comers. Bottom half: exactly the
same except that when you release the mouse button,
the shape is filled with solid colour. Notice that the
thickness of the brush doesn’t affect filled shapes.

Top half: hold
down the left
mouse button
and the centre
point of a circle
will be fixed.
£33.50000 e ™8  Move the mouse
o until you're

happy with the

size, then let go, and an outline circle will be drawn.
Bottom half: exactly the same except that when you
release the mouse button, the shape is filled with solid
colour. Notice that the thickness of the brush doesn’t
affect filled shapes.

Top half: hold
down the lefi
mouse button
and the centre
point of an
ellipse (oval)
will be fixed.
Move the mouse
until you're
happy with the size and the shape, then let go, and an
outline ellipse will be drawn. Bottom half: exactly the
same except that when you release the mouse button,
the shape is filled with solid colour. Notice that the
thickness of the brush doesn’t affect filled shapes.

. mu:auun POLYGONS

- E s Top half: click
with the lefi
mouse button to
set the first
point. Wherever
you move the
mouse after that,
a line follows.
Click with the
left mouse button each time vou want to set a line, then
when you're happy with your shape click with the right
button to finish drawing. Note that the shape you draw
does not have to be closed (joined up). Bottom half:
exactly the same, except when you finish the shape
will be filled with soild colour. Notice that the thick-
ness of the brush doesn’t affect filled shapes.

|§ REGULAR POLYGONS
Sl % ! s Top half: hold
down the lefi
mouse button
and the centre
point of your
shape will be
fixed, then drag
out the shape
until you're
happy with its size. Let go of the button and move the
mouse around to rotate the shape: then click once with
the left button to fix it.

Bottom half: works exactly the same way, except
when you finish the shape will be filled with solid
colour. Notice that the thickness of the brush doesn’t
affect filled shapes.

Note that clicking with the right mouse button on
this tool will bring up the Set Size requester (see the
picture, above, under the heading of Curves: see also
the full explanation of the Set Size Requester which
follows below), where you can choose how many sides
your shape should have,
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Exactly the same
as for regular
polygons, except
that when you
drag out the size
of the shape vou

can also squash
it or stretch it.

Note that chick-
ing with the right mouse button on this tool will bring

up the Set Size requester, where you can choose how
many sides your shape should have.

Simply place the
SUAre Cursor on
the screen and
lype in your
words. Note thai
It 15 a good 1dea

1O move 1o a

new line by
pressing the
Return key when
Leatie you're getting
rent iy near the edge of
— the screen.
Clicking on this B ‘
tool with the : ' ' ".'.'.'.'.'.'.'.'.'.':- e
right mouse but- '

ton will bring up
a requester allowing you to pick the font (typeface)
you are using from any you have installed in your sys-
tem and to set a couple of text styles,

AIRBRUSH

Top half: the
airbrush simply
‘sprays the
current brush
randomly around

where yvou're
drawing as long
as you hold the

left mouse
button down. Bottom half: the cumulative airbrush is
a bit cleverer. It starts off spraying in the colour you've

chosen, but each time you pass over a colour it moves

it to the next one in the palette range. Ths lets you : magnify with the left mouse button, or hold down the

build up colour on an area in a fairly realistic way. E THE GRID left mouse button and move the rectangle that appears
Note that clicking with the nght mouse button on Chcking on this makes everyvthing you draw snap into until it surrounds what vou want, then release the but-

this tool will bring up the Set Size requester, where position on an invisible gnd. It’s handy for liming up ton. Note that you close the Zoom Window by clicking

you can choose how quickly your airbrush sprays. the edges of squares, for instance, in the small box in the top-left comer.

&) FLOOD FILL ZOOM (MAGNIFY) _ BRUSH PICK-UP

This 1s used 10 @
fill in any areas
of continuous
colour by
‘flooding’ the
new colour into

i 8 W"‘Z’" ¥ _ it. Notice the
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way that it will
fill 1in any areas

of the same colour. so long as they are joined by as ol WL Rl i |9 [ & |
. ¥ ’ E!"'IIE...I B _-,

much as a single pixel of colour. T ""':- /
Clicking on this tool with the right mouse button *Pﬁ % _
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brings up the Set Fill requester. This 1s explained in - »;-"’ ‘rﬂh -~

full in a separate panel on the following page of this Allows you to zoom 1n on an area to work n fine Brushes are a very important part of modern paint and
article (Page 26). detail. Either just click on the area you want to animation programs. Basically. the brush pick-up tools
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allow you to cut out a chunk of the screen and use it to
paint with. Top half: lets you drag out a rectangle
across the area you want to cut out, like the example
portion top right of the screen. Bottom half: lets you
draw a freehand line round whatever you want 1o cut
out, like the example on the left of the screen.

Note that the first colour in the palette is always
transparent, which means it will not pick up on a
brush. You should choose this colour carefully.

(] crossHAIRS

Lines stretch up and across the screen from the cursor,

which can be a big help in positioning things carefully.

[] cOORDINATES

The current position of the cursor is displayed as coor-
dinates in the top left of the screen. Again, this can be
a big help in positioning things carefully.

THE PALETTE
Click on this tool to bring up the palette. Here you can
change any of the colours by simply clicking on the

el {"]".i"‘"'[l
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block of colour you want to change and moving the
sliders at the top of the screen. There are two sets of
sliders: the RGB ones alter the amount of red, green
and blue in the colour, while HSL alters separately the
Hue (colour), saturation (amount of that colour, fading
to grey) and lightness (fading from black to very, very
bright). try them out to see the effect: H5L 1s a great
way of mixing really subtle colours.

Click on SPRD then click on a start and end colour
and all the colours in between will be altered 1o make a
range of shades between those two. Click on COPY
then click on a colour block to copy the current colour
to that block. Click on SWAP then click on a colour
block to swap the current colour’s position with the
one you just clicked on. Click on a colour then on MIX
then on another colour to mix the two together,

Ranges are quite important for colour fills and for
the cumulative airbrush. You can set up to 8 ranges on
the same palette. Decide which range to set by clicking
on the appropriate number. Then set a range by click-
ing on RANGE then chicking on the start and end
colours you want in the range, each of which will then
be highlighted by a small box.

The vertical slider on the top right of the palette
determines how fast colour cvecling goes.

There are three colours in the palette which affect more
than just the colours in your picture, and it’s worth
being aware of what they do. The first colour in the
palette is always transparent, which means that if you
pick up a brush it will not be picked up and you will be
able 1o see the screen through the parts of the brush
where that colour would be.

The first colour is also used by the text in the menu
bars and by the borders around the screen, while the
second colour is used as the background for the menu
bars and so on. If you do change these colours, make
sure you keep a large contrast between them: or you
may have trouble reading the options on the screen,

The second to last colour 1s the colour used to high-
light selections in the Fastmenu bar. It can be useful to
make this a nice, bright colour to stand out clearly: we
used a noticeable bnight green.

UNDO

Chick on this to Undo the last thing vou did. Undo will
only work if you've not clicked the mouse button at all
since the thing you want to undo. It’s a sensible 1dea 1o
get used to pressing the u key on the keyboard when
you want to undo mistakes.

CLEAR

Clears the screen. Click on it once with the left button
and the cursor will change to the word CLEAR.
Whatever colour you click on next, whether it’s in the
palette or on the screen, will be the colour that the
blank screen becomes,

VISION

BUILT-IN
BRUSHES

Just click on one of these built-in brushes to draw with
Il. Some are more interesting than others.

This shows the current foreground colour (draws

with the left mouse button). To change this, you
can click on this box then click anywhere on your pic-
ture or on the palette to choose the new colour.
Alternatively, just click with the left mouse button on
the colour box to the nght of the Fastmenu bar.

You can create mixed foreground colours which are a
chequered pattern of two colours, Select the first
colour as normal, then select the second colour by
clicking on it with the right mouse button, The mix
will appear in the Foreground colour box.

.‘a.h‘\\
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Choose a background colour (the one that draws
with the nght mouse button) by clicking on this
box then clicking on the colour you want, anywhere on
the screen.

RANGE
DISPLAY

Shows the rest of the
colours that are in the same range as the current
Foreground colour.

THE SET SIZE
IHHDUESTER

52t 1z ]E_i|g
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PRSI SANsSaN
Curve Accuracy
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Num Poly Sides
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Grid Size

X: EM Y: EN

This requester appears when you use the right mouse
button to click on either the regular polygon tools, or
the curve tool, or the gnd tool, or the airbrush tool.

It’s used to create new settings for those tools. It's
really completely self-explanatory: all you have to do
is adjust the relevant value using the sliders or, in the
case of the grid, by typing in a new value,

The default setting for the airbrush is as fast as pos-
sible, and generally you’ll want to leave it there. The
accuracy of the curve is also at maximum: reducing it
will make your curves less precise, but it also speeds
things up when drawing them.

The maximum number of polygon sides is 20,
which is in fact pretty much a circle. The grid size is
expressed in pixels.
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There are three extremely interesting and important options here, The first is clicking on one of the numbered boxes and clicking on Store. Free will remove a
| Solid: this makes sure that any filled shapes or flood fills are done in a single, stored pattern.
solid colour. You'll need to click on this to revert to an ordinary fill after you've Third, there is dithered fill. This uses whichever range of colours the current
been doing something fancy. foreground colour belongs to and draws the whole range into whatever solid
Second is Pattern. To use a pattern, you pick up part of the screen as a brush. shape you are drawing. You can set the direction of the bands of colour by using

Then click on Pattern in the Set Fill box, choose one of the numbers to store your the arrows, and also change the dithering (the break-up of colours between each
pattern under by clicking on it and click on Store. The pattern from the brush will join) by moving the shider at the bottom of the box.
. appear in the box on the right of the requester, and any fills you do will use the The only drawback is that you cannot do a Flood Fill with a dither or a pattern
- repeating pattern from the brush. You can also store up to 9 patterns simply by in. The fancy fills do, however, work with all the filled shape tools.

OTHER
DRAWING TOOLS

There are a number of other drawing tools hidden away on the Pictures menu.
Here’s a look at what a couple of the optioins from this menu do, without getting
too heavily into stuff we’ll cover over the page...
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MANIPULATE

Tucked away on the Picture menu, the one you'd
expect to have all the boring load and save functions
but very little else, is a menu option called Manipulate.
If you drag the mouse pointer over il a sub-menu drops
down with a whole array of interesting extra things you
can do to vour picture.

You're best left to experiment with these for your-
self: remember, if you're messing about either work on
a copy of a picture or use the Undo feature after you
make a mistake. Here's a quick run-down of what the
various options do.

Make B&W simply tums everything you drag the
box over into black and white, Make Grey does a sim-
tlar tnck, but with four levels of grey.

Trace simply looks for areas of the currently-
selected Foreground colour and fills them in with the
background colour, leaving only an outline in the origi-
nal colour. Trace All does exactly the same for the
whole picture.

Move and Copy allow you to select a portion of the
screen and do just that to it, while the Flips and Halfs
let you select a piece of the screen which is then
fMipped vertically or horizontally or reduced in size.

This lets you grab any screen that is currently open on
vour multi-tasking Workbench. All you have to do is
choose the Grab option, click the screen you want to
the front and press the Return key. A requester will
check that you want to work in the same mode as the
screen, then the screen you chose instantly becomes a
picture that you can work on. Clever stuff!



GRAPHICS WORKSHOP
KEYBOARD SHORTCUTS

FASTMENU

Dotted Freehand
Continuous Freehand
Filled Freehand
Line

Ray

Curve

Rectangle

Filled Rectangle
Circle

Filled Circle
Ellipse

Polygon

Filled Polygon
Regular Polygon
Filled Regular Polygon
Airbrush

Flood Fill

Zoom

Grid Snap
Crosshairs
Coordinates
Undo

Brush Pick Up

Use Custom Brush
sSet Fill Panel
Modify Palette
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DRAWMODE

F1 Trans

F2 Copy

F3 Colour

F4 Colour Replace

F5 Range Replace
F& Cycle Per Range
F7 Cycle Per Line
F8 Smear

F9 Dither

F10 Rub Thru
Shift-F1 Shadow
Shift-F2 AB Line

COLOUR AREA
' Activate Palette Area

STENCIL

- Make Colour Stencil
Draw Bit Stencil
Move Bit Stencil
Active Stencil Toggle
Filter Bit Stencil

PAGE ANIMATION

EE e e T

Left Arrow Previous Page

Right Arrow Next Page
Up Arrow First Page
Down Arrow Last Page
I Add-Copy Page

Set # of Pages

Kill Page

Page Rate

Play Page Animation
Space 5Stop Animation

ANIM-EFFECTS
0 and . Move +Z and -Z
(In Set Start/End)

CELL ANIMATION
Shift-Left Arrow Previous Cell
Shift-Right Arrow  Next Cell

( Play Cell Animation
Space Stop Animation

CELL-EFFECTS

Keypad 1 to 9

Place HotPoint

Arrow

Scroll Frame in Active Display Box

O W~

SELECT FONT MACROS
Left and Right Arrows
Scroll Through Character Set

Audio Sculpture is probably
the best music creation
tool ever written for the

ATARI ST-STe computers:
you can, In either colour or
monochrome, use in the
same program a powerful
graphic interface, a staff
editing, a complete midi
support (in and out), a vocal

svnthesiser, a digisounds editor, a
vector synthesiser and so on

Moreover, vou'll find in the
data disk: sources in
assembler, GFA Basic and
STOS Basic to use the music in

your creations (you can replay up to 50
Khz on a STe!), an instrument library
and some exemples.

Shift-F3 Set
MANIPULATE
m Move
M Copy
< Flip X
BRUSH
Flip X
; Flip Y
h Handle
| Filter
0 Draw Qutline
O Erase Outline
j Half XY
J Double XY
g Rotate 90 Degrees
G Rotate Last Angle
OBJECT
2 Add New Object
Z Add Brush Object
Tab Select Object
Esc Object Modify Mode on

I

Move Object Up (In

Object Modify Mode]

|

Move Object Down (In

Object Modify Mode)

Keypad 7 and 9
Rotate X and =X

Keypad 4 and 6
Rotate Y and =Y

Keypad 1 and 3
Rotate =Z and +Z

Keypad 8, 5 and 2
Reset X, Y, and Z
Enter ResetZ

FILTER MACROS
Space Remove Colour

X
X

< O

r ol

Del
Help

Swap Spare Editing Area
Copy to Spare

Editing Area

Print

Editing Area Size
Resolution Requester
Colour Cycle

Title Bar On/Off
FASTMENU On/Off

Quit

COMPATABILITY with Amiga

and TCB Tracker modules and

also with all the different kinds of

card and cartridges (ST Replay,
MSC, MV16 etc...). Well, now vou know
what vou have to do

ONLY £49.99

For Further Details Contact

SOFTWARE MANAGEMENT GROUP
150¢c Main Street, Bingley BD16 2HR
Tel: (0274) 562999




DO IT PROPERLY?

It’s one of the best paint and animation programs that you could wish to have, it won a 90% rating in Amiga Format only five
issues ago, it normally costs £79 and you've got it practically for free. So why not really make something of it? With this fact-
packed and informative manual, you’ve effectively got the complete Graphics Workshop package for a fraction of the real price.

At no extra cost, you will also receive a tutorial disk which provides you with S
all the raw materials you need to follow a step-by-step > \
guide to making your own pictures and animations. o \ GET THERE EIRST!

AVIALABLE NEXT MONTH! Advance order hotline

0458 74011

B




GRAPHICS WORKSHOP
A HOST OF EXTRAS!

Not only does it feature all the usual drawing tools — and pretty stunning ones -
but also, Graphics Workshop is hiding a host of extraordinary features...

COLOUR AREAS

One unique feature of Graphics Workshop 1s that
allows you to imitate the Copper colour-bar effecl
found in games. This means that you can change the

palette as vou move down the screen, effectively giv-

g vou the ability to paint pictures 1n hundreds of

B

colours.
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The way it works is this. All the options for Colour

a sub-menu of the Pictures menu, Select
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Active and a tuck will appear next to it, showing colour
peas can now be used. Select New Area and you will
w0 draw a box on the screen. All colour areas

must be the full width of the screen. Now go for Select

THE MODES MENU

from the menu and click on the area you just drew,
Click on the Palette icon on the Fastmenu and you will
find you can change all the colours in the palette: but
when you put the palette away, only your recently-
created colour area will show the new colours.

[t's simple enough, provided you use the options in
the menu carefully to make sure you know which
colour area you're working in at any one time. It's a
good 1dea to make sure that ecah ime you create a new
colour palette for an area. vou leave a few colours at
the start of the palette the same. Any colour that 1s the
same 1n every palette in every colour area, you will be
able to use across the whole of your picture. Again,
experiment until you have a good grasp of what's
going on. It doeasn’t take long to catch on to.

All of the options in the brush menu are pretty self-
explanatory, and all have to do with ‘custom’ brushes,
ones you've picked up from the screen. You can store
up to 10 in the hbrary and select any one to use at any
time. Again, try expenimenting with the options.

BACKGROUND LOCK
This clever feature from the Extras menu means that
you can load up a picture then ‘lock” it as the back-
ground. Whatever you then draw, when you clear the
screen the original picture will be restored. Very handy

for trying out ideas.
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The different painting modes can be selected here. The normal mode, and the one you want to make sure
to return to after trying fancy things, is Solid. The others you should try playing around with to see what
happens. The background in our main Tank Girl image was created by playing around with lots of differ-
ent modes, one after the other, building up a real riot of colour.
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SOUND VISION

STENCIL
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Stencils are very useful in computer painting. By sheer
good planning, Graphics Workshop has two Kinds,
both of which live on the Extras menu.

The Colour Stencil allows you to pick out any num-
ber of colours from the palette which will not be
alfected by anything you draw on the screen. In the
picture above, all the colours that occur in Tank Girl's
face were locked in a colour stencil, so that when we
drew a large red block on the screen her face sull
showed through. Any occurences of the same colours
in the background were also immune, however: which
1s a good example of when you might need the other
kind of stencil.

I'he other kind of stencil is a Bitmap Stencil. When
you select this option, you can draw a line, with the left
mouse button held, round any area of the screen you
want to be protected from painting. Click the right
mouse button to finish. The funny starfish-like shape
on the nght of the screen shown in the picture above is
an area protected by a bitmap stencil from the red
block drawn over the background.

OBJECTS

These are another unique and very clever feature of
Graphics Workshop. Objects are small areas of the
screen that act independently of the main picture.
What's so neat about them is that you can draw some-
thing on the screen as an object, then move it around or
delete 1t leaving the picture undemeath untouched!

All you need 1o do to create an object is select New
from the Object menu and draw a box for it, You will
then be able o draw what ever you wish inside the
shape. Pressing the Escape key then switches you to
Object Modity mode, allowing you to move your
object around the screen,

Wiuth several on the screen, objects can be selected
using the Tab key. When an object is not selected, if it
contains the transparent colour it will allow the back-
ground to show through. This 15 extremely useful for
placing things hike game sprites over a background pic-
useful 1In anmimation,
Objects can also be grouped and moved around the
screen together

ture, and it's also immensely

There’s not enough space here to give a full expla-
nation of how objects work: again, trying things for
yourself 1s the best bel.
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remember films lhike Trom or

How many ol you
The Last Starfighter? These two films relied heavily
on the use of computer animation to depict their futur-
istic, hi-tech feel, the designers utilising state-of-the-ar

computer systems such as the might Cray to make
everything as smooth and impressive as possible.

At the time it was thought that this kind of amima-
tion power was well beyond the possible range of
home users, the power needed to produce the shick
graphics seeming well set in the ‘professional tool’
arena. A few years on, however, the advent of the
cheaply-produced 16-bit processor meant that home
machines, and especially the Amiga, could bring a
taste of this power to home users.

THE ELECTRONIC PENCIL

Programs such as Electronic Ans' Deluxe
showed that impressive visuals could be created on the

Paint

Amiga, and it wasn't long before Amiga users could
start bringing their pictures to life using programs lhke
Broderbund's Although the amimation
style achieved by early programs was fairly basic, it

Fantavision

opened a new world of presentation and entertainment
to home computer users.

Better programs began to appear on the scene,
including Deluxe Video (an amimation system from
Electronic Arts to complement their own Deluxe Paint)
and MovieSeiter from Gold Disk. These allowed the
user to produce cartoon-style animations by combining
backgrounds with cell animations.

Cell animation involves laying characters and
objects on top of backgrounds in rapid succession
(much the same as pen and ink cartoon animations) to
produce movement. This style of ammation gives a
great deal of freedom and 1s sull used in many pro-
grams today (including Graphics Workshaop).

As well as allowing you to move cartoon shapes
around over fixed backgrounds, these programs also
allow you to carry out some flashy effects, such as
scrolling the scenery to add movement to a scene or
even use a variety of ‘wiping’ effects to fade from one
scene to another. You could also create longer pieces
by stringing animation files together, each loading 1n
succession to produce an entire “film .

Soon enough, people started wanting more from
animation systems, so software developers began com-
ing up with new ideas and combinations to satisfy all
the budding Rolf Harrises and Walt Disneys of the
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All this talk of animation using Graphics Workshop may be a little bewildering if you
don’t know your pixels, don’t you think? Maff Evans takes a peek into the electronic
animation studio and runs through the ideas behind computer animation.

Amiga world. The fact that images had to be drawn on
one program and loaded into another to get them to
move proved rather a bind to many people, so by the
time Electronic Ans released the third incamation of
Deluxe Paint, lo and behold 1t included amimation.

The way that DPaint IIl moved 1ts images was a
combination of page-flipping amimation (showing
screens one after another to create movement) and the
more usual cell animation system. Brushes could be
picked up (even brushes with muluple ammation
frames, thanks to DPaint [1l's Animbrush feature) and
moved 1n a predefined pattern across a background,
with the resulting animation being played by flipping
through the screens. This meant that you could work in
a very flexible way, using techniques from cell anima-
tion and combining them with the freedom of being
able to draw changes on your animation frames ‘on the
fly’. This system has proved very popular with most
amimators, and 1s the method whereby most animation
(including games) are designed.

BACK IN THE REAL WORLD

This kind of amimation 1s all well and good for creating
fancy titling and cantoon-style clips, but what if you
want to achieve a higher level of realism?

One way to emulate realistic solid objects 1s to use
Programs
Amimate and Keal 3D allow you to construct three

ray-traced ammations. such as Scuipi-
dimensional objects, give them a realistic surface,
including reflections and shading, and then anmimate
them through a series of predefined moves. With a lit-
tle care you can make it seem as though a real 3D
world full of objects exists behind the screen, simply
by moving some raytraced shapes.

If you want to capture scenes from the real world,
then systems such as VIDI Amiga from Rombo or

Datel's Video Digiizer may be for you. These allow

you to capture images from TV, VCR or a video cam-
era and store them as a sequence of frames. You can
then fhip through the frames to produce a short film
using live action!

Another way of simulating the real world on your
machine is to make use of the new-fangled fractal
mathematics. Using a program lLike Scenery Ammator
or Genests (reviewed in this month's Amiga Format)
you can create incredibly realistic landscapes and
move a camera through them to create a helicopter fly-
past-style ammaton. By loading this into Graphics
Workshop you can add cars, planes, helicopters or
space vehicles to the clip to create a highly impressive
film-like show — all using numbers and graphics!

SHOWING OUT

Once you ve created you moving masterpiece, you'll
no-doubt want to show 1t off to people, so an amimation
player is in order. Programs such as DPainr 4 and
MovieSerter contain programs which allow you to cre-
ate stand-alone disks to run animations, but what if
you re using a program that doesn 't include a player?

Have no fear! The public domain is here. If you've
ever seen a PD amimation, you'll more than likely have
access to a player program. Enc Schwartz clips are
generally played using the MovieSetter player, whereas
another favounte is Sparta’s ShowAnim, created by
Gary Bonham, the inventor of the ANIM file format.
This program allows.you to play any animation which
uses the ANIM file format (including DPainr and
Graphics Workshop clips) on their own, without hav-
ing to load them into an animation program.

THE GALLERY

If you want to know what Kind of things are possible,
then check out the PD demo scene. A whole host of
anmimation disks are to be found in the PD libranes.

ANIMATION IN GRAPHICS WORKSHOP |

If you peruse the Anim menu of Graphics Workshop, you will find a number of
tools to use in creating animations. You can work in either cell animation or
page-flipping modes, combining the effects to produce your final masterpiece.
Page-flipping is simply showing one screen after another in succession to give
the impression of movement, much like the old “What the Butler Saw’ machines
of yesteryear. Cell animation involves setting up portions of objects (such as
an arm, head or body) and laying down the frame of the section you want to
move when needed. In the final clip, this will look like a very complex move-
ment, when it is really a collection of smaller, simple moves.

Load and Save allow you to store and retrieve cells or frame animations,
which can be held in either normal or compressed format (thus saving storage
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space). Set Up defines how your cell sequence or animation will play (forwards,
backwards, in a loop and so on) and Animate shows the current sequence. New
Cell and New Frame allow you to set up a new sequence, either as a brush, a
normal picture or an object (which is basically a brush that can be picked up
and moved without affecting the background). The Effects and Movement
options are used to define rotation and movement paths, along with fades and
ease-in‘ease-out effects. In the Page section you can add or delete frames,
jump to a particular section of your sequence, set the type of storage to be
used, move frames around or even merge them together. After a while (and
some experimentation) you will be able to combine these commands to pro-
duce some marvellous effects.



COvVernng a wide range ol styles. Une of
the most notable PD amimation artists 1s
Eric Schwartz, who employs a cartoon
style laced with humour to come up
with simple yet entertaining demos,

Another chap who tavours the car-
loon approach 15 Steve Packer. Steve 1s
responsible for the highly acclaimed
Classy Amimations senes, featuning the
cute character Chuck. He has recently
started expanding his style to create
more atmospheric pieces, but his earlier
work shows what 1s possible with a
simple program and a hitle patience

For real stale-of-the-art amimations,

it s over 1o Germany. where the man Lo

respect has to be Tobias Richter, author
of many incredible raytraced amms.

including innumerable Srar [rek clips

OVER TO YOU

Although this mav stll all seem rather
complicated, with patience you could
!""L' creatng somée veryv 1iné animanons
]'r':~ expenmenting Wwiln animation
1--i,_". :-._ o -.'.f':-.f cliects

And if vou re interested in showing

off your Graphics Workshop creations
then try putting them out with
ShowAnim. You never know
could pick up a bit of a reputation as

the next Disney!

HE PERFECT COMPANION TO ANY SAMPLER:

: ey

2 E°¢ O G

THE SAMPLE-CD ml FOR U { PRODUCERS +

ARTISTS DJ’'S fi: yﬂ / REMIXERS
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#

Techno Pioneer
“{Rhythm Kidg) A/K/A

TRBOR/TRY R72%7 drum kits * 120 Killer snares'+ bass drums * Techno and
clectro beat wees ¥ Scratches/FEX ®* Over 100 griginal Drop-ins * Sci-fi FX /
Alien + r speech * Oriental vocals + BX * Ethnic flutes and other

instrumen pacey and ambient FX * WL hno [ orchestral [ horn / guitar
anwre unigue one-offs

“Unreservedly excellent... an unbelievably valuable addition to your sample
library... the d-.-finiti&cg sample CD"” - MUSIC TECHNOLOGY. AUG 91
“An exceptional andwextremely useful product... an invaluable tool for the
professional sound technician™ - D) MAGAZINE. JULY 91. “Stratton knows his
business... it the quality of Datafile One’s sounds is anything to go by Volume 2

& 3 should be unmissable” - INTERNATIONAL MUSICIAN. AUG 91

And now just released, an even deadlier selection...
> > > > - AFIlI 1V > > 2> >

* Over 100 Breakbeats * Another arsenal of over 150 soulful Vocal hooks & ad-
libs/FX * Kraftwerk-style electro percussion * 40 killer basses incl. an essential
selection from Roland Juno 106 and SH 101 synths * Guitar FX + guitar rhythm
breaks * Tons more Sci-fifTechno FX/robots * Roland RS & Alesis HR16B drum
kits ¥ Complete human beatbox * Stabs * Ambient FX includes whalesongs/birds
+ film atmospherics * Industrial percussion/FX * lalo-house piano * Automotive
FX / horn blasts * Drop-ins * One-offs

“The vocals & FX are even more r\;'r“rrtul... | saved |,"'|1:l‘|h of my best stuff for
T'wo and Three...” - Man Machine

Coming soon... The final chapter...
>> > > [ Al | >>>>

*More sounds to blow the b***s off a Rhino at 100 paces...

All Existing Customers Will Be Sent Info/Order - Form Ahead Of Release)

LZERO-G:

It you're in to housefrap or related stvles, vou know how import

can be. Owning these CIY's will make a big difference w € r
il g
ask anvone who's used them, or read the reviews. LA s
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Call: 0442 870681 for Visa/Mastercard order
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fo: TERL _{iﬁunem Heris. HP4 3EP Englond
Please send: 3 -G

raational orde, Add £5.00 for express air-mail /hondling.)
ol order 10 the value of € made poyable to “TIME AND SPACE” or:
VIS MASTERCARD

D ExpiryDete:  /
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~ Nome (Capitals): Intioks: Sername: K !
: ‘Address (Copitaks): sl i i
- 43 posicode o,
Telephone orders: (0442) 870681 or Fax To: (0442) 877266




THE COMPLETE
COLOUR S§OLUTION

Get the most out of your Amiga by adding:

“The Complete Colour Solution”

The Worlds ultimate creative leisure product for your
Amiga. Capture dynamic high resolution images into
your Amiga in less than one second.

Images can now be grabbed from either colour
video camera, home VCR or in fact any still video
source. The traditional method of holding three
colour filters in front of your video camera is certainly
a thing of the past. Because Vidi splits the RGB
colours electronically there are no focussing or
movement problems experienced by some of our
slower competitors. Lighting is also less of an issue
as light is not being shut out by lens filters. Put all _ .
this together with an already proven Vidi- ® Grab mono images from any video

"Actual unretouched digitised screenshot®

Amiga/VidiChrome combination and achieve what = Eé”a“’f"}e SRS S [ B
is probably the most consistant and accurate high eyl 4
quality 4096 colour images ever seen on the Amiga. e Digitise up 10 16 mono frames on a
s 5 : ‘ 1meg Amiga.

The colour solution is fully compatible with all ® Animate 16 shade images at different
Amiga’s from a standard A500 to the ultimate A3000. speeds.
No additional RAM is required to get up and running. ® Create windows in both mono & colour.

® Cut & Paste areas from one frame to

You will see from independant review another. :
comments that we are undoubtedly their first choice . Har;:lwatra ar;d f““"‘“"“ brightness &
and that was before ?he complete solution o L g':::irgj a?n;;?u‘ra resolutions standard
launched. If you have just purchased your Amiga & Dynamic interlace.
the comments or send for full review and demo disk. ® Add text or draw within art package.

* *Full colour demonstration disk available for only £1.95 to cover P&P.**
Baird Road, Livingston, EH54 7AZ. Sales Hotline: (44) 0506 466601 Fax: (44) 0506 414634



