
AMIGA MUSIC AND GRAPHICS FREE 
WITH THE JANUARY 1991 ISSUE OF 

How to get the most out of your full 
music-making package worth £89! 

The whole world of computer music 
revealed and just waiting for you! 

I 

aster the rt "" t 
The Gr cs Worlcsho ! 

Ideas and instructions to unleash the 
potential of your full £79 paint package! 

The tricks, tips and techniques behind the 
top animations all explained and exploded! 
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It will also turn th em in side out, up side down, spin tl1e1n 

on an axis, or meta morphosise them int o hair y rock sta rs before you 
can say "Tutankhan1 en ". 

With Hold And Modif y (HAM) video 111ode, Delux ePaint IV offer s 
a staggerin g 4096 colours. Thi s mean s gradient s that arc s1nootl1 er, 

mo re versat ile an d easier to detin e. 

Not on ly can you paint in HAM, you can ani 111ate in it, too. 
In1agine brillian t images, rend ered in 4096 colours, moving 

effortl ess ly across the screen. 

Delux ePaint IV makes an in1ation easy for you. 
The special LightTablc fea ture allows you to review tl1e last fran 1e of 

animati on whi le preview ing th e n ext. 
Or choo se two different i111ages - say a caterpillar and a butterfly -

and DeluxePain t IV will carry out an am azin g n1etan1orpho sis 
between them in as many fran1es a you wis l1. 

All these features are directed from a new video-style Animation 
Cont rol that mak es anin1at in g as easy as pres ing a butto11. 

So whether painting or an imatin g, you can now acl1ieve sn1oot h, 
sea n1less effects of unbeli evab le subtlety. 

But don ' t take our word for it. 
Steve Franklin, Managing Director of Commodo re Business 

Ma cl1ines, de scrib ed Delux ePaint IV as "a stunning innovation and 
probably the best software package for this market". 

Available 27th September 1991 

£89.99 
- . --

ELECTRON IC ARTS 
11/ 49 S t a ti o n Road La n gley Be rk s S LJ SYN , En gland. 

TO UPGRADE fron1 previous versions of DcluxePaint, ~end the front cover or your 111anu al 1vilh a 
C"hequc or pos1al order 10 the Direct Sales Dcpann1en1 a1 Elec1ronic Ans Lid. An ungradc (ron1 

DcluxcPi\hJI l co51s £65. from 11 co~ls £55 and fron1 Ill C45. C;ill 0753 549442 for d r1ail, of 1h1\ and the 
~pt•cial video~ 1vh[ch 1vill help you n1akc the 1nos 1 of OcluxcPaint IV. 
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1HEBEST 
SUPPORT FOR 

THE BEST 
MUSIC 

SORWARE1N 
THEWORID I> I ST R. I B U T I - -

Sequencer 1 uP9rode Sequencer 1 uP9rode Sequencer 1 upgrade Sequencer 1 u119rode Sequencer 1 upgrade Sequencer 1 upgrade Sequencer I UP9rode Sequencer l vpg,ode 

r. 's 
MUSIC SOFTWARE 

Upgrade your COVER DISK of Sequencer 1 to 
Dr T's KCS 3.5, the most powerful sequencer 

on the Amiga for only £ 179*. Owners of 
Music X can upgrade to KCS 3.5 for £149*. 

AM/GA FORMAT 
flle U tt SttU• t . lh HU Dis II Wld tu Utlltths 

AM/GA FORMAT ./ Pltlr Loop l 
• w • • ~- · ,11y Mbt ft Stl t ttln t 

--= ~ ---'::.::.,7-,,.::..:....:i lnu ut R11111v 
lluto Stroll " II 

./ Rent Pro1s 011 Loop 
J ere l t11 o tv1t1ts 

' ' r• Vt ot t11 GOLD GOLD 

GOLD OLD 
GOLD •• GOLD 

92 % Dec 1991 92 % Dec 1991 

We Didn't Say It The Magazines Did 
KCS not only offer the best MIDI/ Music environment 

available for the Amigo at the present time, but provides o 
work station potential which is powerful enough to challenge 

some of the established heavyweights of the ST world. 
Paul Overroo , Sound On Sound Oct. 91 

The whole KCS 3.5 package is o very comprehensive and 
powerful set of musical tools, ond one thot gives the user o 
vast choice in the approa ch he or she might wont to toke to . . music sequencing. 

Jon Bates Dec 91 Amigo Shopper (fun(tion 5 stars 
Overall .. stars) 

....... ond as for our upgrade policy: • Now for the omoz.in9 
bit .... Zone ore prepared to let ony owner of ony version of 
Music X, Moster Tro(ks Pro to upgrade for just £149 . They 
ore olso prepared to let owners of Sequencer One, MRS ot 
TigerCub to upgrade for £ 179 ....... this deal represents on 

offer thot is simply too good to miss. 
Poul Overoo Oct 91 Amigo User lntemotionol 

• SERVICE 
•• SUPPORT 
• • • TECHNICAL HELP 
• • • • Only from ZONE 

This new Dr T offering is o real heavyweight ond is on o par 
with those found in the Apple Moc ond Atari ST Worlds. The 
environment offers the some type of integration ond ease of 
use as thot found on the Moc. lhis is going to please the vost 
numbers of Amigo MIDI musicians who hove been waiting far 
something stunning ond professionally useful to happe n in the 

Amigo music world. 
Oct 91 Amigo User lnternotionol 

If your're serious about creating music, then KCS 3.5 is probably 
the most comprehensive, Rexible and powerful sequencing and 

editing system you con buy. 
Maff Evans DEC 91 Amigo Format (Gold Aword 92%1 

IMPORTANT MESSAGE 
ZONE Distribu~on, specialists in 
computer music software, are 
exclusive UK distributors for Dr T's 
Music Softwore. All R~istered UK 
Users receive o full technical support 
service from e~rt staff. REMEMBER 
unles.s you buy from on authorised 
dealer we cannot provide that support 
and you ore unprotected. 

5 , Abbeville Rd London SW4 081 766 6564 
Please odd £3 p & p to all orders . ALL DEALER ENQUIRES W ELCOME AfJAN 



THO E O F YOL' old enough 10 remember 
Tomorro" ·, \\'or/ii in the 1970.. ma} recall ·re,olu­
uon~ · mu,a.-ian, Krall" erJ.. ,ho"' ing off their ne"' 
breed ol elec:trun" n1u,K The idea" in, ohed 1nay 
ha,e ,eemcd rc1narl.ablt a1 the ume. but to the youth 
of 1o<la). \\h(, ha,e gro\\n up \\Ith tune~ in,o lving ~yn· 
the,1~"- ,ampler, unJ -equencc" a, a inaner of 
cour.e. Kratt" err..·, r;irucular brand of quirky 
Europe.in blcctt, mu,1 ,eem po,ilively archaic. 

The rc,oluuon In ek..:tronic mu,ic has been ,urpri, ­
ingl} rapid. "'11h !IC" and improved technology 
appearing ,u,1 3bout e,ei: month. The,e ne\\ 
machine, ha,e :il,o brought abou t a change in the 
appro.i.:h 11, cre.111n~ mu,ic. 1'0 longer i, the pop \\Orld 
onl) open 10 tho-e that ha, e ,pent )ear; mastering an 
1n,1rumen1 or the u,ual crop of fresh-faced 'here toda). 
gone tOITI{'IITO\lo · ,1nge" that get snapped up by the 
record ,-ompan1e, The,e da) s anyone with a liule 
1mag1nauon and a ,mall a1nount of money can get 
in,ohed thani.., to the adven t of home compu ter. and 
:-.1u,1cal ln,trumcn1 Digital Interface or si111ply M IOI. 

SEQUENCE OF EVENTS 
The idea behind the ,cq uence r is to allow you to con­
truct and \lore song, clcctronically. Using a ,equencer 
}OU can al,o edi t the note, of a song. sh ift panem, 
around and try different combinat ion~ of instrument, -
all before you commit an) thing to tape. 

In the m1d-10-late 70,. before the da,,n of :'\IIDI. a (c\\ 
,equenccr, \\Cre alread) available The..c \\orked b) 
,ending puhc, of electricit} 10 compatible in,1rumc111,. 
the ,oltage of the bursts controlling 1he note to be 
played. TI1i, wa, a rathe r pri1niti,e ") ,1e111 and 
n1u,ician, began crying ou1 for a 1nore effective way of 
conu·olling their ~ynth~ and drum boxe,. The ,olution 
wa, the introduct ion of MID!. 

So whut i<, this MIDI thin£ ? 11·, actual!\ a co111111u-
~ . 

nication ,io ndurd "hich allo\\, in,trument, 111 ,end 
mc,,age, 10 each other. so that ) ou can pla) ,ong, on 
one J..c) board (or con,truct them on a ,cqucncerl and 
actuall) u,e , ound, on another machine. To begm ,, 11h 
it "a' ,11npl) u,ed b} mu\lcian, 10 build up banJ.., ol 
,ound, u,ing "ariou, 1nach1ne,,. allo" ing them to cre­
ate complex Jaye" of mu,1c. 

Although dedicated ,equencer module, \\ere a,ail­
ablc <such a, the Roland \I C500l 1he big leap fof\,ard 
111 1'1101 wa, 1he relea,e of the Atari ST. TI1e fact that 
the ST had a built-in MIDI interface put fof\1 ard the 
idea that you could use con1puter, for ,cquencing . 
Soon eno ugh. add-on MIDI interface, for j u,1 about ull 
other compu ters began to appear, enabling almo,t any ­
one 10 ,tan creating electron ic n1u,ic (a, long n, the) 
had a 1'1 I DI keyboard and a computer). 

\Vi1h the po" er of the Am1ga at ) our control. you 
ha,e the hean of a potentiall) po"crfu l mu,ic ')'te1n . 
A chc.ip t-1101 ke)board can be p1cJ..ed up for under 

_ ... 

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. 

C:!00. an interface costs le,, than £30 and there,~ a 
:'\IIDI ,equencing package on the co ,er of 1h1, ,er) 
1,,uc. If )Ou're intere ,ted in creating mus1c. then read 
the folio" ing pages to find 0111 ho" ) ou can use ) our 
Amiga to bccon1e an electronic mac,tro . \Ve will 1cll 
you ho" 10 get into bo1h 1\110111111,ic and create hot 
, ounds by ju, t u,ing the Amiga - "ithout any cxpen­
,i,c add-on~. 

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

W 9 
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 tllat our headlines 
are quotes from songs. So what are they? 1 Join the rhythm of machines . 

2 I need a unit to sample and hold . 

3 Take a beatbox. 

All you have to do Is write In and tall us where 
any one of these quotes comas from. Jot down 
the name of the song along with the artist and 
send It In to 'I know more than Paul Gambaccln l 
Comp ', Amlga Format, 29 Monmouth Street , Bath 
BA 1 2AP by 21 January 1992. 

RIAL TIMI MIDI TERMINOtO G¥ ., 
The world of MIDI is littered with Jargon. Here is 

a guide to the various terms used: 

{PROGRAM CHANGI 
This Is a MIDI message that causes 
your souna source to select a new 
sound , set by entering a number from 
1 to 128. regardless of the numbering 
sys tem used on your sound sourc e. 

Record ing onto a sequencer In real 
time simply Involves .h itting the 

Record option and playing the notes 
llve. The sequencer then records tl)e 

notes In the same way as a tape 
recorder , but stores them as data. 

AnlRTOUCH 
Tills cootrols what happens after a 
note has been st ruck . Mostly It refers 
to the effects of pressing harder on a 
key fter It has been hit or using the 
modulation wheel of a keyboard . 

IVINTS 
All MIDI Information Is transmitted as 

events. 'These control the eia Ing and 
releas ing of notes , pitch bendrng and 
codes to carry out special effects. 

""ODULATION 
This Involv es sending a stream of 
eve ts corresponding to the action of 
a keyboard 's modulation wheel. The 
effect depen tls on the synthesiser or 
samp ler being used and can contr 'ol 

reverbJ Vibrato and other effects such 
as m) xlng between sounds , 

CONTROL CHANGI 
These messag es send Informati on 
such as pitch bending and aftertouch 
via MIDI, allowing you to record data 
correspo tcii ng to what you do as you 

are pla Ing notes . 

• 
PRISSURI 
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 . 

I 

SONG POSITION 
Thfs Is a marker telling you where­
a6oufi l_n a cequence you are. You 
can usua ly sto re lists of posltlons , 
called eltfier Song position Pornters 
or Cue Points , You can use these to 
JI.Imp straight to a specific part of 

your comyosltlon . 

.:.:,.... -

PITCH BIND 
This Is when a note Is shi fted up or 
do~ n In pi tch as It lays . You can 
adJtr st pitch-bending ra a control on 
a synthesiser , but some sequencers 
allow you to directly ed it p1tch-bend 

NOTION / Off 
In order to play a note fro m a 

seqllencer f two events must be used. 
A NOTE ON event start a note playin g 
at a particular pitch. Th s la followed 

by a NOTE OFF message , wh ich 
stops the note from playing . 

SMPTI 
This actually stands for Society of 
Motion Picture and Television 
Engineers and a a 'tlmecode ' used 

for keeping sequencers and tape 
recorders playfng In I me. 

STIP TIMI 
Record ing onto a sequencer In step 
time Involves enter ing notes one by 
one, rather than playing ' llve '. 

MIDI IN/ OUT/ THRU 
To pass MIDI lnformat ron fro m one 
machine to another three types of 
MIDI socket are used . MIDI JN 
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 specl fl· 
cations , MIDI can tell how hard a note 
has been played. Thrs sends a value 
from 1 (soft) to 127 (hard.)' and con­
tro ls the way that a sound Is layed , 

AMIGA FORMAT 
& 



PROGRAM OVERVIEW 
Thi, is a fairly ,implc ,equcncing package. All the 
functions you need to begin u~ing MIDI arr included. 
\\'ith all the editing and recording option, a"ailahlc 
from a tape-recorder ,t) le control panel and a ,enc, of 
ea,) -to-use pull-do" n ,nenu<. a!IO\\lng )OU to \Ian 
creating tune;, ,1rmgh1 a\\ a) \\ ith relati\ c ca,c 

Tho~c of you \\llhout :\IIDI equipment needn't 
\\Orr). since you c.111 al,o u,e A,niga sample, to play 

1our tune<. A ,election uf ,an1plcs has been included 
on the disk 10 alto"' you 10 ,tan crea ting Amiga-ba,cd 
n1u,ic straigh t ,J\\ a1. 

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. 

- . 

GEfflNG STARTED 
Becau,e \\ e tl') 10 cram a, n1uch a, po;;1ble on 10 our 
Co\ erdi<k<. ) ou can' 1 ju,1 boot up Seq11e11c,•r 0111• a, 
) ou \\ 'OU Id on the co111merci,1J \ ersion. For f u 11 i n,1ruc-
1ion, on loading the program read the Covenli<k page, 
in,ide Amigo F11r11101. 

Once the progr:1111 ha, been booted up. the lir,1 
thing you ,ee i< the :\1cmory Allocation "111do,,. Thi, 
b \\ here you re,en e memory for storing the note, 
recorded on the ,equeneer . To adju,1 the amount of 
memo!') re,cn ed. drag the slider\\ ith the lclt-mou,e 
bunon umjJ the required ,alue i, displa)ed. You can 
re,en ·c memory in either Fa,1 RA~1 or Chip RAM. 
Fa,t RAM refers to :my 111e1nory expan,ion, th.it ure 
lined. while Chip RAM refer, to the Amiga', on-board 
me111ory. ote that if you are u~ing Amiga ~a,nplc,. 
the) have to be ,1orcd in Chip RA:-1. ,o make 
allo11 ance, for thi, "hen re,er\'ing memo!') . 

To load the main program. hn OK on the panel. 

THE MAIN SCREEN 

Song Pointers 
All ed111ng funcuon, on Sequencer 0111• arc earned out 
at the current Song Position. You can mo, c the pointer 
in a number of" 3) s: 

L''lng the Fa,1 Fon, ard and Rc111nd comrol<. you 
can 11101 c the pointer backward, and fon,·ard,. Double 
clicki ng move, 10 the ~tart or end of the ,ong. or to the 
,tart or end of the marked block if Loop 111odc i, on. 
You can Jllmp to any panicular po,iuon h~ !)ping a 
ne\\' ,·aluc into the Song Position \\ 'indo" 

On the nght of the Track Li,1 i, a ,et of cue poinllo 
"'hich ~ ou can ,e1 a, labels to mark parucular ,cctions. 
You can Jump to one of these po,iuon, b) double 
clicking on a , aluc and then clicking on the de"ination 
position ( ,cc Track Li,1 Screen for 111ore info). 

Recording 
To record :-IIDI informauon. ju<t ,elect a track to 
record on the Track L1't Screen and hit the Record but­
ton. ~0" Ju,1 pla) not.:, in time "1th 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. 
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CONTROL PANIL 

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

MAIN DISPLAY 
This can be taken up by one of three 
screens : The Track List screen , the Step 
Edit screen or the Bar Edit screen . 

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 . 

AMIGA FORMAT 
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(~ee Option, for more info on the metronome). 
\\ 'hen }OU record in Normal rnode. an} ne11 note, 

recorded 11ill delete 11ha1 "alread) on n track. \\ '1th 
01<:rdub ,elected. the ne\\ note, 11111 be ,nerged 'with 
the note, on the track. Note, are onl} destroyed when 
recording in Nom1al mode if you actually hit a key to 
en ter a note. otherwise the ,cquencc is left intact. 

Loop and Limit Modes 
\\ 'hen Li111it mode is selected. the ,equencer option, 
1,uch a< tran,po,ing. ediung and quantizing) are onl} 
carried out on e, ents "ithin the Block ,tan and End 
position markers. Thi s allo11, you 10 change a sec tion 
of the ,ong without affecting the rc,t of the data. 

Loop" orks in conjunction "ith Limit n1odc. 
restricting playing and recordin g 10 1he ,pecified block. 
The block play< in a loop. allo,11ng you to keep record­
mg unul )Ou're happy. You ,an o,crla) notes u<ing 
o, erdub mode. 01herw1,e pre, aou, note, are era,ed. 

Step Time Entry Mode 

I • 
~ 

f I I I I I ~ 

To cn1er note< in Step Time. chc l... on the 'Keyb' icon 
to call up th1, panel. The 111ain pan of the panel i, 
taken up b) a graphic keyboard . To the nght of thi, are 
"mdo", d1'pln) ing the step ,uc bct"een note<. their 
length and their 1eloci1y. By clickmg on the bar JUq 10 
the left of the,e. you can call up a panel to adjust the 
type of note;. to be en tered. 

lilP Entrit 

Stltct nett for step tntry: 

GJ rn rn m [m rffi 
I Norm! ii »otttd Ii Tripltt j 

Oatt Ltngth: 8?51 X 

kty Vtlocity: 188 

II Ok 11 I Cane,! I 

The top ro11 of 
boxe~ repre,ent 
the ,1ep size. 
Simpl) click on 
the required t) pe 
10 ,elec t it. 
Belo"' thi, arc 
three button,. 
These spcc i fy 
whether 10 use 
normal note,. 
doned not.:, ( 1.5 
time, normal I or 



c LIST 5 EEN 
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. 

riE 81 ._ 81 
82 ._ 82 
83 I> 83 
84 • ._ 84 
85 I> LR 
86 ._ RL 
87 ._ RL 
88 I> 88 
89 I> 89 
18 I> 18 

Track List 

Bassline: NStn 
Str ingdJlone:NStn 
Brass: NStn 
Res: NStn 
BassdJluM! Int 
SnareDrUM: Int 

------- ·------
--- ------------
---------------

--
--
---
---
881 
882 
883 

---
---
---

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 ectlve (it wlll be 
heard when you play the song). If the arrow la empty, It 
means that the track either contains no dais 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 tha 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 Fiie section for 
more on the Sample Palette). 

Us ing Affllga Samples 

88885:81 Brass StaJ1t 
88817: 81 Song Stop -Ve11se 

-----·--
--·--- ·-- ---------------·-
-·--- ·--

---- =-=-=-=-=-:::-:::·-=-~~ 
• -----·---~------------

-----·----- -----------
• -----·-- ------
• -----·-- -------

Cue List 
The rlght·hand side of the screen ls 
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 posl· 
lion windows on the Transport 
Panel. To do this, double cllck on the 
required window to pick up the posl· 
tlon , then click on an empty line In 
the Cue List to store it. You can then 
click on the fine next to it and type In 
a name for the position. To recall a 
position from the fist , Just carry out 
the process In reverse. 

• 

To use Amlga samples In your song, you need to set up the track to play them. Firstly , enter the sample's 
number In the palette (see Fiie 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. 
LR - 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 occup ied. 

triplet\ (muluphed b> 1,,0 third,). The 'Gate Length' i~ 
the ume bet\\een the note on and note off n1essage (~et 
as a percentage of the step ~•ze) and the \elocit) is hov. 
hard it i, played. To enter a new value JU~t click on the 
field and type it in. When you have finished. hit OK. 

To enter a note. either pre!.~ a note on your MIDI 
keyboard or click on the corresponding note on the 
keyboard on screen. The note" 111 be entered and the 
editor \\ ill ad\ ance one ,tep. If you v. ant to enter a 
chord. hold down Shift and click on the required note\ 
on screen. or hold dO\\·n the notes on )Our keyboard. 

To in!>Cn a rest in your sequence. ,imply hit the 
Space-bar. To delete the last note entered. hit 
Backspace (to the left of the Del key). 

The Space-bar and Backspace key can also be used 
to edu ued note~. By holding dO\\ n Space and entenng 
a note it \HII be entered at tv. ice the current Step Stle. 
If you enter a tied note by mistake. holding the note 
and pressing Backspace will ,honen it. 

THE BAR EDITOR SCREEN 
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17 • 2ooaoaoao )ao •••••••••••• ~aoacc 
M 02000000~00 ~co~~n,nnnn non~~~D~D 
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(!) 11 DL.OOOOC QCQ DO ''-"WU~ tJDOD:::O 0000000 

.. • • • • • • • • • 1 • • • • • • • • • • • • • • • • • 
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This ~creen i, u~ed for arranging the b3J's of your song 
into the correct order. The ~crcen displays a 35 bar sec­
tion of ten tracks. wuh solid rectangle~ to denote bar­
containing ~1101 data. A bar 1nd1cator at the bottom of 
the screen \hows your current po,iuon in the song. 
while the number of hundred~ of bars 1, displayed 
under the track numbers to the left. You can u,e the 
slider on the left of the screen to 1novc down the tracl.. 
list and vie\\ the other tracks in memory. 

A verucal bar ~hows the current \Ong position. A, 
the song position advance~. the 'lereen <;crolls so that 
you sec an equal number of bar:, before and after the 
current po~iuon (except for at the beginning of the 
song. in which case the marker 1novcs to the left of the 
screen). The marker can be moved in three way, : b} 
u,i ng the Tape Transpon 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 
pos1tton C1h1s also sets the selected track as the current 
record track). 

The Bar Editor Screen J\ ideal for carrying out 
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THE STEP EDITOR SCREEN 
This screen is used for editing notes on a track, or entering new notes in Step Time. 

Zoom 
1Ln U l t l t a 

i. lMt lfl, t il t • 

I " 
Canu l 

The positions of the gr id 
li nes on screen are fixed . 
By click ing on the boxes In 
the Zoom window, you can 
alter the space between the 
lines , so that more detail is 

displayed , In effect 'zooming In' on a section. 

Note lnfonnatlon 
To edit a single note, click on this Icon then 
click on the requ ired note. A window will appear 
contain ing Information on the note . You can 
change any of these values by click ing on the 
requ ired field and typ ing In a new value. Whe.n 
you 've finished , hit the OK button and the note 
will change accord ingly . 

Delete Notes 
If you want to wipe notes from the gr id, select 
this icon . You can then ·rub out ' notes by pick­
ing them off using the mouse . 

Defl•lng Block s 
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Keyltoartl 
Clicking on this Icon 
br ings up the Step 
Time Entry panel. 
Here you can enter 
notes lndlvldually , 
rather than playing a 
part In Real Time. 

Track Number 
This shows the current track 
that you are working on. You 
can change the track number 
using the arrows on either side. 
Double cli cking on this box 
br ings up the Track Info win· 
dow (see the Track section ). 

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 d isplayed as hor izontal bars 
next to the note they represent. 

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, c lick on the 
start position with the left mouse button , drag the mouse right to highlight the area and f inally click the mouse but­
ton again to mark the end point . Limit mode will now be selected and the new block start and end pos itions will 
appear on the Transport panel. If you want to cancel the operation In mid-flow , just hit the right mouse button and 
the pointers will remain unchanged . 

The length of each note Is por­
trayed by the length of its bar, the 
time of the song advanc ing from 
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. To find out about the various Block operations , see the Block sect ion. 

Bloc!.. operation, (,ee the pre, 1ou, ,cction 10 find out 
ho\\ to define a blocl..1. The,e can be carried out in l\\ O 
1nodes. \\ 'hen Select All in the Bloc!.. 1nenu i, turned 
on. hi1:hlinh1inc a bloc!.." iii act on all track, in a • • • 
,cquence. 01herwi,e only the currcntl} ,elected 1rack 
will be affected (,ee the Block ,cction for more info). 

THE MENU FUNCTIONS 
To c,1rry out mo,1 of the editing and ,et-up funct ion,. 
} OU nuts1 acce,, the ,c"cn menu, m the top or the 
,crecn . ~lenu, are acce,,ed a, u,ua l on the Amiga. b) 
holding do,, n the right mou,r bunon Here i, :i 

brcal..do,, n of the menu, and their opuon, . 

INFO 
Thi, menu option ,imply gl\ e, infonnmion on the 
,cqucnccr' ~ memory ,cning, . 

AMIGA FORMAT 
& 

Sequ e nce r Info Select Song to Load: 
Thi, ,h o\\, the amount of memo!") u,cd and thr num· 
bcr of C'<!nts fr.:e. A hori1onial bar 1:1\ c, , ou J • • 

graphical rcpre,emation of the percentage occupied by 
} otir ,cqucncc data . 

Allocate Eve nts 
Thi, call, up the window that appear,,, hen ~ou lir-.1 
load S,•q111•11c1•r One. which i, u,ed to rc, cn c n1cmOI') 
for ~11DI c,cnts hee Gcning Stancd tor n1orc info). 

,~ach_Prelude,ONE 
~roica.OHE 
Sounltra ck .ONE 

FILE Dra11tr §•! ~ne VI:~onas 
Thi, 1, ,, here the dt!,k-filing operation, Jrc lound. 

New Song 
Thi, \\l)>C\ all data from the ,cqucnccr. g1,ing ) OU a 
clean ,Jute on which lo work. 
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Load Song 
Thi~ call, up a fik 
requester to load a 
,ong into niem-
01")'. Clicking on 
·Volume,· bring, 
up a li,1 of the 
di,k name, a, ail­
able To ,elect a 
di,k. clicl.. on its 
n:une and the 
directol') ,, iii load 
(to load from a 
different di,I.. to 
the boot di,k. put 
it in the dri, c then 
clicl.. on 



'Vo lume,·). Sub-direciories are prin1ed in red and 
clicking on 1h.:1n bring, up a list of their contellls (to 
get bacl, 10 the previou~ direc1ory. ~imply click on 

'Par.:nt' J. 
You can aho enter directorie, and file nan1e, manu· 

all) b) clicking on the rele,ant text ,,indo". 1yping 
them 1n and prc,,1ng Return. \Vhen you· "e ,elected the 
required file. clicl, on OK to load it or Cancel to e,i1 
lhc rcque,tcr . 

Save Song 
Thi, \\Ork, 1n the ,ame way as the Load Song option. 

\Vhcn ,a, mg a ,ong. the program" ill add ·.ONE' on 
1hc end of the file (,o 1ha1 ii knows that it i~ a ~ong file) 
and ,ave 1he ,equence data along ,vith the current 
,equencc configuration (see Options for more on the 

co nfigur:uion) . 

Import MIDI 
Thi~ allow, you to load ~equence da la in Standard 
MIDI File Format Clhe,e are 111arked with the ,uffi>. 
·.M IO') . The data can be in either of two fonn::u,: 

Formal() ,ong, compre,, all darn into one tracl... 

H O\\C\ er. "hen Seq11e11cer 011c loads from 1hi, format. 
the data will be ,pl11 1010 ,cparate track1-corre,pondmg 

to dillerent ~1101 channels. 
Format I ,ong, contain data on a number of track, 

and arc loaded 1n the ,an1e "a~ as forn1at O wng,. If 
there i, not enough men1ory 10 load a form:11 I file. the 
progra1n ,, ill 111 to keep as man) tracks as po,,iblc . 

Export MIDI 
Thi, i, u,cd 10 ,a,e data in S1andard MJOI File 
Fonnat. You will be a,kcd whether you " 'llllt to ,ave in 
forn1u1 0 or I. ,o you ~hould use the option be,1 suited 
10 1hc ~ciup into which you will be loading 1he ~ong. 

hl,pl• Palette 
Patch 
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Sample 
Palette 
Thi, i, where 
An1iga ,an1plc, 
are loaded 10 u,e 
in your ;ong. To 
load a ,ample. 
click on Load 
and \elect the 
name oflhe 

~ound you "ant. 
\Vhen lhi, i, 

done. you will be g1, en a li,t of nun1bcn, (\\ hich refer 
10 l'v11DI p:nche, 0-128). Simply click on 1he li'1 to 
place :1 ,a1nplc in that po,ition. To delete a ,a1nplc. 
cli1:k on ii, name und then hi1 de lete. 

The ,ample li~t wil l be saved with your song. but 
the ,ample, won't . To save swapping di~k~. it's a good 
ide:1 to cop) any ,an1ple~ you u~e on to the di,J.. with 

your ,ong . 

BLOCK 
Thi, con1ain, the co111mands for 1110, ing block, of data 
around within tht! ,ong. All 1he opera tion, are carried 
ou t on the currently ;elected block 1,ee the in the Step 
Edit ~.:1:tion to lind out ho" 10 mark a block). 

PJ1111 Cao[il'fl 
Copp Trick 85 to Cllp\o.11'4, 

Cut / Copy 
These ,ecuon, 
are u,ed for 
trao~femnl! -To: 11112:11 
e,ent, into the 

Clipboard . Cut 
"111 actuall) delete the e, ·ent;, it tran,fcr- from the 
,ong. ,, hilc Copy ,in1pl) duplicate, the 1narked blncl... 
Both operation, take data fro111 between the Mart po,i -
1ion ,pecilicd and the beat before the n1arked end 
position. II' Sclec1 All is on. data fro111 all tr,1ck;, will be 
u~ed. 01herwi!.e only data fron1 lhe curren tly ,e lected 
1rnck i, u,cd . 

When you carry out either of these function~. a 
window will appear displaying the information which 
,, 10 be cut or copied. Hit OK 10 confinn it or Cancel 1f 
) ou change your mind. 

11 
Past, Cllpboll'd onto trick tz 

CAnClm Paste: 

At: llf13:t l No. coplts: 81 

Paste 
The Pa,te func­
tion in,en, the 

daia in the 
Clipboard into 

I Cincfl I ~ our ,ong. A 
"indo,v "ill 

appear telling you,, here the data will be placed. along 
wi1h how 1nany cop1e, are to be pa;tcd in. You can 
change 1hi, value by clicking on the field and t) ping in 

the required nun1ber. 
If Overdub mode i~ ;witched on. the inserted data 

will be merged wi1h the eventS already there. other\, i,c 

1hc old dow wil l be replaced b) the Clipboard duta. 
After pa,1ing data into a ,ong. the Song Po,ition 
pointer 1110, c, 10 the next be31 after the pa,ted dat:1. 

Delete 
Th1, \\Ork, 1n a S1m1lar \\a~ to the Cut and Cop) func­
tion, (and dl\pla~, a ,i1111lar "indo,, I e,cepl that dat:1 
"not placed in the Clipboard. 

Select All 
lfth1, i, ,\\itched on (n1arked b~ a tick ) all block oper· 
at ion, apply 10 all tracl..,. other-, i,e onl) the current)~ 

,ckctcd 1racJ.. i, affected. 

CJJpbo11'4 XoCa 
Cont,nts: Tr,ok 8$ 
rroH: 88887:81 To: 81114:11 
Evtnts stored: 888871 

i D11ttt I Ii ::::.Ii _..1; 

Block Info 
Thi, ,how~ 1he 

data currently 
stored in the 
Clipboard. which 
i, the data to be 

u,ed in ,ub,equent Paste operation,. The window di'· 
pla), information refering 10 where the data ,, a, taken 

from and the number of e,ents stored. If }OU" ant 10 
clear the Clipboard. click on Delete. other-\1\C hu c,11. 

Load / Sav e Block 
t,,ing thc~e option,. you can load blocl.. data into the 

Clipboard or dump data from the Clipboard 10 di,k. 
Thi, i, u,eful for ,aving fa, ourite riff, or dru1n pat · 
tern, 10 u,e lmer on. 

TRACK 
Traci.. Opcraiions are also referred to as 'Globul' 
Operation~. ,ince they refer 10 all the event~ on a par-
1icular tr.icl... The,e options all correspond to the 
currently ,elected 1rack. and can be re,tricted to worl.. 
only on 1he current block using Lin1i1 mode . 

Track Info 
Thi, bnngs up information on the current record tracl,. 

and can a1'o be acce~~d b> double clicl..1ng an a tracl.. 
1n the Traci.. Li,t Screen orb, clic!Jn2 on the tracl.. . -
name on the Step Edit Screen. 

The \\indo" di,pla), all the information referring 
to the current 1rnck. includinl! the number of e, cm,. 

~ 

the number of note on and off message, and the pre,­
cnce of ~1101 control me.,sage,. If any Pre,,ure. 
Control Chang.:. Program Change or Pilch Bend infor­
n1u1ion b found. then the rele,ant 111e,,11ge wil l appear 
,olid. 01hcrwi,e ii will be shown in italic,. 

Addi tiona l informaiion in the window, such n~ thl: 
track n:1mc. the MID I channel. the patch number und 
the \'Olume and pan scitings is aho shown and can be 
changed b1 clicking on the required field and en1ering 
a nc,~ value. To rran~mi1 the data. clicl.. on OK. other­
\\ i,e hit Cancel. 

Quantiz e 
n,.., allo,, s) ou 10 correct the timing of note, on a 
tracJ.. (or in a blocJ.. if Limit mode i, on). You can ,et 
the re,oluuon of the correcuon either b) clicl..mg on 
one of the ,e,en note t)pe, c 1/4. 1/8. 1/16 and ,o on> at 
the top of the "indO\\. orb~ entering a clocl.. , aluc and 
clicking on the ·r icon . You can correct do"n to 1/192 
of a note b) entering 00 I nc;,..t 10 clock ticl..,. 

Quanti1ation work\ by mo, ing the note on me,­
,agc, 10 the nearest ·qua111i1.aiion inter\'al' (set b) 
clicl..ing on the required resolution box) . You can keep 
the current note lengths by clicking on the box next 10 
' Kee)) Note Length' (which will mo, ·e the note off 
mc,,ages by the ,amc correc1ion). or only move the 
,tan, of the notes by selecting 'Keep ote Off time', 
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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 TIMI TEMPO LIMIT aunoN BLOCK START AND END 
This window displays This shows the This displays the speed of the Th Is forces the POSITIONS 
the current position total time that song In beats per minute . sequencer to on ly 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 
Forward and Rewind ' ' JPOs controls , you can type ,..._ "- SONG POS TIME TEMPO START POS In values to Jump to a 

! 88887: 81 ! j 88888: 1211 J= 128 ] ! 88881: 81 I - LOOP ! 88881: 82 I specific point . 

TRANSPORT ~ n n 
CONTROLS 

REC REW FF PLAY STOP [ffli • 1 2 3 4 These work In a slml · .. 
lar way to normal tape 

I 
controls. Play starts 
play ing a song . Stop OVERDUB aunoN AUTO REWIND 
stops it and Record When Overdub mode Is selected , When selected , this 
allows you to record recording MIDI Information results In rewinds to the beginning 
notes on the current the newly entered notes being of the song when you hit 
track , while Fast merged with the notes already on a Stop. If Limit mode Is 
Forward and Rewind track . With Overdub mode turned off , selected, the song will 
move the current recording new notes deletes the rewind to the start of the 
song pointer. notes on the current track . currently marked block . 

Tidy Block 
This n1oves note on and note off 1nessages so tha1 1here 
nre no notes left "hanging· at the end of a block . If a 
note is moslly inside the block it will pull the note off 

me~sage in~ide the block. but if the note is mostly out­
side II will move the note on fol'\vard so that it i, no 

longer contained in the bloc I.. 

Al ta: Nile• 
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Alt e r Not es 
This option 
allow, you to 
transpo se notes 
(move their key) 

up or do" n or 
change their 
velocit) data . 
The option 

work~ throug hou1 the current track or on the curreni 
block if Limit mode is selected. 

you can ·, calc· (multiply ) then1 or ~unpl) ;hift them b} 
a constant amount. Scaling them by 1.00 leave s them 
as they were. whereas en tering a value between 0.00 
and I .00 reduce;, their velocity and entering a value 
greater than I .00 increases them . Shifting ,elocitie, 
add (up arrow ) or subtracts (dO\\'n arro" l a number 
from the current ; cuing. but make ;ure that the , alue, 
stay bet\\Cen O and 127. 

If both St'ale and Shift options are ,ele cted. the 
Scale function i, carried out before the Shift funct ion. 
You can u~c this to ·flanen· velocitic, b) .caling them 
by 0.00 and entering the required overall velOCll) le, cl 

on the Shift option . 

Alter b tot Iin,r; 

O Scilt ti!lfs: I I.It 

O Sliilt t iflfs: 12 ticks !±.ID 

[!J l c.t1 I 

Alt e r Ti m es 
Thi ~ option can 

only be carried 
out on an entire 
track (in other 

" ord~ Limit 
mode 1s 
ignored ). You 

6 7 8 9 10 11 12 3 14 1) 16 L1 L2 R1 R2 

I 

ACTIVITY LIVILS LOOP 
When playing a track , these BUffON 
levels show whether anyth ing Clicking on 
Is happening on a channel . this allows 
The first 16 bars depict MIDI you to record 
channels , while the four on In a loop until 
the right display activity on you get a sec· 
the Amlga 's sound channels . lion right . 

of ticks Cone tick 1, equal to Ill 92 of a note). which is 
u,cful if you are using a ,ound with a slow attack. To 
do thi;. click on the box next to "Shift Times" and enter 
the required nun1ber of tick~ and the shift direc1ion. 
Altemati,ely. you can compress and expand note ti1n· 
1ng, b) multiplying them b) a constant using the 
·s cale Time,· function . For exarnplc. scaling by 0.5 
"ill compress 1wo bar; into one. "hilc scaling by 2.0 
"111 expand one bar to two . If both func1ion, are active. 
the Scale function is carried out first. 

i Alta: Ce ti we s h La 

- C. IN ll fP' ... - . = , ......... 
I 111111 • .,. " : Ill O ffi 
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41 Alt e r Cont 
Thi~ function 

"orks in :i prc:tty 
similar \\:I) 10 the 
veloc11y option in 
the Alter Note~ 
winuow. excep t 
that you can 

chan2e coniinu · -
ou~ 1\1101 co ntro l data. ,u ch a, Channel and Poly 

To tran,pose note,. click on the box nex1 to 
·Tran, po,c ·. enter the number o f semitones you want 
them to mo, e and select the up or down arrow to ,pee · 
11} "hcther they arc to n1ove up or down in pi1ch 

You can change the velocity of notes in 1wo way, : 

can either ;,hift 
the timing; forward or backward by a ,pecified nun1ber 

Aften ouch and Pitch Bending . You can al'° specify a 
controller b) entering the rele,ant controller number 
(chc:ck )Our S)nth ' , manual for the required codes) . 
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Tuck: 11 

I llttt MII, 

O a.w11 Alte,ttw , 
CJ Ctotr,11 .. ,. 
0 ,,., ..... ci,..,,, 

o un .. tc1,,, .. , .. . 

a ''" Al,,., ..... . 
O Pitch I, .. . 

Xo, .... ,. : 0 Fro•: •II lti II! 
Volttl11: 0 r,,.., I 11: II! 

I tsi, : , 1 .. 1, 1 0, .... 1: 

Strip / Thin 
This is used 10 
remo,·e MIDI 
1nessages f ro1n a 
track (or block if 
Li1ni1 ,node is 
on). To specify 
what kind of dam 
is to be re1noved. 
click on lhe box 

next to ,is name. You can set two ranges for this opera­
tion. the ,alue, rcprc-.cnting different information 
depending on the t) pe of data involved. If both First 
Range and Second Range are selected. only e, ent!> 
falling rn,ide both r.inges ,,.,ill be affected. 

Once ) ou have set the t) pe of daia to be removed 
and the range that you want to affecL click on the Strip 
or Thin option to activate the option. Strip mode 
remove:. all ,pecified data. while Thin only remove; 
every other occurrence (which i, useful for removing 
superfluoul, M IOI control 1nessages). 

Undo Track ?? 
Thi; enablc5 you 10 cancel the last operation earned 
out. ru, long a:, the Undo option is enabled in the 
Option, menu. Undo can be toggled. in other word5 
you can undo an lindo! 

MIDI 
This -.cl\ up the ~1101 options the i,equencer will U!,C. 

Soft Thru 
When this option i, enabled, it causes the MIDI Out 
pon on your interface 10 ac1 like a MIDI Thru pon. In 
other words. any dam received nt the MlDl ln socket 
will be scn1 fro1n 1he MIDI Out. The channel over 
which this data will be sent is ,pecified by the current 
record chan ncl. 

NlRl toPMl !roc111lot Set Fiiter 

C lltu MII , 

I r,1, "'"""'• · 

e ..... 11 .. : 111 

0 ,,.. .... Q .... . 

C PI tdo lt ll4, 

~ 
.... 
f ll u, 
ll CNIHlltr Ill 

~ 
hu Ml 
f l( u, All 

It"'"""". It Ct1tr1llfP Ill 
"'11-a~~1 1 , .... 11 

B) clicking on 
1he required 
boxes. }OU can 
cau e an) ~llD! 
messages 
received to be 
ignored or re­
transmitted as 
different 1ypes of 

me;sage via the MIDI TI1ru socket (or ~1101 Ou1 of 
Sofl Thru b bClectcd). 

Sync Send 
Thib allow. 1he sequencer 10 ~end signals via MIDI 10 
synchroni,e 01her device; (such as a drum machine). 
\Vhen Sync Send and Internal Sync ( ee below) are 
both !.Clec1ed. the program send these messages: 

~a P 1oaooaooaaooo~oc 
:,000 .,.. .. ~ ................. oliillilliliM'*fi'OOOOOaoo~ 
:JDOO Cooflm ,,,te: aoaoaogc,Q 

Put, Cliph,r• onto llsa,k 12 
At: llltl :11 Mo. copiu: 9 

aoaoaoooa 
OQOOQOOOO 
QDCCJCDCC,C 

OCIOQQODCJQ 

;\llDI Clock - \\Then pla) ing or recording. a clock ,ig.­
nal i!. !.Cnt e,ef) eight 1ick~ (24 clicks per quaner note\. 
Star t - TI1is 1ne;sage is sent e,ery time you Man the 
;equencer playing or recording. 
Continu e - This is ~en1 when you stan playing or 
recol'ding fro1n a po,ition 01her than the song'( ,tan. 
Slop - b sent when you stop the sequencer. 
Song Po~i1ion Pointers - These are 1ransn1ined ,~hen 
the ,ong po,i1ion i• ahered by a mean; olher than play­
ing or recording. 

Internal Sync 
This opuon tell, the ~uencer 10 u5e 11; o,, n internal 
clock for S) nchronhation. 

External Sync 
If th1, is selected. you cans~ ochronise the ,equcncer to 
an external ~ource (another ,equencer. a drum machine 
or a SMPTE to MIDI unit). With this ;elected. )OU can 
put 1he sequencer into standby mode by pre,,ing 
record or play. The program will then re!.pond to srnn. 
Mop and song posiiion inforn1ation received via ~11 DI. 

There arc u few things 10 note if thi, i, ~elected. 
You can't change the tempo of 1he M:quencer. all the 
information is pas!,ed to the :"-IrDI Ou1 ;ocke1 (rcgard­
lc,\ of Soft Thru) and Auto Re\\ iad will not work. 

Mode Messages 

NIP! h:stM Settlms 

• ••••• 

l 81 ~ 1 c ... ,1 I 

Thi, ,pec1fie, 
the me,,age\ to 
,end when Stop 
is pre,,ed. The 
I ype of n1e,,agc 
10 send depend, 
on the 1ype of 

II lr 
equipn1cn1 you 

are using (refer 10 the n1anual to see wha1 is best for 
your machine). 

On this ,creen. you can also se1 the Local Keyboard 
mode for your ,ynthesiser. \\ ' ith Local on. the S) nih 
will play internal sounds as well a, sending ~1101 dat.1. 
\\lith Local off. it" ill onl) !.end ~UDI data. 

OPTIONS 
The,c ~cl the general option, that the program "ill U\C. 

Set HetrAoAl!e 

I Audio Output. 

O HIDI Output 

O Ort. 

Hth-ono11t not,:C3 

Pllcll: 881 

Chlnnt l: 18 

I Httronot1t only on rtcord 

O Httrono11t on pliy a rtcOl'd 

ii Ok Clllct I 

Set 
Metronome 
This give, you 
an audible bea1 
10 work 10 when 
recording notes 
in Real Time. 
Here you can 
sc lect whether 10 
have an audio 
output(, 1a the 

t' !! c \ 
• 

\ .. ,, 

SOUND VISION 
n1onitor) or 10 send a MrDI me,,agc on u ,pccified 
note on a se1 channel. If you don'1 llecd a metronome, 
you can also turn ii off. 

Set Time Slg 
Using this window you can 5et the u1ne ,ignmurc of a 
piece. You can type in 1he number of beat, per bar (2 

to 16) and set the bea1 ,izc to quaner or eighth no1e,. 

Ciiek Tempo 
This allow( you 10 et the tempo b) clicking the mou,e 
buuon. A window will tell you how many 1i1ne, you 
need to cliek the bunon. ~o do 1hi, ai the required 
ten1po to se1 it. A second box will 1ell you what 1he 
rc;,uhan1 1e1n1>0 i . Once you arc happy. click on OK to 
use the new 1e1npo. 

Overdub Mode 
\\ 1hcn this is selected. an) note, recorded or pas,ed on 
to a track will be merged wiih the data alrcad; there. 
otherwise. a.II previous data will be era,ed . Thi-. can 
al\o be se1 on the Transpon panel. 

Auto Rewind 
\Vheo selected. thi~ force;, the sequencer to rcw ind 
either 10 the beginning of the ,ong or the current block 
\lan 111:irker (if Limit mode i, on) . 

Enable Undo 
TI1i;, 1ogglcs the Undo function. Turning off Undo can 
,ave 1nc11101')' and speed-up some editing operation,. 

Song Notes 
Thi, i\ a simple notepad for you 10 \lore no1e, on 1hc 
,ong. along with the song title and file nainc. 

Keyboard Help 
Thb calb up a ...:1 of ke)board ,hon cut, 1ha1 }Ou can 
u,e . If )OU hale using a mouse. then ,tud, thl\l 

Load / Save Setup 
A ,equencer se1-up consis1, of a number of option, 
which govern 1he editing options of a ,ong. Thi, 
includes: 1he quamize resolution and t) pc: the ~1101 
Filler ~ellings: 1he sync settings: 1he ~IIDI mode 1nc,­
~agc~: 1he lime signature: 1he metronome ,cuing;,; 1he 
tempo: 1he Overdub. Au10 Rewind. Enable Undo. Soft 
Thru and Select All modes: the Step Emry mode. gate 
,1nd velocity: and 1he Zoon1 interval. You can ~ave thi, 
,ctup ,o that the progran1 returns to thi, ,taic eVCf) 
time 11 i, loaded by sa,ing over the default ~eiup file. 
named SEQ_ON"E.CFG. 

o ~,-,,iii,i,i,liljilii,liillililiii~M~nl.liil,Milii,",1,1;,~ 0aoooaooo 

Put t (111,111'• oato Irick M 
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MINO S CAP E 

'I 'm the n1ost an1azing piano ever. The first-ever piano that actually teaches you how to play me. Jj In fact I undertake to make a proficient 
player of any child or adult who follows my unique systen1 of progressive le son . Devised and written by professional n1usic 
educators. Jj ~1y secret: video games technology lo 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 inslrun1ents. sounds and effects. And I'm 1\·lidi compatible - naturally. Jj Then there's my unique sensitive professional 
keyboard with full·sized keys that respond to your touch just like a piano. ~ly musical repertoire of over 50 pieces. Jj Experience a 
den1onstration of my superb teaching and performing powers at selected stores. I'm not o n1uch a pre cot - I'm a lifetime's gift., 

For use with Nintendo, Commodore Amlga and P.C. formats. From £249.oo. 

T H E 

MIR AC L E 
PIA\0 TE\CHI\ C S l S T[~ 

For rour neare t ~liracle tocki t 
• 

call 044-4 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. 

SEQUENCER ONE PLUS 

SEQUENCER ONE 
USER KIT 

~ 
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GaJlts 

If you want some addltlonal Information on 
Sequencer One, Including a full manual and a 
registration card , then this Is what you need. 
The manual Is basically what la featured on the 
Instruction pages In this supplement , but It also 
contains editing examples and an Index for easy 
reference. The registration card wlll enable you 
to obtain free update Information from Gajlts 
along with a telephone support service . This Is 
available for the nominal fee of £6.95. 

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

The new version features the same 
fr iendly operating-and-editing system as the 
version featured on the Coverd lsk, but with a 
few Important addit ions . The new 'Diamond 
Drag' system allows you to carry out rapid edit· 
Ing using the mouse. You can drag notes 
around the gr id, transpose them, stretch them, 
shr ink 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 Amlga 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 
Coverdlsk version for Just £39.95 via our mall 
order section In Amlgs Format . 

THE SEQUENCER 
ONE HIT KIT 

~ . 
• 

C,aJits 

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 li nes and other 
accompan iments ln 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 Amlga Format 

THE SAMPLE SERIES 

The fact that Sequencer One makes use of 
Amlga 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 lsck 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 • Gajlts 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 conta ining sounds ready to use 
ln your own sequences : 

l. Percussion and Effects 
2. Guitars and trin gs 
3. B~ and \Voodwind 
4. Synlh s and Vocals 
5. Pianos and Keyboards 

By order ing through Amlgs Format mall order, 
you can either buy the disks Indiv idually 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 
usua l retail price. 

Altematlvely , you could spend (at the very 
least) 30 qu id on an Amlga sampling package 
and another 50 or so on a sample CD to actually 
have some sounds to record l 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 IIEMS, TURN 10 ~GE 234 IN 

AMIGA FORMAT OR CALL NIKKI ON 0458 74011 
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C0~1PUTER ~n; s1c ISN'T ju!>l a mutter of linking 
your machine up to MlDI equipment 10 create ,ong\ . 

You can also produce music just using your A1niga. 
This open~ up a whole world of pos,ibilitic,. from 
,ound san1pling to capture instrument~ and ,ound 
effects. via creating tunes to include on your own 
demos to a full -blown computer 1nu,ic ~cl-up. includ­

ing sequencing. recording and editing . Hcrc·s u run­
down of the variou~ ,ec1io11, of A1niga ,ou nd ,y,tcm,. 

If this issue's brief foray into the world of Amigo music hos whetted your appetite, 
then you may wont to experiment even further. But what con you do with music 
using your machine? What packages do you need? Muff Evans peruses the catalogue. 

SAMPLING 
The advanced sound proce,sing of 1he Amiga make, 
po,sible ~omething that wm, only previou~ly avuilablc 
on advanced machinel, u~ually found in ,tudio, - the 
world of sound snmpling. By connecting a "1mpling 
cartridge into your Amiga and loading up the ,oflwarc. 
you can record sounds from any external ,ource . L1f1 
wunds from records. tapei. and CD,. record ,pcech und 
sound effects from \'idco. or ,imply u!>c a nucrophone 

10 take sounds from the real \\'Orld. 
Once you have captured a ,ound. you can u,c the 

,oft ware 10 chop it. loop it. change it, pitch and udd 

effects such as echo. delay or even playing ,n re, cr.c . 
Sound~ can then be saved out 10 di,I. ready lo use 111 

other programs. The mo~l u,ual situation that u,e~ 
samples is in an Amiga-based sequencer. but you can 
also use samples 10 add sound effects 10 game, or 
demo,. Just i111agine - instead of that weedy ping when 
your sprite fires its weapon. you could use a machinc­
gun sample from Terminator! 

So what equipment do you need 10 get into ,um­

pling? There arc a 11u111ber of packages available and 
there is bound to be one which fits your requirement,. 
whether you·rc a beginner. an cnthu~ia,1 with a tight 
budget or an advanced Amiga sound technician. I lcre 
i~ a selection of ,ome of the best package, available. 

TECHNOSOUND TURBO 
This i, preny much an entry-le,el ,ampler. !l" ing 
ne,,comcrs to Amiga ,ound and 1nuMc 10 get 10 grip~ 

"ith the technique~ invol\'cd . Along" ith the u,ual 
recording and editing function,. the progrJm al,o con­
tain, a" idc range of real-time effect,. alto" ing )OU 10 

add echo. phasing and ring-modulation effects to a li"c 
input. Another nice feature i, a ,imple rhythm 

MIDI ; . I •' · . " . r 

So you 've played with Sequencer One untll 
your speakers start to smo ke. Where do you 
go from here? A number of programs are 
available to allow you to get the most out of 
MIDI, lnc ludlng more advanced sequencer 
packages and editor/llbra rlan prog rams for 
editing sounds. 

Those of you with Roland equ ipment such 
as the CM sound modules or the o series of 
synthesisers may want to expand your 
Sequencer One set-up with a sound editor 
and patch llbrarlan system. The CMPanlon 
system allows you to edit sounds In the CM 
modules and store them In a database, while 
40 Companion is an edito r llbrarlan which 
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gives you full editing and storage control over KCS offers tlie electrNk ••sician Nriv._ pow« over _ ,k ae· 
05, 010 , 020 and 0110 sounds. Both these lll loll. Not Ollly ca11 ylMI record me! edit -sic, YIMI c• prittt 11411 a 
progra ms multltask with Sequencer One, scwe, sy11< ii to lope or ovt- tkally lllix dow. al tlM dio.els. 
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,cqucnccr. which allows you 10 create panems from 
~hort ,ample,. 

The package i, fairly simple. ",jth a straightforward 
approach to all the function, and not 100 n1uch in the 
way of confu~ing extras. If you want 10 get staned in 
,ampling. have a look at the mail-order section in 

A111i1111 Fon11a1 (Pages 232 -235) to get hold of this 
cntry -le\'el \ystc,n. 

For those who wa nt to get into sompling, T«llnasound 
Turbo offers a wide ronge of editing tool.s in on easy t o 
unders tand pad1age - just right for the beginner. 

enabling you to adjust sounds even while you 
are working on a song. 

if you have higher aims and want to go for the 
real big stuff, then Or T's latest version of KCS 
Is for you. KCS 3.5 with Level ii is a full MIDI 
sequencing and score-writing package. The sys. 
tem comes with the KCS software, Or T's Tiger 
graphic -editing system, the Automix automatic 
mlxdown package and Qu/clcscore sco re writing 
capabllity. Vou are also supplied with software 
for running in sync with the Fostex RB tape 
machine as well as with SMPTE code. 

Or T's also have an edltornibrarlan 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 
manipulated with X-Or can be recorded along 
with KCS sequence data for some stunning llve 
sound effectsl 



SOUND M.ASIER 

ArxlioMastH Ill is the softwore bundled wllh Aegis' 
Sound Mosle.r pockoge, but for serious sompllng power 
the updoled version four offers inaedible editing power. 

If you already kno" your ,amphn g 011100, . bul don·1 
yc1 have an Amiga ,ampling ')'lcm. then th1, may be 
the one for you. The pac~agc con,1,is of an e>.cellent 

piece of ~ampling hardwnr.:. which feature~ ,1erco mic 
and line inputs. an input-lcvd ,lider. an overload LED 
and a built-in microphone. with the added bonu, of the 

acclmmcd (and rightly so) Audi1JMa11er Ill software. 
A, well a~ suppl) ing all lhe u,ual ,amphng and editing 
controh in one of lhe most \tra1ghtforward operaling 
sy\lem, available. the progran1 feature\ a loop 
,cqucncer. which allow, you 10 crc:uc 99 loop, within 
a wavefom1. making 1t possible 10 recreate a ,vhole 

song from a few short ,cction,. 

UPDATE SOFTWARE 
If you already have a sin1plc sampling ,yMcm and want 
to upd.uc the ,oftwarc lo carry out more adv;1nced 
operations. then there arc a couple of option, available. 

A ,till fairly new program 1, a,ailablc from SunriLe 
lndustnes (the makers or Perfect Sound 3J. A1uli1ic,114 
contain, all the features found on Aegi, • cla,,i c. but 
ha, quite a few addition, . You can arrange the \Creen 
display in any way you want. calling up window, 
when needed and tucl..ing thc111 away if you get too 
1nuddlcd. The program abo boa,1, a few addition,. 
such u, rccc,rding sa,nplc, directly ltl di,k und a wide 
r-.inge of real-Lime effects. The hcst ,ampling program 

currently available? Could be. But .. 
The programmer of lhc A11di11!>1a,rt•r /// ,of1ware 

A good place for -sic beginners to slorl with Amigo 
tracker programs is NoiseTracker. This program allows 
you to creote Amigo-based four· trock tunes using a 
wide range of s-pled sounds. 

FF .-
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packaged \\ ith the Sound 1\1:bu:r ') ,ten1 ha, been bu\} 
updaling and 1mpm\ ,ng h1, creation to produce (,ur ­
prisingly enough) A11dio,\1asrer IV. In addiuon to the 
mru.se, of features av;iilable on the pre, ,ou, version. 
A11du,t.1cBl(•r IV pro1ni...e, ,uch advanced effect\ a, 
,hifting the pitch of o sample while keeping it~ 1in1ing. 
or carrying ou1 "Lime-~tretch· opcrmions. which enable 
you to make a sample longer or shorter while keeping 
the ,amc pitch. Thi, could put the Amiga in a position 
10 tal..c on ,omc of the dedicated hardware ,amph:r,! 

UP AND COMING 
For tho<,e l..ccp,ng an e)c on Lhc ..an1phng scene. you 
may hke to ~no" that a number of nc,\ p.ickage, arc 

on the hon,on . 
M1crodcul h;1vc a couple of trick, up their <lce,·c. 

As well a, updating their A~1AS ,y,tc,n. they :,re .il~o 
rclca,ing a rcph1ccmen1 for their Ma,tcr,ound package 
in the fon11 of Stereo Mii..ter. Thi, new package 
includes a ho,1 of new options. ,uch a, a full real·time 
effect, creation program. a full wa,efonn analy,er and 
a sample <,equcnccr 

I RACKERS 
If you want to create stand-alone tunes on your 
Amlga, then a tracker program Is the thing for 
you. These allow you to use Amlga samples and 
Internal aynth sounds to create tunes which can 
be played without having to load the creation 
program, so you can stick them on a disk and 
dis tr ibute them around your mates . 

HOPPI GUST 
Tec hnoSound Turbo - £27.99 
Available from Am lga Format Mall Order. 
Hotllne 0458 74011 

Sound Mast er - £129.55 
AudioMa st er Ill - £59.25 
Avallable from HB Marketing 0753 686000 

OctaMED - Free with AF Issue 29 
For back Issues . 0458 74011 

Audit ion 4 - £49.99 
KCS 3 .5 with Level 2 - £279 
X-Or - £219 
Available from Zone Of"strlbutlon 081 766 6564 

CMPanlon - £99.95 
4D Companion - £99.95 
Avallable from Gaj lts 061·236 2515 

ltlfti! IIUtRlii ,ACO Whj~ ,,. __ .....,r---,r ...... -- .. $ -..I~ 

The best option for creating tracker 
songs Is TelJo Klnnunen's OctaMEO. This pro­
gram enables you to create eight-track tunes on 
your Amlga - a clever feat seeing as the Amlga 
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 comprehensi ve Amlga sou nd pro­
grams avallable. So where can you get this 
wonderful package? On the cover of the last 
Issue of Amlga Format! Check out Back Issues 
on Page 238 of this Issue to get yourselt a copy . 

OctaMED, featured on lasl month' s Amigo Format 
Coverclisk, is a pretty adva11<td trac.ker progrlllll, allowing 
you to edit samples, creole synlh sounds and program 
tunes to ploy on eight tracks. 

AMIG4 FORMAT 
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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 . 

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

I PLEASE SEND ME A SOUNDBLASTER FOR MY ............................................................................................................................... COMPUTER I 
I I ENCLOSE A CHEQUE FOR £52.99 OR CREDIT MY ACCESS/BARCLAYCARD No. ...................................................................................... I 
I NAME ...................................................................................................................................................................................................................................................... I 
I ADDRESS ............................................................................................................................................................................................................................................. I 
I ............................................................................................................................................................................ POSTCODE ........................................................ I 



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 YO U 
COULD WIN: 
A FOSffXX-28 
FOUR-TRACK TAPE RECORDER 
Thi~ highly dcsir.iblc pona,tudio features eight inpub. 
full level mixing. simult:mcou, recording aero,, all 
track,. effect, ,end/return, and rnonitoring. LED le, el 
and 1ranl,pon displays and a whole host of other fea­
ture, . n1al..ing i1 one of the t,c,1 1nini-Mudio, a,:1ilablc. 

A COPY OF DR T'S 
KCS 3.5 LEVEL II 
This Format Gold-winning sequencing package b ju,t 
about 1he most powerful 1nu,ic:-crcation ,y~1cn1 avail­
able on the Amiga. ot only can you record and edit 
MIDI dara, but you can print out a mu,ical -,core. au10-
n1aticall> mix-down your trucl.. in real tin1e and ') nc 
the progrJm 10 run in time with the multitracl... 

A PHANTOM SYNC UNIT 
This uni1 act, both a, a t\11DI in1erf.1cc and a \ync hro­
nisation unit. allowing you to link KCS up 10 the 
n1ultitn1ck and run the ..equencer in time with track, 
you"ve alrcnd) recorded. 

A COPY OF 1HE X-OR 
PATCH EDITOR / UBRARIAN 
SOFTWARE 
No n1orc liddling around with the buuons on your 
~ynth 10 come up with new ,ounds! Thi~ progra,n 
allov.'~ you Lo edit \Ounds on your ,yn the,be r and store 
them on dl\l.. for fu1ure use. You can abo carry out 
changei. ,n real ume and u-an,fer 1he1n aero,, 10 KCS a, 
,equence dam. ,o that an effect change, or a ~ound i, 
altered automatically a, a seque nce i, playing! 

Those Musical 
stions in Full 

1 Who is the jazz musician famous 
for playing 'Stronger on the Shore' 

on his clorinel2 

2 
3 
4 

Who wrote the music for 
'Wes t Side Story'? 

How many brides did the 
Seven Brolhers hove? 

In the Who song, 'Free Me ', which 
character was pleading to be free? 

5 Who song ' I Was Born Under o 
Wondering Star' in lhe western 

musical film 'Poin t your Wagon'? 

6 
7 

8 

9 

In the some film, who song 
'I Talk to the Trees'? 

Which famous musical star of the 
40s and 50s later starred 
in the TV show Dallas? 

Who wrote lhe song 'Pinball 
Wizard ' and who song it in the 
film 'Tommy'? 

Which female singing star wrote , 
directed and starred in the film 
dromo 'Yenll'? 

I OWho directed the film of the 
musical 'A Chorus Line'? 

So wha1 do you ha,•c 10 do 10 win all thi, wonderful 
equipment '! Well. the fc,tivc ,ca,on is upon u, und .ill 
rho~ fanta,tic mu'lcal filn1, arc appearing on the telly. 
All you have to do,, g;1thcr the member. of the fanlll} 
together and lind the .ins\\Cf\ 10 the 10 quc,uon, 
printed in the box above . 

Got all those'? Right. ,end 1hcm in to 

Food of lov e Competition , 
Amigo Format , 
29 M onmouth Street, 
Bath 
BAl 2AP 

All c111ric, ,hould rc:,ch u, no la1er than January 21. 
The fir,1 ..et of correct an,wcr- out of the bag win, all 
the gear. and t\\O runner.. up will each rccel\C a cop) 
of Dr f\ Tiger Cuh graphic n1u,ic editor ,oltw arc 

Right. C\'eryonc 10111 in ... ·o -o-o-oak-lahoma ,~here 
the ... (that·, enough /:ii!) 

AMIGA FORMAT 
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BY NO\;V, HO PEFULLY we·ve managed 10 gel you 
imcrestcd in the world of elcc1ronic mu,ic and 
sequencing. I lowcvcr. you can only go ,o fur with ju,1 
the Amiga·, -.ound chip. So if you want to m:11.e rnu~ic 
10 compete with the big bo) s. > ou · re going to have 
10 get into MI DI. 

The fil"'t 1hing )Ou·11 need 10 get going " a MIDI 
interface. Ju~I about the beM Amiga intcrfm:e available 
i~ Daier~ MIDIM~, 1cr. This unit contain, u MIDI In. 
three MIDI Out and a MIDI TI1ru socl.et. ull hou,ed in 
a ,1urdy box and i, supplied wi1h 1wo M IOI lead~ for 
the nominal ,urn of ('.!9.99 (for more infon11:11ion call 
Datel on 078'.! 7~:l'.!4). ow then. you·,c glll )Our 
interface." \Vh:u can )Ou do "ith it? \Vcll ,impl) read 
on. dear h<.icner ... 

SAMPLERS 

- .,. • . J • -~ " . " . . -' - . . .. 
. 
~ -

CJCJCl c 

Altai's S 1 OOO sampler is widely used by producers 
ond musi<ions, making it the industry standard for 
professional studio recording. 

Even though the Amlga Is capable of recording 
and playing samples , it can hardly compare to 
dedicated s tudio sa mplers! These monstrous 
beasts give compact-disc quality sound and 
have incredibly powerful editing functions and 
a hefty RAM storage . Some of the top music ians 
create tracks by only accessing sounds on 
the ir samplers ! 

The s tudio standard sampler these days ls 
pretty much Akai's 51000 . This unit Is a highly 
advanced sampling system and Is probably out­
side the range of the home musician (costing 
around S:2,000). 

Another sampling system which ls highly· 
acclaimed ls Roland 's sno . Although this ls 
not as widely found in studios as the 51000 ls, 
this unit also gives the musician excellent sam­
ple quality and editing functions and It ls 
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 samplin g and sequencing system . 
Many s tudios base their whole sequencing 
and recording operations around one of these . 
but you·re unlikely to find them In the low-end 
stud ios. The reason? Well it's because they cost 
around S:250,000 1 

Roland continue their adventures in sampling land 
with their impressive-looking and aurally outstanding 
S770 sampling module. 

AMIGA FORMAT 
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When you've done all you can using Amigo samples in your songs, it may be ti1 

SYNTHESISERS 
These day,.') nthesisers are advanced ,y, 1cms with 
extreme!} unpre,,ive sounds - very differem from the 
cable-entangled ,uitcase affairs of the 70..! 

A good ,ian,ng place for the /11101 en1hu,ia,1 i, 
Roland', DI 0. Thi, is a multi-tin1br.il ,ynth ba_,ed 
around Roland·, revolutionary Linear Ari1hn1e1ic syn­
thcsi, . It, 111ul1i-ti111bral capacity allow, you to control 
a number of ,ou nd, s imultaneou,ly by a,~igning them 
10 individual MIDI channels. 1naking it ideal a~ a 
~ound ~ourcc to u,e with your sequencer. DI~ can be 
picked up for around £600. so you nccdn·1 breal. the 
ban I. 10 get one! 

Roland recently n1ade a brave 1110, e 111 the ') nthe­
,i,er n1arl.c1 h) relea,ing the JDSOO. TI1i, feature, all 
the function, and sound quality you would e,pcc t from 
a modcn, ,ynth. with the added appeal of analogue­
stylc co111n,b. This means that all 1hc Jl) 8()(l', op1ions 
arc accc,,iblc viu their own bunon. s lider or knob. very 
,nuch lil.c the old analogue synths of the early 80s. 
Sea,oned l..:yboard players find thi, ,,a} of ~orking 
n1orc preferable thnn wading through page, of ,ub­
menu,. bringing bacl. the bygone era of earl) ,ynth, 

·--
Roland' s JD800 - digital sound with analogue control.s. 

and making the JDSOO a hugely succes,ful keyboard . 
One of the 1110, 1 acclaimed synthc,i,cr, of late is the 
Korg \Vavesiation. Thi~ u:.es an advanced ,ound­
crcation ,y,1e1n I.no\\ n as Advanced Vector synthesis . 
This allows you 10 layer sound!. 10 crcme a range of 
incredibly rich tones and give 1hern extra feel by fading 
from one ~ound to another. Another imprc,,ive feature 
is it:. Wave Sequencing option. Using 1hi, op1itin you 
can Mring ,ound waves 1ogcthcr to create an ever­
changing 'rhy1hn1·. This i, a prctt) advanced ,y~tem 
and i, quite c,pcn,i\l:. ,o be prepared 10 ,hell out 
around r I .OOO. :O.laff "a,, so ,mprc,-.cd "'tth the 
\\'a,e,1a11on that he bou!!ht one h,m-.elf' -

I I 
. . - . • • • 

Korg' s Waves lotion synthesiser continues to uphold their reputation for releasing high-quality sound equipment. 

•••••••••••••••••••••••• 
WORKSTATIONS 
Some people don· 1 like the idea of having to linl. many 
1nachinc, together 10 creaie MIDI music. TI1ey \\ OUld 
prefer it if' all ,e qucncing, sound creation and editing 
cou ld be done on one unit. This is where the MIDI 
work,1a1ion come, in. 

These 1nach1nc, con~ist of a synthc,i,er. drum 
,nodule. effect, unit and ~equencer all in one l.c) board. 
~o )OU can produce an entire track without ha,ing 10 
u,e any other equipment. They can abo be linked up LO 
other device, via MID!, so that you can play the inter­
nal ~ound, from your computer or run other M IOI 
in, 1rumcn1~ from the on-board sequencer. 

The lir,1 ,ucce,sf ul MIDI work,1ation wa, Korg·s • 
MI ( which ha, been recently succeeded by their cri ti· 
call) accl:111ncd 01/\V. Machines such a, the 01/\V and 
Yamaha·, S Y99 arc pu,hing the limitation, ol what 
) ou can do ,, ith ,cquencing and ,ound editing on a ,i n­
glc ,y,tcm. pn>viding an ideal pathway into ~equcncing 
for 1hc l.cyhoardi,1. For musicians on the move. 
Yamaha also have the QY 10. TI1is contains a selection 

Now you con creole music wherever you go with the 
Yomoho QYIO. This Wolkmon·sized unit contains drum and 
synth sounds along with a sequencer, so you <on try out 
song ideas while on o long journey! 

of sound, along with many of the sequencing and drum 
function, found on a \\Orks1:11ion. The difference is 
that it" s about the size of a \Valkn1an. ·n1i, means that 
you can take it ou1 with you and pion!. in ideas if 1hey 
occur while you arc ou1. 



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

RECORDING AND EFFECTS 

The Tos<om Porto 3 offers the beginner on Ideal entry into 
the world of multi track re<ordlng for very tittle money. 

Crea1tng dectronic music isn "t just a matter of choos­
ing the sounds and creating a song. Al some poin1 you 
"ill probabl) need to record it 10 tape. Machines like 
the Fosle'C RS can be controlled, ia 1',,1101. enabling 
you 10 run )Our ,-equencer in time" ith a tape. 
The ,ame effect can be achieved using a SMPTE box . 
.,...hich generates a timecodc "hich can ·tock 1ogether' 
,equencen, and tape deck~. 

If you just record your wng on tape straight from 
1he ,ound sources. the result may sound a little bit dry. 
This is where the effec[l, unitS come in. A wide number 
of effects boxes are available. combining reverb. delay. 
flange, echo. phase and pitch- hifting effects. These 
can be essential in adding ad) namic feel to your song. 

When you start playing in the big leagues, you need some pretty powerful effects to beef·up your sound. The Zoom 9030 
multi·effe<ts processor Is regarded as the best unit available in this fleld . 

DRUM MODULES 

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

In the ear ly days of electronic music , drum 
machines (such as the Roland TR808) were to 
be found In virtually every set-tip . Over the 
years rhythm boxes have advanced , with 
machines like Yamaha's RY30 featur ing 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 mach ines as a sound source for 
the ir drum tracks , preferr ing 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 Alesia 04. 
These contain massive banks of sounds which 
can be triggered from external sources (such as 
a drum-kit or MIDI device) . - . - . -- .. -, .. -- . . . . . . 
Unklng a module su<h as the Alesls D4 to your MIDI 
system gives on extremely odvon<ed rhythm sel·up. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
MIDI CONTROLLE 
For tho,e of you who aren'1 panicularly imerc,ted in 
playing keyboard, or u,ing a ,equencer. don"t worry! 
There arc a number of way, available for control· 
Ii ng MID I device, . 

Guitar player. can get hold of a linle widget from 
Roland that can be bolted to your guiiar. Thi, 1, hnked 
to an addi1ional pick-up" h1ch can dctccl what note 
you arc pla) ing and con,·en i1 10 M IOI information. 
allowing )OU 10 control a ,ynth from your gui1ar. 
Drumn1cr. can gel hold of elcc1ronic ki1,. wi1h pad~ 
replacing real drum,. The!>e don'1 actually make a 
,ound. but send MIDI infonnmion to ,ound unit,. 
much like a keyboard. Roland were one of the earlier 

pionccn, in this field. "1Lh their Octapad series of drum 
pads being seen in man) a drum set-up. 

There are some"' hal <tranger devices though. such 
a,, Yamaha· s \VX 11. This is a 'breath controller' which 
i, played like a i.axophone or clarinet. but ins1ead of 
producing its o"n sound it sends ~1101 da1a 10 your 
• ynth. sampler or sequencer. 

A~ you can ,-cc, the "orld of MIDI incorpora1es jus1 
abou1 anything that you could pos,ibly imagine when 
ii comes to creating music. If )Ou·re in1eres1ed in ge1-
ting yourself 1n,ohcd. then Stan scouring those music 
,hop~ for bargain. and lei the combined effon of your 
imagination and 1alen1 take over! 

Who says that only keyboard players and drummers <on use ele<troni< instruments? There ore a number of units available 
for guitarists to link Into electron!< musi< and this WX 11 breath controller allows sax players lo get in on the act as well. 

• t 

II 
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Roland' s update lo their famous O<:topod hos proved 
extremely popular with drummers wishing to use MIDI. 

For those wanting a full·blown drumklt to plug Into MIDI, 
the Cosio kit offers a lot of flexiblllty. 

AMIGA FORMAT 
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GLOBAL COMPUTING 
Lucepool Lane, Woodhouses, Yoxall, B-o-T, DE13 SNR. Tel: 0543 473131 

FLOPPY DRIVES 

3.5" OS DO External Orive ............ .£51.99 
3.5" OS DO Internal Replacement 
Drive .............................................. .£47.99 

Slim, quiet, high quality mechs. 

HARD DRIVES 

Memory Upgrades 
512K no clock 16 Chip ................. .£19.99 

4 Chip ................ .£23.95 
512K with clock 16 Chip ............. .£24.99 

4 Chip ............... .£27.95 
lMb Thru Board ........................... .£59.95 

(To use ,vith 4 Chip size to give 
l-5f.1b upgrade) 

l -5Mb \\•ith clock ......................... .£69.95 

NEW;MODEMS 
Cet to those soft\vare bill boards - or 
anything you ,vant do\vn the phone. 
Possibly the cheapest ,vay to obtain 
soft\vare yet!! 
10096 industry compatible. 
Ready to go on line e ......................... .£119 
,vith error correction (EC) ................ .£159 
,vith EC and data compression ......... .£174 

NEW; External ~1emory Expansion 40Mb Both \Vi th optional ........ .£299. 00 
lOOMb 2Mb/4Mb add. mem ....... .£449.00 

52Mb comes with 512K mem ..... .£449.00 
Also opt. 1, 2, 4 or 8Mb add. memory 

Quality Guarantee 
All products are made using leading edge 
technology to the highest standards and 
are fully guaranteed. 

Only l " ,vide • 5 seconds to fit 
• Makes use of any internal upgrade. 
lMb ................ .£149 2Mb ............... .£198 
4Mb ................ .£273 8Mb ............... .£423 

CHIPS & BITS 
256K x 4 ORam £4.95, lf.1 x 1 Oram.£4.95 
lMb Simm ...... .£39.50, 4Mb Simm .. .£145 
8372 Fatter Agnus .............................. .£39 
1.3 Kickstart ....................................... .£36 

STOCKING FILLERS 

A500 Replacement PSU ......... only £39.95 
Mouse ..................................... only £14.99 
3.5" OS DO disks ................... only £0.32 
80 Capacity disk box .............. only £4.99 
100 Capacity disk box ............ only £6.99 
Oust Covers AM/ST .......................... .£3.99 

Printerfl>1onitor .......... .£5.99 
Leads and Ribbons ........................ .£P.O.A. 

D VISA We'R ••I or"-'•• ,ma u •• of 
,...._m1,, ........... ,.,, 
lhNft Mplila IHlt:0 .. / 

Fitting and Repair ......................... .£P.OA 

•• otltn ,wflfb•••,. ,tee• Nil 

\ 
\ 

• 

Compumail , Aylesbury 
0296 397039 

Javelin , Blackburn 
0254 63388 

Time Computers . Blackurn 
0254 682 343 

Cashpoint , Bristol 
0272 277518 

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

Evesham Micros , 
0223 323898 

most reliable 24-pin printers you can buy, it now comes with a 
two year unlimited warranty as well as Windows J'" 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 ... ,r e 
a whole lot more. ,..,,, D , 

Technomatic, Kingsbury Mirus , No rth Shie lds 
08 1 205 9558 09 1 258 6620 

20/20 Systems, Cowdenbeath Micro Anvika , London W1 Chipboa rds, Surrey 
0383 515131 071 636 2547 0483 797959 

Vision Technology , Croydon Comp uscan, Manchester RSC, Watford 
081 760 9727 06 1 257 2800 0923 24 0739 

Dimens ion, Leicester Aptel , Milton Keynes Act io n, Wembley 
0533 517479 0908 26 18 17 081 900 2566 



JUST A SP SH OF 
RED ON HERE ••• 
YOU'LL SEE HAT 
IT IS IN A MINUTE! WHERE TO STARI 

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! 

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 Ille requester Is on the screen, It's 
the same as cllcklng 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 wlll be fine . 

' 

,, 

Con1puter ·art ' is a bit of a pre1en1iou\ idea. sure. but 
computer painting i, a heck of a 101 o r fun. Over the 
year,. a number of u~eful and simple ideas ha\'e been 
developed on compute r graphics progran1, 10 n1ake 
creming picture, fun and easy. 

The tirs1 of the,e is that a computer can ea,ily n1ake 
perfect ,hupe, for )OU. \,Vhe1her i1'; drawing a circle or 
con,tructing a square, it's preny diflicul110 do free­
hand on a piece of paper: but ;1 computer can do it 
quickly and accurately . 

The ,econd idea i, what's called rubber-banding. 
This n1ake, it ea,) 10 do smooth cur\'e; of the kind that 
designers e,erywhere ,,ould ha,e been proud of but a 
few year, ago. 

The third is repetiuon. The third i, repetition. You 
can easily do founeen copie; of ,ometh1ng all at the 
same time ,,hen you're doing it on a computer ,creen 
The fourth is 1ha1 nothing b ti>.ed: you can change a 
colour any time you like, or blank off,, hole bit~ of the 
screen and ,tan again. 

Colours are very much ea'ler 10 mix on a computer. 
especial!) on the Amiga: becau~e of the wa) a TV or 
monitor display work,;. )OU can tweak the different 
red. green and blue pans of the ,1gnaJ 10 mn. colour, a, 
finel> and subtly a, you wan 1. Frankl). that alone can 
keep a clo,, n like me ab,orbed for hour, . And }OU 

don' 1 ju,t have 10 ,pla,h , ,11id ,·olour on the ,creen: 
you can blend. chop and change colour,, al \\ill. 

Perhap, the biggc,t ad, ancc 1n paint progranh c, er 
wa, the idea of the cu_,tom bru,h A cu,101n bru,h i, a 
part of the ~creen }OU pick up and u,c 10 paint with. 
The cle,er pan i;, that cu,tom brushe, can be me,,ed 
around in all kinds of ,,ay,. Ji-toned and r.:,hapcd at 
,viii. 11·, also the clo,e,t thing )ou'II e,er con1e 10 the 
old gag about Tanan paint: 

If )Ou've ne,er been lemptcd 10 h.l\e a go at con1pu1er 
painting before. ,, h~ not£" e 11 a tl') '! It really 1, 

ea,e1er than )OU think. It', one of the Amiga';, greate,t 
talent,. ,o ii', a ,hamc to ,,a,te all that potential: but 
it', also reall) no11.hfficult at all. 

. _.. l os o~ s'h o 

= 
= N 

The i1nage on thi, page. which I wa, prcuy plca,ed 
with (I'm a no, ice my,elf m the,e thing'-l ,,a, pro­
duced after I'd been u,ing Grnphic, \Vorkfhop for only 
a couple of hour,. In the in11nonal word, of a certa in 
Trenton \Vcbb E,quirc. "Th.: 1ucc thing about ii i, that 
e\'en a co1npk1e idiot can produce ,01neth1ng decent· 
looking". Thank,. Trenton. 

I wa, fairl) plea,ed with the colourful background. 
which real!) happened completely by :ic:cidcnt a\ I \\l1\ 

me,,ing around ,, ilh the ,·ariou, painting ,node, (set 
Page 29). And there·, al\\uy, the comfoning 1hough1 
that if you can't do ,omething you1'clf. )OU can cheat. 

The main canoon charJc lcr in our picwrc here. 
Tank Girl. wa, traced 01110 a piece of ckar film which 
\1e ,tuck on the front of the monitor and copied. 
Simple. There are loh of way, of cheating in computer 
pain1ning: but the nicest thing about it i, thm nny indi­
, iduul will almo,t al way,. ,ooner or later. ju,t h) 
mc,sing about. come up with ,ome1hing he or ,he i, 
plea,ed with. 

You·, e got one of the most adY:tnced p:un1 and 
anuna1ion program, there i, ,at 111 front 01 you: 11 ·, 

,,onh a full £79. but it co;,i, you prJctic:ally nothing. 
So" hat have )OU got to lo,e'? Go on. gi,e ii a whirl! 

THE GRAPHICS WORKSHOP 
WHY IS IT SO SPECIAL? 
Not only does The Graphics Workshop have ell the normal tools you would expect from s top Deluxe 
Paint ///-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 llmlt 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 
Anlmbrush forms of animation. but also a Cell system which is probably the most powerful animation 
system there is for the Amlga. But don 't just listen to me telling you how good It Is: try It out for yourself! 

AMIGA FORMAT 
& 



THE PAINTING TOOLS 

Here's everything you need to know to get staned: 
how 10 u~e all lhe tools on lhe menu bar to create pic­
tures. h's all very easy indeed ... 

TITLE BAR 
rhi, displays information about lhe picture you're 
working on, including the resolution and 1he file s iz.e. 
When you ' re actually doing something 10 a picture it 
dJsnp~. reappearing as soon as you finish the oper­
ation. This makes it quite handy 10 have, because you 
can tell when a complicated drawing opera11on has f tn­

ished doing its s1uff. rather than trying to rush on and 
confuse 1hings. Son1etimes, though. you'll want to stan 
a drawing operation right at the top of lhe screen: in 
which case pressing the Delete key will make the title 
bar disppear . It reappears when you press Delete again. 

FASTMENU BAR 
This is the hean of the program. where all the drawing 
tools are located. It's a clever gadget, because it 
becomes 'active· as soon as you n1ove the pointer over 
it (notice how the word • FMtmenu · changes from 
being faint 10 solid). 

This 1nenu bar contains all the tools you need to 
draw pictures and lllese are all explained here in detail. 
Each tool is in a box in the group over nt the left-hand 
side . The rest of the Fastmenu bar contains a colour 
palette for you 10 pick your colours from and various 
other colour-related bits. 

The Fastmeou bar can get in the way during draw­
ing. though anything you draw underneath it will come 
out on your picture. You can. ho~evcr. 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 it disappear co1npletely 
by pressing the Help key: and pressing Help again will 
make II reappear. 

All of the drawing tools are explained here, bu1 it's 

wonh mentioning now that you pick the tool you want 
by clicking on it wilh the left mouse button. Some 
tools are split: they do different thingi. if you click on 
the top to if you click on lhe bottom half . When you've 
finished using a tool, or if you decide you don't want 
10 use it after all, simply click on another one. 

Some tools also switch to another function if you 
click on 1he1n wilh llle right mouse buuon. in which 
c&c a requester box appears allowing you to change 
so1nething. These are all explained with lhe tool 
dc~criptions which follow. 

~ DO'ffED FREEHAND 
- ·-, . 'J t U HH U .. 

• J '"·c ... : ... _ .. ,··'°~ -·. , ' .... ·~ .. ·· .... ........ ,...~°\-n'- .. -.. .. . 
. . v. . . . . ... .. ·~,-.~ 

. . .()J...1. .•. ,mllll!'-~ ' · 1 

II -~ .,,.u,;i~;; .. ''"lf"'rr, :-:u , .. 
. . .. . ~ ~ .. ~ ·, !I -I r.1"tLI ·.J• • ., 

Simply hold 
down the left 
mouse button 
while drawing. 
and your line 
will be drawn as 
a series of dots. 
If you go slower. 

lhe dots will be close enough 10 join up: if you go 
quicker, they will be funher and funher apan. 

AHGAFORMAT 
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~ CONTINUOUS FREEHAND 
To p hair : hold 
down the left 

mouse button 
and a continuous 
line will be 
drawn wherever 
you move. 
8011 0111 ha lf : 

hold down the mouse button and draw any old shape 
and it will be filled with solid colour when you release 
the bunon. Notice tha1 the lllicknes s of the brusch you 
arc using doesn't affect filled shapes. 

I 

.... 
....... ' ..... ': =: 

• ............. / .. 

12) SIRNGIII UNE 
Hold down the 
left mouse but ­
ton and the stan 
point of the 

striaght line will 
be fixed on the 
screen. Then > ou 
can move the 

mouse anywhere on the screen and llle line will follo"' 
the cursor around. When you 're happy with the line 
you can finally release the left mouse button and your 
slriaght line will be drawn . 
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~RAYS 
Click wil.h the 
left mouse 
button 10 set a 
centre point. 
Move I.he mouse 
until you're 
happy with the 
length of the 

first ray, then hold down the left mouse buuon and 
move the mouse in a sweep. When you ·ve dra,vn 
enough, release the left bunon then click the right 
mouse buuon to finish. 

(CJ CURVE 

This is a four­
poin t Bezier or 
rubber-band 
curve. If that 
sounds compli· 
cated. don ·1 
worry. It isn ' 1. · 
Lt' s JUSI very 

effective. Hold down the left mo~ buuon and the 
stan point of your curve "ill be fl)(ed. Move the niouc;c 
until you reach the end point of your curve. then let go 
of the bunon and a line will be drawn. 

If you now move the mouse again, you·11 be able to 
drag the line out into a curved shape. When you're 
happy with it, click the lefi mou~e buuon. Move the 
mou~ again. and again the curve will be drJwn out in 
another direction. Click the left buuon to complete the 
drJwing operation. 

ote that clicking with the right mouse buuon on 
th~ tool will bring up the Set Size requester. where 
you can choose how accurate your curve should be. 

~ RECl'ANG 1 ES 
To p half : hold 
down the left 
mouse buuon 
and the 1op-lcf1 
comer 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 . Kotice that using a round 
brush gi,cs )OU rounded comers: use a i,quarc bru~h if 
you want square comers. Bott om half: exactly the 
saine e11ccp1 that "hen you release the mouse buuon, 
the shape is filled with solid colour. Notice that the 
thicknes~ of the brush doesn ·1 affect filled shapes. 

~ C1RCLES 
Top half: hold 
down the left 
mouse buuon 
and the centre 
point of a circle 
will be fixed. 
Move the mouse 
until you're 
happy with the 

size, then let go. and an outline circle will be drawn. 
Boll om half : exactly the some excep t that when you 
release the 1nousc buuon. the shape i~ filled with so lid 
colour. Notice that the thickness of the brush doesn ·, 
affect filled shapes . 

[2} E& & 1PSES 
T op half: hold 
down the left 
mouse buuon 
and the centre 
point of an 
ellipse (oval) 
will be fixed. 
Move the mouse 
until you're 

happy with the size and the ~hupc. then let go. and an 
outline ellipse will be drawn. Bott om ha lf: exaclly the 
same except that when )'OU rele~c the mouse button. 
the shape is filled with wlid colour . Notice that the 
thickness of the brush doe,n ·1 affect filled shapes. 

~ 1RREGU&AR POLYGONS 
Top half : click 
with the left 
1nouse button 10 
SCI the first 
point. \Vherever 
you move the 
n1ouse after that. 
a line follows. 
Click with the 

left mouse buuon each time you want 10 set a line, then 
when you're happ) with )Our shape clicl. with the right 
buuon to finish dra,, ing. 'ote that the ~hape you draw 
does not have 10 be closed (Joined up). Bottom half : 
exactly the san1c. c~cept when you finish the shape 
will be filled wil.h ~oild colour. Notice that the 1hick­
ness of the bru~h doesn ·, affect filled shapes. 

~ REGULAR POLYGONS 
Top half: hold 
down the left 
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 1he bunon and move the 
1nousc around to rotate the shape: then click once ,vith 
the left button to fix it. 

Bottom ha lf: works exactly the same way. except 
when you finish the shape will be filled with solid 
colour. otice that the thickne~s of the brush doesn't 
affect filled shape~. 

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 SiI.e Requester which 
follows below). where you can choose how many sides 
your shape shou Id have. 
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DISTORI ED REGULAR 
POLYGONS 

Exaclly the same 

as for regular 
polygons. excepl 
that when you 
drag our the size 
or the shape you 
can aho Mjuash 
II or ,1re1ch ii. 

Noie 1ha1 click­
ing wi1h the righ l mouse button on this 1001 wil l bring 

up 1he Ser Size requesier. where you can choose how 
many ,ides your shape shou ld have. 

~ TEXT 
Simply place !he 
square cursor on 
!he screen and 

1ypc in your 
words. Nore tha1 

ii is a good idea 
10 1nove 10 a 
new line by 
press ing the 
Re1un1 key when l~ you·re gening 
near the edge of 

!he screen. 
Clicking on this 
1001 with the 
righl 1nousc but-
1on wi II bring up 

a rcquesier allowing you 10 pick the font (typeface) 
you are using fron1 any you have installed in your sys­
tem and 10 set a coup le of 1cx1 sty les. 

T op half : the 
airbrush simply 
·sprays· the 
current brush 
rando1nly around 
where you· re 
drawing as long 
;is you hold the 
lef'l mouse 

bunon down. Botto ni ha lf : the cumu lative airbrush is 
a bit cleverer. ll s1ans off spraying in 1he colour you ·ve 
chosen. but each Lime you pa~ over u colour ii moves 
ii 10 !he next one in the palette range. This leis you 
build up colour on an area in a fairly reali,1ic way. 

ore tha1 clicking with 1he righ1 ,noul,C button on 
1his 1001 will bring up 1he Ser Si,e reques1er. where 
you can choose how quickly your airbrush sprays. 

~ FLOOD FILL 
This is used 10 
lill in any areas 
of continuous 

colour by 
· Oooding • the 
new colour inio 
ii. Notice 1he 
way 1ha1 it will 
lill in any areas 

of the ,arne colour. so long as they are joined by as 
much n., a single pixel or colour. 

Clicking on this 1001 wi1h 1he right mouse bunon 
bring~ up the Set Fill rcques1er. This is explained in 
ful l in a scpara1e panel on the following page of 1his 
an1ch: (Page 26). 
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Im) THE GRID 
Clicking on thi, makes everything you draw ,nap in10 
posiiion on an invisible grid. h's handy for lining up 
1hc edge, of MjUal'CS. for ins1ance. 

~ ZOOM (MAGNIFY) 

Allows you 10 zoom in on an area 10 work in line 
derail. Either ju,1 click on the area you wan1 10 

:9/8: 8: 328/2 56 : 

I J 

• 

...... 

• . ....... ' ....... ': =: 
• .... ..... // . . 

magnif)' "'ith 1he lcf1 mou-;e bunon. or hold down the 
left mou~ button and move 1he rec1anglc 1hat appear<; 
until ii ~urround, "hai }OU wan1. 1hen relcal,C the bu1-
ton. Note 1ha1 you clo~ the Zoom Window by clicking 
in 1hc sn1all box 1111hc top-left comer. 

D BRUSH PICK-UP 
0 1' or 

Brushes are a very i1npona111 pan of modem paint and 
anima1io11 program,. Basically. 1hc brush pick-up 1ools 
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allow you 10 cut out a chunk of the screen nod use i1 10 
paint with. Top half : lets you drag out a rectangle 
across the area you want to cut out. like the exan1ple 
ponion 1op right of the screen. Bollom half: let~ you 
draw a freehand line round whatever you want 10 cu1 
ou1. like the exa.mple on the left of the screen. 

Note that the lirst colour in the paleuc is always 
1rnnsparen1. which means it will not pick up on a 
brush. You should choose this colour carefully. 

l±J CROSSHAIRS 
Lines stretch up and across the screen fron1 1he cursor. 
which can be o big help in positioning things carefully. 

63 COORDINATES 
The current position of the cursor is displayed as coor­
dinates in the 1op lef1 of the screen. Again. this con be 
a big help in positioning things carefully. 

!§! IIIE PAI El IE 
Click on this 1001 to bring up 1he palene. Here you can 
change !lny of the colours by simply clicking on the 

block of colour you ,van1 10 change and moving the 
sliders at the 1op of the screen. There are two sets of 
sHders: 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 ou1 10 see the effect: HSL is a great 
way of mixing really subtle colours. 

Cljck on SPRD then click on a start and end colour 
and all the colour. in between "'ill be altered 10 make a 
range of shades bet\\cen those l\\O. Click on COPY 
then click on a colour block to copy the current colour 
to that block. Click on S\VAP then click on a colour 
block to swap the current colour's po~ition with the 
one you just clicked on. Click on a colour then on MIX 
then on another colour 10 mix the two 1oge1her. 

Ranges are quite important for colour lilb and for 
the cumulative a1rbru h. You can .se1 up 10 8 ranges on 
the same palcne. Decide "'hich range 10 set by clicking 
on the appropriate number. Then .set a range by click­
ing on RA 'GE then clicl.mg on the stan and end 
colou~ you want in the range. each of which will then 
be highlighted by a sn1all box. 

The venical slider on the 1op right of the palenc 
de1crm1ne, ho" faM colour cycling goes. 

SPECIAL PAIFIIF 
COLOURS 
lbcrc :ll'C lhrcc colour., 111 the paleue which affect more 
than just lhe colour., 111 your p1c1ure. and it's wonh 
being awnre of "hat the} do. The lirst colour in the 
palene 1s olwayb transparent. which n1ci111s that if you 
pick up a brush it "ill not be picked up and you ,viii be 
able to see 1he SCl'l..'Cn through the pans of the brush 
where that colour \\OUld be. 

The fi~t colour is abo used by the text in the menu 
bars and by the border.. around the screen. while the 
second colour 1s used as the background for the n1cnu 
bars and so on. If) ou do change the~e colours. make 
sure you keep a large oontraSt between thc1n: or you 
n1ay have trouble reading the options on 1hc screen. 

The second 10 last colour is 1he colour used 10 high­
light selections in 1he Fas1mcnu bar. h can be useful 10 
make this a nice. bright colour 10 stand out clearly: we 
used a noticeable bright green. 

~ UNDO 
Click on this 10 Undo 1he lasl thing you did. Undo " 'ill 
only work if you've no1 clicked the mouse buuon at all 
since the thing you want 10 undo. h's a sensible idea 10 
get used 10 prcsbing the u key on 1he keyboard when 
you want 10 undo n1is1akes. 

IITfil Cl E AJl 
Clears the screen. Click on ii once with the left buuon 
and the cuMr will change 10 the word CLEAR. 
Whatever colour you click on next, whether it's in the 
paleue or on 1he screen. will be the colour that the 
blank screen becomes. 

••e ,,, ':;: BUILT-IN 
·••• ,,.//.' BRUSHES 
Just click on one of these built-in brushes to dra,\I with 
i1. Some are more interesting than others. 

fn FOREGROUND COLOUR 
[U TI1is showb the current foreground colour (draws 

with the left mouse bulton). To change this, you 
can click on this box then click anywhere on your pic­
ture or on the palene 10 choose lhe new colour. 
Al1ematively. jubl click with the left mouse buuon on 
the colour box 10 the right of the Fastmenu bar. 

MIXED COLOURS 
You can create mixed foreground colour., which are a 
chequered paucm of 1wo colours. Select the lirst 
colour as norn1al. then select the second colour by 
clicking on it with the right mouse bunon. The n1ix 
will appear in the Foreground colour box. 

-o BACKGROUND COLOUR 
Choose a background colour (the one that draws 

- with the right mouse buuon) by clicking on this 
box then clicking on the colour you want. anywhere on 
the screen. 

RANGE 
DISPIAY 
Showb 1he rcs1 of 1he 

colours that arc in the same range as the current 
Foreground colour. 

THE SET SIZE 
REQUESIER 

Ai:rb:rush Speed 
+ -

Cu:rve Accu:racy 
+ -

NuH Poly Sides 
3 

G:rid Size 
X: Y: 

This requester appears when you use the right mouse 
buuon to click on either the regular polygon 1ools. or 
the curve tool. or 1he grid tool. or the airbrush tool. 

It'<, used to create new senings for those 1ooh. It's 
really completely ,;elf~xplanatory: all you hove 10 do 
is adjust the relevant value using the sliders or. in 1he 
case of lhe grid, by typing in a new value. 

The default scning for the airbrush is as fast as pos­
sible. and generally you 'II want to leave it there. The 
accuracy of the curve is also at maximum: reducing i1 
will make your curves less precise. but ii also speeds 
things up when drawing them. 

The max1n1um number of polygon sides is 20. 
which is in fact pre11y much a circle. The grid size is 
expressed in pixels. 
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There are three extremely interesting and imponant options here. The first is 
Solid: this makes sure that any filled ~hnpes or flood fills are done in o ~ingle. 
solid colour. You'll need to click on this Lo reven Lo an ordinary fill after you've 
been doing something fancy. 

Second is Paucm. To u~ 3 pattern. you pick up pan of the ~reen 35 a brush. 
'Then click on Pauern in the Set Fill box. choose one of the nun1bers 10 store your 
pattern under by clicking on 11 and click on Store. The pattern from the brush will 
appear in the box on the right of the reque~ter. and any fills you do will use the 

~ting pattern fro1n the bru\h. You can also store up to 9 patterns simply by 

}"A S l'H} :NU 
._:;.; ~ / 16t£, l;!Q0 if~ Q 
A 8~ Ml at®.. i--i + •,•§ ~~UR 

clicking on one of the numbered boxes and clicking on Store. Free will remove a 
stored pattern. 

Third. there is dithered liU. This uses whichever range of colours the current 
foreground colour belongs to and draws the whole range into whatever solid 
shape you are drawing. You can set the direction of the bands of colour by using 
the arrows. and also change the dithering (the break-up of colours between each 
join) by n1oving the slider at the bottom of the box. 

The only dra" back is that you canno1 do a Flood Fill with a dither or a pattern 
in. The fancy fills do, however, work with all the filled shape tools. 

MANIPURATE 

OLS 
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 ••• 

Tucked away on the Picture menu. the one you'd 
expect to have all the boring load and save functions 
but vel)' little else. is a menu option called Manipulate. 
If you drag the n1ouse pointer over it a sub-menu drops 
down wi1h a whole array of interesting extra things you 
can do to your picture. 

You're best left to experiment ,vith these for your­
self: remember. if you're n1essing 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 

. .. 
~ ( 

• 
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-'1ake 8& W simply turns everything you drag the 
box over into black and white. Mak e Gr ey does a sim­
ilar trick. but"' ith four levels of grey. 

Tr ace ~imply look~ for areas of the currently­
sclected Foreground colour and fills them in with the 
background colour. leaving only an outline in the origi­
nal colour. Trace All docs exactly the same for the 
whole picture. 

Move and Copy allow you to select a ponion 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 
nipped vertically or horizontally or reduced in size. 

GRftB 
This lets you grab any screen that is currently open on 
your 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 san1e mode 35 the 
screen. then the screen you chose instantly becomes a 
picture that you can work on. Clever stuff! 



GRftPHICS WORKSHOP 
KEYBOARD SHORTCUIS 
FASTM•NU 
d Dotted Freehand 
s Continuous Freehand 
s Filled Freehand 
I Line 
l Ray 
w Curve 
r Rectangle 
R Filled Rectangle 
c Circle 
c Filled Circle 
e Ellipse 
k Polygon 
K Filled Polygon 
t Regular Polygon 
T Filled Regular Polygon 
a Airbrush 
f Flood Fiii 
I Zoom 
n Grid Snap 

I Crossha1rs 
{ Coordinates 
u Undo 
b Brush Pick Up 
B Use Custom Brush 
F Set Fill Panel 
. Modify Palette . 

DRAWMO.,_ 
FI Trans 
F2 Copy 
F3 Colour 
F4 COiour Replace 
FS Range Replace 
F6 Cycle Per Range 
F7 Cycle Per l.Jne 
FS Smear 
F9 Dither 
FIO Rub Thru 
Shfft-F I Shadow 
Shift-F2 AB Line 
Shift-F3 Set 

NJNIPULA'n 
m Move 
M Copy 
< Flip X 

' 
Flip X 
Flip Y 

h Handle 
I Filter 
0 Draw Outline 
0 Erase Outline 
j Half XY 
J DoubleXY 
g Rotate 90 Degrees 
G Rotate Last Angle 

CIBJ•CT 
z Add New Object 
Z Add Brush ObJect 
Tab Select Object 
Esc Object Modify Mode on 
I Move Object Up (In 
Object Modify Mode) 
I Move Object Down (In 
Object Modify Mode) 

COLOUR AREA 
Activate Palette Area 

S,.NCIL 

+ 

I 

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

PAGm ANIMATION 
Left Arrow Previous Page 
Right Arrow Next Page 
Up Arrow First Page 
Down Arrow Last Page 
I Add-Copy Page 
I Set # of Pages 
2 Kill Page 
3 Page Rate 
9 Play Page Animation 
Space Stop Animation 

ANIM·••••c,s 
O and . Move +Z and -Z 
(In Set StarVEnd) 

c•LL ANIMAffON 
Shift-left Arrow Previous Cell 
Shift-Right Arrow Next Cell 
I Play Cell Animation 
Space Stop Animation 

C9J4·EFFECIS 
Keypad 1 to 9 
Place HotP01nt 
Arrow 
Scroll Frame ,n Active Display Box 

Left and Right Arrows 
Scroll Through Character Set 

NMP.CIIV. 
CONIROIS 
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 Reset Z 

FILTER MACROS 
Space Remove Colour 

OIDD•R MACROS 
x 
x 

p 
v 
7 . 
' 
Del 
Help 
q 

Swap Spare Editing Area 
Copy to Spare 
Editing Area 
Print 
Editing Area Size 
Resolution Requester 
Colour Cycle 
Title Bar On/Off 
FASTMENU On/Off 
Ouft 

. .\udio Sculpture i probably 
the be t mu 1c creation 
tool erer \\Titten for the 

ATARI T-Te romputers: 
vou can. in either colour or • 

monochrome. use in the 
same program a po\verful 

graphic interface. a staff 
editing. a complete midi 

support I in and outl. a vocal 
synthe iser. a digisounds editor. a 

vector \'Tithe iser and so on ... • 

~ioreover. you 'II find in the 
~ data disk: sources in 

_.-.. ,. as embler. GFA Basic and 
~ STO Basic to u e the music in 

your creation 1you can replay up to 50 
Khz on a STe'.I. an in tn1ment library 

and some exemple . 

CO~lPATABTLIT'i \,ith Amiga 
and TCB Tracker module and 
also '\\ith all the different kind of 
card and cartridgeft I T Replay. 

~lSC. ~1\.16 etc ... I. \\'ell. nO\Y vou kno,,· 
"·hat you hare to do... · 

ONLY £49.99 
For Further Details Contact 
SOFTWARE MANAGEMENT GROUP 

150c Main Street, Bingley 8016 2HR 
Tel: (0274) 562999 



• 
It's one of the best paint and animation programs that you could wish to have, it won a 90°/o rating in Amigo 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 
all the raw materials you need to follow a step-by-step 
guide to making your own pictures and animations. 

AVIALABLE NEXT MONTH! 0 \( 
90 

GET THERE FIRST! 
Advance order hotline 

0458 74011 

Only 

£14.95 
including 

tutorial disk 



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 ... 

fro1n the menu and click on the area you just drew. 

COLOUR AREAS Click on the Paleue icon on the Fastmenu and you will STENCIL 
find you can change all the colour~ in the palette: but : ..--/9T~,.,-z-e/ 2s,: nr,-7: 

One unique feature of Graphics \Vorl.shop i, that 11 
allo" s you to imitate the Copper colour-bar effect 
found in gan1es. This mean~ that you can change the 
palette a, you move down the screen. effectively giv­
ing }Ou the ability 10 paint pictures in hundreds of 
different colour~. 

The "'a} u " ·orks is this. All the options for Colour 
~ arc on a ,uh-menu of the Pictures menu. Se lect 
,.\..'"tl'c md a ucl.. "ill appear nex1 10 it. ,howing colour 
.- a:i ll()V, be u,cd. Select New Area and you wi ll 

be 2Ne io dn"' a box on the ,crccn. Al l colour areas 
m~ be cbc full "Kith of the ,crccn. Now go for Select 

when you pu1 the palette away. only your recent ly­
crea1ed colour area will show the new colours. 

It's simple enough. provided you use the op1ion~ in 
the menu carefully to make sure you know which 
colour area you're working in at any one time. It' s a 
good idea 10 mal..e sure that ecah time you create a new 
colour paleue for an area. you leave a few colours at 
the ~tan of the palette the same. Any colour that is the 
~ame in evel) paleue in every colour area. you will be 
able to use across the "hole of your picture. Again. 
experin1ent until )OU ha,e a good grai.p of what·~ 
going on. It doeasn 't take long to catch on to. 

All of the options in the brush menu are prcll) ~elf­
explanatory. and all ha,e 10 do with ·custom· brushes. 

ones you've picked up from the screen. You can store 
up 10 10 in the library and select any one to use at any 
time. Again. 1ry experimenting with the options. 

BACKGROUND LOCK 
This clever feature from the Extras menu n1eans 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 ou1 ideas . 

THE MODES IAENU 
'G£xA o~ kshop : 8 / 8 :T : 
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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 Gh1 Image was created by playing around with lots of differ­
ent modes, one after the other , bulld lng up a real riot of colour . 

Stencils arc very useful in con1pu1er painting. By sheer 
good planning. Graphics \l'orkshop has two kinds. 
both of which live on the Extra, menu. 

11,c Colour Stencil allows you to pick out any num­
ber of colours from the palette which will not be 
affected 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 l:1rge red block on the screen her face still 
showed through. Any occurcnces of the same colours 

in 1hc background were also in1111une. ht1wevcr: which 
b a good example of when you might need the other 
kind of ,1encil. 

The other kind of stencil is a Bitmap Stencil. When 
you ,elect thi, option, you can draw a line. with the left 
mou~c button held. round any area of the screen you 
want 10 be protected from painting. Click the right 
n1ouse button 10 finish. The funn} starfish-like shape 
on the right of the screen sho,vn in the picture above is 

an area protected by a bitmap stencil from the red 
blocl. dra" n over the background. 

OB.IECIS 
These are another unique and \'Cl) clever feature of 
Graphics \\'or/..shop. Objects arc small areas of the 
screen that act independently of the main picture. 
\Vhnt · s so neat about them is that you can draw some­
thing on the screen a, an object. then move it around or 
delete it leaving the picture underneath untouched! 

All you need 10 do 10 create an object is select New 
fro1n the Object menu and draw a box for it. You will 
then be able to draw what ever you wi,h inside the 
~hape. Pressing the Escape key then switches you 10 
Object Modify mode. allowing you 10 n1ove your 
object around the screen. 

Wiuth several on !he screen. object~ can be selected 
using the Tnb l..e). \Vhcn an object i) no t selected. if it 
contain) the tran)parcnl colour it will allow rhe back­

ground to ,ho" through. Thi s i~ extremely useful for 
placing things lil.e garne spri tes over a background pic­
ture. and it'\ abo immensely useful in ani.ma1ion. 

Objech can al-,o be grouped and moved around the 
screen together 

There· s not enough space here to give a full expla­

nation of ho" obJccts work: again. trying things for 
your..clf I) the bc)t bet. 

AIAIGA FORMAT 
.. & 



How many of you remember films like Tron or 
The l.Asr Starfigl11er? Th.ese two films relied heavily 
oa the use of computer animation to depict their futur­
istic. hi-tcch feel. the designers utilisiag state-of-the-art 
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 anima­
tion power was well beyond the possible range of 
home users. the power needed to produce the slick 
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 
machiaes. and especially the A.miga. could bring a 
taste of this power to home users. 

I IIE ELECI RONIC PENCIL 
Progran1s sur.h as Electroaic Arts· Deluxe Paint 
showed that impressive visuals could be created on the 
Amiga. and it wasn ·, long before Amiga users could 
start bringing their pictures to life using programs Like 
Broderbund's Fa11tavision. Although the animation 
style achieved by early programs was fairly basic. it 
opened a new world of presentation and entertainment 
to borne computer users. 

Better programs began to appear on the scene, 
including Del11xe Video (an animation system from 
Electronic Arts to complement their own Delu.xe Paint) 
and MovieSeuer 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 iak cartoon animations) to 
produce movement. This style of animation gives a 
great deal of freedom and is still used in many pro­
grams today (including Graphics Workshop). 

As well as allowing you to move canoon shapes 
around over fixed backgrounds. these programs also 
allow you to carry out son1e flashy effects, such as 
scrolling the scenery to add movement to a scene or 
even use a variety of 'wiping' effects to fade from oae 
scene to another. You could also create longer pieces 
by stringing animation files together, each loading in 
succession 10 produce an entire 'fi lm'. 

Soon enough, people staned 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 

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 
oae 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 incarnation of 
Deluxe Paint, lo and behold it included animation. 

The way that DPaint Ill n1oved its i1nages was a 
combination of page-flipping animation (showing 
screens one after another 10 create moven1ent) and the 
more usual cell animation system. Brushes could be 

picked up (even brushes with multiple animation 
fram~. thanks to DPaint I/I's Animbru~h feature) and 
moved in 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 frcedon1 of being 
able 10 draw changes on your animation frames 'on the 
fly'. This system has proved very popular with most 
animators, and is the method whereby most animation 
(iacluding gan1es) are designed. 

BACK IN IIIE REftL WORLD 
This kind of animation is all well and good for creating 
fancy tilling and canoon-s tyle clips. bu1 whm if you 
want to achieve a higher level of realism? 

One way to emulate realistic solid objects is to use 
ray-traced animations. Programs such as Sculpt­
Amimote and Real 30 allow you to construct three 
dimensional objects, give them a realistic surface. 
including reflections and shading. and then animate 
them through a series of predefmed moves. With a lit­
tle care you can make it seem a~ though a real 3D 
world full of objects exists behind the screen. simply 
by moving some raytraced shapes. 

lf you want to capture scenes from the real world. 
then systems such as VIDI Amiga from Rombo or 
Daters Video Digitizer 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 flip through the frames 10 produce a shon film 
using Jive action! 

Another way of simulating the real world on your 
machine is to make use of the new-fangled fractal 
mathematics. Using a program like Scenery A11i111a1or 
or Genesis (reviewed in this month'~ Anuga For111at) 
you can create incredibly realisuc landscape and 
move a camera through them to create a helicopter fly­
past-style animation. By loading th1, into Graphics 
\Vorkshop you can add can. planes. helicopters or 
space vehicles to the clip to create a highly impressive 
filn1-like show - all using numbers and graphics! 

SHOWING OUT 
Once you· ve created you moving masterpiece. you' 11 
no-doubt want to show it off to people. so an animation 
player is in order. Programs such as DPaint 4 and 
Mo,·ieSeuer contain prograa1s 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 imin1ation. you 'll snore 1han likely have 
access to a player program. Eric Schwanz clips are 
generally played using the Mo1·ieSe11er player, whereas 
another favourite is Sparta ·s ShowA11il11. created by 
Gary Bonham. the inventor of the ANIM file fonnat. 
This progran1 allows .you to play any animation which 
uses the A LM file fonnat {including DPaint and 
Graphics \Vorkshop clips) on their own, without hav­
ing to load them into an animation progran1. 

THE GAlLERY 
If you want to know what kind of things are possible, 
then check out the PD demo scene. A whole host of 
animation disks are to be found in the PD librari~. 

ANIMATION IN GRAPHICS WO HOP 

! 

If you peruse the Anlm 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-fllpplng modes , combining the effects to produce your flnal ma.sterplece . 
Page-fllpplng ls slmply showing one screen after another In succession to give 
the Impress ion of movement , much llke the old 'What the Butler Saw' mach ines 
of yesteryear . Cell animation Involves setting up portions of objects (such as 
an ann , head or body ) and laying down the frame of the section you want to 
move when needed . In the final cllp, this will look llke a very comp lex move­
ment , when ft Is really a collectlon of smaller , slmple 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 

30 
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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 ls bas lcally a brus h 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-I n/ease-out effects . In the Page section you can add or de lete frames, 
Jump to a particular sect ion of your sequence , set the type of storage to be 
used , move frames around or even merge them toge ther . After a whlle (and 
some experimentation ) you will be able to combine these commands to pro­
duce some marvellous effects . 



co,enng a wide range of Myles. One of 
the mosl notable PD ani111a1ion ani~IS is 
Eric Schwar1.1. who cn1ploys a canoon 
style laced wi1h humour 10 come up 
wi1h si,nple yc1 cn1crtai11ing demos. 

A1101her chap who favours the car-
1oon approach is Sieve Paci.er. Steve i, 
responsible for the highly acclaimed 
Clas~y Anin1ations ,cries. fearuring the 
cute charac1er Chucl... He has recenll> 
started expanding h,s St) le to create 
more a1mo~pheric piece~. but hi. earlier 
work ,hows wh:11 i, po. ible with a 
simple program and a little patience. 

For real ,1:11e-of-the-an anima1ions. 
it", over 10 Gcnnany. where the man to 

respcc1 has to be Tobias Richter. author 
of many incredible ray1raced wiims. 
including innumerable Srar Tre~ clips. 

OVER TO YOU 
Although 1hi~ may ,till all seem rather 
complica1ed. with patience you could 
be creaung some very fine an,ma1,ons. 
Try e.\pcrimenting \\ ,lh an1mat1on 
style, and effect,. 

And if you're mtcrc,ted in ~how1ng 
off your Graphic, \Vorl,hop creations. 
then 1ry putting them ou1 with 
Sho,..A111m. You never kno\\ - you 
could pick up a bit of a reputation as 
the next Di,ney! 
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Tll COl&PLlTl 
COLOUR &OLUTIOII 

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· 
Amiga/VidiChrome combination and achieve what 
is probably the most consistant and accurate high 
quality 4096 colour images ever seen on the Amiga. 

The colour solution is fully compatible with all 
Am1ga's from a standard A500 to the ultimate A3000. 
No additional RAM is required to get up and running. 

You will see from independant review 
comments that we are undoubtedly their first choice 
and that was before the complete solution was 
launched. If you have just purchased your Amiga 
and are not sure what to buy next, then just read 
the comments or send for full review and demo disk. 

• Actual unretouched digitised screenshot • 

• Grab mono images from any video 
sou roe 

• Capture colour images from any still 
video source. 

• Digitise up to 16 mono frames on a 
1meg Amiga. 

• Animate 16 shade images at different 
speeds. 

• Create windows 1n both mono & colour. 
• Cut & Paste areas from one frame to 

another. 
• Hardware and software brightness & 

contrast control. 
• Choice of capture resolutions standard 

& Dynamic interlace. 
• Full Palette control . 
• Add text or draw within art package. 

• •Full colour demonstration disk available for only £1.95 to cover P&P. • • 

Baird Road, L1v1ngston, EH54 7AZ.. Sales Hotline: (44) 0506 466601 Fax: (44) 0506 414634 
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