






1 SHEL~ WORKBENCH 
Can't understand your 

machine? Find out how to communi-
cate with your Amiga pages 19-31 

3 RAM EXPANSIONS, 
GRAPHICS CARDS, 

ACCELERATORS 
CO·PROCESSORS 

2 
PRIIIITERS MONITORS Sounds complicated? We'll explain all 
Essential hardware. Find out about these wonders that add speed 
why on... pages 134-37 and bite to your Amiga pages 122-127 

6 DISKS DRIVES 
Possibly the most important 

add-ons for your Amiga. Disks, floppy 
and hard, and drives, internal and 
external are well worth taking your 
time over . Read these pages for 
advice on maintenance and getting 
the most from yours pages 16-17 

7 GLOSSARY 
Confused by some of the terms 

in your manual. You ' ll find them 
explained here pages 151-154 

COMPANY CONTACTS 
8 Find that phone number and 

address here pages 158-159 



4 GRAPHICS INPUT 
Once you've started to use your 

Amiga for more than just games 
playing, you will want to get your 
graphics on to the Amiga quickly and 
colourfully. But what happens if you 
can't draw? Don't worry, our guide 
has the answers pages 141 

g VIDEO HARDWARE 
Title and edit videos with your 

Amiga turn to pages 144-145 

CDs CDTV 
10 Look at the future of your 

Amiga as we take a skip through 
Compact Disc storage pages 33-34 

5 GET STARTED 
You've made the right decision, 

you've bought the right home com­
puter, and now you've got it home. 
Now what are you going to do with 
it? Don't worry, we'll show you how 
to get up and running with the A600 
and A1200 pages 10-15 

11 GAMES HARDWARE 
Blasting aliens, leaping plat-

forms, you'll need the right 
equipment. Turn to... pages 33-34 

12 MICE! 
Make the right inputs with these 

all-important add-ons pages 138-139 





CDs/History 
Page 33 



Games marked NOP will not work on ASOO Plus, A600 or A1200. Games marked N012 will not work on the A1200. 

30 CONSTRUCTION KIT ........ ......... ........... .. . .. 14.99 
30 CONSTRUCTION KIT 2 ... .............. .. .. ... .... .... . 32,49 
A-TRAIN (1 MEG) ••••••••••.••.•.••••••••••••••••••••••••••••• 22.49 
A320 AIR·BUS ...... ..•.... ..•.•..•••.••.•••.•..•...•..••..... 21.99 
ADDAMS FAMILY (1 MEG) .............. .. .............. 16.99 
ADI ENGLISH!11· 12l ..•..•...•..•..•.... ..•..•...•.•.... .. . 16.99 
ADI ENGLISH 12·13 ••••••..••.•••.•••••.••••••••••••••••• ,16.99 
ADI ENGLISH 1:J.14 . ............. .......... ...... . .... .... 16.99 
ADI FRENCH (11·12? .............................. ........ . 16 .99 

:g: ~=::g~ ni~:f :::::::::::::::::::::::::::::::::::::::~::: 
ADI MATHS111-121 ·······•··························· .. ·· ··· 16.99 
ADI MATHS 12· 13 . ... .. ....... .... ....... . .. ......... ..... . 16.99 
ADI MATHS 13--14 ............................... ........... 16.99 

ADVANTAG TENNIS (N012 ) ·················-· ····, .. 16.99 
AGONY .. .. . ..... . .......................................... .. .. 10,99 
AIR BUCKS . .. ............ .. .. .. . .. ................... ........ 17.99 
AIR SEA SUPREMA CY 
(GUNSHIP , SILENT SERVICE , P47, WINGS, 
CARRIER COMMAND } (N01 2) .. ... .... ... .... .. ......... 19.99 
ALIEN BREED (SPECIAL EOITION) (1 MEG) ...•••••. 8.99 
AMNIOS .... .... .................................. ..... ......... . 8.99 
AMOS {GAMES CREATOR) . .. .......... ... .. .. ... .. .... . 29.99 
AMOS 30 (REQUIRES AMOS ) .......... .. ......... .. . ... 22 .99 

::g: ~~::i~rRRS~RifEUJ:\~ 'j,~i~RAM'MiNGr~ := 
AMOS PROFESSIONAL 
(MORE COMPLEX VERSION OF AMOS ) ... ... .. .. .. 44 .99 
ANOTHER WORLD ......... .......... .... . .... . .. . .. ...... .. 16.99 
AP IOYA .. .. ... ... .. ........................................ ..... 16.99 
AQUATIC GAMES . ..................... ........ ... ... ..... . 16.99 
ARABIAN NIGHTS (N012 ) ................... . .. ......... .. 15.99 
ARCHER MACLEAN '$ POOL (N012) . ............ ..... 17.49 
ARK.ANOIO 2 . .... ... ... ... .. .. .. ... ...... ..... . .. ... .... .. .. _. 6,99 

:=~~tflJ~i62J .. ::·.::·.:·.·::.·.:·.:·.:·.·.·.:·.:·.·.::::::::::·.::·.·:,t: 
ARMOUR-GEODON 2 ................ ...... . .... . ...... ... .. 19.49 
ASHES OF EMPIRE .. .. .. .... .. .......... ........... .... .. .. . 22 .99 
ASSASIN (1 MEG) ....................... .. ........ ..... .... 16.99 
AV8B HARRIER ASSAULT (N012 ) ... ................. . 21.99 
B.A.T. 2 .. . .. .. . .. ... .. . .. .. . .... .. ..... .... . ..... . . .. ... ...... .. 22.89 

:l1R~~'°ri~Ai~~:~~a~t~~~1
1~!.::::::::::::::::::::::::~:= 

BATMAN THE MOVIE ..... .. .... ........ .. ............. ... .. 6.99 
BATTLE ISLE .. ............................................ .. 13.49 
BATTLE ISLE OATA DISK ................. .. .. ............ 14.99 
BATTLE OF BRITAIN .... . ....... .............. ....... .. .. .. 12.99 

:m~e:~~~}:O~~~~-~! .. :::::::::::::::::::::::::::.~~:= 
BILL 'S TOMATO GAME ..... ..................... .. ... ..... 16.99 
BIRDS OF PREY (1 MEG) (N0 12) ........ ... .. ..... ... 22 .99 

:re~: i:6~Ji~E.?.~::::::::::::::::::::::::::::::::::::.~::: 
BOXING MANAGER (NOt2) , ......... .. . .......... ... ....... 6.89 
BREACH 2 (ENHANCED) ................................. 17.99 
BUNNY BRICKS JN0 12) ... .. .... ...... .. .. .. .......... .. ... 15.99 

~~~~::;;R~tsti~i~i~1;.HJYJ>sRHDEET 
AND K·DATA DATABASE)(1 MEG} . ..... . .... .. .. ... 64 .99 

g:~:x~7J~~J,2> .. ::·.·.·:::.:·.·.·.:·.:·.·.::·.·:.:·.·.·.·.·.::·:.·.:::·.:·.::::1;::: 
CAPTIVE .. .. . .. .. .. ........... ................................. .. 9.99 

g:~+t:: gA~~GJl~NKO(i:1) 12} ' :::::::::::::::::::::: :: :: : ~t:: 
CELTIC LEGENDS ..... ....... .. .... ..... , .. .... ... .... ..... 19.99 
CHAMPIONSHIP MANAGER ... ........................... 12.99 
CHAOS ENGINE (N0 12) .. .. . ... ... ..... .. .. .. ......... ... ,.16.99 
CHUCK ROCK (N012 ) ... .. ..... .. ....... .. ... .. .. .... ..... .. 8.99 
CHUCKIE EGG (N0 12) . . .... .. .. .. ... ... ... ..... .. ..... ... .. . 9 .99 

g~Y8~~1~iG ~--'-~.?.~.~~ .. ·.·.:·.::·.·::.·.·.·.·.·.::::·:::.·.:·.·:.·.·.·.:·:.J ::: 

~~llKT tu': .sT~~: ~~:~~~f ~gf~~ 16:' .. 19.49 

gg~~i%'?,~~ ~~~bLLS)'::::::::::::::::::::::::::::.~;:;: 
CRAZY CARS 3 .................. .... ... .. ........ ... ...... .. .. 9.99 
CREEPERS (N012 ) ... .... ... .. . .. .. .. . .... .. .. .......... ... . 19.49 
CRUISE FOR A CORPSE .. ...... . ... .... .......... .. .... . 18.49 
CURSE OF ENCHANTIA (N012 ) .. .... .. ... ............. 17,99 
CYTRON (N012 ) ...... .. .... ........... .. .... .. ....... .. ... .. 19.49 
0-GENERATION .... ... ... .. .. .... .. .... .... ... ... .. .. .... .. . 11.49 

g:~tx~upe..,~:1:~K~f~:~1:AET1b ·~i)' · :::: :: :: ::::: J l :: 
DELUXE PAINT 4 1 MEG) 
(HAM MODE & AN MATION) .. .. ........... ..... ... ... ... ,54.99 
blSNE V ANIMATK>N STUDfO {1 MEG) ..... .......... 49 .99 
DOODLEBUG . . ...... ...................... .................. 13.99 
DUNE ......... ..... . ... . .. .. .. . .. . .. .... .. ........ .. .......... ... 19.99 
DUNGEON MASTER & CHAOS (1 MEG) .. ....... .. . 19.49 
DVNA BLASTERS ........ .. . .. ............ .. . .. ....... , •• - 19.99 
ELITE (N012 ) .. ...... ... .. ................................. .. 10.99 
ELVIRA 2 • JAWS OF CERBERUS (1 MEG) (N012 ) 22.99 

::hcA~EMf,?6M 'niE "P'l.A'NET'Ot rt=iE'ROBOT" "" 19
'
49 

MONSTERS (N012) .. ... . .... .... ..... . .. . ........ ........ ... 6.99 
E'XPERT DRAW 
(PROFESSIONAL VECTOR DRAWING PROGRAM) 44.99 

~: g; :rn: =~~gtg~= ~S(~·u~~E~~ ... ::::::::::::;t:: 
F15 STRIKE EAGLE 2 (1 MEG) . ........... ... .... .... ... . 11.99 
F16 FALCON (N012 ) .......... .... ...... ... . .... . .. .... ... . 10.99 
F19 STEALTH AGHTER .. ......... ......... . ............ .. . 14.99 
FABLES & AENDS ·LEGENO OF KYRANotA (N012 ) 22 .99 
FANTASTIC WORLDS 
(REALMS , PIRATES , MEGA LO MANIA. 
POPULOUS. WONDERLAND) (1 MEG) (N0 12) ... .... .. 22.99 
FINAL COPY 2 WORD PROCESSOR ........... .. ..... 79.99 
FIRE & ICE .. ..... .... .. . ..... ........ .. . ... .. .. . .. .... ... .. .. ... 16.99 
FIRST SAMURAI+ MEGA LO MANIA (N012 ) . .... . 13.99 
FLAMES OF FREEDOM (MIDWINTER 2) ........... . 11.99 
FLIGHT SIMULATOR 2 (N012 ) ... .... ...... .... ......... . 2S.99 
FORMULA 1 GRAND PRIX ....... .............. ........... . 14.99 
FUN SCHOOL 2 (2-6) ................................ ... ... .. .. 7.99 

~~~ ~~ii~ i !t~:::::i::'.'.::ii:::i:i\\:\::i\ii::::i::iji:5 
f~~ !g~ggt: t~ :::::::::::::::::::::::::::::::::::::::irn 
~: :8~&~L\W~ 1At :' MERUN;S'MATHS'(7:;·; ; ··· !: :: 

FUN SCHOOL SPECIAL · PAINT ' N CREA TE 
EDUCATIONAL ART (5+) ..... .... .. ... ... , .... .... .. ..... 18,99 
FUN SCHOOL SPECIAL · SPELLING FAIR (7·13) 18.99 
FUTURE WARS {N012) ... ... ....... ........ .. ... . .... ... .. . .. 9.99 
GAUNTLET 2 (N012) .... . .... .................... .. ........ ... 6.99 
GAUNTLET 3 ... .. .... ..... ...... .............. ... .. ...... ...... 16.99 
GHOULS 'N' GHOSTS (N012 ) .......... ................... ,6.99 
GOBLIIINS 2 ... ... ........... .. .. ............. ................. 17.99 
GODS , ........ .. .... ... .. . ..... ... ... .... .... .. .... . .... ... ... ... , 6.99 
GOLOEN AXE .... .... ... .. . ........... .... . .... . ... . .... ... ... .. 8.49 
GOLF (OCEAN) (N012 ) ............ .. .... .. .. .. ....... .. ... 16.99 
GOLF WORLD CLASS LEADERBOARD ... .......... .. 6.99 
GRAHAM TAYLOR 'S SOCCER MANAGER ... ... .. . 10.99 
GUNSHIP 2000 (1 MEG) .. ..... .. .. . .. ...................... 21.99 
HARLEQUIN .. ... ..... ............. .......... ... .... ..... .... .. 12.99 
HARPOON V1.21 ....... .... .............. ............... ..... 22.99 
HEAD OVER HEELS ......... ,, •• ,, . ... .... .. . .. . ..... . .. . .... 5..99 
HEAD TO HEAD (ND126 .. .......... ..... .. .. . .... ... ...... . 21.99 

~:kMa°tJ'iJf ~~~~~ 011
2
~ ti-'i(fr2)""'.:::::::::::::::::~::: 

~~ftv:~~isc'bt1
~EEC~~~

2/ROBOCOP;· ............ a.&a 
g~~~~~.r::i~,:g;:~:ct~~~~.~=~~~: ...... 9.99 
HOME ACCOUNTS 2 .. ...... ....... ... .... ...... ........... 37.99 
HOME ALONE (N012 ) .... ..... .. .... ., ..... ............... .. 16.99 
HOOK ..... .. , ... ..... ...... ...... ... ... ....... ... .. ... ........ .. . 16.99 
HUMANS (N01 2) ...... ... .. .. .. ........... .... ... .. .. .. .... . . 17.99 
IK+ .. .... .. .. ... .... .... .... .. ........ . .... ............. ............. 8.99 
INDIANA JONES ADVENTURE ....... ... .. .. .. ..... ... ... 8,99 

:~~t.N,:;3~~SE~ A
2
crg~J~\1JROJ AnANTIS) (ND12) 17.49 

(FATE OF ATLANTIS) (N012 ) .. ....... .. .... .... .. .. ... . 23.B9 
INDY HEAT JNOt~ . .. ........ ... .......... ... ............ ,,. 16.99 

:~1:i~10: ·RiG:~~~t~~~iNE (r,t u ~r ~~~ .. :1t :: 
INTERNATIONAL SPORTS CHALLENGE (N012 ) 19.49 
ISHAR • LEGEND OF THE FORTRESS ....... .. ..... . 10.49 
JACK NICKLAUS GOLF ........ . ......................... .. 6.99 
JAGUAR XJ220 (1MEG) .... .. .. .. ...... .. ..... .. ... ... ... .. 10.49 
JAMES PONO (N012 ) .. .... . ............... .. .. .... .... .. .. . 6.99 
JAMES PONO 2 - ROBOCOD ...................... . .... 16,99 
JET SET WILLY {N012 } .. ........ .... ..... ... ..... . ..... ... 9.99 
J IMMY WHITES SNOOKER .............. ....... .. ....... 14.99 

~g'~J~RA\,~~~s
0(~~:!, FOOTBiL.L':·:.::::·.~·.:·.:·.·.·.::·i::: 

KGB (N012 ) .. .... .... ... .. ... ........... ... ......... ,,, ,,,,, .. 19.99 
KICK OFF + EXTRA TIME DISK (NOP) ..... .... ... . ... .. 3 .99 
KICK OFF 2 p MEG) (N012 ) ..... ........ .. ..... .. ... ... .. 8.99 

~:g~ g~; ~ o11~'i-s~isJb:b':,i\~oi'2)":::::::::::J: 
~·:g~ g~; ~ ~~::.i TT~~,i~~~b~~ )

1~!.::::::::::::~:: 
KICK OFF 3 (N01 2) .................... .... .. . ...... .. ..... .. 16.99 
KJOS TYPE JUNIOR WORD PROCESSOR .......... .. 14.99 
KIND WORDS 3 WORD PROCESSOR .. .. ......... .. 29.99 
KNIGHT S OF THE SKY (1 MEG) ....... .. .... .. ..... .... 22.99 
LEANDER ...... .. .. . .. . ..... ........... ....... .. ..... . .... ... .. 15.99 
LEATHER GODDESSES (N0 12) ... ... ..... .. .... . ...... ... 8.99 
LEGEND .... ... ... ...... .. .... , ... - ........ , .. ... .......... ..... 19.99 
LEGENDS OF VALOUR (N012 ) ..... ................... 23.99 
LEISURE SUIT LARRV 2 (N01 .2) ........................ 12.99 
LEMMINGS ,, .. . ..... ... .... ..... ....... .... ..... . .. ...... ... .. 12.49 

t~:::~g: ~i~~1~lsK·:·oH·Noi·::::::::::::::::::::::~:= 
LETHAL WEAPON (1 MEG) . ............. .. ..... .. ....... 16.99 
LOMBARD RAC RAL LY .... ................................ 6.99 
LOTUS ESPRIT TURBO CHAL LENGE (N0 12) ..... , 7 .99 

tg~: fm'E°FfNH,.,tL~~:~~~ l ~EG j' (NCH2; ~t:: 
LURE OF THE TEMPTRESS (1 MEG) .. ... ... ... .. .... . 19.99 
MAGIC POCKETS ........... .. ... ...... ... ............ ..... 16.99 
MAGIC WORLDS (STORM MASTER , DRAGO NS 
BREATH , CRYSTA LS OF ARBOREA ) (N01 2) .. .... 15.99 
MANCHESTER UNITED EUROPE .. .. ........... ... , •• 12.99 
McOONALOS LANO {N012 ) .. .... ....... .. ......... .. .... 17.49 

:r:,.'~=~~~ls \S(~~~~R .: ~.~ ~~ .~-~-~'. ......... ... 16,99 
MEGA TWINS (N012) .. .... .. ........ .. .. .... .......... . ... . 14.49 
MICRO ENGLISH (8 VAS TO GCSE. 
CONFORMS TO NATIONAL CURRICULUM) . .... .... 16.99 
MICRO FRENCH (BEGINNER TO GCSE. 
CONFORMS TO NATIONAL CURRICULUM ) ..... .... 16.99 
MICRO GERMAN (BEG INNER TO GCSE AND 
BUSINESS LEVEL. 
CONFORMS TO NATIONAL CURRICULUM ) ......... 16.99 
MICRO MATHS (11 VAS TO GCSE. 
CONFORM S TO NATIONAL CURAICULU M), .... , .•• 18.'9 
MK:ROPR OSE 30 GOLF •••••••. - .... . .. .. ... . .... .. .. .. 13 .99 
MIDNIGHT RESISTANCE (N012 ) ........ .. ... .. . ... .. .. . 6 .99 
MIDWINTER . ... ... ... . ... .... . ........ ..... .. ... . .. ........... 12.99 

MINI OFFICE (WORD PROCESSOR , SPREADSHEET . 
DATABASE ANO DISK UTILIT IES) .... .... . .. .. ... .. .. . 38 .99 
MONSTER PACK 2 (KILLING GAME SHOW , 
AWESOME. BEAST 2) (N012 ) . .. .... .. .. ........ .... . ... 14.99 
MOTORHEAO (N0 12) .. ....... .. .... .. .... ...... . .. .. .. .. ... 11.99 
NEW ZEALAND STOR Y . ... .... .... ... . ... ... .. . ..... ...... 6.99 
NICKY BOOM .. ... .. .. ... .. ... ... ... .... ... , .... ...... .... ... . 16.99 
NIGEL MANSELL '$ WORLD CHAMPIONSHIP . .. ... 18.41 
NODDY'S PLA mM E (EOUCA TIONAL 
PROGRAM FOR CHILDREN AGED 3+) (1 MEG) ... 17,99 
NUCLEAR WAR . ....... . .. .... ... ...... . ... ............ ... ..... 7,99 
PACMANlA (N012) . ... .... .. .. .. ......... .. ..... .. . .. ..... .... . 9.99 
PAGESETTER 2.0 DESK TOP PUBLISf,flNG ••••••••• 34,99 
PANG •• , ... ... ... . .... ..... .. .. .. .. .. ... .... ..... .. ... .. .. ..... ..... 6.19 
PANZA KICK BOXJNG (N0 12) .. ... ... .... .......... ... ... .. 7.99 
PARASOL STARS . ..... ...... ..... . .... . ... . .. .. .... ..... .. 16.91 
PEN PAL WORD PROCESSOR .. . .. ... ......... .. .. ... 54.99 
PERFECT GENERAL . .... .... ..... ... .. . ...... . ........ .. .. 22.H 
PERFECT GENERAL DATA DISK ..... - ... ..... ...... 13.99 
PGA TOUR GOLF + COURSES ........... .. ...... .. ... 19.41 
PGA TOUR GOLF COURSE DISK .... .. .... .. .... .. ... 11.41 
PINBALL DREAMS (1 MEG) ........ ................. ..... 12,91 
PINBALL FANTAS IES . .. .. - .. .. . .. ..... ... ......... . ... ... . 17.99 
PLAYER MANAGER (N012 ) ..... ... ... ... .. . .. . .... ..... . 8,99 
POPULOU S & SIM CITY ., .. .... .. ..... .. .. ... ........ .. .... . 18.98 

~;~tit~ 2
2 (h:!~l:.f~:~.r;g,~~T~ -~~~ : :~ ~:= 

POWER UP (CHASE H.Q, TUARICAN . X..OUT, 
ALTERED BEAST , RAINBOW ISLANDS) (NOP) . ..... 1.99 
POWEADR IFT ... .. ... .. , .... .. . .... .. ... .. ... ....... , ..... .. .... 3,99 
POWERMONGER (N0 12) .... .. ... ..... .... .... ... ...... .. 19.41 
POWERMONGER WW 1 DATA DISK (N012 ) ... .. . 11.49 
POWERWORKS 

l:o~~~:~R~l:~~~~i;Zi:i~r(~~~~~.99 
PREMIER MANAGER ... ... .. ...... ... .. ..... .. ... ... ...... . 16.H 
PREMIERE .. .. ... . .. ........ .... ........... ... .. .. .. . .. ...... ... 11.99 
PRINCE OF PERSIA (1 MEG) ...... ....... .... .. ........... 9.99 
PRO TENNIS TOUR 2 ..... .. .... . .. .. ..... .. ..... .... . .... . . 16 ,99 

~=g~Ji~~J ,i WORO"PROCESSC)Fi::::::~:::: 
PUSH.OVER ...... . .. ... ..... ... ... ... .. .. .. . , •. _ ..... .. .. .. .. 16.99 
QUEST & GLORY (BLOOOWYC H. MIDWINTER , 
CADAVER, BAT) (N012 ) ... .. ... .. .. . ........ . .. .. ..... .. 13.99 
QUESTRON 2 (SSI) (N01 2) .. .... .. .. .. .. .... .. .. ... .... .. .. 4.99 

=::~:iKJ~~~ c1''MEGf :::~::::::::::~:::::::::}i:: 
RAINBOW COLLECTION 
(BUBBLE BOBBLE , RAINBOW ISLANDS , NEW 
ZEALAND STORY) (NOP) ..... .. . .. .... ... ... .. ............ .. 9.99 
RAMPAR T( N012 } .... ................... ......... ..... . .. . . 16,N 

=~::gO~~~bi~:m~i~ ·2iA~ .~.~-~ ~ ~ -~.~ .. .. 16.99 
RBI BASEBALL 2 (NOP) ..... ... ... ... ... . .... .. ... ...... .. . 13,99 
REACH FOR THE SKIES (N012 ) ..... ... .. . ... .... .. .... 19.99 
RICK DANGEROUS (N0 12) .. . .. , ... ... ... .. .. ... ........... 5.99 

=g:~t:~ l~ggi ::::::::::::::::::::::::::::::::::::::: ;::: 
=~:iJ\:OE:~Jii1:iN012}'.'.'.':.'.'.".'::::.'.'.°.".'.'.'.'.".'::::::.~t:: 
SABRE TEAM .. .. ..... .. ..... ..... ... . ..... .. . ... ... .. . ..... . 15.99 
SCRABBLE OE LUXE ..... .. .. .. .... ... .. .... ..... ...... .... 17.91 
SCRIBBLE WORD PROCESSOR .•.••. ...•.• •••.••••••• .24.99 
SECRET OF MONK EY ISLAND (1 MEG) ... .. .. .. .. . 11.99 
SECRET OF MONKEY ISLAND 2 .. ..... .... .... ..... .. .. 23.99 

::~~o~eE:a~: ~~~~~IRr .. ·::::::::::.~:::: 
SHADOW OF THE BEAST 3 ..... .......... . .... ........ .. 19,41 
SHAOOWLANDS ....... .. .. ... .... .. ... .. ..... . ..... . ........ 19.49 

:~~g~~C:.,~h~~3~~UCTION'KIT'(N01'2)'''.'."::.~;:: 

SHUTTLE (N012) .... .... . ...... .............. .. ........ . ... .. 11.19 
SILENT SERVICE 2 (1 MEG) (NOP) ..... .. . .. .. ........ .22.lll 
SIM ANT l:'012b£ .... .. ... .... .. ...... . .. .... .. ... .. ......... 22.91 

::~: gR::oe 1:.~1:~K'Pici12f:::::::::::::::~~= 
~A.fl.i:.~~i~~r(-=~.~~ ................. , .... 
SPECIAL FORCES ......... .. ...... .. ....................... 22.N 

:~~~ :~c:,~'fi~~ M~>.!~'.?. .. ::::::::::::::i: 
STORM ... ASTER ............. ................. . ... ... .... . .. . 11.IIII 
STRATEGY MASTERS 

l:"i?:~';."~~E'/iu:,~~J~g:,~g~•~~: ... 2o.11 
STREETF10HTl!R 2 (N012) ....... .. .. .. .. .. .. .. ... ... .. . 18.41 
STUART PEA.ACE'S SOCC!A &e:L!CTION"S 
JKICK OFF 2, MICROPAOSE SOCCER, MANCHESTER 
UNITED. INTl!RNATIONAL SOCCER) (N012) ...... 11.N 
STUNT CAR RACER (N012 ) .......... .. ................. A.91 :::~= ~::~N<>~>.::::::::::::::::::::::::~~::::::::::::~::: 
SUPER HERO (N012) .......................... .. . .. . .. .... . 19.41 
SUPREMACY ... ....... .. .. .. .... .... .. .. ................... . 18.N 
SWITCHBLAOE 2 (N012 ) .... ............ .. .... ....... . .. .. .. 7.11 
BWIV (NOP) ...... ... .. .. . .... ....... . ................. ..... ...... 7.99 

~'.:~i~:. :~rJ~~~\ ooiiiiC ................. a.1111 

~::~~1::~v:~~Ril'~~lNNATU ······· ·· I.N 

PICTURES DRAWN IN MOST ART PACKAGES) ... 43.41 
TEAMYANKEE ........... ... ... ......... . .... . .. . .. ... .... ... . 17.91 
THE LOST TREASURES OF IHFOCOII 1 
(20 CLASSIC INFOCOII ~S) (N012 ) ...... .. ... .27.91 
THUNOERHAWK ........ ..................................... 9.81 
TITUS THE FOX ................. .. .... .. ..... .. ... ... ....... ... 9.41 
TROOOI.ERS ... .. ......... .. .... .. ...... .. ... . ............... .. 15.N 

:gj~ .}y'i\?. ~~im=r =,; ·QAMEj::;: 
TROJAN· FIRESTAR (LIOHt !'HAZER GAME) .. .... 9.B9 
TROJAN • THE ENFORCER (LIGHT PHAZER C)AIIEJ ... 1.911 

r.i:::2~ &~l:/2j':::::::::::::::::::::::::::::::::::::::::::::: 
~ :~~~ :~~:tt ~=g~:L:::::::::::::::::::::::.~;::: 
UL TIMA 6 (N01' .. .. ..... . .... . .... .. ...... . ... ............. . 11,II 

~~~~~~~Nr~i2~ (No12;:·.:::::::·.:·:.:·:.:·.:·:.:~:;~ 
UTOPIA ..... .. ... ... .... .... . ... .. .............. ... ...... . .. .... 11.II 
UTOPIA NEW WORLDS DATA DISK .................. 10.11 
VROOM (N012 ) ................. .. ............................ . 12.II 
VROOII DATA DISK (N012 ) ...... . ........ .... .. ......... 12.41 
WALKER (N012) ..... .. .. .......... . .... ..... .. .. .... . .. ..... 19.41 
WHEELS OF FIRE (HARO OIIIVIN ', POWEAOIII" , 
CHASE H.Q, TURBO OUTRUN) (N012 ) . .............. 7.99 

::~?KJ8J~~ -~ -~~~ -~~! ••• ::·:.:·.:::·.::::: ·.·.,_·,·.:·.:·:.:·.:·.::::·.,~ 
WIZAROIIY 5 • BANE OF THE COSIIIC FORGE .. .24.41 
WIZARORY7 · CRUSADEA11 OF THE OAIIK SAVANT .. .27.11 
WOLFCHILO .... .... . .. .. .... .............. , ... . .. ......... ... . 11.tl 
WORDWORTH Y1.1E AMIOA SOO PLUS WORD 
PROCESSOR (SPECIAL ENHANCED 2 MEG VERSION 

=tiw~J!~~==:'l,A ·o·~ 
(SPEClAL ENHANCED 2 MEG VEABKJN WITH 1 MEO 

Wo0R'l,~~~'\:'J Piiooiissiiii'ii'i,iio;·::::::~:: 
~;;~!r!:":J!!:~~-·:::::.::::.:_::.::::.:_:_::_:_:_:.:_:_::_:~i:5 
ZAK MCKRACKEN (N012) .................... .. ...... .. ... 8.81 
ZOOL(1 MEO) ... ........ .... . ... ... ........ ...... .. .. .. . . ... . 11.11 

MISCELLANEOUS POWER SCAN HAND SCANNER FOR AMIGA (VERSION 
2). TRUE GREY SCALE , 100-4000PI (INCLUDES .. TECNOPLUS AMIGA FAMILY COMPENDIUM (IONOW~ 

3 WORD PROCESSOR, JIMMY WHITE'S SNOOKER, ZIPSTIC 

JOYSTICK , OUST COVER, FlLE ·A·OISK, HEAD CLEANER , 
EXTERNAL 3.5" DISK DRIVE FOR AMIGA WITH 

SONY/CITIZEN DRIVE MECHANISM . QUIET , HIGH 
QUALITY , SLIM LINE DESIGN . .. ..... .. . ..... 49 .99 

GVP 2x1 MEG AMIGA RAM EXPANSION (SIMMS 

ITT IN GVP HARD DRIVE TO EXPAND AMIGA BY 2 
MEG OR 4 MEG RAM ) 

89 .99 

SOFTWARE ) 89.99 

.. . ;::::;ill .... PREMIER CONTROL CEITTRE 

FOR AMIGA ASOO OR ASOO 
PLUS (STEEL MONITOR 
STANO WITH EXTRA SHELF FOR EXTERNAL DISK DRIVE 

AND ACCESSORIES , PLUS CABLING FOR EASIER 

t:===--.J ~J I i~:ECTION OF JOYSTICKS AND MOUSE) 

\,.~ PREMIER CONTROL CENTRE FOR AMIGA A600 (STEEL MONITOR STAND WITH 

EXTRA SHELF FOR EXTERNAL DISK DRIVE ANO ACCESSORIES . CUSTOM ITT 

FOR THE A600 ) 34 .99 

SOUND ENHANCER FOR AMIGA 
(BOOSTS SOUND ) 
34 .99 

SQUIK MOUSE FOR AMIGA 
OR ATARI ST 

12.99 

TEC NO SOUND TURBO 
SOUND SAMPLER FOR AMIGA (INCLUDES LEAD FOR 

ATTACHMENT TO WALKMAN/D ISCMAN AND REVISED 

MANUA L) . 
27 .99 

BLANK DISKS AND MOUSE IIAT) 47 . 

TECNOPLUS EXTERNAL DISK DRIVE FOR AMIGA WITH 

GODS AND SPEEDBALL 2 . 1 MEG UNFORMATTED 

CAPACITY , NEAR SILENT OPERATION , HIGH -TECH 
SLIMLINE DESIGN AND LONGER CABLE FOR 

CONVENIENT POSmONING BY COMPllTER ................ 89 .1111 

VIOi AMIGA 12 (CAPTURES COLOUR IMAGES FROM VIDEO 

MACHINE OR CAMCORDER. COMPATIBLE WITH TAKE 2. DELUXE 

PA INT 4 AND MOST ART PACKAGES) 94 .1111 

ZVOEC STEREO SPEAKERS FOR AMIGA OR ATARI ST WITH 

BUILT ·IN AMPLIFIER ANO VOLUME CONTROLS. 34.99 

1 MEGABYTE A500 PLUS RAM UPGRADE (TECNOPLUS) ...... .. .. ................... ...... . 34.N 

1 MEGABYTE A600 RAM UPGRADE WITH CLOCK .. .... . ................ .. .. .. .. .... . 49 .1111 

512K AMIGA RAM WITH CLOCK FOR ASOO AND A500+ .............................. 21 .1111 

512K AMIGA RAM WITHOUT CLOCK FOR A500 ANO ASOO+ .................. .. ........ .. .. . 19.99 

A501 AMIGA (WITH BART) 512K RAM EXPANSION 

(GENUINE ITEM WITH CLOCK PLUS BART SIMPSON GAME) .. .. .. . ...... . .. .. ... 34 .99 

CLEANING KIT FOR COMPUTERS (INCLUDES VACUUM) .. ......... .... ... .... .. . .. 19.1111 

OUST COVER FOR A&OO .. .. ............... . .. . . . ... . ............... .. .. .... . .... . .... . .. .. . . ...... 4.1111 

DUST COVER FOR MONITOR (CLEAR PVC) ......... . ............................ . .. .. ..... 4.1111 

Hl · FI LEAO FOR AMIGA OR ATARI ST (STANDARD PHONO INPUT) . ....... .. ..... 3.1111 

MONITOR LEAD FOR AMIGA TO PHILIPS CM8833 MK 2 MONITOR ............. .. 7.99 

REPLACEMENT AMIGA POWER SUPPLY .......... . ..... . .... .. .. .... ........ .. .... .. .. .... 27 .IIII 

RF SW ITCH FOR AMIGA , ATARI ST OR CONSOLE ...... .. ....... . ...... .. .. .. ........... 3.1111 

SCART LEAD FOR AMIGA TO TELEVISION WITH SCART INPUT .. .. .... .... ......... 9 .1111 

TILT AND SW IVE L MONITOR STAND (ATS 14" MONITORS AND TV 'S) .. .. ..... 14.N 



2 IN 1 (HASH BLOCK 
AND EAGLE PLAN) ..••.• 7.99 
ALIEN .•..•••..•• .•.... ••.. 7.99 

"]l~iiiiiji r jj ~~~E~~~~-~::.:::::::::~:~~ 
CHALLENGER TANK ...... 7.99 
CHIMERA ....•.••••.••••.••••• 9.99 
GRAND PRIX .••..••.. ...... 9.99 
HERO KID ....•••...•.•.•... 7 .99 
HONEY BEE .....•• ....•..• 7.99 
0L YMPIC TRIALS .. ..•.•.. 9.99 
P52 SEA BATTLE •.•.•...• 7.99 
PAC BOY AND MOUSE 7 99 
PENGUIN HIDEOUT ••••.• 9 99 
POLICE BUST ..•.••.•••••••• 7.99 
SUPER BLOCK 
(3 GAMES IN ONE) ... ... 7 .99 
SUPER PANG .. ...... ....... 9.99 
TENNIS PRO '92 .•.......•.. 9 99 

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 

(PLEASE PRINT IN BLOCK CAPITALS) RUG 

___________ Postcode _____ _ 

_______ .Machine. _______ _ 

Enter membership number (if applicable) or 
Membership £6 99 UK £8.99 EEC £1 o 99 World 1------1 

ALL PRICES INCLUDE UK POSTAGE & VAT IL..£-- -~ 
Cheque/P.0 ./Access/Mastercard/SwitchNisa Switch Issue No __ 

I I I I I I I I I I 11 I I I I 
Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW , CM21 9PH 
Oversees OrdersSurcharge (EC or World) : Software orders 
please add £2.00 per Item . Non-software Items please add 

25%. Hardware Items supplied to UK mainland only . 
Overseas orders must be paid by credit card . 



~ Right, you've bought your Amiga, or if you were well-behaved all year you got it for Christmas, 

m and you're about to open the box. Andy Hutchinson explains what to do next... 
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W 
ell done, you 've successfully 
manoeuvred yourseli around the 
first potential pitfall of computer 
ownership, you 've bought an 

Amiga and not something less, well, less impres­
sive. You see, that Amiga nestling proudly on its 
desk or portion of carpet or kitchen table is part of 
the most popular range of home computers in this 
country . So while other people were silly enough to 
part with obscene amounts of cash for puffed up 
calculators, you've had the common sense to get a 

Commodore . You've made a good choice because 
the Amiga range has a huge software base (that's 
the stuff you get on disks such as games or serious 
programs) and an awesome array of hardware add­
ons (printers, scanners and the suchlike). 

The A600s 
What's more, all of the major software companies 
are committed to support the Amigas and that's 
more than you can say for other formats . 1£ you've 
bought the A600 then the odds are that you're a 

games fan. You're not going to be disappointed , the 
A600 is a brilliant compact games machine. But to 
call it just that would be to underrate its massive 
capabilities tremendous ly. Unlike other computers 
in its price-range , the Amiga was built with the 
wider world of computing very much in mind (see 
our piece on the history of the Arniga on page 38). 

The Arniga has some incredible hardware 
nestling on its main circuit board. It has the kind of 
custom compu ter chips that give it the comp uting 
power make games look and sound fantastic . lt also 



"The new A600 is a 
totally brilliant, games 
machine that you can 
also use for graphics, 
making music and 
much more" 

makes carrying out the more intensive computin g 
tasks such as progranuning , spr eadsheeting, and 
word processing much quicker (don' t worry, we'll 
be looking at all these areas later in this magazine). 

The A600 is an extremely easy computer for 
progranuner s to create slick, good-looking games 
on. Its custom chips make the programmer s lives 
easier, and games faster, and more impressive in 
sound and graphics . 

With titles such as Zoo/, Putty, Lemmings 2, and 
Pinball Fantasies recently appearing on the Amiga, 
and with older titles includin g the incredible 
Rainbow Islands or F-19 Stealth Fighter you certainly 
are not going to be stuck for choice when it comes to 
spendin g your leisure hour s. 

•serious' business 
But all play and no work make s Jack and Jaquie two 
seriously inane people . This is where the Amiga 
beats the games-only consoles hands, feet, ears and 
nose-down . 

With some sup erb 'serious' software available 
too, you'll be able to create incredible picture s and 
great music or, if you should so desir e, knock up 
leaflets with your own Amiga graphic s. The Amiga 
is a whizz at desktop publi shing, graphics, sound, 
maths ; you nam e it, and there' s probably an Amiga 
program that will do it for you. 

The A600 has a slightly bigger brother in the 
fom 1 of the A600HD. This is exactly the same as the 
A600 except tha t Commodore has squeezed a hard 
drive into that rather fetching case. 

This mean s that you can store most forms of 
data instantl y (letters, songs or pictures for instance) 
without muckin g around with floppy disks. In some 
cases you' ll also be able to store games on your hard 
drive too. All of which mean s that you can enjoy 
blisteringl y quick data access times and save your­
self a fortune on those naff plastic disk boxes that 
cost about 20 quid and last about a fortnight. 

The A1200 
As you would expect from one of the best hom e 
comput ers in the world (hell, it is the best in the 
world and no two ways about it), the Amiga family 

is constantly expand­
ing and being 
impro ved on. 

The A 1200 Is a true 32·bit machine - and at under £500 it is probably the most 
powerful machine In its price range . So make your friends green with envy ... 

' The latest in the 
range is the A1200. 
This represents a 
change of direction 
for Commodore 
because the A 1200 is a 
32-bit computer 
whereas the ASOO and 
A600s are both 16-bit 
machines. What this 
means is that the 
Al200 is a far quicker, 
far more pow erful 
corn pu ter ilian its pre­
decessors (and than 
any other machine 
ava ilable at its price). 

GETTING STARTED 

The A600 was launched 
earlier this year as an 
upgrade for the ASOO 
Plus. It comes in two 
forms - with or without a 
hard drive. It's an 
extremely quick com · 
puter and games look 
and sound excellent on 
it. But the A600 is much 
more than just a games 
machine - it's one of the 
best home computers 
available. With the right 
software you can use it 
as a word processor, a 
desktop publisher, a 
sound sampler, a video 
tltler and much more. 

But the chances are 
that you 'll start using 
your A600 for games. 
You won 't be disap· 
pointed, the selection of 
games available for the 
Amiga Is vast and many 
of them are excellent. 
See the games section 
on page 42 for a com· 
plete rundown on the 
sort of games available 
for your Amlga. 

It has an incredible 16.7 million-colour palette (this 
means iliat you can have a gan1e running on-screen 
with an incredible 256 colours in action at once), a 
vastly improved operating system which will mak e 
your life so much easier, and 2Mb (megabytes) of 
RAM (Random Access Memory) as stand ard - this 
is a meg' more than is ava ilable on previous 
Amigas. With games already being developed for it, 
the A1200 is assured of a great future. You can look 
forward to the very best video and graphic applica ­
tions making use of the Amiga 's proven sound 
chip s and some funky graphic programs . To ow n an 
Al200 is to own just about the most advan ced home 
computer on the market . 

Put it this way, the day the A1200 came ou t, two 
members of the Amiga Format staff bought one 
eacl1, wit h their own money! That's how impressed 
we were by ilie power of Commodore's latest addi­
tion to world comput ing. 

Over the course of the next four pages you'll 
find a more in-depth analysis of the A600 and the 
A1200. We explain about the nuts and bolts of your 
new Amiga , how to get started and what to do if 
things should start going wro ng. 

w 
0 
:::::> 
CJ 
CJ) 

a: 
w 
z 
z 
CJ 
w 
Cl) 

w 
1-
w 
_J 

a.. 
~ 
0 
(_) 

w 
I 
I-



-4 
:I: 
m 
(') 
0 s: 
""tJ 
r m 
-4 m 
a:, 
m 
G) 

z z 
m 
:c 
Cl) 
G) 
c 
c 
m 

Trouble-Shooting Your 
Anllaa: A Gulde 

Right, so It's noi' all going too well. have a 
look at this table and IN If your problem Is 
Included. If It Isn't then chedc the setting 
.. procechn again. 

• J7Nn•s no picture on the television. 
Have you switched on both the Amlga (the 
switch Is on the power supply) and the 
television? An you sure that the black RF 
lead Is plugged into both the television 
(aerial socket) and the A-(RF Modulator 
sockat)? And have you tuned In the televi· 
slon channel properly and then selected 
that channel? 

e n.en,•s no sound coming from the rv 
Make sure that the volume Is turned up. If 
the volume Is fine then check that the 
channel Is tuned In properly. Sometimes 
the sound Is lost when the television Is not 
tuned In properly. 

1'1119 ...... ~., _ ............... ......... 
....................... .-'I ... ...... 
to ...... ,... ................. A-. lknlfe. If 
..- do .-'II pralll1lll11",...... II. 

• No sound coming from the monitor. 
Is your monitor capable of playing sound? 
To chedc this. SN If there are two sockets 
on the back of the monitor, one red and 
one white. If these sockets aren't present 
then you'll need to plug your Amlga Into a 
hl.fl to hear anything. 

• ffle mouN pointer won't move. 
Make sure that you've removed the strip of 
spongy fllm fram Inside the mouse. To do 
this, just tlR'n the mouse over and dick the 
mldclle penel down with your thumbs, then 
pull the sponge out and replace the penel. 
If it still doesn't work make Sift that 
you've plugged the trailing end Into the 
sockat on the right hand side of the Amlga 
labelled 1 Mouse. 

• 11tere's no drive light. 
Are you sure that you've put a games disk 
or the Workbench disk Into the disk drive? 

• JJte game won't load 
Is the disk pushed properly Into the drive? 
Make Sift you've Inserted it label side up. 
If it still won't load you've got a duff disk. 
Take It back to the shop that you bought 
your computer from. 

You ca n use your televisi on set as a screen, but if that leads to arguments about whether It 's going to 
be Lemmings or Coronation Street, you may want to invest in a monitor (See page 136). 

Getting started with 
your A600 
Okay , the time has come to get your Amiga up and 
running. It's not a difficult job, you just need to take 
your time and make sure you read the the instruc­
tions carefully Now, at times like these it's probably 
advisable to get some peace and quiet . Setting up 
your Amiga is an easy job, but if you've got distrac­
tions you ' re likely to miss something and end up 
staring blankly at the TV screen waiting for some­
thing miraculously to happen . 

No, you should treat settu1g up your Amiga just 
like putting together those self-assembly hi-fi units. 
Follow these instructions carefully and we' ll soon 
have your Amiga up and running with most of your 
hair still intact, though we can't guarantee that we'll 
get your hi-fi unit assembled as well, you should 
have bought a decent one. 

Check your bits 
Open up the box contallllllg your Amiga. If every­
thmg's there you should have the following items: 
• One Amiga. Within that lovingly crafted 
polystyrene , underneath the bit of cardboard at the 
bottom right of the box is the bit of the bundle 
which costs all the money . Go.on, have a peek now . 
Good isn't it. 
• One celophaned pack of software . Obvious ly this 
depends on which pack you've bought. If you've 
got The Wild, The Weird,and The Wicked pack then 
that software will be Push-Over, Microprose Grand 
Prix, Putty and Deluxe Paint III . . 

If you've got the Epic pack then the software 
will be Epic, Rome, Myth, and DPaint lll. lf you've 
got the Language Lab pack then you should have 
Trivial Pursuit and AmigaText. 
• One power supply . This is the large and heavy 



= 
Th e Wild Th e Wei rd and Th e Wic ke d bundl e th at you may hav e got pa ck aged w ith your Amlga . It 
include s Push- Over, Micropro se Grand Prix, Putty , and Delu xe Paint Ill. 

oblong object in the cardboard box at the top right 
of the box. It should have a 3 pin electric plug on the 
end of it. 
• One mouse. This is in the same box as the power 
supply- it's also essential 
• One black TV lead . More popularly known as the 
RF (Radio Frequency) lead . 
• Lots and lots and lots of decidedly ecologically 
unsound packaging . 

ow if there 's anything in our list which is missing, 
then you've been done . What you should do now is 
retrieve your receipt, get down to the shop where 
you bought your Amiga and demand the missing 
bits . Unless of course it's Sunday in which case 
you'll have to wait until tomorrow . 

Get connected 
Right, if all your bits are present and correct we can 
get started on connecting everything up. Pick up 
your Amiga and have a look along the back of it. All 
those lovely sockets enable it to talk to monitors, 
printers , hard drives and all manner of exotic add­
on boxes. Right now though , we're only interested 
in the two on the far right hand side, labelled RF 
Modulator and Power . 

Take out the power-supply w1it and plug the 
socket into the mains. Have a look on the main unit 
and make sure that the black power switch is off. 
Now connect the trailing end of that unit (it has five 
prongs on it) to the power socket (on the far right) 
on the A600. So far so good. We now have power to 
the Amiga . The next step is to get some kind of pie· 
ture on the television . Get the black lead and plug 
the end with the longer prong into the socket 
labelled RF Modulator, it's tbe second on the right . 

ow take the other end and plug it into the aerial 
socket on your television . The next bit gets slightly 
technical I'm afraid, because you've got to tw1e in 
your television set. 

You may have one of those ancient steam-pow­
ered television s with real knobs and a dusty 
emblem like Marconi or Roberts or something . The 
good news is that these TVs are a damned sight eas· 

ier to tw1e in than newer electronic ones with 
remote controls and fetching black cases. So, if you 
do have an elderly television, flick the switch on the 
power supply unit to the On position, pick a spare 
channel on the television and simply twist the knob 
or swivel the tw1er until a picture appears. If all's 
well then you should have a picture of a disk sliding 
happily into a disk drive on your TV. 

For you lot with flashy newer televisions, I'm 
going to have to refer you to your TV manual. 
You'll have to pick a free channel and follow the 
instructions for getting a signal. One thing to 
remember on newer TVs is that once you do get a 
picture, lock it into memory or you'll have to go 
through the same procedure every time you fancy a 
play on your A600. 

"The original Amigas 
were famed for their 
graphics, so anything 
that improves on that 
must be special" 

lf you're really flash, then you'll have a monitor 
(for an explanation of what these are see page 136) . 
Connecting one of these up is very easy because 
there's no tw1ing in involved. You should have a 
lead to connect the monitor to A600 (if you haven ' t 
then get down to the shop and find out why not). 

Now, depending on whether or not you've got 
speake rs in your monitor (the popular Philips 
CM8833 does) you'll have three leads to connect up, 
two for the sound and one for the video signal. Plug 
the yellow lead into the socket labelled Comp on the 
back of the A600 (it's the third one on the right) and 
take this to the same socket on the back of your 
monitor. lf you have sound on your monitor simply 
connect the red and white sockets on the back of the 
A600 (labelled L Audio and R Audio) to the same 

GETTING STARTED 

"You should put disks 
into your Am1ga with 
the metal bit first and 
the disk label facing 
upwards" 
sockets on the back of the monitor . Right, that's the 
image sorted. Now , if you fancy listening in beefed 
up stereo then you can connect your Amiga to your 
hi-fi. You can do this quite simply by getting a stan· 
dard stereo phono lead. Plug one end of this into the 
left and right sockets on the back of the A600 (the 
red and white ones) and take these to a spare con· 
nector on the hi-fi, such as Auxiliary or Tape 2. Now 
you can turn the hi-fi on and listen to your games in 
ear-impressing stereo . 

One of the easiest tasks for you to do is connect· 
ing up the mouse and joystick.The mouse lead 
simply plugs into the socket on the righthand side 
of the machine in front of the disk drive. It's dearly 
labelled, so simp ly push the trailing end of the lead 
firmly home . 

Do the same with your joystick. At some point 
you're going to encounter games where you need 
two joysticks, if you do simply remove the mouse 
lead and plug the second joystick into its place. 

Using the Amiga 
Right, that's all the tedious connecting business out 
of the way. You can now actually see what you 
spent all that money for. As good a place as any· 
where to start is with a game . Take one of the games 
from the box and put Disk A into the disk drive on 
the right hand side of the machine. It should go in 
with the metal bit first and with the disk label face 
up . Slide the disk slowly home until the little button 
dicks . Your game should now start to load . All you 
have to do is follow the on-screen prompts . When 
the game asks for another disk simply press the but­
ton on the right hand side of the Amiga, remove the 
disk and insert the next one. 

Using Workbench 
You can't have failed to notice that there are three 
other disks in your box which come in their own 
delightful plastic sache t. These are your Workbench 
disks, and by using these you can get up to all sorts 
of jiggery-pokery , this is gone into in greater depth 
on page 19. 

Maintenance 
• Don't leave your Amiga switched on all the time. 
• Douse a mouse mat. You'll find that endless 
amounts of fluff and gunk will foul up its mecha­
nism unless you use a decent surface. 
• Don't leave disks on the television, the mag· 
netism can harm them. 
• Keep liquids well away from the Amiga, a cup of 
tea may well be refreshing to you, but your Amiga 
is unlikely to thank you. 
• Don't wipe the Amiga with a wet doth. If it gets 
dusty just use a duster , don't spray Mister Sheen 
into the grills. This is very bad. 
• Don' t bash the keyboard. All right so games can 
get a bit frustrating, but the A600's keyboard wasn' t 
designed to be beaten up. 
• Try to avoid repeated unplugging and plugging 
of your Amiga, and of the mouse . 
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--Keep liquids away 
from the Amiga, you 
may find a cup of tea 
refreshing, but your 
Amiga won't~ 
The A1200 
Welcome to the world of 32-bit computing . You've 
obviously got great sense because you've bought 
one of the most advanced home computers on the 
market. The A1200 is part of a new generation of 
machines that take advantage of developments in 
computer chips that offer more power and greater 

speed . 
At the heart of your Amiga is a 68020 central 

processing unit (CPU). This rather excellent chip is 
one of the quickest around which means that you 
can look forward to some incredible software pack­
ages. You see, the quicker the chip can process then 
the more data it can handle , the more data the better 
the software. 

Basically, the machine which you 've got is twice 
as powerful as an A500. The older Amigas use a 
68000 chip that was a 16-bit unit making it capable 
of moving 16 bits of data around inside the com­
puter for every instruction cycle. The 32-bit chips 
can move 32 bits of data around every instruction 
cycle. Hence it's a lot, lot quicker. 

However , the A1200 also has much ,. much bet­
ter graphics . The original Amigas were famed for 
their graphics and so any machine that manages to 
improve on that legacy has got to be something spe­
cial. The A1200 does this by boosting the colour 
palette from 4096 different colours to 16.7 million . 
Phew, eh? What's more , those lovely chaps in clean 
white lab coats down at Commodore had the fore­
sight to include the option for displaying 256 colour 
VGA (Video Graphics Array) style screens, which 
means, dear reader, that you'll get to see some radi­
cal PC style games. 

The A1200 comes with 2Mb (megabytes) of 
RAM (Random Access Memory) as star 1dard which 
means that software house s can create bigger , better 
programs . Games can be twice as large and produc­
tivity package s can be twice as good . The chip set 
inside the machine has been redesigned to reflect all 
these external and interna l changes and it means 
that it can now display and move arourtd graphic 
and sound data much quicker than before . 

Software houses are notoriously slow in coming 
up with original software on new computer formats. 
They don ' t enjoy taking risks on new computers 
because they might be stuck with 50,000 games they 
can' t shift. The situation is exacerba ted by the fact 
that there are very few small software houses in 
existence these days, the software industry is big 
business ruled by about ten large companies and if 
these chaps decide that a computer plalrform looks a 
bit dodgy then you could end up with a four hun ­
dred quid door stop . All of which is bad news for 
people who 've bought other machines but if you've 
got an A1200 you needn ' t worry because the indus ­
try has already come out in support of lthe new 
Amiga 

Right now software houses are making sure 
that the new titles they release for the Amiga are 
fully compatible with the A1200 and there are also 
games being produced specifically for it. Within the 

(ico,4MtGA· 1200 

This tasteful packaging contains an A1200 - one of the most advanced home computers on the market. 

It boasts amazing graphics capabilities and Is twice as fast as the previous Amlga s. 

next few mont hs you can look forward to games 
such as Zoo/, Putty, Wing Commander 2, WWF2, 
Civilisation, Lethal Weapon and Cool World. All of 
these games will make use of the extended colour 
palet te and improved chip set. One of the most 
exciting packages whicl1 will be appearing is Dpaint 
IV this will enable everyone to get at those wild 
screen modes . 

Getting started with 
your A1200 
We have made sure to tell you that the A1200 is the 
world's finest home computer, that it's got 32-bit 
processing, that it can show millions of colours on 
screen, that it's incredibly fast and so on. What we 
haven't told you is that the A1200 is also dead easy 
to get up and ~ning. Despite all the hi-tech goings 
on, Commodore has made sure that you don't have 
to go through a nightmarishly complex process in 
order to begin your Amiga'ing. 

Even though we know that you will be more 
than eager to rip open the red, white and blue box 
containing your A1200, now is the time to be calm 
and collected (the fun comes later). 

As with the A600, the first thing you should do 
is to open up the box and carry out an inventory of 
its precious contents . 

The majority of the box contents are exactly the 
same as those you will find in the A600 (turn to 
page 12 for details) with one major difference . 
Instead of getting a bunch of games witl1 the A1200, 
you get five disks . These are your operating system 

and are essential to your future Amiga use. 
With this in mind, the first task you should 

carry out with your Amiga is not to sit down for a 
good Jong session of 32-bit Zoo/, no you should 
make back-up copies of all of these disks and then 
use the back-ups not the originals (turn to the 

Workbench guide that begins on page 19 for guide­
lines to carrying out this procedure). 

U everything is not present and correct , you 
should re-box everything and return it to the shop 
from whence it came. In fact the best thing to do is 
to check the contents of the box while you are still in 
the shop . Once you're happy that everything is as it 
should be, you are ready to go. Basically all you 
need to do is find a dry, flat area, whicl1 will not be 
in direct surtlight for great periods , and set up your 
A1200. The power-supply box (or Power-brick as it 
is known) should go under the desk, but away from 
your feet. Fortunately , Commodore has seen fit to 
mark all the ports clearly with the A 1200, so all you 
need do is plug in and go. Remember to only use 
the back-up copies of your disks too! 

Your Warranty: 

Within the snug confines of the case for 
either your Amiga 1200 or your Amiga 600 
you'll find a blue and white envelope with 
the word 'Important' on it. Commodore 
wasn't mucking around when it chose that 
particular word, it's important that you 
take a few minutes to fill in all the details 
within that envelope. 

You see, while a lot of time is spent 
making sure that computers run correctly, 
they can still go wrong. It's one of those 
things, Rolls Royce cars breal< down, Marks 
and Spencer's underwear occasionally rips 
in an embarrassing place, and computers 
occasionally decide that life's not worth 
living and pop their silicon clogs. 

At moments like these you should 
shrug your shoulders and pat yourself on 
the bad< for having the foresight to send 
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You probably already know that all the data that makes your 

Amiga programs work is stored on disk. But what is a floppy 

disk, and what is a hard disk? Andy Hutchinson reveals all.. .. 

A 
computer is largely useless unless you 
can get data on and off it easily. In the 
sad old days this process was per­
formed by using tapes , a process that 

meant you'd sit for hours waiting for a game to load 
into the computer's memor y. In fact, it is widely 
believed that it was during these idle hours that 

people started writing mindless rambling tomes and 
cack stories about long lost star systems . So the next 
time you're reading one of those insipid stories 
about Trantorooblie and his dying galaxy, just thank 
the inventor of tape units . 

Things starting changing with the advent of 
computers such as the Amiga. Thanks to the ever-

Floppy disks •re not the 
simple lumps of p .. stlc 
th•t they might •t first 
•ppe•r. In f•ct they •re 
f•lrly complex pieces of 
-chlnery. As such they 
•re ll•ble to go wrong •t 
the crltlc•I moment, so It 
Is • good Id•• to keep 
b•ck·ups of •II your re•lly 
lmport•nt uta on flop­
pies th•t you store •••Y 
from your Amlga. 

so-wonderful development of the floppy disk drive , 
fortnight- long accessing times became a thing of the 
80s and we only had to put up with a couple of 

;& minutes of warbly music written by some tone 
. , deaf 'computer musician' before we could actu­

ally play the game . All of which is quite ironic 
when you consider that the technology inside a 
floppy drive isn' t that different to a tape . 

Drive to distraction 
Floppy drives were invented in order to cope 
with larger amounts of data . They work in a 
manner similar to those grabbing machines 
you see at the seaside (you know, the ones that 

have watches wrapped around fag packets) in 
tha t they enab le you to go straight to a bit of 

data (or packet of Marlboro); the problem with 
tape was always finding the correct bit of data . 

The best way to imagine a floppy disk is as a pie 
with a series of about 85 concentric circles from the 
outer edge to the middle and with about ten slices 
cutting across those rings . Each of the blocks those 
intersections make is called a sector and 1024 single 

"Using a floppy disk is 
easy. You just insert it 
label side up, metal bit 
first into the righthand 
slot on your Amiga" 

pieces of information (a number or a letter) can be 
stored in each sector , thus on each disk you get 
about 880,000 bytes of usable space. 

All the data is written to the disk by a moveable 
magnetic head . This operates in much the same way 
as a tape in that it affects a magnetic strip by charg­
ing bits of it with electricity . The head itself can only 
move left or right over the disk and thus the disk 
spins in order to let the head get to the right bit of 
information at the right moment. When you insert a 
disk, a couple of little spindles flip up into the holes 
in that metal disk on its underside , a little lever flips 



Extemal disk drives: can be useful If you 're starting to get fed up with swapping disks when you are 
loading multi·dlsk games or saving data. 

back the metal flap at the top and the read/write 
head descends on to the disk's surface. 

Using a floppy disk is extremely simple . You 
insert it label side up and metal bit first into the 
right hand slot on your Amiga. If a game is on that 
disk then the computer will proceed to load the pro­
gram. You can teU it's loading by the fact that the · 
drive light is on and the disk drive is making an odd 
clunky sound. In fact disk drives make some 
supremely weird noises which sound like someone 
whacking the back of a sofa with a table tennis bat. 
Most of the noises your disk drive will make are 
completely normal; you should only start worrying 
when it learns Handel's Messiah . 

You can also purchase external floppy drive 
units. The usefulness of these devices will only 
become apparent to you after you 've tried copying 
some files with just the internal drive . What's more, 
lots of games use external floppy drive units . They 
are good because they cut down on disk swapping. 
If you're bored with disk swapping then liberate 
yourself with either the Cumana external drive or 
the Roctec 382; both are sturdy units. 

--Don't leave your 
disks in direct sunlight 
or near a magnet. 
Remember there's a 
magnet in TV sets" 

Of disks and men 

--The usefulness of an 
external disk drive 
will become apparent 
when you get bored 
with swapping disks" 
beneath the hard exterior casing they can flex with 
the best of them . There are other varieties of floppy 
disk. The most common after 3.5 inch units is the 
five inch variety which you don't see very often 
these days and was primarily used on the older PC 
compatible machines. 

Important data 
One of the latest innovations is the Floptical Drive 
that combines normal floppy disks with CD-like 
technology. Anyway, 
when you wander into a 
shop to purchase your­
self some floppy disks 
all you need to say is: 
"Could I please have a 
box of three and a half 
inch disks please 
Mr /Ms Computer 
counter operative ." 
They will then attempt 
to convince you that the 
most expensive ones 
they seU are definitely 
the ones to go for; 
ignore them, floppy 
disks are almost entirely 
manufactured by the 
same company. 

DISKS AND DRIVES 

Floppy Disk Care 
• Don't spend hours idly flipping the 
metal cover back and forth as it only has 
a small spring inside it which can't stand 
excessive force. 
• Don't prod the disk surface with your 
finger or some other object as this could 
render the disk absolutely useless. 
• Don't leave the disk near any large 
magnets. You'll find large magnets in 
television, monitors, and speakers, so 
it's not advisable to leave disks on top of 
the TV. 
• Do use all those disk labels you get in 
the box or they'll sit in the top drawer of 
your desk for years, just like all those 
audio and video tape labels. 
• Do write out the label before you stick 
it on to the disk, not only is it a bloody 
sight easier, but you'll also avoid cor· 
rupting data. 
• Don't try to take the disk out of the 
disk drive while it's accessing, this could 
damage both disk and disk drive. 
• Don't leave disks on window sills in 
direct sunlight or subject the disk to 
great amounts of heat you'll have trou­
ble inserting a spherical disk into the 
disk drive. 
• Don't expect your Amiga to be able to 
read anything other than Amiga disks 
and the odd PC disk. 

I've been using the crappiest models on the market 
for about six years now and I've only ever had one 
disk corrupt on me. 

When a disk corrupts (can' t read data) there' s 
usually very little you can do. lf you're an experi­
enced computer user you may be able to salvage 
something, but by and large if a disk corrupts (and 
it doesn ' t happen that often) the only thing you can 
do is mutilate the disk with a pair of scissors in 
order to vent some of your anger. This achieves 
nothing, but can make you feel.better. 

The floppy disk drive on the side of your Amiga is 
known as a three and a half inch version due to the 
proportions of the disks it uses. The floppy bit of the 
title differentiates these small portable disks from 
the larger stationary hard drive variety . While 
floppy disks are in their nice case they aren ' t that 
flexible, in fact they're not in the least bit floppy . But 

If your data is 
hugely important then it 
might be worth getting 
guaranteed disks, but 

When you put your disk Into the drive on the righthand side of your Amiga, 
make sure it goes in metal bit first , label side up. 
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After £500,000 and 5 years research & development 
we present the Ultimate in Video Editing 

The NEW V330 & Vl 10 

Video Monitor Output 

... 
QI ... 
"O ::, -.e-0::, 

~o 

I 
Remote Control to VCR or 
Camcorder 

Y/C In/Out for Hl-8 & S-VHS 

Scart for Compos ite Video & 
Stereo Audio 

Linear Time Code In 

Y /C ln/Out -Hl-8 & S-VHS 

Remote Control to VCR 

Scart for Composite 
Video & Audio 

___..il- .- Linear Time Code 
Generator Output 

12C External Equip. Control . 

Comectlon to Amlga/ 
IBM PC Serial Port 
Y /C Out for Hl-8 & S-VHS 

...._ ___ .;;a...1 f... Scart for Composite 

Video & Stereo Audio 

Quick to learn & easy to use. 
Wide range of Camcorders & VCR's supported. 
Comprehensive editing facilities. 

:f: Assembly & insert edit. audio dub & preview . 

I ---
Ectt Mode 
Assemble 12C Bui 

For External Equipment 
Control .eg Mixing Desk 

Shot Selection 
Key 

• Script management to move. copy. insert & delete shots. save to disk & print . 
:f: Special effects eg. stills, slow motion , plus control of external equipment eg . 

genlocks. mixing desks & A/V processors. 

High degree of accuracy with LTC. VITC & RCTC Time Codes. 
Built in automatic titter for Amigo version. 
Massive gains in productivity. 
On-going developments through new software & hardware products 

SYSTEM RECOMMENDED VCR'S 
REQUIREMENTS & CAMCORDERS 
Amigo Sony 
A600 Mitsubishi 
A60020Mb HD NC 
A1200 Panasonic 
A 1200 60Mb HD Ferguson 
We recommend a Philips RECOMMEN OED 
8833 Mk II Monitor with GEN LOCKS 
Amigo systems 

PC G2VC1 
286.386A86 models in G2VC2 
any reputable make 

ROCGEN eg. IBM Rocgen Plus Compaq Rendale 8802 Phoenix 
Toshiba 

Rendale 8802+ 
HAMA5290 

V330 £1,291incVAT 
VIIO £821 inc VAT 

IDEAL SOFTWARE 
SCALA SOO 
Unique solution offering 
all you need to add your 
text . overlays and other 
special effects to your 
home or business video . 

DELUXE PAINT IV 
The pa int package offers 
a range of pre pro-
grammed shapes and 
designs and free hand 
capab Hlty for your own 
efforts . Fully mixable 
pallette , Infinite colour 
comb inations and 
graduations. and In-built 
animation facility . Full 
cut & paste and repeat 
capabilit ies. 

AUTHORISED U.K. DEALER 
TECNO 

Kng,tlbrldge. 144 BrO!Tl)ton Rd. 071 584 4544 
Kenllngton .360KenslngtonHlghSt . 0716025311 
Euston. 326 Euston Rd. 0713882873 
aty.120MoorgateSt . 0715884831 
Holbom. 3 Proctor Street . 071 831 9398 
Bell~t. 7 Arthur Square. 0232 438844 
Bll'ffllr9lam. l Suffolk St. 0216325737 
Bllatol. Rupert St 0272 214421 
Bromley. 239The Glades . 081 313 1898 
C<Jmbrldge. 71 BrldgeSt . 0223467766 
Cordff. 31 /32 High St. 0222 237343 
Gullord. 141 High st . 0483302011 
Hanley. 2a Fountain Sq. 0782 204444 
lptwlch.11 UpperBrookeSt . 0473236161 
1.eeda. 34 The Headrow . 0532425010 
LelcNler. l5Marketst . 0533547007 
M<richNI«. St Peters Square . 061 228 0461 
Northplon. 16bPeacockAblngtonSt. 060436776 
Oxford . 16 High St. 0865 244663 
Peterborough. 3 Queensgate 0733 555411 
Reoclng. 56 Station HII 0734 591005 
Sheffield. 10 Plnstone St. 0742 737311 
Sou1hamplon . 89 Commercial Rd. 0703 229227 
Watford . 53 The Poade 0923 242225 
FOX TALBOT 
154 Tottenham court Rd. 
443 The Strand . 

TECNO MAIL ORDER 
9 Hampton Farm Industrial Estate. 
Hampton Rd West . 
Feltham . M iddlesex . 
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To use the Amiga 's massive 

processing power you've got to 

be able to tell it what to do. 

That's what Workbench is for, 
so get ready to take control ... 

T 
he Amiga, like all computers, is actu­
ally pretty dumb. Without a human to 
operate it, it's about as much use as a 
car with no wheels . In fact any com­

puter is only as good as the person who is using it, 
and the key to getting the most out of your Amiga is 
communication. Back in the days when the Amiga 
was nothing more than a twinkle in its designer's 
eyes, computers were contro lled by entering com­
plex commands via the computer keyboard. To 
communicate with your computer you had to 
become fluent in this strange mathematical lan­
guage. This led to the evolution of a strange 
sub-cultur e of seeming ly super-intellige nt hwn ans 
who were capab le of grasping this technology. 

Obviously this sort of elitism couldn ' t last. After 
all, computers were designed to benefit everyone, 
not just spotty bespectacled back- room boys and 
corporate brain-boxes. Then, one day back in the 
late Seventies, some bright spark at Xerox's Palo 
Alto Research Laboratories had the idea of the 
WIMP (Window Icon Menu Pointer) system, a then­
new method of controlling a computer. The idea 
was that if you didn't understand compu ter lan­
guage you could still communicate with the 
machine by pointing . Obvious really. I mean, if you 

GET THE MOST OUT OF WORKBENCH 

"To communicate 
with a computer you 
had to be fluent in a 
weird mathematical 
language~ 
were in a cake shop in Albania but did not know the 
Albanian for "I wou ld like one of those large cream 
cakes smothered in cherries.", you could try the fol­
lowing lines of communication: (a) say something 
that sounded Albanian (b) scream at the shop assis­
tant in English (c) point at the desired cake. I hope 
that we would all agree that the third option is 
likely to be the most successful. 

So the theory behind the WIMP system is that 
instead of typing in complex computer language 
commands , computer users could control their 
machines by moving an on-screen pointer (using a 
mouse) so that it pointed at small on-screen pictures 
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CiET THE MOST OUT OF WORKBENCH 

called icons. By clicking the mouse button when the 
pointer was directly over a particular icon, the com­
puter would perform the operation that was 
associated with that icon . 

The Arniga 's Workbench is simply a more 
advanced incarnation of the WIMP system deve l­
oped by the software engineers at Xerox, and is 
known as a GUI (Graphical User Interface) system . 
The Workbench provides the average computer 
user with a quick and easy-to-learn method of con­
trolling the Arniga. Simply by learning the 
principles behind the Workbench, will enable you to 
perform all sorts of common computer operations 
such as running a program on a disk and copying 
files from one disk to another . The Amiga 's 
Workbench isn' t built into the machine though. 
Because the Workbench is effectively a program 
itself, it's held on the Workbench disk bundled with 
your Amiga . To load Workbench , all you need to do 
is to put this disk into the disk drive and then turn 
on your machine. After a couple of seconds , the 
Arniga will recognise the disk and then load and 
run the Workbench program for you . Once the 
Arniga has finished accessing the disk (the drive 
light will go out), Workbench will have loaded . 

Disk Management 

The Workbench provides a quick and easy 
n..thod of performing common disk opera­
tions such as formatting a disk (making it 
useabl• for storing data) and copying disks 
(trensferrlng the entire contents of one disk 
to another). 

Fonnatting a Disk 
Fonnatting a disk Is a process you'll find 
yowself doing a lot. If you try saving a file 
on to a brand new disk bought separately 
from your Amlga, the Amlga will reject It. 
In order to use a disk It must first be con­
verted into a format that your Amlga can 
understand. To format a disk, remove your 
Workbench disk and then Insert the blank 
disk that you wish to format. Then Just fol· 
low the Instructions underneath the 
pictures to the right. 

As we have already seen, many operations 

I •••••••• can be carried out by clicking on Icons and Gadgets, but this is not the only way to 

File Management 
The Workbench can be used to manage disks and 
their contents. That means it enables you to organise 
the contents of the disk by setting it up in a way that 
you find easy to use , and it also enables you to 
quickly check the contents of a disk . 

You can also use Workbench to copy files from 
one place to another , delete files you no longer 
want, give a file a new name and (most useful of all) 
run programs on your Arniga by using nothing 
more than the mouse . 

If the dlek ............. fonlllltted (If .... bnuNI 
- or la In_....,. computer t,pet, the Amltlll 
w1u call It 'DFOlnn•. Ciiek - on the dlak Icon, 
..-a the left - llutlon 81111 NINI (ollok the 
left - INdton onJ the F-e Diak option 
ham the WOlldlenoh lo-. pull down-. 

get your Amiga to do things. To stop the 
Workbench saeen from becoming too 
cluttered, many more common operations 
can be found in the Workbench pull down 
menus (menus for short). 

Menus are simply lists of commands 
that drop down from the bar that runs 
along the top of the saeen (this bar is 
called the Workbench title bar). Each entry 
within a menu is called a menu Item. The 
Workbench contains four of these, each of 
which is grouped under a menu heading. 
The four Workbench menus are called 
Workbench, Window, Icons and Tools. 
Unless you know how to access these 
menus, they're invisible. 

To view them, all you have to do is to 
press and then hold down the right mouse 
button. The text within the Workbench 
title bar will then change and the four 
menu headings will be displayed. Note 
that the menus themselves are not dis­
played at this point. 

To get a menu to drop down, simply 
move the mouse-pointer over the appro­
priate menu heading. Then move the 
mouse-pointer down through the list of 
menu items and each will be highlighted 
in tum as the mouse-pointer moves over 
it. To select a particular menu item, simply 
click the left mouse button and then let 
go of the right mouse button. 

It's not always possible to access all 
menu items. Some menu items can only 
be selected once you've done something 
else first and so the Amiga makes this 
clear by ghosting that entry. A ghosted 
entry appears sort of fuzzy. When an entry 
is ghosted, it cannot be selected. 

~orkbench ~1ndou 

Onoe the 'INSERT DISK TO •• FORIIAff•D' 
NqllNtllox.......,.on theaoreen, l'elllOVethe 
WOl'tdlenoh cllak ham the dlak drive •nd lnMrl the 
cllak tllld you wlah to formllt. 

Onoe you've done tin, cllck on the continue 
pclget within thla requeater, 



Using Windows 
Windows are another Important part 
of the Workbench. They are basically 
frames that are used to organise 
groups of icons contained on a disk. 
The flies contained Inside each and 
every drawer on a disk (a drawer Is 
like a pigeon hole on a disk that is 
UNd to split the contents into 
groups) have their own window that 
keeps those flies separate from files 
within other drawen and disks. 

Windows have their own set of 
gadgets that perform certain oper• 
tlons on the window that they are 
attached to when you click on them. 
Gadgets are simply another form of 
Icon. The only difference between an 
Icon and a gadget is that gadgets 
only have two states - unselected 
and selected. Programs have gadgets 
too - the DPaint tools strip, for 
eumple, contains lots of tiny gad­
gets. each of which is tied to a 
particular drawing operation (one 
for freehand drawing. another for 
drcles. for example). Here's a quick 
runclown of what each funky 
Window gadget does. 

Please insert disk 
to be forftatted in 
drive DFI: 

The Amlp wlll then check to 11111ke 1111nt tut 
rou'nt anolutety 11UNt about fomlllttlng thl• disk 
by displaying the ntqlleSter apln, At thl• point, 
check to 11111ke 9UN thllt you've Inserted the cor­
ntet disk. H you'nt mbsolutely .... tut you want 
to fonnm the disk, click on the Conti- Gadget. 

GET THE MOST OUT OF WORKBENCH 

Shrink - The Shrink gadget reduces the 
size of the window to a minimum size, 
allowing quick and easy arrangement 
of windows. To restore the window to 
its original size, simply click on the 
shrink gadget again. 

Size - If the window is too big or too 
small, then you can resize it using the 
Size gadget. Sizing a window is simple. 
All you do is click and then hold down 
the left mouse button while the mouse· 
pointer is over the size gadget and then 
move the mouse point to the position 
where the bottom right hand corner of 
the window is to be appear. Because a 
Workbench window is a perfect rectan· 
gle, the position of both the top right 
and bottom left hand corners will be 
adjusted too, therefore effectively 
resizing the window. 

For"atting cyl 10, 69 to go 

After the display hll• counted down from 80 (thl• 
I• the number of track• on the dlskl, your blank 
disk ha• been forllllltted and c•n now be used to 
stONt lnformetlon, H you now double-click on the 
disk'• Icon, • window wlll be dlspl•yed contain­
ing • Tr11shc•n Icon. 

Don't wony about the Trashcen - It'• simply • 
drawer thllt the Ami .. •utollllltloelly c,..tea for 
storing flle• that rou no longer wllllt, Tiie 
Trashcen I• a bit of• w•ste of t111111 on the Amlp, 
slmply beceu- piecing flle• Into the treahoen 
doesn't ectuelly remove them from the dl9k. 
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Copying Files 
A file can be copied on to another disk very quickly. 
U you're copying a fi.le between two disks, start by 
inserting the disk that contains the file that you wish 
to copy . Double click on the disk's icon and then 
enter the drawer that holds the file (if the file isn't 
already visible). Once the icon is visible, remove the 
'Source' disk, a.nd insert the disk on to which you 
wish the copy of the file to be placed. Double-dick 
on the disk's icon and then enter the draiwer where 
the file is to be copied. Then move the mouse­
pointer over the icon for the file that you want to 
copy. Click and then hold down the left mouse but­
ton on this icon and move the mouse-pcointer to the 
destination window. Note that a reversed image of 

To get the most from W'orldMIIC~ 
Important to undentllnd what 
enables you to do. An Icon Is a 
screen represenutlon of a ,-rt 
Worlcbench function 

Disk 
Disk Icons .,.. perhaps the most 
of Icon avalhlble. These Icons a 
aally displayed when a disk is linYlrtad Into 
a disk-drive. If the disk doesn't ave Its 
own disk Icon (the disk Icon I Is held 
on the disk In a file called cli~~,.i~o), the 
Amlp Workbench will UM a an~lcon 
....... (a picture of a disk). Douti lclclng 
on • disk Icon tells Workbench you'd 
like to view the contents of the lsk that 
the Icon Is attached 
to. When you dou­
ble-cllclc on a disk 
Icon, Workbench will 
then open the ...... 
Vant window, rHd 
the contents of the 
disk and then dis­
play any ...... 
prognms or data 
file Icons contained 
on that disk. 

ffl 
Ran Disk 

.......... ~ 
on It to ~~!- -tents of ... 

the icon follows your mouse-pointer. Once it's in 
place, Jet go of the mouse button a.nd the copying 
process will take place. U you're using a single drive 
Amiga, you wiU have to swap disks - just follow the 
on-screen requesters and you won't go far wrong. 

It's wor th pointing ou t that you can't copy most 
game disks in this manner. These disks are format­
ted in a special way which is designed to stop 
people pirating games by copying them. The game 
programmers spend many happy hour s coming up 
with inventive disk formats to thwart the pirates. 
These include missing sectors, infonnation written 
backwards and deliberate file errors. However, 
there isn't a format that the pirates haven't beaten 
within a week or two. Dammit! 

Icon Types 

Drawe r 
A Drawer Icon Is used to enable you to 
move Into sub directories (drnnn) on a 
disk. Unlike disk Icons, drawer Icons are not 
automatlcally attached to chwen unless 
you use the Worlcbench New Drawer option 
In the window pull down menu (l'Ncl the 
section on pull down menus to find out 
how to access this option). If the drawer Is 
G'Htecl using the Shell, an Icon will not be 
attached. Drawers are used to enable you 
to organise the con-
tents of a disk Into 
'pigeon holes' . 
Unless you double­
dick on a ••wer 
Icon, the fllN that 
are contained within 
that .... will not 
be displayed. When 

r ~ 11 I 
Systen 

you want to display ....._ .._ •....., 
thole files double- olloll - ......, .... 
dlclclng on the ........._ of the.._, 
drawer Icon tells 
Workbench that you want to display the 
contents of that drawer. Workbench will 
then open a window and dlsplay whatever 
Is In the drawer Inside that window. 

u 11 , 14331<, ree, 11N in use l!J Ci:i 
l"'I 

To copy a file , click in it s ic~n and jl I I ...._ 
then drag the icon to the window that Ll --.­
you want it copi ed to . Drl Vi ---------- ~-~~~~,----

Tool 
Tool Icons are the ones that look like ham­
men and they represent programs that 
don't have their own Icons. 

Effectively all programs, such as word 
processors and ,-lnt packages, are tools. 
When you double-elide on a Tool Icon. the 
program that Is attached to it will be 
loaded and run. 

Project 
A Project Icon is an Icon that Is attached to 
• data file, and a data file Is a file that has 
been aeatecl by a program (such as a text 
file from a word processor). Double dlclc· 
Ing on • data file aan cause the program 
that G'Htecl that data file to be loaded and 
the data file to be loaded In. as well. 

But It's worth pointing out that this Is 
not always the GIN, 'lhat's beaaUM Project 
Icons have a parameter attached to them 
called default tool that tells the Workbench 
which program aNted them and where It 
aan be found. 'lhat's fine, but unfortu. 
nately not all programs make use of this so 
don't be put off If double-cllclclng on a 
data file has absolutely no effect at all. 



Deleting Files 
Once a disk starts to get full, you may want to free 
up some disk space by deleting files you no longer 
want. To delete a file, click once on its icon and then 
select delete from the Workbench icons menu. 

• Test 

If disk space is a little tight , then use the delete 
option to remove files you no longer want . 

Unless you ' re deleting a file from the 
Workbench, the Amiga will prompt you to re-insert 
your Workbench disk. After a few seconds, you 'll be 
prompted to re-insert the disk containing the file 
that you wish to delete and a requester will appear 
similar to the one shown in the illustration . This 
requester checks to make sure that you ' re not delet­
ing the wrong file by accident. 

Warning: YoU camot get back 
at yau delete! II to delete: 
l file<s> and 
I crillll!l'(s) <and their contents>? 

v 

Wise words Indeed. Think once, think twice and 
then , ermm , commit yourself. 

At this point , make sure that you've selected the 
right file - if you haven ' t, click on Cancel. If you 
have, click on Continue. The Amiga will then delete 
the file and the file's icon will disappear. Note that 
once a file has been deleted , it is gone forever . 

Renaming Files 
When you start using your Amiga for things other 
than games sucl1 as word processing and program­
ming, you may want to change the name of a file at 

GET THE MOST OUT OF WORKBENCH 

-----
Multiple Selection 
If you want to carry out an operation 
(file deletion, for example) on several 
files, Workbench provides a very handy 
facility that enables you to select more 
than one file at a time. This is called mul· 
tiple icon selection. There are several 
ways of using multiple icon selection, the 
easiest of which is to use Workbench's 
rubber banding selection method. Rubber 
banding enables you to select several 
files by drawing a rectangle around the 
files you want to select. 

To do this, move the mouse-pointer 
to the top lefthand comer of the rectan­
gle (making sure that there are no icons 
under the mouse-pointer), click and hold 
the mouse button and then move the 
mouse-pointer to the bottom righthand 
comer . As you move the mouse-pointer, 
you'll notice that Workbench draws a 
dotted rectangle starting from the point 
at which you first clicked the mouse but­
ton and ending at the position of the 
mouse-pointer. Once all the file icons 
that you wish to select are surrounded, 
let go of the mouse button and they will 
be selected. You can now select the file 
operation that you want from the pull 
down menus. Say you wanted to copy all 
these files, all you would do Is press and 

Follow these simple steps to learn how to rename 
files from Workbench. 

,----------, 

,~.2] 1 
I DevPac Rssetlb I e I 

:~~ 
- Debug GenflR I opts 

More tlNln -• le- e11n be selected llt _. 
using the multiple selectl- technlq-. 

hold down the <Shift> key and then click 
on any one of the seleded Icons. You can 
now move the icons around the saeen en 
masse. The <Shift> key can also be used 
to individually seled a group of icons. 
This can be handy when the icons that 
you wish to seled can't neatly grouped 
into a rectangular area. Simply hold 
down the <Shift> key and then click on 
each icon. Once you've selected all the 
icons you want, you can let go of the 
<Shift> key and select the menu option 
that you want. 

some point. To rename a file all that you have to do 
is click on the file's icon and then select Rename 
from the Workbench icons menu. A requester will 
then pop up containing a string gadget (a gadget in 
which you can edit text) with the current name of 
that file. To change the name of the file simp ly move 
the mouse-pointer over the string gadget and click 
anywhere inside it. 

A cursor (a rectangular block that marks where 
text editing will begin) will then appear . Using the 
keyboard, simply write a new name for your file. 
When you are happy with the new file name, just 
click on continue and the file will be 
renam.ed.Hurrah! 
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UT OF WORKBENCH 

If your Icon s a re scatte re d unt ldlly ar.c,und th e 
screen , tidy th em up w ith th e Clea n-Ulp facility. 

Icon operations 
The Amiga 's Workbench doesn't just enable you to 
work on the files that the icons are attached to, you 
can also work on the icons themselves. You can edit 
their appearance using the Workbench icon editor 
(this is in the tools directory on your Workbench 
disk), permanently rearrange icons and even view 
hidden files as icons. To find out how to do this, 
read on: 

Clean Up 
The Workbench Oean-Up facility can be very useful 
when you display the contents of a disk or drawer 
only to find that the window is cluttered with icons 
spread randoml y across the window. V\lhen you 
select Clean-Up, the Workbench attempts to auto­
matically tidy the icons into the best possible order . 
To use Clean-Up simply click the mous ie-pointer 
inside the window you wish to clean up (making 
sure not to click on an icon in the process) and then 
select Clean-Up from the Workbench window pull 
down menu. Depending upon the shape and size of 
the window, the icons will then be moved around 
into a more sui table arrangement. 

Show All Files 
Not all files have icons attached to them when you 
view the contents of a drawer or disk from the 
Workbench . This is done on purpose to allow you to 
make certain files invisible, therefore not distracting 
you from other more important files such as pro­
grams. Many programs have extra data files that 
they need to run, but it's not necessary for you to 
see them every time you open a drawer or disk. If 
you want to copy these files to another disk it's 
handy to attach a temporarily icon to them . 

To do this, click the mouse-pointer inside the 
window that you wish to view and then move the 

If icon s annoy you , then your Am lga give s you th e 
option of having them displayed by na,me Inste a d. 

Ju st becau se a dra w e r conta ins no Icon s, doe sn't 
necessa rily mea n tha t It s empty ... 

mouse-pointer to the Show option in the Workbench 
window menu . V\lhen you do this, you'll notice that 
another menu appears directly to the right of the 
Show menu option . 

This is called a sub menu . Simply move the 
pointer across so that it is directly with.in this sub 
menu and then click the left mouse button on the 
All Files option . When you do this, the Amiga will 
start reading from the disk again. Don' t worry about 
this - this is simply your Amiga re-reading the con­
tents of that particular drawer or disk to try and 
find any files that don 't already have icons attached. 
If a hidden file or drawer is found, an icon is dis­
played. Note that many of these new icons will look 
the same - this happens because the file doesn 't 
already have its own icon image, so the Amiga uses 
a default icon image. 

View By 
Another very handy feature that can help your disks 
become more readable is the View By option which 
replaces the icons shown within a particular win­
dow with a list of files displayed as text. Th.is option 
can be quite useful when you want to find out more 
about a particular file. Once again, all you have to 
do is to click the mouse inside the window that you 
wish to view and then select View By from the 
Workbench window menu . 

Like the Show All Files option, a sub menu will 
appear directly to the right of the view by menu 
item containing four options - Icon, Name, Date, 
Size. The Icon option displays the contents of the 
disk or drawer as icons (the default setting).The 
Name option displays the window contents as a 
text-based list sorted on file name. The Date option 
displays the creation date (the date the file was last 
updated)and the Size option tells you the size of the 
document in kilobytes . 

If you choo se to view file s by name , then the 
Inform ation wlll be pres ented on screen llke thi s. 
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Th e Show All Flie s operat ion does just that - it 
display s file icon s that would otherw ise be hidden 

Snapshot 
No, snapshotting has nothing to do with taking a 
picture of your Auntie Hilda. Instead, it' s a very 
useful facility that enables you to reposition icons 
and then permanently fix their new position so that 
they 'll appear in that position every time you use 
your Amiga. 

The first thing to do before snap sho tting the 
icon is to move it to the position on the screen whe re 
you want it to appear . Once the icons have been 
positioned , select the Snapshot menu item from the 
Workbench icons menu . You'll notice that the 
Amiga will then start accessing the disk that the files 
and the icons are attached to. Don' t worry- this is 
simply the Amiga updatin g the icon files held on 
the disk so that the icon position s become perma­
nent. Once this is done , try closing the window that 
contains the icons and then reopening it aga in. 

You'll notice that the icons are redrawn in their 
new position . You can also snapshot the size and 
position of the window itself using the Snapshot 
window option in the Workbench window pull 
down menu . This does more or less the same job as 
the Amiga's Snapshot option, but it works on the 
Window that holds the icons instead of the icons 
themselves . Good innit? 

If you want to reposition more than one icon, 
don't forget that you can use the multi- selection 
technique . Note that altl10ugh Workbench enables 
you to move icons freely around the Workbench 
screen, they're permanently tied to the window that 
contains them , so they'll only be displayed if that 
window is open. Having said that , Workbench does 
provide a way of getting around this limitation, but 
We' ll leave that option for you to discover for your­
self. Hint- it's got something to do with the Leave 
Out menu item in the Workbench icons menu . 

The Workbench Snap shot facility enabl es you to 
permanently fix th e posi tion of an icon on scre e n. 
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SHELL MADE EASY 

Jason Holborn unravels the deep mysteries of Shell - the key to 

harnessing the power of the Amiga's disk operating system. 

T 
he Amiga's Workbench may provide a 
quick and easy method of carrying out 
those general disk maintenance chores 
such as formatting disks, copying 

files and so on, but it does have its limitations. As 
your skills with the Amiga develop, these limita-

tions will start to surface. Although Commodore 
has done much to rectify this problem in versions 
2.04 upwards of Workbench (all A600s and A1200s 
have this enhanced version of the operating system, 
but some older ASOOs may still have an earlier 
release), it still doesn't provide the sort of raw 

The Structure Of A Disk 

Before you start getting to grips with 
Shell it's important that you understand 
how to load and read disks. It's pretty 
easy from Workbench - all you've got to 
do is to click on disk and drawer icons -
but it's more involved when you're using 
Shell and AmigaDOS. Before we start get­
ting too technical then, let's take a look at 
how a typical disk is structured. 

All disks can hold basically two ele­
ments - files and drawers (or directories, 
as they are called under AmigaDOS). When 
you first format a disk it contains no files 
or drawers whatsoever - with one impor­
tant exception. Every disk contains at 
least one drawer - the disk itself. OK, it 's 
rather confusing to call a disk a drawer , 
but if you think about it. that's exactly 
what a disk is; it's simply somewhere to 

store data . This directory has a special 
name which you should learn. It's called 
the root directory. So if someone hands 
you a disk and tells you that a particular 
file can be found in the root directory, you 
now know where to look. 

Because there are no icons to click on, 
you need to specifically tell AmigaDOS 
where it can find a particular file . The first 
thing to do is to tell it on which disk the 
file is stored. This can be done in one of 
two ways - either by telling it the name of 
the disk (such as TextFiles) or by telling it 
into which disk drive the disk has been 
inserted. Disk drives have names too, 
although - unlike disks - you can't give 
them a name yourself. The Amiga's inter ­
nal disk drive is called DFO: (which stands 
for Drive Floppy Unit Zero). Note the colon 

power that is on offer when you start using the 
Shell, the doorway to the Amiga 's Disk Operating 
System (ArnigaDOS). 

A disk operating system is a complex program 
built into the Amiga's ROM (Read Only Memory) 
chips that carefully manages the operations of disk 
drives and hard drives. It is not, as some will tell 
you , the Amiga's operating system - this is a far 
more complex program at the core of the machine 
that handles very ' low level' operations sud1 as 
managing the Amiga 's powerful multitasking abil­
ity (multitasking enables you to run more than one 
program at a time). AmigaDOS is responsible for 
handling disk accesses, making sure that programs , 
or indeed the user, don ' t do any thing that will trash 
the delicate format of floppy and hard drives . 

Core Blimey! 
Built on top of ArnigaDOS is the Shell, also known 
as the CL! (Command Line Interface, pronounced 
'See Elle Eye' ), a program that acts as a sort of medi­
ator between ArnigaOOS and the user. The Shell 
enables you to enter commands via the keyboard 
that provide direct access to AmigaDOS 's many 
facilities. These commands (which are essentially 
programs themselves) are not actually built into 
your Amiga though . Instead they live on your 
Workbench disk in a drawer called C (C for 
Command s, geddit ?). OK, you can't actually see this 
drawer from Workbend1, but once you enter the 
Shell, you 've got full access to it. The number of 
commands on offer is vast . Many of them enable 
you to perform the same functions that you could 
easily perform from the Workbench (copy a file 
from one disk to another, for example), but there are 
many others that provide unequalled access to the 
core of AmigaDOS. 

So why use ArnigaDOS? Obviously those extra 
commands are one good reason, but there 's another 

after the drive name - this is used as a 
separator between the disk or device 
name and the filename that follows it . For 
example, the filename DFO:MyPic t ure tells 
AmigaDOS that you want to access a file 
called MyPicture that is held on the inter­
nal drive (DFO:). By telling AmigaDOS both 
the filename and where it can be found, 
you've effectively provided AmigaDOS 
with a path (a route, if you like) that it can 
follow to find the file . This path informa­
tion has a special name - the pathname. 
So, by providing both the pathname and 
the filename, AmigaDOS knows exactly 
where to look for your file. 

Life gets more complicated when a file 
that you're trying to access lives in a 
directory (a drawer). You already know 
how to access a file held within a disk's 



equally important reason why you should consider 
learning the intricacies of AmigaDOS. As you 've 
possib ly already noticed , Workbench can be a slow 
way of doing things. AmigaDOS provides a much 
more direct method of carrying out common disk 
operations such as formatting disks and copying 
files. Although it can be rather daunting at first ­
learning AmigaDOS is a little like learning a pro­
gramming language - once you 've mastered it, 
you'll never look back. 

Accessing Shell 
Both AmigaOOS, the Shell and the commands that 
it uses are on your Workbench disk. Although you 
cannot see the Shell commands from the 
Workbench , tl1e Shell program does have its own 
Workbench icon. To run it, turn on your machine 
with the Workbench disk in your internal drive and 

"Although it can be 
daunting at first, once 
you have mastered 
the Shell you will 
never look back" 
then wait for Workbench to appear. Once all disk 
activity has ceased (tl1e drive light will go out), 
move the mouse pointer over the Workbench disk 
icon and rapid ly double-click with the left mouse 
button to display its contents . After a couple of sec­
onds, a window full of icons should appear . Sitting 
in the top Lefthand comer of this window should be 
an icon labelled Shell - double-click the mouse 
pointer on this icon and a window should appear 
containing the following: 1 . SYS> 

SHELL MADE EASY 
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Unlock the door to the Amiga 's powerful disk operating system with the Workbench Shell. 

This is what is known as the Shell prompt and it's understand what you entered. We can learn a cou-
basically the Shell's way of saying 'OK, what do you pie of things from tlus error message . Firstly, you 
want me to do?'. You' ll also notice the appearance may have noticed that directly after you pressed the 
of a square directly to the right- this is called the [RETURN] key, the Amiga accessed the Workbench 
cursor. The cursor is a marker that tells you where disk. The reason for this is because all of the com-
characters will appear ii you type something into mands that it understands are held on disk. If the 
the Amiga. Just as an experiment , try tapping the Shell is unable to access the Workbench disk, it's 
[RETURN] key. You should now see a second Shell pretty much useless, and the Shell will try to bring 
prompt appear directly beneath the first and the this fact to your attention by displaying a requester 
cursor will have moved down so that it is on the (a message box) asking you to re-insert your 
same line as the new prompt. Workbench disk. 

What's basically happe1ling here is tl1at the 
Shell is expecting to be fed a command - an 
AmigaDOS command , to be predse . Each time you 
press the [RETURN] key, any characters that you 
typed beforehand will be processed by the Amiga . 
If you type something in but don't press the 
[RETURN] key, what you typed will be ignored. 
Now try typing in your full name (first name and 
surname separated by a space). If all goes well, a 
line reading something like this should appear on 
the screen: Jason : Unlmown Command (obviously 
your first name will be displayed in place of mine) 
closely followed by anotller Shell prompt. This is 
ArnigaDOS's way of telling you that it didn ' t 
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Voyage of Disk-overy 
li you tllen insert the Workbench disk, the Shell will 
carry on as normal. If you don ' t insert the disk the 
Shell won ' t be able to find tile commands that it 
w1derstands , so even legal commands tllat it would 
normally understand will produce the same 
' Unlmown command' error message that we got ear­
lier. You're probably wondering why your surname 
wasn't displayed in the error message . After all, you 
entered both a first name and a surname, but only 
the first name has been recognised. The reason for 
this is simple. The conunands that you enter at the 
Shell prompt have a very strict format tl1at must be 

root directory, but how do you 
access a drawer? Well it's just as 
easy. As you already know, all direc­
tories have names (the Workbench 
disk, for example, has directories 
called system, utilities and tools). 
We can therefore access the con· 
tents of directories simply by 
adding their name to the pathname. 
For example, if your file MyPicture 
was held within a directory called 
Piccies, you can tell AmigaDOS how 
to find it by using the command 
DFO:Piccies/MyPicture. The backslash 
symbol is used to separate directory 
names and filenames . Note also 
that there are no spaces between 
the pathname (DFO:Picciesl) and the 
filename (MyPicture). Once you've 

B ~I 
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got this sussed, it's pretty easy to 
work out the pathname for any 
file. Take the illustration on the 
left. Say you wanted to access the 
file called FileD in the bottom left 
hand corner. The file is held within 
a directory called DirB2 which 
itself is held within a directory 
called DirB that lives in the root 
directory. To access this file, type 
Fred:DirB/DirB2/FileD. Note how 
we've referred to the disk by its 
name (Fred) rather than the drive 
that holds it. Whenever a disk is 
inserted into a disk drive, the 
Amiga attempts to identify it by 
reading its name. Once it's got this 
information, it remembers it until 

Fi leD 

The disk family tree: all the drawers (or directories) on a disk branch 
off from the main root directory. Each directory then contains fllea. the disk is removed. 
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followed. The first complete 'stri11g' of characters 
(the first word, if you like) is treated as the filename 
of the command that you're trying to issue to the 
machine. If you then press the space bar and enter 
more characters at the end of this first string, these 
are treated as parameters (also known as argu­
ments). The Shell isn't one bit interested in 
parameters though. lts job is simply to load the 
command that you entered and it then passes on 
any parameters that follow that command. The 
parameters that you enter must therefore be suitable 
for that command - if you type in something that it 
doesn't recognise, the command itself will display 
an error message. 

Right, now we've got all that themy out of the 
way, let's get stuck in to some AmigaDOS com­
mands. The first command that we'll be taking a 
look at is Dir , a command that you'll find yourself 
using a great deal. Dir (which stands for 
Directory) is used to view the contents of a given 

directory. It's a bit like double-clicking on a disk or 
drawer icon, but instead of seeing a window full of 
icons, the Dir command displays a list of files and 
directories. With the Workbench in your internal 
drive, try entering the following (minus the 1.SYS> 
bit of course!) and then press [RETURN]: 
I.SYS> Dir DFO: 

What we've done here is to instruct the Amiga 
to display the contents of the 'root directory' of a 
disk in the internal drive. If all goes well, you 
should see something very similar to the screen in 
the picture directly to the right. In this particular 
case, the directory listing has been read from a 
Workbench 2.0 disk- if you're using Workbench 3.0 
or even an earlier version of Workbench, ti,e listing 
may vary slightly, so don' t worry if yours doesn't 
exactly match tl1e one on tl1e right. 

-'Running programs 
from the Shell is easy 
and fast, and can 
therefore save you a 
lot of valuable time~ 

Rooting Tooting 
Before we go a11y furtl1er, let's take a look at exactly 
what has been displayed. As you can see, the listing 
consists of two sets of information - one single col­
umn listing with all entries ending in (dir) and a 
second two-column listing. The first part of the list­
ing is displaying all the directories that are within 
the disk's root directory. You can tell that tl1ey' re 
directories because each is marked with a (dir) 

LET'S GO WILD! 
Imagine the drudgery of havins1 to delete 
a thousand files from a directo,y one by 
one! Thankfully the Shell provides a very 
handy facility that enables you to perform 
operations on multiple files usi ~g what is 
known as pattern matching or \IVildcards. 
Pattern matching simply means, that you 

Wlldcarda come In very handy when you wish to 
perform a Shell operation on more than one flle. 

can specify a group of files based around a 
selection uiteria - all files that start with a 
P and end with a .IFF extension, for exam­
ple. Pattern matching is very powerful 
indeed and can save you a lot of time 
when you need to delete or copy a large 
selection of files. 

Pattern matching uses two special 
characters - ? and#?. You should therefore 
never attempt to use these characters in 
your filenames. The ? character is used to 
mean 'any single character' and the #? 
means 'any number of characters'. For 
example, the pattern 'AM??A' would tell 
AmigaDOS to perform a given operation 
on any file that was exactly five characters 
long, started with the characters AM and 
ended with an A. Possible filenames that 
fulfilled this uiteria could be AMIGA, 
AMEGA, AMIDA or even AM33A. 

The #? wildcard does pretty much the 
same job as the ? command but for one 
major difference - instead of being limited 
to a single character, the #? symbol speci­
fies any number of characters. If you 
specify the pattern as simply#?, all files 
will be selected. 

D'r IF8 : 
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Directory listing s arrange the content s of a given 
directory into two groups - directories and files. 

postfix. Next we have a listing of all the files that are 
on offer. In tliis particular case, there aren't any real 
files in the directory listing- all the .files that you 
can see end in . info which means tl1at they are 
icon files (all icon files end wit!, an . info exten­
sion). Let's go one step further. Let's try displaying 
the contents of one of these directories using the Dir 
command. Try typing the following (not forgetting 
to press [RETURN] at the end of tlie li11e): 
1.SYS> Dir DFO : Devs 

Th.is time you should get a listing of the con­
tents of a directory called Devs which was listed in 
tl1e first directory listing. If you' re ruru1ing 
Workbench 2.0, it should look something like the 
following. Once again, the listing that you get may 
vary if you're using a different (older or newer) 
version of Workbench. 
Keymaps (dir) 
Printers (dir) 
clipboard .device 
MountList 
narrator .device 
parallel . device 
printer . device 
serial . device 
system-configuration 

Take Command 
By default, unless you specifically tell Dir which 
directory or disk you want it to display a directory 
listing of, Dir will always list the contents of the 
disk tl1at you booted up your machine with. This 
happens because the Shell automatically assumes 
that the Workbench root directory is the current 
directory, until you decide to make another one cur­
rent. The current directory is simply the directory 
where the Shell performs all its operations when no 
patlmame is given. For example, try typing just Dir 
followed by the [RETURN] key. You should see 
exactly tl1e same directory listing that you got when 
you entered the line Dir DFO:. To confirm this, 
enter the following command: 1.SYS> CD 

If you entered the command correctly, the line 
Workbench2. 0 : should have appeared on the next 
line. The CD command, which stands for Current 
Directory, has displayed the pathname of (not sur­
prisingly) the current directory. The CD command 
can also be used to change the current directory, 
allowing you to move around a disk and perform 
operations on files and directories hidden away 
witllin other directories without having to type the 
full pathname every time. To demonstrate this, try 



SHELL MADE EASY 

SHELL ON A SINGLE DRIVE MACHINE 
Because Shell commands are held on the 
Workbench disk, it's not possible to 
remove the Workbench disk, insert a differ­
ent disk and then start entering Shell 
commands. If you do, you'll find that the 
Shell keeps asking you to r•insert the 
Workbench disk. In some cases, certain 
operations could end up being performed 
on the wrong disk. 

There is a way of getting around this 
limitation. As you may have already 
noticed while using the Workbench, the 
Amiga offers what is known as a RAM 
(Random Access Memory) Disk. Although 
it's not a real disk (the RAM disk is simply 
an area of memory that is used to store 
files), the RAM Disk acts just like a real 
disk. In this respect. it's possible to use it 
as a temporary storage area for Shell com­
mands. All you have to do is to copy the 
Shell commands that you use commonly to 
the RAM disk and then tell the Shell that it 
should look on the RAM disk for Shell com­
mands when a command is entered. Try 
typing in the following lines: 

1.SYS> CD c: 
1. SYS> Copy Dir CD To RAM: 
1. SYS> Path RAM: Add 

entering the following two Jines (remember to press 
the <Return> key at the end of each line). 

1.SYS> CD DFO : Devs 
1.SYS> CD 

The second CD command should have displayed 
something like Workbench2 . 0: Devs on the next 
line. What we 've done is to tell the Shell that we 
wish to change the current directory to a directory 
called Devs that is on the disk in the internal drive . 
Just to check, try entering the Dir command again. 
Instead of displaying the contents of the 
Workbench 's root directory , you should now be 

"By using the Shell 
wildcards it's possible 
for you to copy more 
than one file at the 
same time" 
looking at exactly the same directory listing that you 
got when you entered the command Dir 
DFO: Devs. Good innit! Just like the Workbench, you 
can also run program s directly from the Shell. This 
may seem pretty pointless , because the Workbench 
will do the same job. But you may encounter a situa­
tion where a program doesn ' t have an icon or it 
requires parameters (extra pieces of information) to 
be passed to it. You could use the Workbench Show 
All Files option to give the program an icon, but 
there's no wa y you can pas s it parameters using the 
mou se. This is where the Shell comes in handy . 

Rwming programs from the Shell is very easy 
indeed. In one respect , you already know how to do 
this . As we discussed earlier , the Shell commands 
are effectively program s thems elves, so by issuing a 
command such as Dir, you ' re asking the Shell to 

You have now been introduced to two new 
commands - Copy and Path. The Copy com­
mand is pretty self explanatory- it's used 
to copy files from one place to another. In 
this particular case, the Copy command is 
being used to copy the Shell commands Dir 
and CD from the current directory (which 
we set with the CD c: command) to a 
device called RAM: (this is the RAM disk). 

The Path command is not quite as obvi­
ous. What it does is to tell the Shell that 
whenever it tries to load a Shell command, 
it should also look in the RAM disk for the 
command programs. By default the Shell 
looks In two places for its Shell commands 
- the Workbench C directory and the cur­
rent directory. By issuing the Path 
command you are telling Shell to add 
(hence the Add bit on the end of the com­
mand) to the two existing search paths. 

When you've successfully entered all 
three of the above commands, try remov­
ing the Workbench disk and then insert a 
different disk Into the internal drive. Now 
enter CD DFO: followed by Dir. The direc­
tory listing of the disk that you have just 
inserted should be displayed. If you tried 
doing this without first copying the Shell 

run a program called Dir that is held on the 
Workbench disk. Running real programs is slightly 
more involved, though. Before you can run the pro­
gram, you need to set the Shell' s current directory 
so that it is the same as the directory that holds the 
program . Say, for example, you wanted to run a 
program called Demo that was held on a disk called 
Programs. You would therefore start by setting the 
current directory to this disk by entering the com­
mand CD Programs : . Once this is done , you can 
run the program just by typing its filename - in this 
case, you'd type Demo and press [RETURN]. The 
program would then be loaded and run . 

Now you've got the theory firmly in place, you 
can start using all those lovely Shell commands . 
Don't worry if some of the commands look rather 
daunting. Using Shell commands is like driving a 
car - the same theory applies no matter what sort of 
car you're driving. In the case of Shell commands, 
the only thing that changes are the parameters that 

commands to the RAM disk, the Amiga 
would have asked you to re-insert your 
Workbench disk. Because the RAM disk 
doesn't retain its contents when you reset 
or switch off your Amiga you must copy 
the commands to the RAM disk every time 
you reboot or switch on your machine. 

PlNSI insert vo 11111 
llarkbench2,8 
in any rive 

If rou attempt to perform • Shell oper9tlon on • 
disk when the Workbench disk Is not •v•ll•ble, 
rou'II be preHllted wHh this lntmnous requester. 

you pass to the commands and what the command 
does with those parameters. So without further ado , 
let's get stuck in with a look at some of the more 
common Shell commands . 

The Format command is almost exactly the 
same as the Format Disk option available from 
Workbench . It is used to initialise a blank disk so 
that it can store information . Enter the Format com­
mand by typing : 
FORMAT DRIVE <Disk> NAME <Name> 

Formatting is Fun 
The Format command has two parameters which 
MUST be passed to it for the command to work -
<Disk> and <Name>. The Disk parameter is simply 
the name of the device that holds the disk that you 
wish to format (DFO: for the internal disk d.rive, 
DFl: for the first external drive) . Secondly, the 
name that you wish to assign to the disk must also 
be passed . This parameter can be anything you like 

:?°ar~f \! r. devi oe 
Ar •I .device 

The 'CD' Shell comm•nd en•ble s rou to move around the directory stru c ture of a disk or even to move 
to a different d is k a ltogether . All in all it 's a jolly use ful command. 
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providing the total length of the name does not 
exceed 30 characters and has no spaces, in. 

When you issue the Format command, a mes­
sage will be displayed requesting you Ito insert the 
disk you wish to format into the drive you specified 
with the <Disk> parameter. Once the disk has been 
inserted just press the [RETURN] key to start for­
matting the disk. For example: 1. SYS> Format 
Drive DFO: Name "MyFiles " will fo1rmat a disk in 
the internal d.rive and give it the name My Files. 
Another common command you will rueed to be 
familiar with is DISKCOPY <SourceDr:i ve> TO 
<Destinat:ionDrive> 

'-Getting to kno"'' 
Shell is like lear1i1ing 
to drive a car - 01nce 
you've had plentl, of 
practice, it's eas~~ 

Pass the Source 
The Diskcopy command is used to copy the entire 
contents of one disk to another. It requiires two 
parameters - the name of the d.rive containing the 
source d.isk (the d.isk to copy from) andl the name of 
the drive which you wish to copy the source disk to. 
If you only have a single-drive ma.chime, specifying 
the same source and destination drives will cause 
the Diskcopy command to prompt you whenever 
it requires you to swap between the SOIIIICe and 
destination disks. 

Note that the destination disk does not have to 
be formatted first- because the Diskcopy com­
mand copies on a track by track basis, both the 
contents and the format of the source disk are 

0 to go 

copied across in their entirety. Por example: 1 . SYS> 
Diskcopy DFO: To DFl: would copy the entire 
contents of the disk in the internal disk drive to a 
disk held in the external d.isk drive. 

You also use the Dir command to display the 
files and directories on a specified disk. To do this 
you enter the disk name in the pathname parameter. 
For example DIR <Pathname>. If the Dir com­
mand is issued with no pathname, the command 
displays the contents of the current directory (by 
default, the current directory is set to the root direc­
tory of the disk from which you booted your 
machine). By specifying a pathname the contents of 
other d.isks and drawers can also be displayed. 

'-Shell enables you to 
enter commands that 
provide direct access 
to the many functions 
of AmigaDOS" 
For example if you enter the command: 1 . SYS> 
Dir DFO: Devs/Printers the Amiga will display 
all files and directories within a directory called 
Printers that itself is within a directory called 
Devs on a disk in the internal drive. 

Another common command is the one to 
change your curent directory. To do this enter: CD 
<Pathname> and you will change directory to the 
one named in the pathname parameter. If you issue 
the CD command with no pathname, the command 
displays the full pathname of the current directory. 
For example: 1 . SYS> CD DFl : Fred would change 
the current directory to a directory called Fred on a 
disk in the external d.ri ve. 

The MakeDir command is the Shell equivalent 
of Workbench's New Drawer option. To issue this 
command simply type: MAKEDIR 
<DirectoryName>. Like its Workbench equivalent, 
the MakeDir command simply creates a new direc­
tory and gives it the name specified by the 
<DirectoryName> parameter. Unlike the 
Workbench version, though, it doesn't automati­
cally create a Drawer icon, so the directory will be 
invisible from Workbench unless you manually 
copy a drawer icon across and do some pretty com­
plex things to it. Under AmigaDOS version 2.0 
onwards, it's possible to create several directories 
simultaneously simply by specifying more than one 
name parameter. For example: 1. SYS> MakeDir 
DFO:MyFiles DFl:Files/MyOtherFiles would 
create two new directories - one called MyFiles on 
the root directory of a disk in the internal drive and 
another called MyOtherFiles within a directory 
called Files on a d.isk in the second drive. 

Formatting a disk initialises it (prepa1res it for the Amiga) so that it can be used to store files. 

Disks aren 't perfect, so the Diskcopy command 
should be used to make backups of all those 
important disks you don 't want to lose . 

As its name suggests, the Delete command deletes 
files and drawers from a disk or drawer. To carry 
out this function all you have to do is enter: DELETE 
<Filename>. The file specified by the <Filename> 
parameter will then be deleted. If you wish to delete 
more than one file, you can use wild.cards to delete 
files that follow a certain wild.card pattern (all files 
that end in '.bak', for example). Deleting a file 
removes it from the disk, so be very careful with 
this command. 

Using the optional All parameter, it's possible 
to delete the entire contents of a directory (including 
the directory itself and any sub-directories within 
that directory) in one go. Be very careful though -
typing Delete DFO: ff? ALL would delete every­
thing on a d.isk. Once files and directories have been 
deleted, there's no getting them back. For example, 
entering: 1 . SYS> Delete DFO :MyFiles ALL 
would delete all files and any sub-directories held 
within a directory called MyFiles on a disk in the 
internal drive. If the ALL parameter was omitted, 
and#? used instead, only the files within that direc­
tory would be deleted. 

Copying files using Shell is also an easy exer­
cise. All you have to do is to type in: COPY 
<SourceFilename> <DestinationFilename> 
and enter the name of the file you want to copy in 
the first parameter and the destination to which you 
wish to copy it in the second.Using wildcards, it's 
possible to copy multiple files en masse. The copy 
command. requires a minimum of two parameters to 

'-Shell is a sure-fire 
way to make getting 
to grips with your 
Amiga operating 
system a lot easier~ 

do its stuff- the filename (or wild.card pattern) or 
the source file (including its full pathname, if neces­
sary) and the destination file and pathname. 

File-driver 
If only a pathname is specified for the destination 
parameter, then the file (or files) that you're trying 
to copy will be copied across under the same file­
name. If you specify both a pathname and a 
filename for the destination, it's possible to copy the 
file to another location under a different filename 
(this only works when copying single files though). 
If you wish to copy files from one directory to the 
current directory without cl1angi..ng its filename, 
specify the destination filename as simply "" (a pair 
of double quotes). 

For example entering: 1 . SYS> Copy 
DFO :MyFile "" would copy a file called MyFile 
which is held on the d.isk in the internal drive to the 
current directory, retaining its original filename. 



After executing this command, you would find a file 
called MyFile in the current directory . lf you 
changed the destination parameter to read 
MyOtherfile , the file would be copied to the cur­
rent directory disk under the name MyOtherfile . 

The Rename command simply changes the 
name of the file specified in the <SourceFile> 
parameter to that specified in the <NewFilename> 
paramete r, so the command you should enter is: 
RENAME <SourceFilename> TO <NewFilename>. 
The Rename command also has ano ther use, it can 
be used as an alternative to the Copy command to 
move a file to another location simply by specifying 
both a filename and a full pathname in the 
<NewFilename> parameter . For example : 1 . SYS> 
Rename MyFile To MyDataFile would change the 
name of a file called MyFile held in the current 
directory to MyDataFile without d1anging its posi­
tion on the disk. 

It takes all types 
Unlike Workbend1, the Rename command can't be 
used to rename disks. For this task, you need the 
Relabel command . To use the Relabel command 
just enter the name of the disk drive that holds the 
disk that you wish to rename, and type in the name 
you wish to give the disk .For example: 1 . SYS> 
Relabel Drive DFO : Name "Fred " would 
rename a disk held in the internal drive as Fred. 

The fype command is used to display any text 
file in the Shell window . It can be very useful for 
displaying script files (read the text below for more 
info on scripts) without having to load a text editor 

'-You now have the 
ability to make many 
Amiga functions a lot 
easier and much less 
time-consuming" 
each time. It can also be used to display program 
and other data files in hexidecimal mode (base 16) 
by adding Opt H onto the end of the command. If 
you try to display a text file longer than the total 
number of lines that the Shell window can display , 
the text display can be paused and then restarted by 
pressing the space bar and backspace keys respec­
tively. So if you enter 1. SYS> Type 
DFO: Letter. DOC the Amiga will display the text 
file called Letter . DOC stored on a disk in the inter­
nal drive . 

Start-up City 
Have you ever wondered why different disks load 
in different ways? Why does the Workbench seem 
to take an eternity to load while some disks can load 
a Workbench up in a matter of seconds? The answer 
lies in what is known as the StartUp-Sequence. Put 
simply, the StartUp-Sequence is a file on a disk 
which tells the disk that it's on how it should boot 
up. (Booting up is a technical term that is used to 
describe the process of loading a disk when the 
Amiga is first switched on or reset). 

When you insert a disk into your Arniga, the 
first thing that will happen is that the Arniga's oper­
ating system automatically tries to find the StartUp­
Sequence file in a directory called S. The StartUp­
Sequence is what the techies call a Script File. Put as 

SHELL MADE EASY 

"f' e~i sts ~=Nonitor s 
Join >NILi sys ltlOl'li torsr<l ? ,inf'o> as t:tlOl'l- st ar t 
~ ut· t :i-, -st ..t 

if ,ete >NILi t:tlOl'l-st..t 

Ki okstar t SKi ck start, Workbenc h $Workbench" 

The St artUp -Sequ enc e file tell s your Wo rk be nch disk ho w it should 'boo t up'. In oth er word s how it 
should go about loa ding a di sk when it is firs t sw itch ed on . 

simply as possible , a Script File is very similar to a 
program file like those used by languages such as 
BASIC, but for one major difference - instead of 
containing BASIC commands, a Script File contain s 
Shell commands . 

The Shell enab les you to create Script Files that 
contain more than one Shell command and then 
execute them (run them) as you would a program in 
a language such as BASIC. By grouping together 
Shell commands into a Script File, complex opera­
tions can be carried out from the Shell simply by 
executing the Script with a single command . 

Boot-iful 
The StartUp-Sequence file is simply a complex 
script file that carries out various Shell operations 
automatically before either loading the program on 
the disk or loading Workbend, . As we discussed 
before, the Workbench itself is nothing more than a 
program that is held on the Workbench disk and it 
is the StartUp-Sequence that loads the Workbench 
program when you boot up your Arniga from your 
Workbench disk. Tinkering around with the 
StartUp-Sequence is not something that l would 
normally recommend to the faint-hearted , simply 
because the average StartUp -Sequence is a complex 
beast indeed. 

Take the Workbend1 2.0 StartUp-Sequence file 
for example . It contains no fewer than 46 different 
lines of Shell commands. Although the StartUp-

New to version 2.0 onwards of Workbench 
is the Execute Command option which is a 
very handy facility that enables you to run 
Shell commands from the Workbench, 
therefore removing the need to open a 
Shell window every time you wish to per­
form an AmigaDOS operation. If the Shell 
command needs an output window (a win­
dow into which the text output from the 
command is displayed), the Execute 
Command opens this automatically. 

The Execute Command option is avail­
able from the Workbench pull-down menu. 
When Workbench is running, press and 
hold the right mouse button and then 
move the mouse pointer up to the 
Workbench menu heading and the 

Sequence file may look very simple, removing the 
wrong lines could have a disastrous effect on the 
disk that contains it, and all marmer of terible things 
could happen to your Amiga , so be very careful . 

'-Once you've got to 
grips .with the Shell, 
you'll wonder how you 
ever managed to get 
by without it" 
Ed Case 
Shell Script Files (including the StartUp-Seq uence) 
can be edited using any standard text editor (a text 
editor is a bit like a word processor) . If you don't 
already own a text editor, then you'll be pleased to 
learn that Commodore very kind ly supplies one on 
every Workbench disk - it's called Ed and is accessi­
ble from the Shell. For example , if you wished to 
edit the StartUp-Sequence , all you would have to do 
is type Ed S : Start Up-Sequence . After a few sec­
onds' disk access, Ed would be loaded and the 
StartUp-Sequence file pulled in . Once loaded, you 
can scroll the onscreen cursor (text position marker) 
up and down through the Startup-Sequence file 
using the up and down arrow keys. 

Workbench menu will drop down. Move 
the mouse pointer over the Execute 
Command option and then click the left 
mouse button and release the right but­
ton. A window will appeal' containing a 
string gadget (a string gadget is a rectan­
gular area into which you can type text ). 

If you click the mouse pointer inside 
the gadget a cursor will appear marking 
where text editing will start. Just enter 
the AmigaDOS command that you wish to 
run and then click the left mouse button 
on the OK box. If you run a Shell command 
that requires an output window, this will 
be opened automatically for you. Once the 
command has done its stuff, you can close 
this window by clicking on the Close gad­
get in the top lefthand comer of the 
output window. 
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Now AMOS has 
turned Professional! 
AMOS The Creator has brought programming within the 
reach of over SID,000 Amiga users. Now it has been given a 
complete overlllaul and the result is a vastly enhanced 
product - AMOS Professional - designed for all experienced 
Amiga programmers. 

AMOS Professiona l has 200 new commands , taking the total to over 
700. Included in tJ1e package is a 650-page man ual wr itten by Mel 
Croucher who wrnte the highly-praised Easy AMOS manua l, and 
Stephen Hi ll who wrote the original AMOS man ual. Programs 
wr itten using earlje r versions of AMOS and Easy AMOS can be 
loaded into AMOS Profe sional for amendme nt or enhancement. 

Write programs with ease usi11g the feature 
packed Editor 

Track dow11 pro/Jlems fnst i11 the advanced 
Mo11ilor Mode 

You cn11 get serious too- File O' Fncts shows 
jusl whnt's possible 

• On-1.ine help provide s details of the command at the 
cursor po sition -- another click take s yo u to a fully 
docum ented working example. 

• Two discs crammed with working examp les, and tutorials 
demonstrating AMAL, the new AMOS Interface system, 
colli ion detection and other key topics. 

• A new editor with drop-down menu s, keyboard macros, 
advanced undo /redo, and multiple window on screen. 

• IFF animation playback that rw1s faster than in DPaint . 
• MED music l.ibrary support with MIDI data send, Noise 

Tracker support , easier access to the printer , se1ia] and 
paral lel ports and much more . 

• A selection of new highly-finished program s, 
including Planet Zybex (a scro ll.ing shoot ' em up) , 
File O'Facts (electronic data organiser), Quatro (puzz le 
game) and Dithell 's Wond erland (an eig ht-way 
scrolling p latform game). 

• MOUTH commands to link sprit es to speech output 
from the SAY command to create a real.istic talking head. 

The result is a p_ackage which will 1110re than satisfiJ home 
and P.!Pfessional AM OS users. It 's fi-111 to use, lots to leam -
it 's essential tor the Amig'!; 

An easy introduction •.. 
If you 're a complete beginner to programming you can make your 
Amiga really work for you! Easy AMOS is a simplified, ultra-friendly 
version of the best-selling AMOS Basic programming language, and it 
will propel you into a fascinating world. 

You will lenm how to: • Prod uce impr essive graphical effects • Create 
and animate colourful objects • Scroll large text across the screen 
• Make your Amiga actually talk • Add music to your creations 

Create eye-catd1i11g n11imatio11s 
wil/1 the powerful Bob Editor 

Turn your ideas into rea]jty - arcade games, adventure s, computer rut, cartoo n animation , home 
finance, educational software, demos ... the list is endless! 

Packed with ready-to-run program s, you can qllickly und erstand how they work , ru1d use the ideas 
in your own programs . There's a 20-lesson course to take you tlu-ough the steps of progra mming . 

Easy AMOS's step.::J?y-ster-and fy n apy_roach is the simp_lest 
and easiest route to writi11g your own so/!J!!.are. 

EASY AMOS REQUIRES 1 MB OR MORE OF RAM AND THREE BLANK 
DISCS. AMOS PROFESSJO AL REQUffiES !MB OR MORE OF RAM. 

TO UPGRADE TO AMOS PROFESSIONAL CONTACT DATABASE DIRECT 
ON 051 3572961. AMOS PROFESSIO AL AND EASY AMOS ARE STOCKED 

BY MOST COMPUTER SOFTWARE RETAILERS. 

Europa Hous e, Adlingto n Park, 
Macclesfield SK10 4NP 

Tel: 062.5 859333 Fax: 062.5 879962 



The CDTV may look more like a video recorder , 
but it 's actually just an Amiga 500 in a silly box 

with a CD drive added . And it's the CD drive that 's 
the important bit, for all of us ... 

B 
ack in 1983, pan-global electronics giant 
Philips launched a new range of hi-fi 
equipment and a new way of listening to 
music, called compact disc or just CD for 

short. At the time it seemed strange that music 
could be played by a laser bouncing off the surface 
of a shiny five-inch disc, but now it's familiar to us 
all and has become the leading format for music 
sales. Vinyl LPs have all but disappeared, tape cas­
sette are fading in popularity. 

So it's safe to assume you know what a CD is. 
Nine years on, everybody does. What you might 
not, perhaps, realise is that the music on a CD is 
stored rugitally, in exactly the same binary form as 
computer data. Which means, if you think about it, 
that they could put computer software on CD 
instead of on floppy disks. 

Indeed, there's a number of good rea ons why 
they should put software on CDs rather than floppy 
dis.ks. CDs are less easily damaged - spill a cup of 
coffee on a CD and you can just wipe it off, send a 
CD through the post and it's much more likely to 
arrive in one piece. The magnetic material that 
stores data on a floppy is exactly like the stuff used 
on tape cassettes, so it wears out after a while -
luckily, CDs don' t. 

But there's more to it than that. Another advan­
tage of the CD is that it costs round about the same 
to make as a floppy rusk, but it can hold many times 
as much data. An Amiga floppy holds 880K - less 

CD? CDTV? CD-ROM? A570? What do these strange and mysterious letters and numbers signify? 
Well, actually just the future of the Amiga, that's what. Damien Noonan explains why software 
stored on a compact disc will make the world a better place ... 

THE ST CiE ~ E 
OF THE AMICiA AND 

THECDP MER 
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than 1 Mb - of data, whereas a CD can hold a mas­
sive 550Mb of data. That's 640 floppy disks' worth. 

£499; the improved software on CD would have 
made it worth the extra £100. But CDTV cost £599 
and, what's more, it didn 't look at all like an Amiga 
and it didn't have a keyboard, a mouse or a joystick 
- it was operated with an infra-red remote control. 

Incidentally, Philips are now trying to do exactly the I-­
same with their CDTV-like CD-i system. 

So why can't you buy software for your Amiga 
on CD? Well, the fact of the matter is, you can. And 
have been able to for more than a year now. The 
Amiga CDTV (it actually stands for Commodore 
Dynamic Total Vision) first went on sale in early 
1991, without the 'Amiga' bit on its name. CDTV 
was - and, indeed, still is - basically an Amiga 500 
with 1Mb of RAM, with a CD drive instead of a 
floppy rusk drive. Quite a prospect. 

But there was one problem. An A500 with 1Mb 
and a CD drive might have sold like hot cakes at 

Ancient history 
Commodore had decided that the CDTV was their 
big chance to bring computer power into the home 
without people knowing it .was a computer, so they 
dressed the Amiga CDTV up to look like a video 
recorder and claimed it was some kind of 'interac­
tive television'. Which, in a sense, the Arniga is. 

That would have been all well and good, except 
that the public didn' t take to it. One problem was 
that the software - and around 50 specially-written 
CDTV ruses were on sale a couple of months after 
the machine's release- was disappointing . A few 
games ported over from the Amiga (which made no 
use of all the extra disc space), a bunch of clumsy 
reference works (encyclopaedias, cookery books 
and dictionaries) and the odd educational. title was 
about your lot. 

Continued over page 
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CDTV has never really taken off, despite the fact 
that the price has been reduced twice, first to £499 
and then to £399, and there's sti ll barely any decent 
software for it . Yet Commodore seemed to stick 
behind the concept and probably its most eagerly­
awaited release ever was an add-on drive for the 
ASOO that would enable Amiga owners to play 

CDTV discs . The A570 CD-ROM drive was finally 
released this June, many months after it was 
expected . CD-ROM, incide ntally, stands for 
Compact Disc Read-Only Memory: it's memory 
because data is stored on the CD and it's read-only 
because, unlike a floppy disk , you can't write new 
data to it. 

The Case of the Cautious Condor is , to date , 
the only CD-only game to make an impact on 
Amiga CDTV. Screen after screen of cartoon 
graphics almost make up for minimal gameplay. 

Trouble with the A570 is that it needs an ASOO with 
lMb of chip RAM to work. As this means only ASOO 
Pluses and converted recent ASOOs, it limited the 
market drastica!Jy . On top of all that, it costs an 
astonishing £349. 

Would we recommend that you buy an A570 or 
a CDTV? Frankly, no. If you have an ASOO and £400 
to spend , you ' re better off upgrading to an A 1200 
than getting an A570. The CDTV is now sold at £499 
in a pack ca!Jed the Home Multimedia Pack which 
includes a keyboard and a floppy disk drive , so you 
can boot it and use it as an Amiga. But the CDTV 
needs to be updated before it becomes a real option : 
a newer version of Workbench (it currently has 1.3) 
and the new AA chip set would be essential in a 
CDTV2. It may yet happen. 

So, if we're dismissing the CDTV and the A570, 
how is it that we still believe that CD is the future 
for the Amiga? Well, it's Like this ... 

CD is the future 
You have to look at Commodore's plans within the 
context of the games industry generally , and this 
means it's games that lead the way . Over the last 
couple of years , there 's been a massive explosion in 
sales of Sega and Nintendo games consoles, while 
all computers except the Amiga have faded . As a 
result , more and more games-publishing companies 
(software houses) have started producing games on 
cartridge for the games consoles. 



The A570 CO.ROM dr ive attache s to an ASOO and 
ca n run CDTV software from compact disc. Some 

day eve ry Amiga should ha ve one , but not if it 
co sts a s much as £349 .. . 

Because cartridges are tricky to copy, casually at 
least, the software houses have discovered that 
without piracy, they can make a pretty healthy 
profit from games. For this reason, they are keen to 
get away from the Amiga's floppy disks. 

But cartridges for the Amiga have ceased to be 
an option. Though piracy is prevented by carts, the 
software houses have discovered that cartridges 
have all manner of drawbacks, too. They're very 
expensive to make, costing up to £10 for an average 
cart. And, worse yet, they take an age to make - up 
to six months. 

The cost and the time factor mean software 
houses have to be very good at predicting how 
many copies of a game will be sold. If they order too 
few, there's no chance to make more and they lose 
potential profit. If they order too many, they're left 
with useless, expensive hardware on their hands. 
Getting an order wrong by ten per cent can make all 
the difference between profit and loss. 

CD as a storage medium solves most of these 
problems. It's less easy to pirate, if only because the 
programs are too big to £it easily on to floppies. It's 
very cheap to make - around £1.70 per disc, includ­
ing the packaging. And it's very quick to get made, 
taking only a day or two to get discs duplicated. 

As a consequence, the pressure is on to move to 
CD. Even Sega and Nintendo know it, and they 
both have CD-driven machines on the way. 
Commodore still has a few tricks up its sleeve for 

the Amiga. Indeed, it seems more than possible that 
1993 will see the release of a new model of Amiga 
with a CD drive instead of a floppy drive, and a 
CD-ROM drive for the A1200. This could mean 
world domination for the Amiga. But Jess ambi­
tiously, it should mean much-improved games at a 
price of around £20. 

More good news: Commodore and Psygnosis have 
got together to work on creating a game so jaw­
droppingly wonderful that people will say 'Wow!' 
and demand to buy a CD Amiga instantly. It's 
called Microcosm and it's expected to be ready soon. 
It's only one title, but it could be a pioneer blazing a 
trail that others will be bound to follow. 

w 
0 
:::) 

eJ 
en 
a: 
w 
z 
z 
eJ 
w 
co 
w 
1-w 
_J 

Cl.. 
~ 
0 
0 
w 
:r: 
I-



Seasonal Sale • Seasonal Sale • Seasonal Sale• Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal 5ale • 5easonal !>ale • 5easona1 !>al 

WTS ELECTRONICS LTD, CHAUL END LANE, LUTO 

• UK specification 
• 1 MB system RAM 
• Mouse 
• Full workbench disks, manuals & leads 
• Free game included in pack 
• Deluxe Paint Ill or Photon Paint Ill 
• Two Python joysticks 
• 100 capacity lockable disk box £295 

Amiga 1500/2000 Pack 
• 1 MB System RAM 
• Workbench 2.04 
• Twin Floppy 
• Mouse 
• Works (Platinum addition) 
• Deluxe Paint Ill 
• Home Accounts 
• Elf game • Toki game • Puzznic game 
• Two Python joyS1icks 

- • 100 capacity lockab le disk box 

• Am iga 1 500/2000 Pack 

------~-, • A 1500/2000 with 52MB HD 

~-----------~ • With 2MB Chip Memory 

£489 
£759 

add £129 

Wierd, Wild & Wicked A600 A1200 Pack Philips 8833 MKII Monitor - ·-. Star Printers - ~:] 

• Game players paradise • 32-bit 68020 Full power 
• Push Over game • Super Hi-Res graphics 
• Formula 1 Grand Prix game • 2MB Chip memory 

• Putty Game • PCMCIA Technology 
• Extra free game • Alpha numerical keypad 
• Deluxe Paint Ill • Two Python joysticks 
• 2 Python joysticks • Free game 
• 100 Capacity disk box • 1 00 Capacity disk box 

• 14 inch high resolution colour 

display 

• High clarity stereo sound output 

• Full RGB and composite inputs 

• Free 1.5 metre long RGB cable 

Star LC20 Mono 
• 180 characters per second, NLQ mode, 

multi Font, 9 pin head £139 
Star LC200 Colour 
• 225 characters per second, NLQ mode, 

multi font, 9 pin head £199 
Star LC24-100 Mono 
• 204 characters per second, LQ mode, 

10 fonts, 24 pin head £194 

• A600 Pack £329 • A 1200 Pack 

• Full UK warranty 

£385 • 3 Free games Star LC24-200 Colour 
• 222 characters per second, LQ mode, 

• A600 Pack & 20MB hard drive £429 • A 1200 with 20MB hard drive 

• A600 Pack & 40MB hard drive £509 • A 1200 with 40MB hard drive 

£485 • Philips 8833 MKII Monitor 

£ 535 • When purchased with 

£ 199 10 fonts, 24 pin head £284 
Star SJ48 Bubble Jet 

£189 • Quality comparable with a laser printer, 
very quiet and portable . Mains and bat 
tery powered, adaptor supplied £224 an Amiga 

Workstation s Peripherals :-' - . ,: -_':r;:f Scanners - ' Music 

• Ergonomically sound 
• Facilitates up to three external floppy 

drives 
• Made in the UK 
• Strong and robust 
• Aesthetically pleasing 
• Keep your desk neat and tidy 
• Supplied complete and assembled with 

free mouse mat 

• ASOO Wo rkstation £36 

• A600 Workstation £36 

• Swivel and tilt monitor stand 
for the above £5 

• 100 Capacity lockable disk box £4.99 
• Squick mouse £13.99 
• Mouse mat £1.99 
• TDK high quality DSD (10) disks £9.99 
• 1 OOO colour disk labels £12 
• LC20 printer ribbon £3.49 
• Jet Fighter joystick £13 .99 
• Apache joystick £6.99 
• Python joystick £9.99 
• Zipstick joystick £14.99 

• Vast range of leads for many 
applications - Please call 

• Allows image processing in a useful and 
unique fashion 

• Comes complete with operation 
manual and the latest version of 
processing software 

• One of the fastest growing applications 
for home and professional users 

• High specification coupled with cost 
effective pricing 

• Power Hand Scanner 
• 64 greyscales 100-400 DPI 
• Thru'port to printer 
• Fully compatible with Delux Paint 4, etc. 

• Power Hand Scanner £93.99 

• Highest quality stereo sound 
sampling 

• Compatible with A5 00, 
A 1500/2000, A300 0 

• GVP Digital Sound Studio £49 

• Screen Beat Speaker System £25 
(Adds amplified stereo sound to the Amiga) 

• Megamix Master £37 

• Stereo Master £34 

Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sal 
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Est. since 1984 

N, BEDS, LU4 8EZ TEL (0582) 491949 (6 LINES) 

Pro Agnus 2MB 
• Provides a full 2MB of Chip Memory for the 
Amiga 500 and A 1500/2000 • Designed and 
built in England • Supplied with 8375 Obese 
Agnus • Includes 2Mb Memory on board in 
the form of low power Zips • Allows the pro­
cessing of elaborate animation and sound 
sampling • Provides the same max. ch1pmem 
as the A3000/A600 &SOO+ • Increa ses 
addressable memory space from 9MB to 
1 OMB • Complete with full instruct ions • 
British made 

• Pro Agnus 2MB 
• Fitted 

£139 
£159 

Memory Expansions 
ASOO Pro-RAM 0.5 Meg . Upgrade 

• Chip memory compatible • British made 

• Without clock £16 • W ith clock £19 

ASOO Pro-RAM 1.SMB Memory Upgrade 
• Gives a full 2MB of internal memory £74 

ASOO+ 1MB Memory upgrade £29.95 

Supra RXSO<i (2MB-8MB) 
• 2MB £138 • 4MB £194 • 8MB £299 

A600 1MB Memory upgrade £38 
10MB Memory upgrade ASOO £408 

High Current Power Supply Cumana 3.5" External Drive Supra Modems ~ ps) irfc!l?~ar~s~ 

• High Quality • Utilise hundreds of PD Bulletin Boards • Allows the addition of peripherals 
without damage to computer or power 
supply 

• Renowned and proven reliability • Communicate with fellow computer 
users 

• WTS have sole distribut ion rights from 
Americas biggest Commodore chip 
distr ibutor 

• Why risk damag ing your expensive kit 
when one simple investment will ensure 
total peace of mind now and for the 
future 

• Switch mode design 
• Full crow bar projection 
• ASOO, ASOO+ a11d A600 compatible 
• British Made 

• ASOO Power supply unit 

• A590 Power supply unit 

£44.95 

£44.95 

• Top notch specification' 
• Ant i-click 
• Long moulded cable 
• Slimline design ' 
• High impact plastic 

• Cumana external drive 
• Cumana external drive 

+ 100 capacity disk box 
• Cumana external drive 

+ 100 disk box + 20 blank disks 
• ASOO/ASOO+ 

Internal replacement disk drive 

• Cuts down on telephone bills by using 
• Workbench 2 .04 Kit 

(lnd udes manuals, disks & chip) fast efficient baud rates 
• 100% Hayes compatible • Kickstart 2.04 
• Tone pulse, Auto Dial/Auto Answer • Kickstart 1.3 
• Standard RS232 Interface 

£54 • Programmable number storage 
• Free Corns software 

f 57 • Supra 2400 

£63 • Supra 2400+ 

• Supra Fax Plus (0-9600 BPS) 

£39 • Supra v.3 .2 (Fax Modem) 

• Supra v.32 BIS (Fax Modem) 

• Kickstart ROM Swapper 
(Swap between k1ckstarts) 

• Fatter Agnus 8372 
£84 • Obese Agnus 8375 

£129 • High Res Denise 
£148 • 1 MB x 9 Simms 
£199 • 1 MB x 4 Zips 
£258 • 8520 CIA 

£78 

£32 
£24 
£18 

£32 
£48 
£29 
£22 
£16 

£8 

SALES HOTLINE 0582 491 949 (6 LINES) OR 0480 471 1 17 
Credit Card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number ., expiry date, name and address and 
the products you wish to order and we'll do the rest. Alternatively write the above details on your letter when ordering by post . 

I When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with 
~-~- your order. Postal Orders are also accepted . 

NO DELIVERY CHARGES TO UK MAINLAND. NO MINIMUM ORDER AMOUNT. 
Should you wish your order to be sent by Group 4 Security service please add £5. This method is normally faster than the postal service. 

WARRANTY: One year return to base (excluding chips). 
ONE YEAR EXTENDED WARRANTY: Available on all products (excluding chips) at 10% of purchase price when ordering . 

Head Office 
WTS Electronic Ltd 

Chaul End Lane 
Luton 

0582 491949 

Computer Mall Bedford 
No.16 Downstairs 
The Harpur Centre 

Bedford 
0234 218228 

WHERE To FIND Us! 

Computer Mall St. Neots 
No.6 

Priory Mall Shopping Centre 
St. Neots 

0480471117 

Computer Mall Hertford 
49 Railway St. 

Hertford 
0992 503606 

Computer Mall Dunstable 
84 High Street North 

Dunstable 
Bedfordshire 
0582 475747 

All prices quoted or products stocked are subject to stocking levels and availability. WTS cannot be held liable for force majeure, or items, which are out of stock due to demand or low 
stock at its suppliers. WTS reserve the right to amend prices or revise packs or specifications without prior notice at any t ime without liability upon itself. 
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Tim Smith explores how the machine on you r desk came to be the machine on your desk via a very 

strange route with a bunch of vaguely related historical figures 

W 
ithout 60s hippies, IBM, warfare, 
paper-cards, Debbie Harry, Andy 
Warhol, meditation, Hitler, the 
B52s, the Pentagon, the US census 

bureau, Apple Computer, Atari and the fact that 
people didn't want to put their prized 10ps, dimes 
or small Yen into madtines, there might never have 
been an Amiga. 

Basically, the Amiga has some history. In 
fact, the Amiga has a hell of a lot of history. And at a 
very reductionist level it goes something like this ... 

International Business Macltines (IBM to you 
and me) had the business world tied up. 

But the world was changing around the com­
pany. People wanted more than cash tills. TI1ey 
wanted ways to keep track of stock, to monitor 
profit and loss, and the military (a very, very, very 
important player in the development of computing 
worldwide) they needed to keep track of the per­
sonnel units they were deploying to maintain the 
minimum collateral damage (who was getting 
killed, how much it was costing to kill them, and so 
on). And, of crucial importance, was the US Census 

Bureau which required a quick and cheap way of 
working out just how many poor, hungry and 
needy people had got to the Land of the Free. 

The 1890s had seen the world mange with the 
invention of tl1e Hollerith punchcard. Sure, tl1ere 
had been other punmcards or similar systems, but 
the Hollerith was the one that took off. 

IBM had picked up on the punchcard system 
because it was more versatile, faster, and provided 
a more efficient information storage and retrieval 
system than anything whim had come before. 

In fact old Big Blue, as IBM is known, became so 
happy with punmcards that it became complacent. 
Tius first form of mass storage seemed to be enough 
to deal with all the requirements anyone could ever 
have. Keep this point in mind for the next of IBM's 
great leaps forward. 

So IBM, slowly but surely began to mange with 
the times. And with a quick leap of history, social 
and temnological development by-pass.ing the work 
done by Hitler to try and destroy everytlting, and 
Alan Turing who was trying to stop Hitler while at 
the same time developing modern computing as we 

now know it; bypassing advances in theoretical 
physics, mathematics and even philosophy and lit­
erature (did you know for example, that the term 
Cyber was coined in 1948 by Norbert Weiner in his 
book Cybernetics - later re-issued in a shorter more 
popularist form as The Human Use of Human Beings 
in 1950?) we eventually move on. 

The first machine of any real impact came about 
as a result of military research and requirements -
not the last time this will happen - and from work 
carried out by John Mauchly and J P Eckery. The 
machine was called UNIV AC and it was to cause 
one hell of a stir during the 1952 US presidential 
elections by out-predicting the pundits to come up 
with an Eisenhower victory (it was only four votes 
adrift). It was huge and it used vacuum tubes, but 
crucially it also used the revolutionary new mag­
netic tape information storage system - the first real 
step towards the magnetic media which is fast 
becoming obsolete today - the floppy disk. 

Now, let's leap on a few years. IBM and its 
punchcards, realised tl1at it was losing out on the 
new teclmology, it took up the idea of the new mag-



Steve Jobs , once of Apple Computer , was one of 
the people who made computing ma instream . 

netic media , it began to develop huge, vast, massive 
mainframe computers . 

Once again Big Blue was in the ascendancy. But 
once again, the compan y that should have been call­
ing the shots for the futllre, preferred to rest on its 
laurels. IBM missed ou t on the idea that small could 
also be profitable . Although IBM itself had devel­
ope d small computers that could run independentl y 
of mainframes , it didn 't see these as having a viable 
market. It made the decision not to travel up this 
route any longer. But other people had different 
ideas. And these other people were young. ambi ­
tious and most of all, they were not shackled by any 
corporate polic y. 

A star is born 
So it was then that the first recognisable ancestor of 
the Amiga saw the light of day in 19n at the 
Homebrew Computer Oub near Stanford 
Uni versit y in California . The machine was called the 
Apple II , and it was the start of a revolution that 
lead to the Amiga . The Apple stable was run back 
then by Steve Wozniak and Steve Jobs. Although it 
was the Apple II microcomputer that made the com ­
pany , it was the disk drive inside the Apple II that 
changed the world . This small chunk of computer ­
electronics genius basically changed forever the way 
in which computers were perceived . Ptior to the 
development of a flopp y drive , people had been 
tied to the mainframe (and tied to IBM) for their 
computing . Wha t the Apple II and its new dtive did 
was to free people to carry out their own computing 
where and when they wanted to . The floppy disk 
drive also meant that software could be widel y dis­
tributed (the birth of Public Domain and Shareware 
occurred just days after the birth of the Apple 

The Amiga Batman Pack . A simple idea ; an Amiga 
500 , a copy of Batman , a huge , huge hit. 

tlopp y) and so could reach a wider audience . 
With the software support growi ng. and wi th 

more and more people grabbing hold of the oppor ­
tunitie s offered by personal computer s, the world 
changed radically. The knock -on effects of th is 
change in computer cultllre were twofold : 

Getting personal 
First off, IBM finall y kicked into gear with its 
Personal Computer (it copyrighted and trade ­
marked it PC). Secondly, and more importantl y, the 
spirit of development had reh.trned to compu ting. 
Not since the genius of Alan Turing with his over ­
whelming need and desire to defeat the Nazi 
code -makers, and his fascination for computing and 
for the potential of computing. had the crusading 
spirit been as full -blooded as it was in the late 1970s 
and early 80s. 

And this is when the Amiga starts to become a 
twinkle in the eyes of three very bright , and very 
Californian lads. But before all that, we need to look 
at another side of the computing coin - games. 

Until now, we have avoided ment ion ing games, 
much in the same way as the geniuses the early 
developers had avoided them . All of them thought 
that the computer was great for furthering human . 
progress, a wonderful machine for making mone y, 
but not essentially a leisure tool. 
Although developers and programmers would 
write small games for themsel ves and fliends , the 
idea that you could set up a compan y or develop a 
machine specifically concerned with games had not 
really entered the minds of most of them . 

It was not really until a chap called Nolan 
Bushnell came on to the scene in 1971 with a mad 
idea that every bar in his part of California should 

One of the real classic arcade games , Tempest 
wa s a precursor of many Amiga games too. 

have a machine In it that would enable people to 
play a game called Pong. 

This, incredibl y simple , game simulated ping 
pong. and made olan Bushnell a vast amount of 
mone y. So much so in fact that a company called 
Atari was fom,ed on the proceeds . 

Pong gave rise to other games such as ~ 
Invaders, T1mpest, Ga/axians, and PacMan. And with 
this development in arcade games came a growth in 
the number of programmers who were concentrat ­
ing on games. It was inevitable that , before too long. 
'home games machines ' would arise. This they did 
in the form of Atari 's 400 and 800 consoles . These 
little gems put computer gaming into the living 
room . More impo1tantl y, they provided ferti le 
ground in which soft ware houses could flourish . 

1l1is meant that computers moved out of the 
dusty grey offices of business peop le, out of the 
plush expensive studios of artists, and into the 
homes of every-day people , especially young every­
day people . Computers gained youth and 
exuberance . So now now we have the two strands 
that lead to the development of the Amiga as we 
know it today . On the one hand we have personal 
computers ; machines that could sit on your desk in 
yom home , with flopp y disks on which to store 
your programs . On the other hand we have the 
acceptance of leisure as a viable area for computer 
development and trade , with thus we have the 
breakawa y from business and the move into hob ­
bies. All we need now is a computer that can link 
the establishment (applications software -lead) side 
of computing. with the periphery (games, graphics, 
music , programming) . 

The machine that was to combine the two dis­
continued overleaf ... 

w 
0 
:::::> 
(!) 
(f) 

a: 
w 
z 
z 
(!) 
w 
Cl) 

w 
1-w 
_J 

0... 
~ 
0 
() 

w 
:r: 
I-



-I 
I 
m 
() 

0 
~ 
-u 
r 
m 
-I 
m 
CD 
m 
G) 

z 
z 
m 
::IJ 
U2 
G) 
c 
0 
m 

parate strands of the modern-day computing had to 
wait until 1985 before it was launched at the world 
during the Summer Consumer Electronics Show in 
Chicago [llinois. The Amiga 1000 cost £1,500, came 
with a mere 256K of RAM, and absolutely no sense 
of direction. It was a ma dune that could do every­
thing and so Commodore was unsure exactly who 
to target it at. 

A t housand daze 
The first Amiga (you' ll have a great deal of trouble 
finding one nowadays) had been developed by 
three rather eccentric guys in California. These 
Godfathers of modern home computer development 
were: RJ Mica! (who previously worked for 
Williams a an arcade game developer - see how 
tl1e strands intertwine), Jay Miner (a dlip designer), 
and Dave Morse who worked in marketing for 
Tonka. These three, together with Karl Sassenrath 
who worked in the Workbend1 ystem, toiled away 
for years using their own money at first. They 
wanted to develop a mamine that had the same 
ease of use as Apple's Macintosh computers but 
with far more processing ability. The main proces­
sor used in the Amiga, the Motorola 68000, was 
exactly the same as that used in the Mac. What our 
three heroes had to do was to get more out of it. 

The way in which they solved the problem of 
more processing without vastly mon~ price, was to 
develop what came to be known as the custom 
cllips. These three cllips (first called Agnus, Daphne, 
and Portia) enabled the 68000 to get on with the 
mw1dane number crw1d1ing wlille they did the 
more complex work. The Amiga 1000 was laund1ed 
amidst mum media attention with both Andy 
Warhol and Debbie Harry (then of Blondie fame) 
demonstrating the mad1ines graphics and sound 
capabilities. But still there was tl1e confusion as to 
wllich direction the Amiga was going to take. For 
many people, this lack of direction remains with the 
mamine even today and is more of a blessing than a 
bane - people will buy and use Ami.gas for anytlling 
they can think of, from spreadsheeting to games­
playing, from graphics to music. 

But how did Commodore get into the game? 
As J said, tl1e early years of Amiga development 

took place in a small office in Silicon Valley, 
Califorrua. Back then in the early 1980s drop-in 
guests included Steves Jobs and Woz1liak. The three 
Amiga (the word Amiga means girlfriend in 
Spanish, and was used as codename for the madline 
while it was in development) Amigos were actually 
working away to develop a games console not a 
full-blown computer. They started with a mere 
$7million (small change in this kind of game), but 
the more they developed, the more they came up 
with, and soon they were moving away from a sim­
ple games machine concept. 
After a few years work, they came up with a proto­
type board called the Zorro (a name still used today 
for Amiga expansions). However, the board they 
were left with had disk drive connectors, keyboard 
connectors, printer connectors - so bye-bye console, 
hello state-of-the-art computer, but bye-bye money. 

The boys had to look for fw1ding. At first they 
turned to the, tl1en mighty, Atari Corp. Atari 

" So it was that the 
first ancestor of the 
Amiga saw the light of 
day in 1977 at the 
Homebrew Computer 
Club in California " 
chucked in a little bit of cash and then got cold feet. 

ext they turned to Commodore. The company had 
made its money with the C64 and was used to mar­
keting small, versatile home computers. It bought 
up tl1e Amiga name along with the electronics. 
What a good move. 
The first Amiga (the 1000) was received with inter­
est but no great take-up. It was not until 1986 that 
the mad1ine which is the true parent of the A600 
and A1200 hit the streets. The ASOO was launched 
with 512K of RAM, 4,096 colours, 32 colours for 
games, and a 16-bit processor. It also had a different 
set of custom dlips (Agnus, Paula and Denise). It 
was also priced at a very tasty £399. 

Andy Warhol thought that the Amgla looked and 
worked a dre a m at th e la unch. He wa s right. 

At the time it faced stiff competition from 
Atari's ST but this was to die out. The arrival of the 
Batman Pack in 1989 really t11rust the Amiga into 
tl1e big league. Until then the maclline had been 
taken up in some numbers by enthusiasts and C64 
owners who were upgrading. By this time t11e Mac 
was too expensive for the home user, and the IBM 
PC was stolidly business. Packaging a 512K Amiga 
with a copy of Ocean's Batman - The Movie, made 
sure that tl1e machine was picked up by youngsters 
as well as the more mature user. For a while back 
then, the Amiga was looked on as a games mamine. 
It was only when you bought one, tl1at you realised 
that it could do a great deal more. 

The ASOO really laid the foundations for the 
Amiga's incredible success - although there were 
still t11e higher-end, more IBM PC-looking A2000 
and A3000 working away in the background. 

But tl1e ASOO couldn' t last forever. Times 
moved on with frightening speed since 1989. In1991 
the ASOO was mugged and replaced for a very short 
time by tl1e ASOO Plus with a full lMb of RAM, an 
upgraded operating system, and a new enhanced 
dlipset (ECS) with upgraded Agnus and Denise 
chips. But the Plus was only to have a short reign 
before it too was superseded in 1992 by the smaller, 
more gamsey A600 macllines (tl1e A600HD was the 
first entry level Arniga to come with a hard disk by 
the way). And finally, last year we had the A1200. 
The next step in t11e history of home computing: 32-
bit (not 16-bit like the ASOOs and A600s), more 
colours, a better set of custom chips, and 2Mb of 
RAM as standard. 

And so the Amiga marmes on as the link 
between different computing strands, the carrier of 
the rebellious spirit that fuelled the rise of the home 
computer, and a damned fine all-round machine. 
There are more details to fill in along the way, but 
now you are part of the Amiga club, you' ll pick up 
tl1e lore as you go along. Right now, it's time to 
explore the future of you and your maclline ... 

Back to the future. The Am lga 600 , and the A1200 
a re th e re sult of over 70 years worth of re se arch , 
development and thought . Welcome to hi story. 



X-BACKUP 
PROFESSIONAL 

The essential purchase for all Amiga owners 

For Amiga ASOO, ASOO+, A600 , A 1200 , A 1500 , 
A2000 , A3000 & A4000 

Unlike other copiers 
X-Backup is 

fully automatic and 
NO technical 
knowledge is 

needed. Even a 

X-BACKUP PRO is the most powerful 
disk duplicator/utility package ever 

designed for the Amiga. 
For duplicating your original 

software , X-BACKUP PRO is a must, 
however it offers so much more . 

HOW TO ORDER 
X-BACKUP PRO:-

Telephone our sales hotline with your credit 
card deta ils for immediate despatch. 

0617247572 
Send a cheque or postal order for £40.99 
made payable to SIREN SOFTWARE to 
Siren Software , Wilton House , Bury Road , 

./ Copies virtually all known disks , far more than 

any other copier available . 

./ Also backs up hard disks . Ideal for A600HD owners . 

./ Full file management/copying utility. 

./ Optim ises data for faster loading . 

./ Formats , repairs , verifies . More than just a copier! 

./ Includes the new CYCLONE cartridge . 

Radcliffe , Manchester M26 9UR . 
"'--- -- - - -- ----- - ------' ./ Official U.K. version . Includes 8 page manual. 

GUARANTEE:- X-BACKUP PRO is the most powerful disk copier available 
for the Amiga . If at the time of purchase, you can find a superior copier , we 

will REFUND YOUR MONEY . Can any other copier offer you that? 
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GAMES - WHICH ONE'S FOR YOU? 

You can do lots of terribly sensible things with your Amiga - or you can play games. James Leach. 

takes a rollercoaster ride through a fairground world packed with fun for everyone ..... 

T 
here's a chance that you bought your 
Commodore Amiga for a most level­
headed, practical reason: for doing the 
company's accounts, maybe. Or for 

word processing. Or to use with some database soft­
ware. Fine. The Amiga is more than capable of 
handling these sorts of tasks with ease. But now 
you've got it, why not start to use your imagina­
tion? Think about the power of the machine . Th.ink 
about the games you can play on it. Not sure what 
games you CAN play on your Amiga? Well there 

are thousands and thousands of them, ranging from 
unbelievably impressive and engrossing ones to 
total and utter wastes of time . Here we'll show you 
the general categories of games you can buy, as well 
as recommending the best in each category. 

But first, let's consider the Amiga itself. The 
Amiga is one of the most advanced home comput­
ers you could hope to lay your hands on: stereo 
sound, millions and millions of colours (the AUOO 
really is sturming in this respect with over 16 mil­
lion to chose from). Its custom chips make it the 

II 
ultiamte games machine (and unlike the consoles , 
you can also do your important stuff too). 

All this means that, no matter if you have a five 
year old ASOO or a brand new A600HD, most of the 
types of game that are made today will be treated 
beautifully by your Amiga. The question is, which 
type of game will suit you the best? 

This is what we' re going to look at over the next 
few pages. Relax and read as we show you all the 
fun there is to be had with your Amiga with some 
patience, some skill and the right choice of game ... 



This genre covers the 
type of game that 

' 1• { ·T· !J requires good hand-to-
eye coordination. Taken as 

pure entertainment some of them have 
become classics. The category is broad 
enough to have three sub-categories: 

Rainbow Islands got an Amiga Format Gold 
award. And now It's even out on budget price. 

SHOOT-EM-UPS: traditionally, you control a 
space vehicle that travels from left to right 
along the screen, firing laser-death at 
aliens, or you command a ship which you 
must steer up the vertically scrolling 
screen. Try Super Space Invaders (Domark, 
£25.99), an updated version of the famous 
Taito coin-op, or Apidya (Playbyte, £25.99), 
an unusual wasp-related horizontal scroller 
worthy of a 90 per cent (Format Gold) rat­
ing in Amiga Format. 

PLATFORM GAMES: here you control a char­
acter rather than a vessel, and you must 

use your reactions, split-second 

res 
The general idea of Adventures 

and Role Playing Games (RPGs) is 
that the Amiga presents you with a series of puzzles 
or tricky situations using text and graphics . You 
could find yourself in medieval Japan, Middle 
Earth, anywhere! Wherever you are, you'll have to 
think your way from location to location, ultimately 
trying to solve the entire game by deduction and 
logical thought. 

The Secret Of Monkey Is land 2: adventure , fun 
and a ch a p by the name of Guy Th reepwood. 

Zoo# is regarded by our team of experts as one of 
the classic Amlga platform games ever. 

timing and your instinct to jump over 
objects from platform to platform, usually 
in a left-to-right direction. Examples 
includeone of the all-time classics, Rainbow 
Islands (Hit Squad, £7 .99), which casts you 
as a cutesy character whose primary offen­
sive weapon is a series of pretty rainbows. 

You must guide this cheerful chap, 
called Bub, through a great many levels, 
jumping on the platforms, avoiding the 
baddies, and generally trying to coiled 
huge bonuses. 

The platform genre is classic, and there 
are 1005 available, But what is the best 
one? Well, Zoo/ (£25.99, Gremlin Graphics), 
is very impressive on an A500 or A600, but 
on the A1200 it really is breath-taking. 

BEAT-EM-UPS: As I write, the most fashion­
able example of this genre is the arcade 
game called Streetfighter II ( for the Amiga 
by US Gold). The premise of these sorts of 
games is to use unarmed combat to defeat 
(or generally give a hard time) to your 
opponents. Punches and kicks are the 
stocks-in-trade of beat-em-ups. But depend­
ing on which game you are playing you 

Most adventures require you to click on various 
options (for example, Open, Use, Look) with the 
mouse. The best example of this sort of game is very 
big, very attractive and very funny Secret of Monkey 
Island 2 (LucasArts/US Gold, £37.99). 

You play a character called Guybrush 
Threepwood, who you see interacting with his often 
bizarre surroundings in an effort to solve the puz­
zles that confront him. The style is such that you 
must think laterally, working out which collected 
objects combine with which to produce the resu lts 
hinted at in the game. 

Lateral thinking is also seen in RPGs. Role-play­
ing games differ from adventures in that you get to 
define your character (or party of characters) at the 
beginning of the game. You can also name your 
characters (be they dwarves, fighters , wizards , who­
ever) and you tend to see the proceedings throu gh 
the eyes of your character or party 

Eye of 1/ze Beholder 2 (SSI/US Gold, £35.99) is cer­
tainly the game to go for in this category. It's 
probably one of the finest examples of an Advanced 
Dungeons & Dragons (AD&D) games availab le on 
theAmiga. 

It gives you a team of four characters, each with 
their own skills, such as magic, sword-fighting, 
healing, and you must guide them around a multi­
level dungeon and a forest slaying nasties , working 
out traps and puzzling through tricks in your quest 

Shoot first, ask questions later when you're tak­
ing on alien hordes In Super Space Invaders. 

The highly-rated Streetffgltter II. Nine out of ten 
arcade players reckon you can't beat it. 

might end up slashing, burning or other­
wise perturbing your enemy. What makes 
this carnage all such harmless fun is the 
fad that they can do exactly the same to 
you - if you let them, that is. Pure beat-em­
ups (as opposed to platform games with 
fighting in them) are relatively uncommon 
on the Amiga because they are difficult to 
make convincing, there isn't a lot of 
demand for them and they only work really 
well as two-player affairs, with you and a 
friend competing on the same saeen. Oh, 
and if anyone moans about the graphic 
depiction of violence, tell them it's merely 
a catharsis. That'll shut them up. 

The cla ssic Eye Of The Beholder 2: probably th e 
best dungeon explorat ion-em-up on the Amiga. 

to find the source of some great evil. The dungeon is 
seen in 30, and the light of the torches you carry 
gives out after a few yards, leaving the corridors as 
black as pitch beyond that . Actually , it's worth 
checking out the original Eye Of The Beholder, to get 
in the mood because that's a great role playing 
game as well. You use the mouse to move around, 
use weapons, tum and, in fact, do everything else in 
the game . Such prolonged clicking (which must be 
mastered in real time, because the enemies loom up 
and attack without warning) does take practice, but 
you'll be a mouse-user extraordinaire once you've 
got into Eye of tire Beholder 2. It's got a great creepy 
atmosphere, too, and it's a game to keep you up all 
night , both through its addictiveness, and through 
the fear of the thing under your bed. 
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GAMES - WHICH ONE'S FOR YOU? 

Your Amiga is the ideal com­
puter for the production of gorgeous, detailed, 3D 
landscapes. Entire countries can be laid out beneath 
you, fashioned by an eye for natural beauty and 
detail . Your aircraft will be equally well constructed, 
and can be anything from an F-19 to an Me109. 

So in all this fabulous, computer-constucted 
detail, you look out and see a representation of this 
world , and following a comment about how nice it 
all looks, you fire missiles at it and try to destroy it. 

Strategy is the name of the game when you 're 
behind the controls of F19 Stealth Fighter. 

Fine. Anyway, the Amiga has got a wealth of flight 
simulations. 

Many seem to come from just one company­
M.icroProse. If you're looking for a fast, game with 
plenty of nice views , loads of enemies but not too 
much technical stuff to master, it has got just the 
th.ing - F15 Strike Eagle U (£34.99). 
The game gives you a simple mission to start with. 
You must destroy both ground and air targets, and 
obviously survive yourself . The 3D views from the 
cockpit are great, as are the outside views looking 
back at you in the plane . And of course, being an 
FIS, you've got a fair turn of speed and some rather 
nice weaponry to play with . 

A little more advanced and technical is F19 
Stealth Fighter (M.icroProse, £29.99). This uses the 
same basic program as FIS, but has far more com­
plex flight systems and weapons controls. You're 
flying a stealth plane, so the idea is not generally to 

Impressive graphics and plenty of action makes 
F15 Strike Eagle II one of the best flight sims 

The excellent MiG29 Super Fufcn,m Is a Soviet 
variation on the flight simulation theme. 

destroy every aircraft that comes near you. Ideally 
you should fly with such precision and skill that you 
get to the targets and back without anyone knowing 
you were even tl1ere. 

MiG 29 Super Fulcrum (Domark, £39.99) is a bit 
different, in that you get to fly a Russian aircraft. 
This means you can wave goodbye to the hi-tech 
cameras and sophisticated navigation gear and mov­
ing maps Here you get an authentic reproduction of 
a M.iG 29, complete with stupid Russia n d.ials instead 
of smart Western data readouts, and rubbish way­
point beacons. 

But tllis notwithstand ing, MiG 29 is a grea t 
game. The plane fl.ies so well that you really get the 
feel of it. It even handles better than any of the 
MicroProse aircraft, that 's for sure. You have the 
standard sort of missions to choose from . Blowing up 
convoys, destroying other fighter patrols and flying 
low over heavily-guarded secret things are just tlrree 
of the possibilities . 

There is also the option to connect your Am.iga 
to a friend's via a null-modem link. This is simply a 
lead that plugs into the comms port on tile back of 
each Amiga. You select the correct head to head 
option, having loaded the game into both comp uters, 
of cou rse, and away you go, actua lly flying against 
another human in a MiG 29. 

U you're not interested in military hardware, 
you could always give A320 Airbus (Thalion, £25.99) 
a try. This very realistic sim was co-written by a 
Lufthansa pilot , so should be pretty accurate. 

You have to deal with various navigation a.ides 
as well as rad.io frequencies and other details which, 
although not as immediate as firing Sidewinders, do 
make ilie game atmospheric. 

So if you've got an interest in aviation, you've 
got to get a flight sim . They combine skill, thought 
and raw instinct with fun and big, big explosions. 

Yes, there is a flight sim that doesn't involve 
blasting and bombing - A320 AirfJus 
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If war games are what 
you're after, you'll find a 

great many on the Amiga. They 
range from battlefield situations where 
you've just got to keep yourself alive right 
up to global confrontations where one 
wrong word from you will have the entire 
planet immolated by nuclear weapons. 

M1 Tank Platoon is by MicroProse 
(£34.99) and it gives you a platoon of very 
expensive tanks to drive round the coun­
tryside looking for Russians. 

It's similar to play as a flight-sim, but 
confined to the ground, in that there are 
loads of 3D views, and you can even view 
outside the tanks and planes , just to find 
out what 's going on. 

Depending on the scenario you've cho­
sen, you must either command your troops 
to get into positions from which they can 
ambush the enemy, or you tell them to run 
towards the baddies at full tilt. As well as 
ordering folk around, you can assume the 
position of any one of 12 men under your 
direct command . 

There are four tanks, each with a com­
mander, driver, loader and gunner. You 
can't be the loader, so that makes 12 peo­

ple to play. Gunner, 

It's curious that there shou ld 
be so ma.ny sports games available 

for the Amiga . You'd have thought that sport is one 
of the few things that it's pointless to simula te sit­
ting down at a computer, but there is a host of 
sports games, and many are excellent. If you' re a fan 
of Formula One, there's a game called Formula One 
Grand Prix (MicroProse, £34.99), which you must 
buy . It puts you in the cockpi t of any one of 26 cars, 
all of which are painted the correct Fl colours, have 
the right drivers in them (if you' ve been patient 
enoug h to type them in, that is), and accurate ly 
reproduces versions of real tracks . The game is 
astonishingly accurate . It's got fast 3D graphics, it's 
got pit-stops, accidents, in fact every thi.ng you see 

Try (oh d ea r J am es ) your hand at th e international 
Rugby Un ion with a copy of World Class Rugby . 

GAMES - WHICH ONE'S FOR YOU? 

M1 Tank Platoon put s you In the hot seat when 
you take your force s Into battl e 

obviously, is one of the most satisfying 
roles to play, if you can stay. 

For more of a strategic element with a 
little more brain power needed, Battle Isle 
(Blue Byte, £25.99) is a great choice. Move 
your ships, tanks, troops, aircraft and even 
hovercraft around a series of maps, spread 
over 16 levels, waging war on the enemy 
(either the Amiga or another player). 

The game has lots of well animated 
sequences, it's challenging and (as far as I 
can tell) realistic. it's set in the future, and 
it's packed with atmosphere. It deservedly 
got a 90 per cent rating in Amiga Format, 
because once you start playing, you can't 
stop. Highly recommended. 

War at sea is taken care of by 688 
Attack Sub (Empire, on Combat Classics, 
£30.99). Here you sail a very advanced ves­
sel around under the ocean, looking for 

Sen s ible Soccer and Sensible Soccer 1992/93 
cheered many peopl e up with it s pl a yability. 

when the F1 eason is on TV on Sunday afternoons . 
All that 's missing is Murray Walker and James 
Hunt . Formula 011e Grand Prix is fully compatible 
with the A1200, and ru.ns at app roximate ly twice the 
speed as it does on the A600. It's an incredibly 
smooth game, and looks absolutely brilliant, partic ­
ularly on an A 1200. 

Football is pretty well catered for on the Amiga 
scene; Sensible Soccer version 1.1 (Sensible Software , 
£25.99) is the best footy game, and darned good it is 
too. There is a huge choice of teams and all the rules 
are accurate, even down to the pass-back law that 
can1e into effect quite recently . It's marvellous . 

American Football is supported by Joh11 
Madden's American Football (Electronic Arts, £25.99). 
Make all the plays , watch the guys rush around , 
jump when you bomb out and get a touchdown. It's 
just like Sunday evening TV, only without the 
advert breaks . Highly recommended . 

Rugby gets a look-in , too, with Audiogenic's 
World Class Rugby (£24.99). All the world 's major 
teams are here (except South Africa, which wasn ' t 

nasty enemies to torpedo. You must use all 
the data provided by the rest of your crew 
in order to suss out what the 3D underwa ­
ter situation is. It's a game involving a 
great deal of spatial awareness on behalf 
of your good self, but slow to play and 
tough to get into. 

Finally, Pacific Islands (Empire, £29.99) 
is another tank game. It's rather more 
arcade-like than M1 Tank Platoon. It's a lot 
quicker for a start. and if you don't physi­
cally do all the shooting, your men won 't 
do it for you (unlike M1). You have 16 vehi· 
cles under your command and ltimately, 
it's down to who's fastest and most accu­
rate when everybody starts firing at once . 
If it's you, you've won. Congratulations. 
Next mission ... 

Ona of the beat war games Battl e Is le got a 90 
per cent Gold award from Amlga Format team . 

Jimmy Whit e's Whirlwind Snook er: rea li stic , a nd 
great graphic s. On e of th e be st spo rt gam es 

playing internationally then), and the game 's com­
plexities and set-p ieces have been faithfully 
reproduced , with a, flowing style of play you don ' t 
often get to see i.n real life. 

Finally there's Jimmy White's Whirlwind Snooker 
(Virgin, £29.99), a brilliant snooker adap tation and a 
lot of fun . 

Ru shes fir s t down s, snap s wi t h a ll the rest o f t he 
jargon in John Ma dden 's Amer ican Footb a ll . 
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GAMES-WHIC ONE'S FOR YOU? 

Strategy games are a natural for 
your Amiga. It's got the processing 

power to handle all the complex equattions that 
must be taken into account whether you're com­
manding a tank division or simply working out 
whet her that pawn should take the bishop. 

Lemmings (Psygnosis, £10.99) was a novel style 
of game that also involved strategy. You have to 
guide approxin1ately 100 tiny creatur,es to an exit on 
each level. Objects have to be scaled, !tunnels dug, 
bridges built and walls, destroyed to ]et the little 
critters through. It requires a fair bit of thought, and 
there are lots of blind alleys and false moves which 
puts solving the whole level in jeopardy . It's a bril­
liant game, and immensely addictive . 

But if you like your strategy more rarefied, 
there are umpteen different chess programs around. 
One of the most novel, though, is Battle Chess II 
(Electronic Arts , £25.99). 

This borrowed an idea first seen in the Star 
Wars movie, in which the d1ess pieces actually bat­
tled ead1 other when they met. In Battle Chess /l, you 
see back-stabbing , firebolts and all manner of slay­
ings whenever a piece must be removed from the 
board . It's a lot of fun. 

God games are reltive newcomers to the Amiga 
scene. Why do they have this grand title? Basically 
because you got the play a god. Briefly, these games 
give you total control over a dosed environment 
such as a planet , an island or a city.You must build 
up your subjects, making sure they not only survive, 
but prosper and multiply. ln these games, you've 
always got a great many factors to consider, and the 
skill is in juggling these in sud1 a way that you 
make all the people you control happy. 

Dictate your own terms and satisfy your craving 
for absolute power with Mega,lo-Ma ·nia 

Populous: one of the early God games that many 
have imitated but very few have be 1ttered 

The thing with these games is, something will 
go wrong. In Mega-lo-Mania (Image Works, £25.99), 
you must beat the other tribes on your island to 
technological supremacy in an arms race. It culmi­
nates with one tribe (ideally yours) wiping out the 
others. Populous (Bullfrog, fJ.99) and PowerMonger 
(Bullfrog £25.99) both have similar aims - the rapid 
growth of a force until it has the power to become 

dominant and wipes out all opposition. 
Sim City (Maxis, £7.99) differs in that you aren't 

trying to wipe out anyone. Instead, you build a vil­
lage, providing it wi.tl1 power, roads, industry , 
housing and commerce. Then let it grow into a 
town , add a few parks , build some freeways , per­
hap.s a nuclear power station or an airport , then 
watch as it becomes a city. You can tax the citizens, 
spend the money on the police and laugh as martial 
law is imposed. In fact the destiny of the people 
rests entirely on your ability to control their society. 
It's fascinating, absorbing and informative . Don' t let 
that put you off; it's also great fun, especially when 
Godzilla wanders through your downtown business 
district and wipes out half of it in ten minutes. 

Maxis also makes SimAnt (£25.99), whicl1 is sim­
ilar, except it reproduces the community structure 
of an ants nest. 

So, as you can see from this brief glance through 
the more cerebral games you can find on the Amiga, 
there is plenty to keep you interested and on your 
toes. The otl1er great thing about this kind of game 
is that you can never really finish them, you can 
play and play and play. 

Sim Ci ty: would you be a wise and caring leader , 
or would you tum it into Sin City? 

Original , frustrating and completely addictive, 
Lemmings is a classic strategy game 

If you 've got a healthy curiosity about the social 
structure of an ant colony, SimAnt is for you 

Playing a Queen 's gambit is easy when you've got 
a fire bolt to spare , as in Battle Chess II 



GAMES TIPS.N'HINTS 

W 
hen you buy a brand shiny new Pssst, wanna know some short cuts for the games bundled with 
Amiga you may be tempted by the 
deal that includes a so ftware bun- the new Ami gas? James Leach reveals how to get the maximum 
dle . Commodore recently 

introduced two new packages for the A600 and enjoyment from the Starter games With the minimum frustration 
A600HD . They are The Wild The Weird and The 
Wicked bundle for the A600, containing a copy of 
Pushover, Putty, DeluxePaint /ll and Formula One 
Grand Prix, and the Epic pack for the A600HD with 
Rome, Myth, and Deh1xePaint Ill. Her e's everything 
you need to know to get off to a flying start with 
your new games. 

Formula One 
Grand Prix 
(MicroProse) 
There's no doubt about it: Fonnula One Gmnd Prix is 
one of the best games ever on the Amiga. It's got the 
entire Fl circus contained on four disks, and the 
sense of realism and atmosphere is amazing. 

The first thing to do when you load it up is go 
to the game options menu and change the names of 
the drivers and teams to what they are in reality . 
This gives you 'famous' folk to race against, and 
makes the whole thing that bit more fun . The first 
tip is to try out all the control systems. You might 
assume that a joystick would be the best way to con­
trol the game, but have a go with the keyboard. The 
consensus i.n the Arniga Format office is that key­
board is the best control method (especially i.f 
you've chosen to drive a car with automatic gears). 

You don't just get sat in any old automobile , oh 
no, you can set up your own car if you fancy. 

FORMULA ONE GRAND PRIX TIPS 
If you're going to beat this game, the first thing 
you'll have to do is put it on indestructible car 
mode . This means you can smash into other com­
petitors without your car being reduced to a pile of 
scrap me tal. When driving down a straight (with a 
slow-ish corner at the end of it), try and hit any cars 
just as they start turni.n.g. It's a matter ofluck 
whether they ' ll be there or not, but if you see one in 
the distance, keep your foot down and hit it right up 
the backside, going flat out. This will smash it off 
the track , and will reduce your speed by about a 
half (easily enough to go round most corners) . 

Smashing people off the circuit is obviously a 
good move, but try shunting them at the beginning 
of the race, just as the pack is coming to the first cor­
ner . The concertina effect will bash in many people 's 
front and back wings, forcing them to waste ages of 
time getting their cars fixed in the pit. Another trick 
is to completely ignore the yellow danger flags. You 
can actually whizz past loads of other cars when 
they ' re all going slowly because there' s been an 

Continued over page ... 

w 
0 
:::> 
(9 

en 
a: 
w 
z 
z 
(9 
w 
co 
w 
1-w 
_J 

a.. 
~ 
0 
() 

w 
:r: 
I-



-i 
I 
m 
0 
0 
:s;:: 
-u 
r 
m 
-i 
m 
OJ 
m 
G) 

z 
z 
m 
:IJ 
(f) 

G) 
c 
0 
m 

CiAMES TIPS'N'HINTS 

steer straight and glide across, tweaking the steering 
if you feel the car's rear wheels start to slip. If you 
want to streak ahead at the beginning of the game, 
on some circuits (Mexico for example), you can race 
up the pit-lane, where it rejoins the track. None of 
the other drivers use it much, so you should have a 
clear run past the rest of the cars. 

Also, do use the tow. This is when, on a 
straight, you head directly for the back of the car 
aliead, tl1en watch the speed whizz up when you 
get close. Then, at the last second, slip out next to 
the guy and storm past. Speeds of up to 212 mph are 
possible. Maybe more. 

Formula One Grand Prix had the driving freaks in the Amiga Format offie ranting around the place like 
veritable Sennas. It has also managed to make them cheer up following the tedium of Mansell -antics. 

Finally, a good driving tip (as opposed to a dan­
gerous manoeuvre). Don't brake on the corners. 
Brake when you see the 100 metre boards, then 
release the brakes and accelerator when you go into 
the corner. Hug the apex (the white lli1e, if you're 
using it), and accelerate just as you go past the apex. 
You'll find that you can do the whole thing rather 
rapidly indeed. 

accident.You just have to be very, very careful and 
make absolutely sure that you don' t get caught up 
in it along with all the rest. 

On many of the circuits, such as Imola or 

Epic 
(Ocean) 
Your eight-mission brief is to travel around the 
universe, destroying all the evil Rexxons you find. 
To be honest it's not a tough game to complete, but 
here are the codes and some words of advice: 

Mission 1 Minefield: the mines can be shot by 
flying up to them while using your lasers. You 
need to get 100 per cent while making your way to 
the planet. If you get through the minefield before 
getting a reading of 100 per cent, turn back and get 
your full quota. Destroy one Rexxon ship, then, 
when you've achieved 100 per cent, turn round 
and head once more for the planet. 

Mission 1 Tracking Station (Code AURIGA): 
fly to the purple target dot at the top right. This is 
the all-important generator. Shoot and destroy both 
parts of it, then head towards the station (the pur­
ple dot at the centre of the map). 

Mission 2 CPU/Space Ports (Code CEPHEUS): 
find the road system by flying towards the centre 
of the map, then follow the road away from the 
hub (where they all meet) out towards the end. 
When you get there, destroy one of the large build­
ings you find. Fly back along the road and take the 
next road to the left. Repeat until you've achieved 
100 per cent. There are five spokes but you won't 
need to use all of them. 

Mission 2 Mining Complexes (Code APUS): 

Lovely, lovely graphics. Ellch - lovlngly 
drawn. Gorg.-. But WMt about the gameplay? 

Hockenheim, you can skip across the grass oncer­
tai11 corners. If there's a chicane al1ead, such as the 
Acque Minerale (thought I'd chuck that one in there 
for you racing buffs), just let off the accelerator, 

lfplc, a ...... that was ....,i, awaited, much publlclMCI (hyped) yet still strangely -Usfylng In 
the .-play department. Stlll, .... ._ to the Amlga and to Amlga ..-s could N..nt hare. 

destroy the three tall octagonal buildings. They'll 
turn black when you've hit them enough. Make 
sure you hit the top bits as well To navigate to 
them, follow the double road that runs around the 
complex (not the monorail). You can also destroy 
the low octagonal buildings with white flames 
above them for extra points. 

Mission 3 Glory (Code MUSCA): this is the 
first space battle. You simply have to shoot down 
enough fighters to gain your 100 per cent. It's not a 
bad idea to go for the larger vessels with necks, as 
they are worth more points. The idea is to get as 
close in as possible. Pressing HELP tends to direct 
you towards the larger ships anyway, which does 
help. Attack waves of enemies rather than individ­
uals, and look for their afterburners (orange dots). 

Mission 4 Magma Cannon (Code PYXIS): aim 
for the two black dots near the top of the map, then 
get a bearing by pressing HELP. It'll be approxi· 
mately 210 degrees. Follow this heading at low 
altitude and destroy the cannon. Don't mistake the 
steely mountain tops for the gun, and ignore 
enemy fighters, as time is precious. 

Mission 5 Galactic Storm (Code CETUS): this 
is the next big battle. Once more 100 per cent is the 
target, so get shooting at those space ships. It's still 
a good policy to go for the biggies, because you 
haven't got quite so much time. 

Mission 6 Command Centre (Code FOR· 
NAX): the target is almost straight up the map. Hit 
HELP to get an accurate bearing, then go straight 
in. It's the purple dot. 

Mission 7 Mother of all Battles (Code 
CAELUM): there's plenty of time for this one, and 
the tactics are just the same as for all the other bat­
tles. You can go for the larger craft, but it's really 
up to you. Have fun and blast away at will. 

Mission 8 Command Ship (Code CORVUS): 
fly to the big purple target on the map. Using 
HELP for this. When you get there, use the Photon 
1 self-targeting missiles to shoot the ion vent above 
the afterburners. It looks like a small yellow box. 
When you hit it, a message appears, telling you to 
use the cobalt weapon. Fly away from the mother­
ship to get some distance between you, fire the 
cobalt thing and run. 



Putty 
(System 3) 
Forget realism for a moment, 
and step into a world of 
totally made-up weird 
things . In Putty, you play a 
blue blob whose only mis· 
sion in life is to rescue a 
crowd of Little crea­
tures caJled the Bots 
from captivity . The game 
is packed with characters, 
most of whom are out to get you, 
and avoiding or beating them is a skill that requires 
mastery of the joystick. It's also a great example of 
how cute games can be. The tiny litt le people who 
inhabit the game are all lovable in their own, fre­
quently disgusting way. But you've got to beat 
them, so here's a rundown of what they can do : 

Level On e - Putty Moon 
Terminator Carrot: based on the famous 
Schwarzenegger character, this psychotic loony will 
try and pump you full of lead with his Uzi-9cm. Use 
your melt mode to dodge his bullets, and wait for 
the recoil of his gun to bounce him off the platform . 

Septic Snail : like most snails, he's not very fast, 
so don't worry too much about him. But don't casu­
ally touch him, as he's poisonous . Punch him, 
absorb him or squash him to get rid of the blighter . 

Space Kid: he's armed with a nasty sword, this 
chap . He also appears to have a major grudge 

against poor old Putty (and the 
whole of the Putty clan going 
back a few thousand years or 
so), so be careful around him . 
Best thing to do is puncl1 hirn 
when he's in range . It sends 
him packing, that's for sure. 

Level Tw o - Dazzledaze Villas 
Scouse Sausage : although he's a vio­

lently pugilistic foodstuff, this chap won't attack 
unless you touch him. He can only be eaten if 
you 've got hold of the false teeth power-up . If you 
try punching him, he'll shout at you in a broad 
Liverpudlian accent. 

Gun Powder Monkey: deadly , largely on 
account of the big cannon he totes arou11d. This 
cute- looking chap must be avoided whenever he 
appears to be going for his cannon. Get close if you 
can and punch do uble hard in order to kill him . 

The Snot Goblin: a bit gross, yes, but you' re 
going to have to eat him to get rid of him. This 

Brightly coloured and brilliantly put together lev ­
els make Putty a sure-fire winner for anyone . 

Continued over page ... 
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GAMES TIPS'N'HINTS 

requires the false teeth . Make sure you keep out of 
the way of his unplea sant green bogies while you 
doit. 

Level Three -Technofear. The enemies keep 
coming and so does the weirdness. Check this ... 

Pig on a Space Hopper: more annoying than 
deadly, a quick punch will get him out of your life 
for a while . Killing him is quite tough though, to 
achieve it you've really got to push him on to an 
electrified platform. 

Red Shiny Gut Bucket: this is a remarkably hor­
rible baddie who will kill you incredibly easily. 
They eat white rabbits, so find a rabbit and absorb 
it, then re-mould . The Gut Bucket will think you 're 
a bunny-wunny and not a homocidal blob, he'll eat 
you and burst as you expand inside him. Disgusting 
but necessary (and fun). 

Flying Saucer Bots: don't kill them because 
they're trying to assist you by crashing on to the 
baddies' heads or skidding along the platforms, 
destroying everything there . 

Level Four - Oriental Rooms 
Ho ly Man : he doesn't do a lot, but watch out for 

the burp-bubbles he emits . They're poisonous . He 
can also create a damaging forcefield. A carefully 
timed punch should see him off. 

Chinese Vampire : these are big and dangerous 
and drop fireworks on you. A void both the fire­
works and the Vampires, unless you've got those 
vital false teeth, in which case you can eat the 
cheeky chaps . 

Samurai Catapults: avoid the missiles that they 
shoot, and try to use the inflate command to get . 
them to die . They're dangerous , though, so be very 
cautious around them . 

Level Five -T oytown 
Clockwork Orange : as well as being quite remark­
able visual joke at the expense of Anthony Burgess' 
over-rated novel, this baby spits poisonous pips at 
you . Absorb him, then change into him using your 
mould mode. It's the only way. 

Teddy Bear: ahh! He looks cute ai1d cuddly, but 
watch out - he doesn ' t like noise, and if you make 
any he'll charge at you and explode 
on impact. So much for all those 
childhood comforts. 

Bugsy: he's nasty , 
and will shoot you on 
sight. A void both him 
and his bullets , which 
amusingly have your name 
on them . Eat him using 
those oh-so-important 
false teeth . 

Level Six - Twilight Zone 
Dweezil in a Flying Saucer: the big evil, nasty one 
himself follows you around , dropping mini-flying 
saucers on your head. You must re-mould into the 
Black Hole character and absorb him, sending him 
spiralling into the fourth dimension and out of 
harm 's way. 

Flying Gits : everybody's been plagued by these 
at some time in their lives. Just punch the old folk to 
knock them out of the sky and bring an end to their 
swooping antics. Fatty Amal : er, it's best if you 
avoid this one, and don ' t bother trying to find ways 
to kill him. His bubbles will cause you no end of 
misery, and there are apparently no ways to 
despatch him. Run away . 

When the going gets weird , the weird get going (a s the Immortal Dr H S Thompson would lead us to 
believe). Putty refuses to stop the terminal surreal overdrive , no matter how much you crave reality . 

Myth 
(System 3) 

You've done the racing. had a splat at the 
amorphous blobby-type Putty playing. and 
even gone for the ant-ics, it's not time for 
some heroics. now, as you decide to be a 
legendary figure battling against infeasibly 
aazy odds and some of the most danger­
ous figures in history, fable and (of coune, 
Myth). 

You must play against some of the 
hardest legends around: those of the 
Egyptians and the None people. And it's 
not going to be easy. But to make it a little 
much easier, here are a few hints: 

NORSE ZONE - FOREST SEalON 
Forget the biggest weapons. 
although they look nice, and use dag­
gers against the trolls. A few Inches 
of cold steel will soon impress upon 
them the need to leave you alone. 

Once you've chopped and slashed 
as many trolls as have been bother­
ing you. it's time to confront Nidhog. 
It gets unpleasant from here, so hang 
on to your last meal. 

highly valuable lesson. and he won't be 
annoying you again. 

NORSE ZONE-VALHALLA 
First get into Odin's castle. Not easy, but 
it's pretty obvious that you'll need to. Once 
you've managed to kill the two guards, 
you've got a bit of a puzzle on your hands. 
The guards' skulls eye sockets are ideal 
resting places for your daggers. Just a little 
clue. there. 

EGYPTIAN ZONE 
Anubis, the jackal-headed god. and possi­
bly the coolest of all the Egyptian gods. is 
the target you've got to go for here. In 
order to progress, you've got to kill him 
(which. considering he's immortal. should 
tax you somewhat). The Eye of Atum, 
which you might have discovered prior to 
meeting Mr Anubis, is a very useful object 
when It comes to offing him. You must 
stand to the right of the ankh symbol. 
select the Eye and press fire. Edge forward 
slowly until you make contact with the fel­
low, and remember to recharge yourself 
using the ankh. Job done, immortal killed 
and so on. What's next? Well get yourself 
along to Tut's tomb. In order to achieve 
this. you have to place the jars In the cor­
rect order. 

Keep an eye on the flame and you'll see 
jars appearing. This signal tells you which 
jar to place next . It's not difficult once you 
know how. 

Use the magic sword to slash 
Niclhog's throat. Once you've done 
this, pop a few daggen into the open 
wound. This will teach him a severe 

"I'll give you ....... of these,-. ........ -- ........ 
like 1111ngi-. If •ou'II get rid of the lhree IQers of 
undercoet on the be*«lom w•II • .,..,.,. 
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GAMES HARDW RE 

Your Amiga comes with a mouse, obviously, because it needs one . But not all games work with the 
mouse. You're going to need a joystick as well, to get the most out of your machine. And maybe a 
track-ball, too, and some pedals, and a steering wheel.. . 

Once upon a time , the only way 1rou could 
get information into a computer was with 
the humble old keyboard. 

This was fine for the odd bit of word 
processing, the occasional fun couple of 
hours with ·a spreadsheet, or eve1r1 a scintil­
lating session with one of many 
programming languages, but ... 

when it came to some serious relaxtion, 
you were a little limited. Sure yo1u could use 

A 
joystick for your Amiga plugs in next 
to the mou se. It uses a 9-pin connec­
tor, which means that any joystick 
with the same connector will work . 

The idea is simp ly to emulate the control system 
used in arcades for quicker and more satisfying 
gameplay. Although the basic innards of every joy· 
stick are the same, they come in all sorts of weird 
and wonderful shapes and sizes. 

As long as they're easy to hold and comfortable 
to use, there's no limit to what they can look like. 
The disadvantage of using a joystick is that it only 
has eight directions built into it. 

So if you were to use one with a drawing pack· 
age, you'd find a p icture made up solely of stra ight 
lines at 45 or 90 degrees to each other . 

The other criticism is that they impart no 'feel' 
to the user , especially if you're piloting a flight sim. 
Their digital nature doesn 't allow for sma ll, delicate 

your keyboard in order to type in commands 
such as 'Go West/Pick up spoon/Kill Thragon 
of Zing with Spoon'. You might even be able 
to make your way around a race-track or 
simple shoot-em-up with the [0],[P], [A] and 
[S] keys, but in order to get the very most 
from games what you needed, and what 
you still need is a games-specific input ­
device . Different games call for different 
touches, so let's have a look at just a few ... 

movements . But there are such things as analogue 
joysticks. These must be calibrated at the start of a 
game, and they enable much more stick movement, 
so depending on how gently you move the stick, the 
plane (or whatever) will follow suit equally as gen­
tly. Formula One Grand Prix (MicroProse) and MiG 
29 Super Fulcrum (Domark) are two major games 
that suppor t analogue sticks. 

Driving games have their own steering wheel, 
too. Called the Freewheel (£39.95 from RC 
Simulations 0272 550900), it works a little like a joy­
stick, but you hold it in both hands and rotate it left 
or right. 

Unlike a car steering wheel, it isn't connected at 
the centre to anything, so you twist it in mid-air. 
According to Amiga Format, the Freewheel makes 
driving games such as Nigel Mansell's World 
Championship much more fun, but it also takes a bit 
of getting used to. 

Mig-29 Super Fulcrum: ideal territory for joystick 
jockying. Beware though, MiG is qu ite a simple 
game , more complex sims require keyboard work. 

Formula One Grand Prir. Mouse? Keyboard? 
Joystick? What to choose? Maybe a full-blown 
steering wheel for your Championship dreams. 



If 
battling 

around with aliens or 
footballers is not your cup of tea, if 

flight sims or fast driving are more in your line, 
then the Spectravideo QJ Foot Pedal is another 
peripheral to consider. 

It works with every game that uses a joystick 
because you simply plug it into the joystick port , 
plug your normal joystick into it, then program the 
Foot Pedal using some simple switches to emulate 
any of the joystick movements . 

Most obviously, it could be used for controlling 
gears, brake and accelerator in a driving game, but 
you could just as easily use it as the rudder in a 
flight simulation. 

Even shooting at goal in a sports game could be 

done with your feet if you plug in the Foot Pedal. 
So there are loads of relatively inexpensive add-ons 
to make your gaming life more fun. But to make a 
start into the worlds that are waiting for you, all you 
really need i a good mouse and a decent joystick. 
Oh, and your imagination. 

GAMES HARDWARE 
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One of the Amiga's most remarkable functions is the power it 

gives you to vent your artistic urges by creating graphics. If you 

want to discover how to harness this amazing capability, read on 

M 
ost people buy an Amiga because 
it's such a good games machine , 
others use it as a powerful home 
computer that is easily capable of 

storing the sort of database information you need to 
run a business . But one of the Amiga 's strongest fea­
tures is its graphics capability. Whether you want to 
use the Arniga to create illustrations for book cov­
ers, paint your own pictures, or just fiddle around to 
satisfy your creative urges, there is an unrivalled 
supply of software to choose from that looks great 
on the screen and works fast. 

But before you rush into the world of graphics, 
take some time to make sure you choose the pro­
gram that best suits your needs, and beware that 
many programs make big claims about what they 
can do, but only deliver the goods if your Arniga 
has been expanded with lots of memory and / or 
faster processors. 

If a package has a minimum memory require­
ment it's no good thinking you ' ll get away with 
having less, the program just won't work and you'll 
have wasted your money . If a program states tha t it 
will work in IMb but 2Mb is recommended , this is 
the same as saying you need 2Mb. In lMb the pro­
gram will run but have limited functions . Obviously 
if you intend to make money from graphics, a faster 
processor and lots of memory isn't just convenient, 
it's essential. Graphics are very memory intensive as 
you will discover when you venture forth in.to a 
brave new world of Amiga drawing and animation . 



Anyway, there are basically two ways to make pic­
tures - drawing or rendering. Drawing on the 
screen and saving the pictures is generally called 
painting and the programs are called paint pack­
ages. Rendering falls into two groups : 30 or fractals. 
Let's start by taking a look at drawing ... 

DRAWING 
Bitmapped graphics 
Producing Amiga graphics may seem a bit bewil­
dering at first, but in actual fact it's all very simple. 
Computer images on the screen are called 'bitmaps ' . 
Each coloured dot on the screen is defined, as far as 
the Amiga is concerned anyway , as a series of bits, 
which are digital locations inside its memory . These 
bits can store the location of a point on the screen, 
its colour, and the shade of that colour. The image 
on the screen is created by the bits forming a map or 
pattern - it's like a tapestry or knitted picture where 
little dots of colour make up the complete image. 

Perhaps the greatest advantage of Amiga art 
over traditional methods is the ease of editing . lf 
you make a mistake with oils or watercolours, 
you ' re up the creek without any turpentine. But 
with the Amiga you can alter, arrange and delete 
the pixels you activate on screen endlessly, without 
turning the screen into a grey mess of colour . 
What's more, with the advent of 24-bit graphics 
(close to photographic quality) you can nearly emu­
late all the subtleties of real artwork. 

So, bitmapped graphics offer a real alternative 
to conventional art materials , and are more cost 
effective too, the only resource you need for endless 
amounts of computer 'paint' is the electricity to 
power your Amiga . 

Painting programs enable you to use comput­
erised versions of paint brushes , stencils, rubbers, 
rulers and ink pots. By replacing the paint brush 
with the mouse you can create extremely attractive 
graphics quickly and simply with the added advan-

"AII that you need for 
endless amounts of 
computer 'paint' is the 
electricity to power 
your Amiga" 

tage that because its all digital you can rectify mis­
takes without having to start all over again . 

So what can you do with your graphics once 
you've created them? This depends largely on 
whether you're creating graphics for business or 
pleasure . If you're a professional designer you can 
paste them into a desktop publishing program (see 
page 68) for use in a programme, fanzine, book or 
pamphlet which would then be printed by a profes­
sional printing company on its expensive printing 
press. lf you' re a budding, or professional, artist 
you can print out your paintings on a black and 
white or colour printer, frame them and put them 
on your wall. If you are really serious about this and 
want very high quality printouts it's worth using a 
top-of-the-range printer at a bureau - it needn't cost 
the earth . Then again you can just play around with 
the Amiga's amazing graphic capabilities purely for 
fun-you 'll be amazed at what you can do. 

If you got a copy of Electronic Art's Deluxe Paint 
Ill program bundled with your Amiga, then the first 
type of Amiga art you 'll encounter will probably be 
painting . Using this program is enjoyable for any­
one, and many people find it's the most fun they 
have when they first use their Amiga . 

Deluxe Paint is one of the best graphics pro­
grams available on any computer, and although 
there is a DPaint IV available, there really is nothing 
wrong with DPaint Ill in the special boxes of Amigas 
that you may have bought for Christmas . The thing 
about DPaint is that it arrived on the scene early 
enough to become something of a standard by 
which other programs are measured. Thls manifests 
itself in little things such the fact that other pro­
grams use the same keyboard short cuts as DPaint, 
and features are borrowed from DPaint's system to 
make newer programs look as if they can compete . 
With the exception of Opa/Paint almost none of the 
opposition is worth considering for serious work, 
and, if you've got DPaint in your arsenal, having 
anything else is really superfluous . Once you've 
mastered DPaint you will be at home with almost 
any graphlcs program on the Amiga . 

And speaking of mastering your program , you 
can buy special video tutorials for some programs 
(including DPaint), that can be very useful. It's also 
worth having a good read of the manual before get­
ting started - I know, reading manuals is boring and 
you want to get to grips with the thing right away, 
but there are tutorial sections in most Electronic Art 
manuals that take you through the major parts of 
the program step by painful step until you've seen 
everything. Once you know everything a program 
can do, you can create your artwork that much 
more easily, using all the tools rather than just one 
or two. 

Deluxe Paint Ill 
(Electr onic Arts £79.99 or free) 
You may have got this program included free in 
your Amiga package . DPaint Ill was the first version 
of DPaint to feature animation . (See Animation) . The 
interface is simple to understand, with big buttons 
down the righthand side of the screen whlch tell 
you what the various tools (paint brushes etc) do . 
Clicking on the dotted line gives you simple draw­
ing tools, and the little picture of the airbrush sprays 
colour on the screen in little dots . 

The one limitation is that DPaint Ill doesn't han­
dle HAM (Hold And Modify, a device that vastly 
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The range of colours at your dispoa1I is quite 
remarkable. This example wa s mad4t using 
Spectracolor and HAM·E (Hold And Hodify 
Extended) which vastly increases yc,ur palette. 

increases your colour palette .) Without HAM you 
will have a limit of 32 colours - 64 if y,ou count 
shades . This is still a lot of colours, so don ' t think 
that it makes the program inferior to HAM pro­
grams. In most cases we'd back DPaint against any 
of the young pretenders . Most other programs 
couldn't paint their way out of a wet paper bag. 

Deluxe Paint IV 
(Electroni c Arts £89.99) 
The best made better . This is the latest version of 
DPaint, and it handles HAM . All the same tools are 
there, albeit with enhanced functions. Using anti­
aliasing, dithering and HAM means that you can 
approach the kind of graphics normally reserved for 
24-bit cards and high-end graphics workstations. 

The Palette Requesters (the bit where you 
change colours) are a tad more complex than with 
DPaint Ill, but a quick flick through the manual sor ts 
out any problems . You can even do HAM anima­
tion, which means you could render up a 30 
animation (see Rendering) and touch it up in DPaint 
IV ready for playing on your Amiga screen . Using 
the various painting tools you can ach.ieve very sub­
tle effects, even on digitised pictures . 

DeluxePaint IV ~~ 
(Electron.ic Arts, pri ce to be ann ounc ed) 
A version of DPaint IV which is virtually identical to 
the original version except that it uses the new AA 
chipset resolutions on the Amiga . 

Delwce Paint iV: one of the very be stt drawing 
programs available for the Amiga . 

Spectracolor 
(Oxxi £77.54) 
A HAM painting and animation program that has 
been somewhat overshadowed by the arrival of 
DPaint IV. It used to be called Photon Paint 2. The 
company produced a version of the program to 
function with tl1e Black Belt Systems HAM-E device, 
so it' s possible that a version for the Amiga's new 
AA chipset will turn up at some point. 

DigiPaint 3 
(NewTek £54.50) 
An old program , but it still has something to recom­
mend it. It's HAM based, but all its work internally 
is done in 24-bit, so the resul ts are very smooth. It' s 
particularly good at treating d.igitised pictures , 
which is not surprisi ng because DigiView, also by 
NewTek, is one of the world's favourite digitisers . 
DigiPaint 3 also made an appearance as ToasterPaint 
in NewTek' s Video Toaster, a 'complete video solu­
tion' marketed in the USA. The 30 rendering 
program from the Video Toaster, called Lightwave, is 
soon to be released on its own, so it's just possible 
that a version of ToasterPaint will be marketed sepa· 
rately too. 

ANIMATION 
One thing the Amiga has done for years that few 
other computers can really match is animation . 
Other machines do animation, but not as easily or as 
qu.ickly. And few other computers have as many 
graphics and animation program s to run. 

The Amiga has its own animation format, called 
ANIM, which is common to all programs on the 
Amiga that use animation. There are other formats 
such as RIFF, but none of them are as widely used . 

Animagic 
(Oxxi £93.99) 
A digital video effects program that takes IFF 
(Interchange File Format) pictures and breaks them 
apart in interesting ways. 

It's best described as an animation sequencer, 
creating AN1M files which make interesting transi­
tions between IFF files for presentations or video. 
For professional video work these could be stripped 
on to video frame by frame. 

'-One of the things 
that the Amiga has 
been capable of for 
years that few other 
computers can really 
match, is animation~ 

Deluxe Paint Ill & IV 
(Electronic Arts see above for prices) 
Both the most recent versions of DPaint handle ani­
mation. The interfaces are very simple, and to step 
between frames you use the 1 and 2 keys on the top 
row of the keyboard. This means you can draw with 
your right hand on the mouse and flip the pages 
back and forth with your left. 

DPaint IV also includes a lightbox facility, so 
you can see the previous frames in a sequence and 
can match what you draw for subsequent frames 
very closely with what has gone before . 

Disney 
Animation Studio 
(Disney Software £99.99) 
Although not as good an animation program as 
DPaint in many ways, it does have the ability to 
teach you a lot about profe ssional animation tech­
niques . The program includes a lot of 
demonstratio n files and line drawn animations by 
Disney animators . As a course in how to get the best 
in animation out of your Amiga , there is no equal. 

Moviesetter 
(Gold Disk £49.95) 
This is not commercially availab le any more, but if 
you can find a copy get hold of it and hold on tight. 
This is one of the Amiga 's finest animation pro­
grams, and many Public Domain animation demos 
are made with it. It's not much of a graphics pro­
gram, but it is very good at sequencing animated 
brushes and backgrounds togetller with sound 
effects to make grea t animations. The beauty of it is 
that the animations are not stored in the same way 
AN!Ms, ta:king up loads of room. Each pha se of the 



animation is stored on disk and then pre-loaded 
before the action takes place. You can therefore have 
a huge amount of action on the screen and still only 
use a relatively small amount of memory. 

Real Things 
(RGB Studios £29.95) 
The Real Things program is made up of animals and 
humans all collected in various poses as ANIM 
brushes (animated DPaint brushes) that can be ani­
mated over backgrounds. The range of subjects is 
growing so soon you'll have a range of animated 
clip art to cover all eventualities. Need a shark 
swimming across the title of your holiday video? 

Diredor 2 .0 
(Right Answers Group £102.12) 
This is another animation program pressed regu­
larly into service as a demo maker, although that's 
far from all it is. The program is in fact compiled 
BASIC (See Programming) which is specially cre­
ated for loading and showing ANIMs and ILBM 
(lnterLeafed BitMap) 'files. This is another graphics 
sequencer program really, and although it doesn' t 
create graphics, it certainly displays tl1em well. 

Morph Plus 
(ASDG /HB Marketing £199.99) 
A new kind of animation program for creating 
morphs - not the Tony Hart variety, but the process 

You can't bea t a good morp h. Mo rp hP lus en ab les 
you t o t ra nsform one image into ano th er. 

of metamorphosing one picture or animation into 
another, like the ad on TV where the car turns into a 
horse, or the Michael Jackson Black Or White video 
when the faces change into different ones. Basically 
what you do is load one image, then load another, 
and tell the program which bits of the first you want 
to relate to the second. So, if you were morphing 
two heads together, you'd tell the program to relate 
the ears, nose, mouth, and eyes together. You have 
to relate parts of the first picture di.rectl y to parts of 
the second or the effect will simply be a fade from 
one to another - and simply fading images is not the 
same as morphing. The program loads and saves in 
24-bit too, so it's possible to achieve morph effects 
of very high quality. 

The program works on its own, or as an add-on 
to ASDG's popular Art Department Professional. Be 
warned that unless you have a lot of memory Morph 
Plus will not function adequately. 

CineMorph 
(GVP Price TBA) 
Another 24-bit morphing program. Similar to Morph 
Plus but requires less memory to get you going. The 
program can run on its own or as part of the 
TmageFX progran1. 

RENDERING 
Rendered graphics are created from calculations 
and not are drawn freehand on the Amiga. The 
images are created on rules or objects which you set 
up beforelland. For example, if you were creating a 
rendered image of a house, you'd give your Amiga 
the basic information (such as dimensions of doors, 
windows and the like) in a simple wire frame (just 
lines) format. Once you've done tl1at, you can tell 
the Amiga to work out all the missing information 
and it will slowly calculate all the other graphic data 
such as shade, colour and the like. It might seem as 
if you're not really creating tl1e picture, but because 
you set up all the initial information you are still 
ultimately responsible for how it looks. 

Using the Imagine 2 you can produce un usual pict ure s lik e this that almo st look like photograph s. 

Real 3D: both the Beginners and the Pro versions 
are ea sy to use and effective 

Pixel 3D: an Impressive performer that enables 
you to tum 20 objects into 30. 

Witllin the general area of graphic rendering there 
are two types of program: 30 and fractal: 30 
Graphics programs, create pictures from 30 objects 
(using programs called modellers) which are then 
processed by the rendering programs and displayed 
on the screen in whatever format you want, from 
16-colour hi-res to HAM to 24-bit. 

Imagine 2 
(Impulse £270) 
This program enables you to create exceptionally 
high quality 30 graphics of a similar standard to the 
ones you see used on television. Jn fact, a lot of TV 
graphics are created on Ami.gas using Imagine and a 
24-bit card. The objects can be created in the pro­
gram, and moved around in 30 , creating a series of 
pictures on your hard disk that can then either be 
combined on U-Matic videotape a frame at a time 
using a single frame transport controller, or saved 
as a HAM animation. 

This is an outstanding program and earned a 93 
per cent rating and a Gold award when it was 
reviewed in Amiga Format. However, as the price 
would suggest, Imagine 2, is geared towards the pro­
fessional, so unless you intend to spend months 
learning the program from begiruling to end, it 
would be wise to wait until you're competent on a . 
more elementary program like Real 30 Beginner. 

"If a program states 
that it has a minimum 
memory requirement, 
it's no good thinking 
you'll get away with 
using it with less" 
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GRAPHICS EXPLAINED 

Vista: give your Amiga a few simple in struction s 
a nd watch a la ndscape unfold in front of you 

Real3D 
(Activa) 
(Beginners £115) 
(Pro £280) 
The Beginners version of Real 30 is perfect for the 
person starting out in 30 animation, while the Pro 
version of the program has almost all the features of 
Imagine, but lacks its flexibility. Real 30 is simple to 
use, just bang the buttons and off you go. 

A minor criticism is that the program gives you 
the impression that you are stuck within certain 
parameters all the time. Real power freaks should 
consider pumping their Amiga up with an 68030 
expansion card and getting into Imagine 2. 

When Amiga Format reviewed the Beginner' s 
and Professional Real 30 programs the team of 
graphics experts was so impressed that they gave 
them a coveted Gold award and a 95 per cent rating 

Pixel 3D 
(Axiom Software £99.99) 
If you're serious about 30 then this is a must. It 
enables you to convert almost any object from 
another 30 program into any other file format. The 
objects might come out the wrong size and some of 
the colours and textures will be lost, but the basic 
shape will be there and, as any 30 buff will tell you, 
it's the shape that's important. Pixel 30 got an 
Amiga Format Gold and a whopping great 95 per 
cent rating from our team of graphics experts. Its 
flexible approach enables you to create 30 objects 
quickly and easily. Pixel 30 also uses a data com­
pression system to reduce the size of its 30 object 
files, and save on memory . 

~ Rend24 
m (Shar ewar e) 
:0 A unique program that loads a series of 24--bit, JPEG 
cJj (Joint Photographic Experts Group) or GIF (General 
G) Interchange Format) pictures and combines them 
C into a HAM animation. A good way to preview a 
0 30 animation created with either a 30 program or a 
m fractal scene simulator like Vista Pro. Once you have 

a HAM animation you can use this program in an 
animation sequencer. 

FRACTALS 
Fractals are shapes formed by running data through 
a couple of specific formulae. These programs 
emerged from research into Chaos theory which 
suggests (amongst other ideas) that the flutter of a 

cause a thunderstorm in Africa. Programs which 
harness these formulae have many uses, one of 
which is to imitate real life objects with surprising 
accuracy . Many of the fractal program s available 
imitate trees and plants, and also mountain ranges 
and other naturally occurring phenomena . Fractal 
pictures grow like crystals before your eyes on the 
screen, and all you do is set up the basic circum­
stances for the creation to begin . 

Vista 
(Virtual Reality Labs. Coverdisk with issue 33 of 
Amiga Format) 
The premier 30 fractal landscape generator. Tell the 
Amiga where the light is coming from, load a file of 
a landscape digitised from the real landscap e and 
click the button. All the hills and valleys are simu­
lated with jaggy fractal curves, making a cold digital 
map into a living breathing landscape . You can 
practically feel the wind in your hair. 

-'Fractal pictures grow 
like crystals before 
your eyes on the 
Amiga screen" 

The original version of Vista was a great program, 
but it had its limitations . For starters it couldn't save 
in 24--bit format, it only had one size landscape and 
it could only load specially created OEM files. OEM 
files are Digital Elevation Maps, special electronic 
digitised versions of the world 's geography used by 
scientists to map the world . That all changed with 
Vista Pro and Vista Pro 2, so sadly, poor old Vista 
was a bit out in the cold. Good job that Amiga 

Format rescued it and put on the cover of issue 33 
then. You can get a copy of this issue with the Vista 
coverdisk by ordering a back issue . 

VistaPro 2 
(Virtual Reality Labs £69.95) 
From the ashes of Vista came the 30 fractal landsca­
per to end them all. Not only can you save 24-bit 
pictures, you can also create land scapes from any 
normal Amiga picture. Load it in and tell Vista Pro 
to look at it as if the light bits are high bits of land 
and the dark bits are low bits of land, and you're 
away : instant landscape . You can create very cool 
animations flying around the landscape of your 
choice using script commands. These can be created 
in a word processor or text editor, but the safest 
way is to create them using the program itself, set­
ting up each frame and then running the script to 
save off HAM or 24--bit pictures for each frame of 
the animation. The program includes a whole host 
of new land objects such as trees, buildings, roads 
and sunsets for inclusion in your landscape . 

FracCien 
(Public Domain. Free!) 
A fractal pattern generator that builds complex pic­
ture s from simple two or three line shapes. FracGen 
comes with a lot of examples for you to try before 
you start creating your own . There are a lot of man­
made and natural phenomena available in the 
program. But the best fun is to be had experiment­
ing with your own shapes. 

MandelVroom 
(Pub lic Domain. Free!) 
This fractal generator enables you to create fabulous 
abstract art based on maths rather than painting . 
This is one of the most user-friend ly and powerful 
programs of its type, altho ugh there are loads of 
other versions in the PD. 

butterfly's wing will (through a chain of events) VlsfaPro 2: enable s you to create instant land scapes complete w ith rivers , trees and hillsides . 
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THE HIGH END 
24·BIT 
GRAPHICS 
Most graphics on the Amiga are 5-bit, sometimes 6 
or 12-bit. The bits refer to the number of bitplanes 
the graphics use, and the more bitplanes the more 
colours. It's all maths: 1-bitplane images are black 
and white, 2-bit images have four colours, 3-bit have 
eight, 4-bit have 16, 5-bit have 32, 6-bit have 64, 12-
bit images (rendered by a trick called HAM on the 
Amiga) have 4,096 colours, and 24-bit have 16.8 mil­
lion. Not all these types of graphics have all the 
colours on screen, after all there are not 16 million 
dots on a TV screen, but you can choose your 
colours from a palette of 16 million. In recent years 
the price of 24-bit graphics has come down drasti­
cally, from about £2,000 to £200-£600. 

Opalvision 
(Opal Technology £800) 
This is one of the most recent innovations in 24-bit 
technology, a board that fits into an Amiga 2000, 
3000 or 4000 and displays 24-bit graphics on a stan­
dard Amiga monitor without the need for a separate 
display device. The board is soon to be put into a 
unit for use with the A500 and even the 600/ 1200. 
As well as 24-bit graphics, Opalvision is soon to be 
upgraded to include Digital Video Effects, a frame 
grabber and genlock to make it the perfect Amiga 
video solution. The price is right, and so are the 
facilities. This unit is all set to be the ultimate Amiga 
peripheral for graphics users of all abilities. 

DCTV 
(Digital Creations £499 - provisional) 
This is the perfect low-end solution to 24-bit, the 
256-colour DCTV has a built-in frame grabber ru1d 
paint program. Although users of the Al200 and 
4000 will have little need for the services of DCTV, 
(these Amigas come with much of what it has to 
offer) other Amiga users will be very happy with 
the results, giving access to the upper reaci1es of 
Amiga graphics for very little outlay. 

Harlequin 
(Amiga Centre Scotland. Price depen ds on specs) 
The Harlequin was one of the first display boards to 
handle 24-bit, and it's still top of some people's 
shopping lists. Although it is sill quite expensive, it 

DGV: great graphics for surrealist Amigo artists wha like 
their eggs sunny side up. 

Art Department Pro V2.0: an e xcellent all round 
image processor with oodle s of extra features. 

does offer very high quality and is ideal for profes­
sional users. The price actual! y varies according to 
your specifications, so get in touci1 witl1 Arniga 
Centre Scotland for more details (See company con­
tacts on page 158). This board is currently the best 
supported by graphics software, although we sus­
pect Opalvision will soon catci1 up . 

Image Processing 
Apart from creating graphics on your Amiga, you 
can also treat graphics that already exist. To do this 
you need to use an image processing program. 
These programs convert pictures from other com­
puters, or from different IFF (Interchange File 
Format) resolutions to the one you need. Most don' t 
just convert pictures, but also feature some exotic 
means of transforming them. For instance, with an 
image processor you could treat a picture so that it 
looked 30 and embossed on stone, and then re­
colour it and scale it up and dow11 in size. 

GRAPHICS EXPLAINED 

Art Department 
Pro V2.0 
(ASDG £211.50) 
The king of Image Processors. This one has a host of 
additional featu.res. As well as carrying out complex 
image processing it also enables you to drive scan­
ners and otlm graphic input devices. It is simply 
the best at what it does, and for that reason it earned 
an Amiga Fonnat Gold and a 92 per cent rating. 

Rasterlink 
(Amiga Centre Scotland £179) 
A very good image converter for taking a variety of 
screens from other sources like the Apple Mac and 
PC and converting them into something the Amiga 
cru1 U11derstand. It needs some memory to work but 
not a huge amount, as it writes to disk, not RAM. 

Image Master 
(Amiga Centre Scotland £175) 
A great program, if a little flakey at times. Converts 
formats, does image processing. Even does morph­
ing. But needs a lot of memory, and an accelerator 
card is an absolute must. 

li,,al ltl!Nlt 

Rasterlink: enable s you to take screens from 
other sources and convert t hem for the Amiga. 
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ROM DELUXE PAINT (5--. 

i: r- So you 've got a copy of Deluxe Paint Ill in your Amiga box, eh? 
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Brilliant isn't it? But jus1t how do you get the most from this 

great graphics program? Phil South gives us the lowdown 

D 
eluxe Paint is a tremendous leap for­
ward in graphics technology . It's all 
very well for me to sit here saying that , 
I've been using the program for some ­

thing like five years, but the potential for the 
program is largely hidden from your gaze. You 
can't simply start the DPaint and see everything it's 
capable of in one glance . Before we embark on this 
tutorial, let me first say that nothing replaces hours 

The palettes (the range of colOL rs used In 
the program) you use are cruc~ I to getting 
good pictures. Drawing pictu with the 
default palette Is the sure ma of the 
beginner, and will give you a II ited range 
of effects to play with. So here re a few 
useful techniques that will hel you get 
the best out of your graphics. 

1. Pictures with the most natur: I palettes 
ar:e 'digitised' pictures. You ea get these 
from most PD libraries and BBS 1 (see page 
99 for detalJis). Load the pldure into 
De/wee Paint. Clear the pldure nd the 
palette is still there. Make a bl~rm of each 
colour by making a square br:us , tuming 
on the Grid, and stamping an e ,ample of 
each colour on the saeen (first r:essing 
[F2] (Colour mode) to ensure 11t the brush 
has the colour seleded.) Save ,e screen to 
disk with a suitable name, sue as 

put in at the keyboard. Unless you practise you 'll 
never get quality graphics out of your machine, so 
spend some time fooling about with the program 
before you start learning the ways to use it. Get all 
the silly squiggles and filling the screen with colour 
out of your system. 

In this tutorial I'll be looking at ways to make 
Deluxe Paint do some neat !ticks, but I won't be 
going through a step -by-step guide about how to 

Creative Palette Making 

Paste1Shades1. This file can now be loaded 
whenever you want to get these colours. 

2. You can use the Spread button on the 
Palette Requester to aeate a series of 
colours between two that you've mixed or 
chosen. But why not place a number of 
colours in the palette and Spread between 
each stage, such u black to blue, then blue 
to red. then r:ed to green, then green to 
yellow? Bear In mind that to make a colour 
lighter you must add values to the other 
two requesters. The reverse is tr:ue too - to 
make a darker green, try subtradlng from 
the r:ed and the blue. 

3. By far the best colour palettes are mixed 
by experts, so why not steal them? Pictures 
on demos and games ar:e easy to get at 
with an Adlon Replay cartridge, which 
freezes the program while you save off a 

Take Some 
Handy Tips 

use the pr9gram , as the excellent manual does that 
better than I could . If there 's a anything abouf the 
program you don 't understand , read the manual. 

saeen of graphics. See 1 for details on how 
to save the palettes. (If you have Delwre 
Paint IV, you will be able to save your 
palettes to disk using the very useful 
Loadl'Save Palette command .) 

.... ,.... with 1t11lettea la - of the -at UHful 
thing• you can do, to get ... rtecl with ,,,,.,nt. 



The Blend and Smooth commands are two 
of the most Interesting In the O.lwce Paint 
toolbox. and this Is because they allow 
Image treatment to take ltseH off Into the 
rHlms of fantasy . 

This Is mainly true of Images gleaned 
from other soumt1 such as digitised pie· 
tures which you•ve either grabbed yourself 
or that have been digitised by someone 
else and placed Into the Public Domain. 

The band, Anonymous Bosch, features 
two memben who wanted a record cover 
with a main Image being a picture of the 
chaps' heads merged together . Surely 
you'd need a £200,000 graphics worksta· 
tion to do this? Nope. all you need is your 
Amlga and o.lun P•lnt. 

Flnt two source pictures are needed , 
We neect to grab the two heads of the 

btind members and use these pictures to 
make the composite . This was made using 
VIDI Amlga digitiser from Rombo. 

Onoe"""" ................... (In th .. _ 
ueln9 a~) you haVe to Join"- ... 

The pictures are cropped to size, and 
put on the same scrNn . Notice all the 

edges and comers. 

Next the pictures have to be cleaned up 
and composited together. Cut them out 

and put them together. 
The backgrounds are mostly white, so 

just paint out any stray pixels with a big 

15... GET THE MOST FROM DELUXE PAINT 

........................ only the ...... Now ... 
time for- heavy.dutv ole- • wCll'lr. 

As well u smooth transitions, theM: 
• tools can be used to pull the featlnt 

out by repeatedly stretching and brushing 
with the Blend tool. caricature can be daM 
like this. taking a digitised Image of the 
person you want to ridicule. and pulling 
their futures around to distort them. 

0noe all the ...... WOiie la ..... JOU .. llne 
_ _., .............. pl'GONd ......... 
,. • ............,_.. ..... on .......... 

white brush. With Deltur• Paint and an Amlga, you oan do all sort• of -Nlerful thlntl• to any lmatle,... ..._ 

w 
Cl 
::::> 
CD 
Cl) 

a: 
w 
z z 
CD 
w 
co 
w 
1-­w 
.....J 
c.. 
~ 
0 
(.) 

w 
I 
1--



-, 
:r: 
m 
(") 
0 
s:: 
-,::, 
r 
m -, 
m 
OJ 
m 
(j) 

z 
z 
m 
:::q 
en 
(j) 
c 
0 
m 

GET THE MOST FROM DELUXE PAINT ,5 ... 

The Music of the Spheres 



Noddy's Playtime is a graded creativity 
and entertainment package for home 
computers based on solid educational 
principles for 3-7 year olds . 

Drive with Noddy in his car and explore 
the magic of Toytown, visiting the 8 
special learning locations. 

• Railway Station - memory game 
• N&B Works - observation game 
• Chimney House - musical fun 
• Noahs Ark - jigsaw puzzle 
• Farm Yard - animal matching 
• Market Place - letter recognition 
• Post Office - counting 
• Police Station - maze game 

Also included is a junior Art Package 
which develops your chi Ids creative 
ability . 
• Picture Colouring. 
• Electronic 'fuzzy felts'. 
• Freehand drawing w ith pens and 

spraycans. 
• 50 pre defined fill patterns. 
• One finger on, one finger off mouse 

control for tiny hands. 

Noddy's Playtime features user friendly 
icons so that even the youngest family 
member can learn and have fun . 

There is a choice of 3 carefully defined 
learning levels designed in consultation 
with teachers. Noddy's Playtime also 
includes FREE: Toytown map, keyboard 
overlay and wobbler. 
A comprehensive manual and parent 
teacher guide will enable you to bring 
your chi Ids imagination to life . 

Amiga Format 
Amiga 1 Mb only 

Available from the end of 
November at major stockists. 

Eii2--

Original Tel(t and Image s C Darr ell Waters Ltd 1949/68. Text and Images of 

BBC Television Series C BBC Enterprises Ltd 1992. licensed by BBC Enterprises Ltd . 
NODDY is a trademark of Darrell Waters Ltd and Is used under Licence . 

ENID BLYTON (signature logotype) is a trademark of Darrell Waters Ltd and is used under licence . 
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Desktop publishing means tha t the Amiga user can produce 

newsletters , books or magaz ines from home . Marcus Dyson 

explains how to get started in desktop publishing .... 

Op 
AB 

D 
esktop publishing, you may have heard 
the term, but do you know what it 
means? The chances are, if you've been 
reading Amiga Format for a while, that 

you do . But this is the beginner 's special , so we'll 
explain for those who don't. As the name implies, 
desktop publishing (or DTP) is publishing from the 
top of your desk , which is fine if you work in an 
office, but it can just as easily be done from the table 
in your bedroom . Publishing sounds like a grand 
and frightening concept, but DTP needn't be about 
putting out 250,000 magazines a month , or printing 
copies of the latest Thomas Pynchon novel. It' s just 
as much about making a newsletter for your local 
fishing club, or a poster for your brother 's band's 
first gig at the local community centre . 

Giving it a big name like desktop publishing 

c 

doesn ' t change the fact that what DTP is really all 
about is putting words and pictures together on the 
computer screen and then printing them out. You 
probably know by now that your Amiga is better 
than most other computers when it comes to graph­
ics. So all you have to do is get a program that lets 
you combine those pictures with type and you're a 
desktop publisher . 

Better by design 
Fortunately there are many such programs for the 
Amiga, and they range from the cheap and cheerful 
to the very expensive and professional. We'll take a 
look at the programs in just a short while, but first 
we'll consider the things you 'll need to know to 
design some things with a DTP package, and how to 
go about creati11g a document. 

When DTP was inven ted there was a lot of conster­
nation in the design world, this was mainly for the 
three following reasons: 
1. Lots of designers didn't know how to work a 
compu ter, and they didn't want to learn . 
2. Lots of designers thought they would lose their 
jobs . 
3. Lots of designers thought lhat once anyone could 
try their hands at DTP there would be a lot of crap 
design around. 

Numbers 2 and 3 happened to be right, but the 
designers who lost their jobs were mostly the ones 
to whom number one applied . 

It is true, though , that design is not a simple 
thing, and that many designers have studied at col­
lege for a long time to learn their trade . But there are 
a few simple rules which, if you follow them , will 
help you to design perfectly good pages, posters, 
letterheads, or whatever else you may want 

Choosing and 
using type 
Printed words are made up of letters, much like any 
other words, but If you look at any magazine or 
even advert, you will notice that not all of the letters 
are the same shape. Each different shape of letter is 
called a typeface, and each different typeface has a 
name. The name of the typeface you are now read­
ing is Palatino. There are ma11y thousands of 
typefaces , here are just a few: Eras, Times, Helvetica , 
and , of course, Palatino 
Each typeface has a variety of sty les know n as fonts, 
you may also see the word spelt founts. For exam­
ple : Eras - Eras Ultra , Eras Demi; Times - Times 
Italic , Times Bold; Helvetica - Helvetica Bold, 
Helvetica Italic; Palatino -Palatino Bold Italic. 
These styles are used for creating emphasis in a 
piece of writing. If, for instance, there was a word in 
a sen tence that you thought was more impo rtant 
than the others you could embolden it, or italicise it, 
to draw attention to it. 

The study of the shapes of letters is called 
typography, and it is quite an adva11ced science, bu t 
for our purposes we only need to know a few 
details . One importan t thing abou t typefaces 
though, is that they can be classified in one of two 
groups: serif or sans serif faces. Sans serif faces 
include : Helvetica, Futura, and Eras Some of the serif 
faces are: Times, Palatino, and Courier 

Can you spot the difference? Serif faces have lit­
tle cross strokes at the end of the lines which make 
up the letters . The reason for these being there goes 
right back to ancient times, when letters used to be 
carved in stone . To keep the letters looking good the 
stonemason would put a cross stroke at the ends to 
preven t them being ragged. These cross strokes, or 
serifs as they were called stayed with us for hun­
dreds of years, and it was only earlier this century 
that typographers invented typefaces without them. 

Sans serif faces are seen as intrinsically more 
modern , while serif faces are often used to give a 
more classic or elegant look to a layout. Serif faces 
though, are more readab le than sans serif faces. This 
has been proved by a series of tests in which lots of 
university students are rounded up and put in a 
room . They are given then a number of pieces of 
writing which are printed in a variety of typefaces, 
and then timed as to how long it takes them to read 
the text. These test repeatedly show that the stu­
dents read the serif faces much more quickly than 
the sans serif face. 



Size does coun t 
Before you begin to fear that typography might be 
too complex an artform for you to master (it is com­
plex, but there are some straightforward rules to 
follow), Try considering this: the size of printed let­
ters is another obvious way of giving them 
promin ence on the page. OK so this sow1ds obvi­
ous, but if you are designing in black and white, 
you can' t use colour to attract attention to the head­
line, or most important piece of your message . The 
simplest way to make someone look at your head­
line is to mak e it the biggest thing on the page . 

The size of type is measured in points, there are 
72 points to an inch. Type ca11 also be measured 
metrically in millimetres, but the point system is so 
well established that it looks unlikely to be replaced . 
Two different typefaces may have the same point 

DESKTOP PUBLISHING 

Looks Like Your Type 

Letters are complex creatures, especially 
if you are the person who has to design 
them. This diagram shows you the basics 
of jus a few letters in a serifed face. 

A cender 

----------- Ascender height 
Caps height 

---- x-height 
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DESKTOP PUBLISHING 

size but actually vary considerably in physical size. 
This is because, way, way back in the days when 
type was mad e out of metal blocks (as in hot metal) , 
it was the size of the block that was measured, not 
the actual letters themselves. 

Getting the measure 
of columns 
Once you star t to put in the main piece of the writ­
ing, or bod y copy as it is known , you have to make 
a decision about how long the lines of text are. This 
may not seem very important, but it is. You see, if 

you just put great long lines all the way across your 
page, the reader will lose their way while readin g, 
and jump from one line to the next mid way across 
the page. if the lines go all the way across the page it 
is also dillicult to scan back from the end of one line 
to the beginning of the next. 

li , on the other hand, your lines are too short, 
the reader will be forced to scan back too frequently, 
causi ng unnatural breaks in the flow of the copy, 
thus makin g it hard er to read. 

A good rule of thumb for the length of a line of 
text is to make it betw een one and a half and two 
and a half lower case alphabets long. This mean s 
betw een 39 and 65 char acters long. Obviously the 
actual physical length of the line of text will vary 
with the point size of the letters. 

Space is big 
1f you wish to have longer line of text, you can help 
them stay readabl e by increasing the space between 
the lines. On most modem DTP programs this will 
be referred to, quite logically as linespacing, but 
some packa ges will call it leading. The two things 
are exactly the same, but the term leading dates 
back once again to the days of metal type, when thin 
strips of metal were placed between the lines of text 
to create more space. And guess which metal was 
used ... Lead. 

99You seen them in Viz 
where the start of one 
paragraph carries the 
legend'Cheap 'andtle 
next 'Fish' and so on 

Linespacing can be used creatively, keep an eye out 
for very wide leading in adverts and on promo­
tional mat erial . Sometimes one message in one 
typeface and size is placed between the lines of 
another message in another font. These ideas are 
useful , but they don 't work in every design , they 
tend to be more decora tive thru1 informative. 

Less is more 
This is an old design school cliche, but it can be true. 
If you want someone to get the most from the infor­
mation you are trying to convey to them, it has to be 
present ed in an intelligible fashion. Having lots of 
headlines, strap s, different sty les of text and lots of 
different colours can draw attention to your design. 
But it can also make it very difficult to tell where to 
start and what to read . 

Take a look at some of the typography from 
posters for raves, it is certainly eyecatching, and 
clever, but it is rarely legible. Not tha t it need s to be, 

because all it needs to do is grab your attention, 
then tell you where the rave is, and when. lf you 
were doing a text book you would probably need to 
be a little more restrained in your design . 

Make it flow 
Even if the typeface you have cho en for you text is 
very readable, and your design is very easy on the 
eye, you must still take care to to be sure that you 
are presenting the information in a way that does 
not confuse the reader . If you have a page of text, 
rather like this one, try not to make the copy read 
from short paragraphs at the bottom of the page to 
short paragraphs at the top, particularly if the flow 
of copy is punctuated by pictures. This is because 
the pictures tend to arrest the eye as it scans the 
page thus stopping the reader following the text 
and making it difficult to read the page. 

-----··-­....... ..._.......,_._ --.. ~----- ·--- .,,. .....,. _ __.... ... ___ __.....,_. 

-------------"""' _____ _ 
-------:::.:;::....-::.: -~---
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Just justification 
In addition to what we said above about short line 
lengths being difficult to read because of the way 
the readers eyes have to can back and forth so fre­
quently, short lines can also lead to ugly spaces 
between the words if you try to justify the copy on a 
small measure . Justifying means making the lines of 
text stre tch to fit the full width of the columns, like 

this paragraph you are reading. This is done by 
adjusting the space between the words, but because 
the average line has about nine spaces on it, the dif­
ference between spaces on different lines isn't 
usually obvious. 

If using a short measure is unavoidable, one 
way to help readability is to left range the text like 
this paragraph. Ranging left means that the text 
butts up to the left side of the column , but the space 
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between the words isn't adjusted, so the right side 
of the text is ragged. This effect makes a page look a 
bit messy, if it is used throughout a publication. 

The opposite of left ranging is, of course, right 
ranging . Tilis paragraph is right ranged, so I won't 
insult your intelligence by explaining it in detail . 
But do be aware that you can use justification to 
associate caption text to pictures, or to format lists, 
credits etc. 

I'm eager to format 
If you have a lot of text to put in your document , 
starting at the top of the first column and ploughing 
through to the end of the last is very boring for the 
reader . So you, the designer, has to think of a way of 
making it less tedious. There are several accepted 
ways of doing this, the first, and most obvious of 
which , is by paragraphing the text. 

Imagine that the writer is a speaker, and instead 
of you reading his text, you are listening to him or 
her speaking. When the speaker pauses to change 
the tack of their oration, or for dramatic effect, this 
is where the writing will have a paragraph break. 

There are many ways to show a paragraph, at 
Amiga Format we use an indent so that the first line 
of each paragraph starts a small distance into the 
column. Other methods can include a hanging 
indent , where the first line sticks out of the side of 
the column, into the space between columns, called 
the gutter, or the emboldening of the first three or so 
words of each paragraph. Tllis is completely down 
to personal preference. 

Let's imagine our orator once again, every now 
and again he or she may reach down to sip from his 
glass of water before continuing. This is a good 
point to put in a line break, kind of a chapter break 

DESKTOP PUBLISHING 

for magazines. These 'chapters' can be separated by 
a sentence or word that introduces them, these are 
called crossheads. The line immediately below this 
paragraph that says Picture this is a crosshead, and 
I'm sure you have seen them in Viz magazine , 
where the start of one paragraph will carry the leg­
end 'Cheap' and the next 'Fish' and so on. 

Pidure this 
You've probably heard the phrase "a picture says a 
thousand words ," which may or may not be true. 
But one thing is for sure, a picture can convey more 
information in a single glance than any number of 
words. And a picture can attract attention, and add 
decorative value to any layout. Pictures can be hand 
drawn in a paint or drawing package, or captured 
electronically by a scanner or digitiser . But however 
they are created, once you have them on your page 
experiment to make best use of them. Try using cir­
cular picture boxes, instead of the more common 
rectangular ones. Try skewing or rotating your rect­
angular picture boxes. 

Key the colours of your headlines and other 
design elements to reflect or compliment the colours 
in your pictures , or even to clash with them. 
Pictures in DTP demand a lot of memory, and if you 
are working in colour, they require a more expen­
sive printer, so make the most of them. 

Use colour. 
If you have a colour 
printer, make use of it. 
Most DTP software can use 
colour. Try emphasising 
text by 'boxing it out'. 
Boxouts, like the one you 
are reading now, help to 
draw attention to a piece 
of copy, and can also sepa­
rate it out from the rest of 
the text. 
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Camcorder Plus is a brand-new 

magazine, packed with value for 

every camcorder owner. It's on 

sale now ... don't miss it 

Solid buying advice 
You need to know all the latest developments in the market for 

equipment , accessories and consumables . For the first time, you 

can glean all you need to know from one magazine - including 

advice on how to get the best deal. Every month, the CAMCORDER 

ANSWERS sections of CAMCORDER PLUS will carry the most detailed, 

the most definitive listings in any magazine . 

What's more, we don 't just list the specifications of kit, we 

help you make an informed choice, according to your needs. 

And the CAMCORDER PLUS equipment tests are clear, thorough 

and unbiased . Products under test are put into context , and we 

explain how they can improve your video making . 

Right: apart from the definitive product listings in CAMCORDER 

PLUS, you'll find a wealth of useful background information on 

what it is you're about to buy - and how to buy wisely. 

Easy ways to 
make your 
shots better 

Pages of techniques 
Every month , CAMCORDER PLUS w ill bring you expert advice and 

gu idance. If you own a camcorder , we'll help you make better videos 

- the pages in CAMCORDER Plus are easy to read, easy to understand 

and packed with practical help . 

Where technical terms are used, they are explained in a separate 

panel, giving the beginner an insight into the more complex side of 

the hobby, while allowing the more experienced reader to pass 

smoothly through an article. 

Every month, we'll be asking the real experts to pass on their 

secrets for success - professional camera operators, editors who work 

for broadcast TV, directors - and animators like Peter Lord. 

Left: issue one includes a feature on how to make animations with 

your camcorder . Peter Lord of Aardman Animations - the people 

behind the 'Creature Comforts' TV ads - shows you how . 

Choosing a 
Camcorder 
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Packed with tips 
To complement the in-depth 'how to' features, CAMCORDER PLus is 

peppered with practical tips and handy hints that will help you 

get more out of the equ ipment you currently own . 

Our panel of experts - which includes pro video producers , 

camera operators and technical experts - will be answering your 

questions. What to use, where to get it, and how to do it! 

Every feature contains clearly-flagged tip panels that help you 

get straight to the nuggets of information that will help you 

learn how to produce better results. And we don ' t just tell you 

how to shoot better videos - we provide plenty of inspiration on 

what to shoot . 

Left: issue one contains a fact-packed, eight-page feature that 

sets out 50 tips for making better videos , including how to cope 

with adverse weather conditions. 



Issue 
One: 

148 
packe ·d 
pages 

eNews 
Lively , up to 
date; includes 
First Tests of 
new kit and 
giveaways of 
new products 

• Group Test 
If you've got 
less than £600 
to splash out, 
which is the 
best new 
camcorder for 
you? We test 
eight, head -to ­
head 

• Road Test 
You 've heard 
of the new 
anti-shake 
systems that 
feature on 
some new 
camcorders -
but are they 
worth the 
money? We 
evaluate three 
contenders 
and name the 
best one 

e Editing 
Just where do 
you start? And 
what kit do 

overview 
shows you all 
he opt ions 

First prize: a Camlink Sys~em 2 
picture and sound processing 
package worth £99.99. 

Bonus with issue one. 

W e have no fewer than 
eight Dixons prizes to 

give away to the winners of 
this apot·the-dlfference 
competition. 

The first winner will be sent a 
Camlink System 2 worth £99.99. 
This picture and sound processing 
unit is the ideal editing tool. It 
enables you to enhance pictures , 
fade soundtracks and pictures in 
and out, and add new soundtracks 
or commentaries. The Camlink 
System 2 comes complete with a 
mains adaptor, microphone, leads 

and an instructional video . 
Two second prizes of a 

Camlink System 1 sound mixer 
worth £39.99 are also on offer . 
Using this versatile tool, you can 
record new soundtracks and 
commentaries on to your videos . 
The Camlink System 1 includes 
the mixer , microphone , leads and 
an instructional video . 

And finally, five runners -up 
will each receive a four -pack of 
Scotch E180 Extra Grade Plus VHS 
videotapes , each one 
worth £9.99. 

How to enter 
Study pictures A and B. Thare are eight differences between 
them. If you can spot them all, circle them clearly on picture B 
on the cut -out coupon provided and aend It to: 

Spot-the-difference 
Competition, 
CAMCOROER PLUS, 

Future Publlahlng Ltd, 
29 Monmouth Street, 
Bath, Avon BA 1 2DL, 
by January 27, 1993. 

The first eight all­
correct entrlea out of 
the Editor's kit bag 
win the prizes. The 
atandard CAMCORDER 
PLUS competition 
rulea apply. 

Second pr izes· two CamL · k S 
1 d • • '" vstem soun m ixers worth £39 .99 each. 

Spot-the-difference competition 

NAME .................................................................................................................. . 

ADDRESS ............................................................................................................ . 

........................................................................... POSTCODE ................................................ . 

Cut out this coupon or photocopy it and send to : Spot -the-difference 
Competition , CAMCORDER PLUS, Future Publishing Ltd, 29 Monmouth 
Street , Bath , Avon BA 1 2DL. 

orth £19.95 
Every copy of the first issue of CAMCORDER PLUS 
is accompanied by a 30-minute VHS video 
programme, produced in . association with JVC. 
Previously sold for £19.95, this instructional 
video tells you all you need to know about 
planning and shooting a wedding video. 
Techniques you can apply to almost any family 
function. What's more,there's an example 
animation that reveals how easy it is to put 
Peter Lord's animation workshop into practice! 
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VIDEO 

With millions of Amiga1s, videos and camcorders out there it's no 

big shock that people are linking them together to add a little 

more professional gloss to their home movies. Phil South puts 

you in the picture with Desktop-video 

t 
c 

R 
ight from its launch in 1985 the Amiga 
was pitched as a video machine, a claim 
which later seemed to eblb a.nd flow 
with the whims of Commodore's mar­

keting strategy. 
With its advanced specification, a selection of 

screen sizes, animation capabilities, loads of colours, 
RGB (Red Green and Blue) output, and the promise 
of a bright future ahead, video studios and post­
production houses slowly latched on to the great 
potential of the original Amiga 1000s. Its titling and 
graphics abilities, even at a cost of over £1,000 for a 
256K base machine were see.n as particularly cost­
effecti ve for the time. 

Time passed, the Antiga 500 was launcl1ed and 
became a huge success. Almost overnight (a.nd 
wrongly, in my opinion) the Amiga became dubbed 
solely as a games machine, with its advanced 16-bit 
architecture making all other computers look like 

jumped up abacuses. But video wasn't left by the 
wayside. Genlocks (a means of linking an Amiga to 
a video source) were appearing in ever increasing 
forms a.nd numbers, and at a wide range of prices. 
Bigger a.nd better software was developed which 
required bigger and better machines, so the creative 
types sadly put aside their beloved AlOOOs for the 
more flexible, but far uglier, Amiga 2000 -a 
machine that was later to be replaced by the Amiga 
1500 and then put out of production in late 1992. 

TV Time 
Jn the late 1980s TV programmes like Channel 
Four's Network 7 and The Chart Show used Amiga.s 
extensively as they carved out new 'yoof culture' 
slots, spawning the bold and brash graphics styles 
whicl1 a.re so common today across the networks. 

Arnigas became the video grapltics tools of cre­
ative spirits in colleges, video workshops and 

The Rendale 8802 is one of the best low-cost, no -frills genlocks available fo r the Amig a, and wa s 
recently upgraded with the arrival o'f the Rendal e 8802 FMC . 

hi-tech cottage industries across the UK, giving rise 
to the great and the good, as well as the naff and the 
cack. Amiga 500s and 500 Pluses became staple tools 
for small-scale video outfits, titling a thousand wed­
dings between wobbly shots of churches, slurred 
speeches from the mother-in-law, and the happy 
couple grimacing down the aisle. 

With the advent of the Antiga 600 the circle was 
completed and a colour video output was once 
again built-in, restoring a feature that had been 
absent from all models after the A1000. An RF 
(Radio Frequency) output was also added, so it was 
again possible to record directly to video, this time 
with a standard, straight-out-of-the-box, computer 
that would cost you less tl1an £400. 

Cartoon time 
To be honest, the prime reason for the RF output 
was w1doubtedly that it could be plugged straight 
into an ordinary telly, and baddy blasting could 
commence without the hassle, or the extra cost, of 
buying a monitor or an external modulator. Home 
grapltics were again we.ll witltin the scope of the 

The RocGen: a popular genlock, especially as it is 
one of the cheaper ones on offer at £80 

domestic user. Add a genlock, dad's camcorder .and 
a paint program and putting tl1e titles on the holi­
day video or captioning Baby's First Birthday 
became a piece of cake. It wasn' t broadcast quality, 
but it was fun. 

It was personal and it was DIY. It made you 
believe that you could make your own TV pro­
grammes even if you couldn't quite match the 
quality. Such was the sense of euphoria when the 
graphics capabilities were discovered that even 
Rolf's Cartoon Time was plugging the Amiga. 

That's a take 
Now tl1e next generation of Amigas has emerged, 
with brru1d new capabilities. The new mass-market 
macltine, the Antiga 1200, has features that the 
designers of the Antiga 1000 could only dream of. 

With almost photographic quality output and 
the possibility of some stunning animations and 
graphics - as well as playing some brilliant new 
games - there's no doubt that the A1200 is destined 
to ship in huge quantities, something wltich became 
immediately obvious to anyone who saw them 
being enthusiastically spirited away at the recent 
Future Entertainment Show. 

With these capabilities why wait any longer 
before getting in on the video scene? Even if you 
have an ancient (well, relatively) A500 or AlOOO, 
there's no reason why shouldn't you join in. So drop 
that joystick and listen up. 



Hardware 
Gen locks 
There is a wide range of genlocks available to 
Amiga users. The main aspects to look out for here 
are build quality and number of features. It's also 
worth bearing in mind that the more expensive gen­
locks are not always the best. Probably the cheapest 
genlock available is the ProGen (£65 from Gordon 
Harwoods 0773 836781). The only down point about 
it is that it has no RGB pass through, which means 
you can only see the finished results, not the undoc­
tored original signal. 

One of the best, low-cost, no-frills genlocks has 
been around for a long time - U1e Rendale 8802 
(£139 from Marcam Ltd 0604 790466). The good 
news is that an upgrade has recenUy been made and 
(for an extra £40 or so) the 8802 FMC can now fade 
between tl1e Antiga and video signals. Both 8802 
models feature RGB pass through, so you can use an 
RGB monitor (if you have one) which gives far 
crisper pictures than composite or RF video. Hong 
Kong-based RocTec makes a popular pair of gen-

. locks that are widely available. Although they are 
cheaper (RocGen £80 and RocGen Plus £130) they 
just don' t match up to the quality of the Renda le 
genlocks, both in performance and quality. 

lf you want Super-VHS capability you'll have to 
pay more for the privilege. However, a German 
company called Electronic Design produces a well­
featured, good-quality genlock (tl1e ED PAL 
Genlock) with botl1 5-VHS and composite inputs for 
£449.99 for the Y / C model and £349.99 for the com­
posite version - available from Micro-PACE (0753 
551888) or Genlock Ltd (0257 472866). 

Obviously, there are plenty more genlocks to 
choose from - check out the ads in Amiga Format, -
but the prices really can start to go through the roof, 
and the quality may not be substantially better than 
those genlocks listed above. 

It 's not cheap, but it 's good quality: the Electronic 
Design PAL genlock. It starts at £350 

Modulators 
A modulator is a device built in to llie new A600s 
and A1200s, but was not standard in some of the 
early Amigas. It enables you to. transmit Amiga 
graphics to a television set using an RF (Radio 
Frequency) lead. 

Unlike a genlock, a modulator does not enable 
you to transfer Amiga graphics to video, but only to 
a television screen. 

If you've got a new Amiga you won' t need a 
modulator, and if you've got an older one you 
would probably be better off getting a genlock. But 
modulators can be useful, and if you want one, it 
should should cost you about £30 from BCS Ltd 
(0273 506269). 

VIDEO 

If you 've got a video came ra, an Amiga and the necessary hardware the world of video is there just 
waiting to be lilmed , titl ed, cap ti oned and shown to relatives every Christmas until the end of time 

Software 
There is loads of great software available for Amiga 
graphics and video applications. It's definitely 
wortl1 checking out the Public Domain first, and if 
you can't find a suitable program there, you're sure 
to find what you want at your local computer store. 

Graphics 
Deluxe Paint is witl10ut doubt the most popular 
starting point for any aspiring artist. Electronic Arts' 
Deluxe Paint IV (£65) is the best paint package you 
can get - though DPITI will do nicely if you don' t 
need features like HAM (Hold And Modify) paint­
ing and want to save a few bob. It's still THE classic 
Amiga paint software and it's great for doing ani­
mation as well as creating graphics masterpieces 
and video titles. Highly recommended. 

Titling 
The Big Alltmwtive Scroller which costs £40 is from 
Alternative Lmage. This scrolling title generator can 
get you on the road to good-looki11g text displays 
pretty sharpish, though it's getting a little long in 
the tooth. It has a range of text styles and quite a bit 
of flexibility on even the most basic Amiga. 

TV*Texl is quite an old program, but it certainly 
rates a mention if only because of the fact that it was 
given away on a coverdisk with issue 40 of Amiga 
Format. It's also worth noting that for £49.95 it can 

be upgraded to the much more serious TV'Texl 
Professional (normally worth £80). 

The Sen/a suite is a range of titling and presenta­
tion products which kicks off with Sen/a Home Video 
Titler 100 (previously called Scala 500) at around 
£80, and goes all the way up to Scala M11ltiMedia 200 
at £464. Even in its most basic form, Scala HT100 has 
a range of typefaces, graphics wipes, neat brushes 
and text effects tl1at make putting together a great­
looking title sequence or graphics presentation easy. 
It also has smooth scrolling and can present up to 10 
pages at a time. 

PD Software 
On the PD side there are several programs that 
won' t cost you an arm or a leg and which will at 
least give you a low-cost taster before you finally 
decide to take the plunge. Videol.nb is one titler tl1at r 
particularly liked. It's Licenceware- whicl1 means it 
costs a bit more than normal PD at £3.50 There are 
one or two other programs, such as Video Tools On 
Tap (VTOT) that provides some handy tools and 
SVideo - a rather nice scroller - both of which are 
worth checking your favourite PD Library for. 

Getting started 
We'll work on the assumption tl1at you have an 
Amiga 600 or 1200 that you wish to use for video 
work. If you have an Amiga 500 or 500 Plus every-

w 
0 
::) 
(9 
(f) 

a: 
w 
z 
z 
(9 
w 
Cl) 

w 
1-w 
_J 

0.. 
~ 
0 
0 
w 
:r: 
I-



-I 
:r: 
m 
() 

0 
s:: 
-u 
r 
m 
-I 
m 
co 
m 
G) 

z 
z 
m 
::D 
en 
G) 
c 
0 
m 

VIDEO 

thing still applies, except that where composite and 
RF video can be taken directly from the A600 or 
A1200 a modulator, or perhaps a genlock,is needed 
to get the same output from the ASOOs. 

First, let's look at some basic hardware set-ups 
and their limitations. The easiest configuration of all 
is to simply take the Amiga's output directly to a 
VCR (Video Cassette Record.er). There are two ways 
to do this: either by using the RF or composite video 
inputs. The RF input (commonly known as the 
aerial socket) is the easier of the two, especially if 
your VCR has SCART connectors (a 21-pin connec­
tor used by many modern VCRs and TVs). For this 
you' ll need an aerial-type cable to connect to the 
video and another to cormect between the video and 
the TV (or SCART connector if necessary) so that 
you can see what's going on. 

In the can 
The second basic method is to co1rnect separate 
video and audio from the Amiga to the VCR. The 
problem here is knowing what leads are required, 
especially if your VCR uses SCART connectors. 
Although it is easy to see how to c01rnect video and 
audio on VCRs with dedicated inputs, SCART con­
nectors can be much more trying. You still use the 
regular output from the VCR to the TV, but you'll 
probably need to flip a switch to tell the VCR that it 
should use the external or camera inputs, before you 
can see anything . 

Deluxe Paint IV: one of the best video editing pro· 
grams available for the Amiga . 

Once you've experimented with such basic arrange­
ments for a while you' ll realise that there's not 
much they can really do. Beyond recording the 
Amiga's output there is no mixing with video avail­
able, so it's a case of graphics or video only. This is 
fine if you just want to tape an animation to show 
your friends, but not much use if you want to put 
titles over a video. 

Advanced effects 
For added effects, such as overlaying graphics on to 
video, a device called a genlock is required. This, 
like an external modulator, plugs into the Amiga's 
RGB port and enables you to superimpose graphics 
over live video. The RGB port is used because it 
produces the purest output. Generally speaking a 
genlock adds graphics over video by removing the 
first colour in the graphics palette (known as Colour 
0) and replacing it with the video images, though 
some genlocks enable you to select this key colour,v 
some even offer additional facilities, such as con­
trols for fading the video and Amiga signals up and 
down, or even doing simple wipes. Genlocking 
requires more equipment . A video source is needed 
to supp ly the incoming visuals over whid1 the 

There 's a whole world of exciting possibilities waiting to be explored with an Amiga and a video cam · 
era. Many people think of the Amiga only as a games machine its video capabilities are astonishing. 

Amiga stuff will be genlocked. In case you're won­
dering, genlock stands for GENerate LOCK- a term 
coined in the video industry for synduonising cam­
eras and other equipment used for vision mixing 
Because poor locking can cause stability problems in 
the final recording you should avoid using d1eap or 
badly recorded tapes as they will produce inferior 
output signals. With devices such Gold Disk's Video 
Director it is possible to use your Amiga to do sim­
ple editing tasks between two suitable video decks, 
so quite accurate control can be ad1ieved. 

We've only just begun 
Genlocki.ng is by no means the end of the video 
trail, although it is certainly sufficient for most peo­
ple's needs. I£ you're really serious about video, or 
intend to use your Amiga to produce work up to 
broadcast standard you will need correspondingly 

better video equipment, as well as more powerfully 
equipped Amigas. 

In video studios, where vision mixing is used to 
blend many different video inputs into a final pro­
gramme, genlocks are seldom used. Instead, the 
professionals will probably use a vision mixer or 
chroma-keyer, that give a much wider range of 
options. Often a high quality (and high cost) gen­
lock is used to supply a suitable input to the vision 
mixer, but sometimes the professionals will use a 
device called an Encoder, that converts the Amiga 
RGB signal to the required video output while 
simultaneously synd1ing the Amiga to the video 
studio's SPG (Sync Pulse Generator), a device that 
keeps all the video equipment in electronic har­
mony. It's even possible to have complete control 
over an edit by controlling all the video equipment 
from the Amiga. Will wonders never cease? 

Six Of The Best Video Tips 

1 If you have an ASOO with only O.SMB of 
chip memory you'll find making videos 

a lot easier and less time consuming if you 
upgrade upgrade to 1MB of chip memory 
as soon as possible. 

2 If graphics, animations or titles have to 
cover the entire TV saeen use an over­

scan resolution when you produce them to 
get rid of the border around the image 

3 It's best to avoid using very pure 
colours, especially bright reds and 

blues, as these often look smeary when 
shown on video. Y/C (the video format 
used by Super-VHS and Video 8 systems) 
will cope better with this than composite 
(combined black and white and colour sig· 
nals) or RF (Radio Frequency) video, but 
it's still best to avoid bright colours 

4 You can use any saeen resolution to 
produce your video, but you'll find 

that some genlocks, particularly RocTec 
ones, don't always handle hi-resolution 
screens too well. 

5 Choosing the right typeface and font 
(style of typeface) can make all the dif· 

ference to your video captions and titles. 
Avoid light typefaces as they tend to 
flicker,or even partially disappear. Try 
using bold or black fonts of Helvetica, 
Futura, or Universe 

6 Experiment with your system to find 
out just how far you can push its 

graphics capabilities. In many instances 
you'll probably find that you need to add 
more RAM before you can do big anima­
tions with Deluxe Paint, for instance. 

_j 
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CHEETAH 
the most innovative 

joystick company in the world 

----THE SIMPSONS TM & «:) 1992 20TH C. FOX F.C. 
All Riit,ts Reserved. 

Versi on s comp ati ble with 
• Nintendo NES (£1-4.99) 
• Sega Master System (£12.99) 
• Sega Mega Drive(£ 1-4.99) 
• Sinclair Spectrum +V+-3 computers 
• Commodore computers and video 

game systems (£ 12.99) 
• Atari computers and video game 

systems (£12.99) 
• Amstrad computers ( £ 12. 99) 
• Older computer> may requ ire 

interfaces and/or adaptors - not 
included. 

CHEETAH INTERNATIONAL LTD 
Cheetah House , Bedwas Business Park, 
Bedwas, Gwent NPI BOU 
Tel: 0222 -867n7 Fax: 0222-865575 

Feat ures include 
• Officially licensed products 
• Highly sens itive light touch fire buttons 
• Full 8 directional cont rol 
• On-tab le or in-hand operation 
• Heavy duty base with strong stabilising 

suction cups 
• +V+-3 selector connector 
• 12 month warranty 
• Prices include VAT, postage and 

packaging 
• Dealer enquiries welcome 
• Cheetah products available from 

branches of, I: l 3: iii I Hi MYlt'iJI 
C UR RYS 

~ SUP ERSTOR E 

Dixons ~ ::!!!!!I~ 
"4MM4fofli#i WHSMITH ~ 
..... . ;z.t.;;J;i'U RE~ l~ 

High Street stores and all good 
computer shops , or direct from 
Cheetah . 



12S + 
• Four ultra -sensit ive fire buttons 
• Ergonom ically des igned control handle 

for supreme comfort 
• Auto-fire funct ion 
• Heavy duty base w ith strong stabil ising 

suct ion cups 
• + 2/+ 3 selector connector 
• 8 direcdonal control 
• Automatic centerlng 
• High lmpaa robust body 
• Compatible with Sinclair Spectrum 

+2/+ 3, Commodo re , Atari and Amstrad 
computers and video game systems . 

• Seaa Master Series versi on 
available 

• ONLY0.09 

STAR PROBE 
• Four ultr·-a-sens ldve mk rosw itched fire 

buttons 
• Ergonom lally des igned custom control 

hand le for supreme comfort 
• Autcrfire funct ion 
• Indestruct ible metal shah 
• Ultro·llght 8 direction al mlcrosw itched 

control 
• Heavy duty base with strong stab ilising 

suct ion cups 
• + 2/+ 3 selector connector 
• Automatic center ing 
• High Impact rob ust body 
• Compat ible w ith Slnclalr Spect ru m 

+ 2/+ J, Commodore . Ata ri and Amstrad 
computers and video pme systems . 

• ONLY~l4.09 

MACHI 
• Four ultra -sens it ive fire buttons 
• Ergonomically des igned contro l handle 

for suprem e comfort 
• Auto-fi re function 
• Indest ructible meta.I shaft 
• Ult ra-light 8 direction al mlcrosw itched 

a>ntrol 
• Heavy duty base w ith strong stabil ising 

suction cups 
• Automatic center ing 
• High Impact robust body 
• Compa tible with Commodor e. Atar i and 

Amstrad computen and video ga.me 
system s . 

• ONLY fl2.09 

EXTERMINATOR 
• Two ultra-sens itive fire buttons 
• Ergonomica lly des igned a,ntrol handle 
• 8 directional control 
• Automat ic cente rlng 
• Heavy duty base with strong stabilis ing 

suction cups 
• High Impact robust body 
• Compatible w ith Commodore , Atar i and 

Amstrad computers and video game 
systems . 

• ONLY ~CS.09 

TURBO FIGHTER 
• Ergonom ically designed for supreme 

comfort 
• 2 ultra.wns itive fire buttons 
• Hea.vy duty base with strong stabilis ing 

suction cups 
• Robust clamp for secu re desktop 

mount ing 
• 8 directional control 
• Automatic center lng 
• High impact rugged body 
• 'X ' and 'Y' axis trim controls 
• Add itional Joystick 8 'Y' axis control 

(for PC users only) 
• Analogue to digluJ convener included 

for compatib ility with PCs as well as 
Amip . C64 , Ata ri ST, Amstrod CPC etc . 

• ONLY~9.09 

THE BUG 
• Ergonom ically designed body for 

supreme comfort 
• Suitable for r ight or left hand 
• 2 ultra..sensitlve microsw ltched fire 

buttons 
• Auto-fire funcdon 
• 8 directional microswitched control 

• Indestructible metal sha.ft 
• Automat ic centerlng 
• + 2/+ 3 selector connector 
• Compatible with Sinclair Spectrum 

+2/ +3 , Commodore , Auri and Amstrad 
computers and video ga.me systems . 

• ONLY~l4.09 

THE NEW GENERATION 
IN JOYSTICK TECHNOLOGY 

THE TORTOISE 
• Three ult ra-sens it ive fire buttons 
• Ergonomically evolved cont~ shell 
• Automat ic centerlng 
• Heavy duty body with strong stab llising 

suction feet 
• 8 directiona l movement 
• Cage sold separotely 
• Versions include ZX Spectr um, 16K, '48K, 

128K, (Interlace sold separote ly), + 2, + 3, 
C64, Amstrad . Atar i, Sega. and Ninte ndo . 

• ONLY0 .09 

All spec.lfiadons and prka subject to chance 
wit.hoot not ice . 

CHEETAH INTERNATIONAL LTD 

• 12 month warranty on all products 
shown . 

• Okler computers may require Interfaces 
and/or adaptors - not Included . 

• Prices Include VAT, postage and 
packaging. 

• Dealer enqu iries welcome . 
• Cheeuh producu available from 

branches o( 

Dixons 

"4M@l4eih71 ..... . 

C UR RYS 
SUP ERSTORE 

~ 
WH SMITH 

High Street stores and all good computer 
shops . 



W 
hatever reason it was that 
prompted you to buy an Amiga, 
you'll probably be aware of the 
quality of sounds that it i capable 

of making. Listening to some of the music demos 
that are available in the Public Domain or even just 
playing a game brings home the power of the sound 
chip inside the machine. 

At the time of its release, the Amiga only had 
one real competitor - the Atari ST. The ST quickly 
became popular with musicians, due to the fact that 
it had a built-in set of MIDI (Musical Instrument 
Digital Interface) ports, so that it could be connected 
up to synthesizers, drum machines and so on with­
out having to buy any add-on gadgets. However, 
the sound ea pabili ties of the machine itself left 
something to be desired, and the price of ST music 
software was pretty extortionate (starting at around 
£200). This is fine if you're a professional musician, 

-'Those who wanted 
to produce music at 
home could do it all 
from one machine -
their Amiga" 
ince you could probably afford the expensive soft­

ware and a room full of lovely synthesizers and 
drum machines, but what do you do if you haven't 
got the money for all these wonderful extras? Buy 
an Amiga, that's what. 

Although the Amiga didn't have the luxury of 
built-in MIDI ports, interface boxes soon became 
available (for only about £.30 - hardly breaking the 
bank) and the Amiga could actually be used to con­
trol a music set-up. This wasn't the main point in its 
favour though, that honour lay with the fact that 
you could play back high-quality, digitally recorded 
sounds (samples) from the Amiga itself - without 
any other instruments. This ability meant that those 
who wanted to start producing music at home with 
a limited amount of money could do it all from one 
machine - their Arniga. 

lf you' re reading this, then you are probably in 
exactly that situation. You want to use your Amiga 
as a musical mad1ine, right? Well let's take a run 
through the various elements of creating music with 
this wonderful computer. 

Sampling 
More often than not, sampling is the starting point 
for creating any music with the Amiga. Before we 
start describing how to go about this, let's have a 
look at what sampling is actually about. 

Real sounds exist as 'waves' in the air, creating 
change in air-pressure that make your eardrum 
vibrate, causing you to hear a sound. l11e Amiga 
can take recordings of real sounds from a number of 
sources (sud1 as a CD player or microphone) and 
turn it into numbers. This is done by repeatedly 
measuring the volume of a sound and turning it 
into a number. This enables the machine to build up 
a 'model' of the original sound-wave. Your Arniga 
can then use these numbers to reproduce the sotmd 
almost exactly as it was recorded. 

Thi recorded data is referred to as a 'sample', 
although in reality thousands of samples are taken 
of a sound-wave to produce the recording. 

N 

With its ability to play sampled sounds and run a wide range of 

music programs, the Amiga is undoubtedly a very powerful music 
machine. Getting started with Amiga music-making is easier than 

you think as Maff Evans discovers 
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What kit you'll need 
To record samples into the Antiga, you will need 
three things: a bit of dosh, a sampling cartridge and 
a piece of sampling software. These vary in price 
quite drastically (but then don ' t most things?) usu­
ally depending on the features included in both 
hardware and software. Smaller systems such as 
Sound Trap start at around 20 quid , but you can pay 
anything up to £200 for a fancy system like A11dio 
Engineer Plus (which is a very complex and 
powerful system for those who really know what 
they're doing). 

For a beginner something fairly cheap and sim­
ple to operate is best. Technosound Turbo from New 
Dimensions is probably a good bet, since it is pretty 

cheap and offers all the basic editing functions . 
Don't worry about outgrowing the system though , 
since you can upgrade the sofh,vare to something 
like Aegis ' Audiomaster IV, which is arguably the 
best sampling program available on the Amiga. For 
our example, we'll try to keep things as general as 
possible, so that you can use the guide whatever 
package you may have . 

MIDI sequencing 
Th.is is the really exciting part of creating music on 
your computer . MJD! (Musical Instrument Digital 
Interface) is a system whereby your computer (nm­
ning a sequencer) can 'talk' to electronic musical 
instruments, getting them to play sOLmds. MIDI 
messages are sent to instruments over 16 charu1els, 

each of which can be used to play a different sound 
(even on different pieces of equipment). 

To get started in producing music using MIDI, 
you need three things: a MIDI interface to plug into 
your Amiga (Date! makes a sturdy, reliable model 
for about £25) a MIDI sequencing program and a 
multi-timbra1 MIDI synthesizer. Multi-timbral sim­
ply means that the synth is capable of playing a 
different sound on each MIDI cl1annel. You don't 
necessarily have to have a full synth for this, since 
you can use a tone module which is basically a 
multi-timbral synth without a keyboard. However, 
it is useful to have a keyboard, since you can play 
notes into a sequencer via MIDI using the keys. 

Some synths and modules now have what is 
called General MIDI, which is a standard that 



means the drum s are always on cl1annel ten and the 
drum and instrument sounds are always in the 
same place (so you don ' t end up playing your 
bassline on a trumpet or a French horn when you 
use another machine) . There are a number of 
sequencer programs availab le for the Amiga, cover­
ing various stages of ability . Programs sum as 
Sequencer One from Gajits, Rave or Music-X Junior 
(both from Software Business) are good for begin­
ners , but something like Dr T's KCS from Zone 
Distribution or the full-blown Music-X (whim is 
used for these examples) may be better for more 
proficien t musicians. As a result they are, unfortu­
nately , rather more expensive . 

Although Music-X is currently the favoured 
Amiga sequencer , it only works on older Amigas 

MUSIC 

(pre-Kickstart 2). However, a new version (Music-X 
2) is scheduled for release at any time now, and that 
will work on all the new machin es. 

MIDI MUSIC 

Recording 

gram's metronome. On most programs there is gen­
erally a two-bar count-in before the actual recording 
proper gets underwa y to enable you to get in time 
with the recording . 

Most (if not all) MIDI sequen cer program s have 
recording controls that are like the controls found 
on tape recorders. The difference is that MIDI 
sequencers only record data rather than sound, so it 
can be edited later (or you can even change the 
speed or sounds used) . 

All you have to do is select a MIDI mann el to 
record (which correspond s to the sound you want 
to use), hit RECORD and play along with the pro-

Select a MIDI channel to record , hit record and 
play along with the progr a m 's metronome. 

14 Selectllw11WWl!nt09 
,......., Ind move the 

aa,or to the tap of treclc & 
..... • .... lncnt, 
move to the top of traclc Hftll 
........... right lndcet 
....... Goto block 005 Md go 
to top of track .... Prell the 

..... lncbt. move to 
the top of track..,,..., ,.... the 
right ....... bradcet for ordles­
tra strike and to klll the strings 

9 Move to ..... of tnlcl( ... 
with Ille anor lrep Ind 

select lnltnlmlnt 01 (Sblngtl). 
dick on EDIT (In Ille ...... to 
the......._ dick on the 4 nut to 
SPC:. ..... , ...... hit RETURN. 
a1c1c on SPC: to twn It on. Now 
pnu tlMle keys In order. [t] [r) 
[yJ (w). Hit S,.. to stop the 

........ that the top of the 
block II on scnen. Cilek My· 
where on 1nlck zero with the 

15 Arrange the blocks into 
order to form. final 

song. akk on PLAY n dick on 
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Editing 
certain bars and paste them into the position you 
want them to play. This is simple to use, but hardl y 
the most flexible method on offer. KCS is a little 
more forgiving, having what is called Open Mode. 

This enab les you to set up a series of trigger 
sequ ences, and this means that you label certain 
tracks and sections and then call them up using a 
control sequenc e. 

Quantising corrects errors in terms of timing, but 
perfect timing can sound unnatural, 

There are usually two ways of editing sequence data 
on sequencer program s. These are Event Editing 
and Graphic Editing. Event Editing displays a list of 
'events', mostly as num eric codes, which you can 
alter with the keyboard , typing in new values that 
you want to use. Events are the name given to 
recorded MIDI messages, that are used to control 
notes, how hard a note was hit and how hard it was 
pressed afterward s along with pitch-bending infor­
mation and other control messages. One point 
worth rememberin g is that to play a note, there 
have to be two events: a ote On to determine 
when to star t a note and control its pitch and a ote 
Off to tell it to stop playu1g. 

However, the friendli est and most flexible 
method is the Play Sequence mode on Music-X. This 
enab les you to choose any track you have created 
and place it in the right position in the same way as 
you would a normal note. Sequences ca11 be played 
in any location, either alone or layered with other 
sequen ces. You can even play sequences within 
sequences , so you cru1 put your drum track, bassline 
and chords into a sequen ce called Verse and call it 
up in another sequence to arrange the whole song . 
Couldn't be simpler! 

Quantising 
Quantising is used to correct erro rs in timing. You 
set the rigidity of the corrections (so that the pro­
gram corrects to exactly quarter, eighth , sixteenths 
or whatever) so that you can keep some element of 
variation if you want. If you want your recordin gs 
to have a human feel, it's a good idea not to use too 
much heavy quantising, since if every note is in per­
fect, the tun e tends to sow 1d rather mechanical. 
There is certain ly a skill in achieving the right blend 
of getting the mo tout of the program, wi thout 
making it sound as though the music has been made 
on a computer . 

It may be a better idea to slow down the tempo 
to record rather than slap a tight quantise on things, 
in order to keep some sense of groove . 

Graphic Editing is usually shown in the form of 
a grid-ba sed screen with bars showing the notes 
played (much like a piano-roll from an old player­
piano). otes are changed by clicking on them with 
the mou se and drag ging them to where they are 
supp osed to be. Some sequencers also enable you to 
create notes on the grid edit page by clicking where 
you want the note to appear. 

Arranging 
All sequ encers have the capability for taking 
record ed sections and arranging them into a song, 
but the method for doing this varies. Seq11encer One 
has a Bar Edit page, on which you take a copy of 

One point to make here is about Voice arrange­
ments. Because MIDI sequencers only record data , 
you can change the sound they use by selecting a 
new one on the syntJ1 or sending what is called a 
program change message. This calls up the specified 
sound on the synth in the right place . It's worth 
rernemberiJ1g though , that not all synt hs have the 
same sound s, unless you are using general MIDI. 
Even if you're not, it's wortl1 bearing in miJ1d that 
mru1y instrum ents expect you to have the drum s on 
MIDI channel ten. 

Simple Samples: the Art of Making Amiga Music 

1 First of all, set up your sam­
pler as detailed in the 

instructions. Connect the leads 
to your sound source (or micro­
phone) and get the recording 
monitor section of the sampling 
program up and running 
(Technosound Turbo has these 
on screen as standard) . 

2 Play the sound you want to 
sample into the machine 

and look at the monitor display. 
For optimum recording, the 
monitor display should show 
the sound reaching almost to 

Good--
i..,ttoo(pel 

lnpUI too loud --

maximum, but never hitting the 
top of the scale. This causes 
what is called Clipping (the 
loudest parts of a sound are 
clipped off or lost) which makes 
everything sound very fuzzy. 
Adjust the input level until 
you've got a decent (but not 
too loud) input. 

3 Get your sound source 
ready (if you're recording 

from hi-fi or video, roll back to 
just before the section you 
want to record), hit record on 
the sampling program then 
play the sound (or recording) 
you wish to sample i 

Ployju,IBEFORE 
W..aundyou ,,.. .. _ """'-­_ .. _ 

............. ---~toJ*y . 
=== ............ -­Mdilin...ma,y . 

nto the sampler. Hit Stop to 
stop recording . The sound­

wave you just recorded should 
appear on screen ready for edit­
ing. 

4 Play the sound a couple of 
times to see if you're 

happy with the recording, then 
move the start and end points 

The red section 11 lhe required tecfion of the 1ample. 
Use the markers to CUT !he ,ectk>ns In bh.te. 

around to find the area of the 
saffij>le you want to keep. Once 
you've found it. move the start 
and end pointers to surround 
the area before the section you 
want to keep and select the Cut 
option to get rid of it. Repeat 
the process for the area of the 
sample after the sound you 
want to keep. A little more 
pruning may be needed. 

5 You should now be left 
with your required sample. 

However, you may want to loop 
it (play it again and again in a 
continuous cycle) to create a 
long, sustained sound or a 
rhythm loop. For drum loops 

-
.............. 
8o1h11M9nd9ndle-i.w• 
.. lhl_ .. ~ 

this is best done by ear, listen­
ing for when the loop sounds 
right. However, for sustained 
sounds, you have to make sure 
that the sound level at the start 
of the loop is as close as possi­
ble to the level at the end of 
the loop, otherwise you will 
hear a nasty click every time 
the loop is played. 

6 All that remains now is to 
save the sound. Most sam­

plers and music programs save 
in IFF (Interchange File Format), 
which is a fairly standard for­
mat for sounds and pictures on 
the Amiga. However, many 
music programs need the sound 
to be saved in a certain way 
before they can be used. This is 
because they need the sound 
file to contain a separate sam­
ple for every octave which it 
can play. Most sampler pro­
grams have an option to save 
multi-octave sound files, so 
make sure you choose the right 
one for whichever program you 
want to use. 
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EAGLE 
SOFTWARE 

ST & AMIGA BUDGET TITLES UNDER £10 Pang .................................. £6.99 

1 Meg Cricl<et (Amlga on~ E:l.99 F16 Combat Pilot ................ £7.99 ~=nJ<, ;·~-~'.~ .. :::::::::::: .. ~= 
30Pool .............................. £6.99 F.0 .F.T . ............................ £6.99 Preda"' .............................. £6.99 
Allorbume< ........................ £6.99 Gaun11et II .......................... £6.99 PredatOf II ........................ £9.99 
Alentd Beast... ................... £6.99 Ghoslbustefs 11 .................... £6.99 Rambo 111 ............................ £6.99 
Mlnoid 11 .......................... £6.99 Ghouls'n'Ghools .................. £8. 99 ResoiJ!lon 101 .................... £6.99 
Batberian ............................ £5.99 Golden Ax.e ........................ £8.99 Roling Ronny ...................... £9.99 

=n! ·M~:::::::::::::: :: ~= ::"~;·~ .. :::::::::::::::: :: ~u:~o;;~;;i~:::::::::::::::: :: 
Bal1lohlwb 1942 ................ £8.99 H. ll Gulde to Galaxy ........ £7.99 Shadow of the Beas1 .......... £6.99 
Beocll Voloy ...................... £8.99 IK+ .................................... £8.99 Shadow Warrior .................. £6.99 
Blood Money ...................... £8.99 lrnpoooible Mlssbn II .......... £6.99 Sherman M4 ...................... £8.99 

~ J J 118a Palmers Road 
~ I\ A !f _ New Southgate 

Cabal ................................ £8.99 James Pond ........................ £6.99 Shinobl .............................. £8.99 
CallomlaGa.,es ................ £8.99 Jet SetWlly (Amigo only) .. £7.99 Speedbell ............................ £7.99 
Carrier Command .............. £8.99 Kid Gloves .......................... £5.99 Stargide! II ........................ £8.99 

-,. SPECIAL ~ -- LONDON N111 SL NEWYEAR '7fl""""" 

Celca GT4 Roly ................ £6.99 last Nilja II ........................ £6.99 Slunt Car Racer .................. £6.99 
Cen~efold Squares ............ £6.99 Las! NinJI Ill ...................... £7.99 Supeplex .......................... £6.99 
Chuck Roell ........................ £7.99 LOfflbard RAC Raly ............ £8.99 Super Hang On .................. £8.99 

=~~ :::::::::::::::::: :: ~~:ii~ ·,;.;.;;~~·;;.;·~i .. ::~: ='1~:ia-rii'r~~ ·:::::: : : -. OFFER ..,.._ (10 1m • 6pm 6 days) 

~ 10%0FF A... Tel: 081-361 2733/5730 
> ORDERS~ .............._ (2733 Faxllne after &pm) 

Combo Racer .................. £6.99 M. Jackson Moon..,ker ...... £8.99 Thunderslrike ...................... £6.99 
Conflc:t In Europe .............. £7.99 Moonshile Racers .............. £8.99 Toobil' ................................ £8.99 
Continen!41Circus .............. £5.99 Narc .................................. £6.99 Vigilante .............................. £8.99 

f l ~ ~ C()81T8899172E: 
Deluxe Strip Poker .............. £8.99 New Zealand SlOI)' .............. £6.99 War Zone .......................... £8.99 
Double Dragon I Of 11 .......... £8.99 North & South .................... £6.99 Walerloo ............................ £6.99 
Dragon Nilja ...................... £8.99 Out Run .............................. £6.99 Wings of Fury(Amlga on~ .. £8.99 
Duel .................................. £6.99 Operation Thunderbolt ...... £6.99 we Leaderboard ................ £8.99 
FantasyWOfld Dizzy .......... £5.99 Operation Wolf .................... £8.99 Xenon 11 .............................. £7.99 

TOP TITLES ST AIIIQA 
- 1 =t lJpgrldo ............ NIA £311. 99 

~~~:=..~~ .. ::~: ~= 
30 CoMlriicllon Kl II ...... £38.99 £38.99 
3 S1oogowKlng ol Chi:ago .... N/A l:&99 
41;1 l!J)ortl !!OXilg .................. NIA £11.99 
40 Spotll Dtlvlng ................ N/A £11.99 
A·Trlin ................................ N/A £23.99 
Action Stations ............. ... £1299 £12.99 
Md .. ,F .. ly ................ £18.991:18.99 

~ ·:::::::::::::::::::::: ~~=m: 
Alltnilll • ........................ £18.99 £18.99 
A.M....,'sPool ............ £18.99 £18.99 
AMNIOS .......................... £15.99 £1299 
AMoa IEIII) .................... .... N/A £23.99 
AMoa 30 ............................ N/A £23.99 
AllloaCoMpler .................... N/A £19.99 
Allloa Poololllonll ................ NIA 1:54.99 
AMoaTheCrellor ................ N/A £38.99 
Anolhef World.................. £17.99 £17.99 =Giiii ... iai:i'Pond ~:: £1~= 
~ .......................... NIA£13.99 
Arllourgoddan ................ £15.99 £15.99 
Arll~nUpgrede• £10.99 £10.99 
Allln cil E•pn .............. !20. 99 !20.99 
Alumin .............................. N/A £18.99 
A. T.A.C. • ........................ £23.99 £23.99 
ATOMINO ...................... £8.99 £8.99 
817 f¥ng F-• ...... £23.99 £23.1111 
8- cil !lie Coa•lc Fotge ...... NIA £24.99 
IIAR8ARIAN II (l'lw) .... £121111 £14.99 
Blnl's T• m ...................... NIA £&.99 
Borda Tait Trilogy• .............. NIA £1l99 
B.A. T. II .......................... 122.99 122.99 
llllllt C1!on II ...................... NIA £18.99 
8dle 1.- ........................ £18.99 £18.99 
llllllt 1.- 0... Dile ............ N/A £13.99 
llllllt Toedl .................... £18.99 £18.99 
Big ~n .......................... £15.99 £1299 
Biiillol~ ........................ N/A £23.99 
Biid< Clypl ........................ N/A £18.99 
l!NeU. ............................ N/A £11.99 
Bounllul HO Soane,y .......... N/A £13.99 
Bell Roge,a .................... £19.99 £19.99 
Buck Roge,s II ...................... NIA !20.99 
c;.i- ............... ........ ... £18.99 £11.99 
c.i- - lhepayoll ........ £10.99 £10.99 
CoPJlve ............................ £15.99 £15.99 
C.il IAwlt Chllenge .... £15,11 £15,11 
Cadoa ............................ £18.1111 £18.99 
Cadoa On Dile ............ £11.99 £11.99 
Cllllt ol Dr Brain .................. NIA £15.99 
Chloa Enaine .................. £18.99 £18.99 
C'- HCL...................... £8.1111 £8.99 
Ci.. HQ II .................... £14.99 £14.99 
Civllltion ...................... £23.99 £23.99 
C. Y's Ai' Cool be1 .... .. .... .. !20. 99 !20. 99 
CodenMelct Man .......... £1299 N/A 
CodCroc Twina .............. £18.99 £18.99 
Cool World ............................ NIA £18.99 
Confllcl KolN ........................ NIA £23.99 
Ccfttlllllona • ........................ NIA £18.99 
C- a.t ~ .................... NIA £18.99 
C:O.tll Action .................. £23.99 £23.1111 

DREAM TEAii ..,1y £11.H T--·· S.- W.W.F. 

ACTllN 5 only £19.N 
Rlclo0-11 , Q-nN , G ..... il\ 

8-81fllldHMIDIMll9 

SPORTS IIASTERS onlr 219.H 
PGAGolT .. ,,lodrlSOO.~T­

E_C ... ploollip1111C! 

o!.~.:1=.~,.;1!~ ... WOIIIC ___ c_c_ 

BIG BOX only 215.N 
C ....... llood. TllTlnoolllo-.UlliG­

T_Q_ ''*''"' ,..,.s ... o"Y' ~E5.-,.._ ...... ..._ 
4 WHEB. DRIVE only £11.N 

~E ... C-GHRoly , T_S_ud 
C•boRICII 

\------"'T - - -

TOP TITLES ST AIIIQA 
Crazy Cars Ill .................. £18.99 £18.99 
Cnile for a c;«poo .......... £17,99 £17.99 
Cu.. of lle Enchlnlel ........ N/A £23.99 
Cylron .............................. £19.99 £19.99 
Oat1111ere ........................ £16.99 £18.99 
Daa Boot .............................. N/A £11.99 
Days ol Thundo! .............. £1299 £8.99 
Del....-anoe ...................... £15.99 £15.99 
DelOl1 Strike ........................ N/A £16.99 
0/Gtlllfllion ..... .. .... .... . .. .. £11. 99 £11. 99 
Dilcioleo ol Steel ............ £17.99 £17.99 
Dooctebug ........................ £18.99 £16.99 
Double Dragon Ill ............ £18.99 £16.99 

~~ .. :::::::::::::::::: m:: m:: 
Dungeon/Ch806 .............. £19.99 £19.99 
O~nm- ................ £11.99 .. N/A 

~-~ .. ~1 .. :::::::::::::::::::::: m:: m:: 
Ema Millress Dark ........ £21.99 .. N/A 
EMii U • Cerber,. .......... £23.99 £23.99 
Epic ................................ £19.99 £19.99 

~~tt..'= ii":::::::: ~:rn~: 
Fl4 T .. Cat• ................ £18.99 £18.99 
F15 Slrille Eagle II .......... £23.99 £23.99 
F117A Stealth Fighter' .... £21.99 £21.99 
F19Steelh Fighter .......... £19.99 £19.99 
F28 Retolltor .................. £15,99 £15.99 
FaceOff-lceHockey ...... £15.99 £15.99 
Folcon ci..i: CoUoction .. m .99 .. NIA 
FKOII .............................. £11.99 £11.99 
Flllcx>n Minion Disk I ........ £8.99 £8.99 
Fek:on Minion Disk II ........ £8.99 £8.99 
F olcon 3. 0 • .. ..... .... .... .. .. ... E23. 99 £23. 99 
Fanlaltic Voyage .............. £16.99 £16.99 
F• of A1llnlil (Adv) .......... N/A £25.99 
Flleol Alllnlil (Arc) ........ £16.99 £16.99 
Final Blow ........................ £16.99 £16.99 
Final Fight........................ £16. 99 £16. 99 
Fn1nd'lce ...................... £15.99 £15.99 

H:'~"lfti~~"'.'.:::: .. ~: ~: 
Fluilllldl • .................... £16.99 £16.99 
Flgt,tolthelnsvder ........ £11.99 £11.99 
Floor 13 .......................... £19.99 £19.99 
FoolNIII Crazy .................. £14.99 £14.99 
Foolblll Manager Ill ........ £14.99 £14.99 
Frea DC .............................. N/A £18.99 
FuhffeWa,a ...................... £8.99 £8.99 
Gaunlel Ill ...................... £16.99 £12.99 
Global Effect .................... £16.99 £16.99 
Gobli .. .......................... £18.99 £16.99 
Gods ................................ £16.99 £16.99 
Go for Gold ................. ....... £8.99 £8.99 
Golden Shol .................... £18.99 £16.99 
G. Goocll Cridott..... .... ... .. E21. 99 E21. 99 
Graham Ti ................ £15.99 £15.99 
Grand Pri< FOIWlula) ........ £23.99 £23.99 
Gunship .................. £21.99 E21.99 
Guv Spy .............................. N/A £2099 
Harlequin ........................ £18.99 £16.99 
HatJ,oon (1 Meal .................. NIA £19.99 
Hamer AllavkAV8B ...... £23.99 £23.99 
Hoiodal .......................... £23.99 £23.99 
Hero'IQueot r.,. ........ £18.99 £18.99 

BITMAP BROS VOL 2 • only £18.H 
Xonon 11. Spoodbol 11, Gods. Magic Pocuu 

SUPER FIGHTER onl/£18.H 
Plllghler, W.W.F., Fin<! Flghl 

POWER PACK only t14.N 
X-2. TVS_F_S~...t 

t.o.NNIR~ 

ACTION PACK ..,1y EU.H 
c-icP~-Rcg , Mayo,OnSlllf(E .. ..- . 

Fiii ~ SMlll., M•. H.,._ TOf91ol\ 
Colorado 

BOARD GENUS AIIIGA only £17.H 
0-Mooo,,olt , O ..... oSc,­
C_M_D_i..olOdRlolr 

TOP TITLES ST AIIIQA TOP TITlES ST AIIIGA TOP TITlES ST AIIIGA 
HiUSlrea!Blues .............. £15.99£15.99 Monkeylsland .................. £15.99£15.99 SmashTV .......................... £6.99 £6.99 
Hol .................................... N/A £15.99 Monkey Island 11.................. N/A £25.99 Snow e ... ........................ £18.99 £16.99 
HOffltAlone ...................... N/A £23.99 llouot (Sorildlablt) .......... tt.N tt.N Soccer Kid ........................ £16.99 £18.99 
HOMaAloneColoumg Book N/A £14.99 Myth ................................ £18.99 £18.99 Spece1889 ...................... !20.99 £2099 

~~ii'iiiiwii":::::::::::::::::: .. £~: £~= ~7.=~woi'iiciiaii,jj'::·~: ~= ~=~ '.1 
.. ::::::::::::::::::::·i:1:/: m: 

Humana.............................. N/A £19.99 Noddw Playti"'a .............. £18.99 £16.99 Spece CIUSlde .................. £18.99 £18.99 
I. BollamsCrlcket ............ £19.99£19.99 N°"1'Nlne ............................ N/A £9.99 SpeceQueot\11,111,0flV ...... N/AE23.99 
Indy Heat... ....................... £16.99 £16.99 ORBITUS ........................ £1299 £12.99 Speclal Forceo .................. £23.99 £23.99 
lndylastCrusadeGraphic .. £8.99 £8.99 Ork .................................. £15.99 £15.99 Speedbellll ...................... £15.99 £15.99 
International Sl)OIII Chall £15.99 £15.99 Outlanders• .......................... N/A £19.99 steel Empire .................... £2099 !20.99 
lshar · legend Follle&I .... £20.99 !20.99 Paclic Islands· T.Yankee 11£2099 £2099 Slereo Master ................ £26.99 £26.99 
Jack Ni:klausUnllmiled C~ . N/A £10.99 Paperbov II ...................... £16.99 £8.99 SlOfm Masw .................... £18.99 £18.99 
JeguarXJ220 .................. £16.99 £16.99 PatuolStars .................... £15.99 £15.99 StreetFlght01 II .............. £18.99 £16.99 
Jin PONer • .................... £16.99 £16.99 Perfect General.................. N/A £2099 Slril<e Fleet ...................... £16.99 £16.99 
J.Khan Squash , ................. £6.99 £6.99 PGA Goll Tour + ................ N/A !20.99 Striker .............................. £18.99 £16.99 
J. Whle'sWhlrt.iild .......... £16.99£16.99 PGACoursesOlsk .............. N/A£10.99 SuperCarsll ...................... £8.99 £8.99 
J. Barnes (1 Meg) ............ £15.99 £15.99 Plnbel Dreams .................. N/A £15.99 Super Off Road ................ £6.99 £8.99 
J. Madden's Fooll>all .......... N/A £16.99 Pinball Dreams II ................ N/A £18.99 Super Soace lnvadels ...... £16.99 £10.99 
KGB• .............................. £20.99 £2099 Pilfighter .......................... £9.99 £9.99 Super sw 1v• .................... £16.99 £18.99 
Kick Off II (1 Meg) .............. £9.99 £9.99 Plottilg .............................. £6.99 £8.99 Supremacy ........................ £18.99 £18 99 
Kick Off II ~5 Meg) ............ N/A £14.99 Populous II· Thi Chalenge £11.99 £11.99 Swlth Blade 11. ................... £8.99 £6.99 
Kick Off Ill ...................... £16.99 £16.99 Populous II+ (1 Meg) ........ £23.99 £23.99 Sword ol Honour .................. NIA £16.99 
Kid Gloves II .................... £16.99 £16.99 Premiere .............................. N/A £2099 Tear Away Thomas .............. N/A £15.99 
KILLING GAME SHOW .... £15.99 £8.99 Prilce ol Pe<sia ................ £15.99 £15.99 Tennis Cup 2 .................... £16.99 £18.99 
Kilgs Quest V ...................... NIA £15.99 Pro Tennis Tour .................. £8.99 £6.99 Te,mlna!Of II .................... £15.99 £15.99 
Knlghl Mare+ Hint Book .. £19.99 £19.99 Prolect X .......................... £16.99 £18.99 Test Drive Ill ...................... NIA £15.99 
Knlghlof Iha Sky .............. £23.99 £23.99 Push Over ........................ £15.99 £15.99 The Games '92Espana .... £20.99 £2099 

t:~°:'.'.'.'..~~~.'. .. :::::::::: ~:~: ~rn: ~:nf·:::::::::::::::::::::::::::: c~i: c~i: ~·J='.'.'.'.'..:::::::::::::: ~: ~: 
leathalWeapon ................ £16.99 £16.99 QUEST AND GLORY ...... £16.99 £16.99 Thunde<hawkAH·73M ........ £21.99 £21.99 
legend+ Hint Book ........ £19.99 £19.99 Rai~oadTycoon ................ £23.99 £23.99 Thunder Jaws .................... £16.99 £18.99 

t=::,r~~r18 
.. :::::::::: .. dt: ~: ll."~tr =r :::::::::::::: c~~: r~~: r.i:.P~.:::::::::::::::::::::::::::~: ~:~: fil~: 

Lefsure Sult Larry I .......... £1299 .. N/A Red Baron ............................ N/A £15.99 Troddlffl .............................. N/A £16.99 
leisure Sultlarry II .......... £14.99 £14.99 Red ZDne .......................... £15.99 £15.99 TV Sports Baoeball .............. N/A £11.99 
Leisure Sul Larry 111 ........ £20.99 £25.99 Rise of the Oregon.............. N/A £15.99 TVTV SSp.porlsF·~~~ ......... i;~;;;;e· NIN/AA C!).,

99
99 leisure Sult La,ry V ............ N/A £26.99 Ris!<)'Woods .................... £16.99 £16.99 =.,..liflockel , -.. = 

Lemmings ........................ £15.99 £15.99 Robin Hood ...................... £16.99 £16.99 Turrican II ........................ £7.99 £7.99 
lemmings and Da1a Dlsl< .. £19.99 £19.99 Aooocorl .......................... £15.99 £15.99 Twllght 2000 .................... £23.99 £23.99 t:::: ~1 ~ia·o·1,L:::: g1: m: = it:::::::::::::::::::::: :: :: 8f~a·M~riiaii"&eam·,, .. ::·~: ~: 
t:::.~t;.i5i:i~ .. ~.'."'. .. :: .. £1~~ ~: =~ :::::::::::::::::::::: .. ~~9: ~= ~~:: ~ :::::::::::::::::::::::::: ~= ~= 
lilks HO............................ N/A £23.99 Rod Land .......................... £18.99 £16.99 UMS 11 .............................. £23.99 £16.99 
lquid Kids• .................... £16.99 £16.99 Rookies" .......................... £17.99 £17.99 UMS II Planet Editor• ...... !20.99 £2099 
lost Patrol ........................ £15.99 £1299 R·T:(!'!' 11 .......................... £14,99 £14.99 Universal Masters .............. £16.99, £16.99 

t::1...ri~~~~~ .. "i:1:t: ~: ~~.'?. 'ft.°'J.C.~!.:::::::::::::: ~i: £~~= 8~~. :::::::::::::::::::: ... ~~~ £~,: 
lotus Turbo Challenge Ill .. £16.99 £16.99 Sab<e Team ...................... £18.99 £18.99 Utopia .............................. £16.99 £16.99 
lure of Iha Temp(ress ...... £19.99 £19.99 Savage Empie .................... N/A 122.99 Utople New WOfld .............. £8.99 £8.99 
Ml TankPlaloon .............. £19.99 £16.99 SecretSlllerBlueo .......... £21.99 £21.99 Video Kid .......................... £15.99 £15.99 
Mag~ Pockets .................. £15.99 £15.99 Secret Weap Luft' ............ £19.99 £19.99 \/Icing Fields ol Conquest .. £16.99 £18.99 
Man Utd. Europe .............. £15.99 £15.99 SensibleSocCOl92·93 ...... £18.99 £18.99 Volfled .............................. £10.99 £10.99 
M. Ditka Ultimale FMball' £18.99 £18.99 ShadoNlands .................... £2099 £20.99 Vroom .............................. £18.99 £16.99 
Mega Foruess .................. £19.99 £16.99 SHADOW BEAST II ........ £1299 £1299 Whle Death (I Meg) ........ £1299 £1299 
Mega Sports .................... £16.99 £16.99 ShadowoltheBeasllll ........ N/A £19.99 WldWheel& ...................... £14.99 £7.99 
Megatraveler II ................ £20.99 £2099 Shadow Worlds ................ £16.99 £16.99 Wllf Beamish .................... N/A £15.99 

~~:!.~ .:::::::::::::: ~: ~: ~=.~ret~ :.~_lt_:::::: .. ~ :: ~= ~~~:~~.1.::::::::::::·rirl: ~[: 
M!<!niilht Resistance.......... £6.99 £6.99 Silent Selvlce II ................ £23.99 £23.99 Woll Chld ........................ £16.99 £16.99 
Midwinter .......................... £9.99 £999 Sim An1 ................................ N/A £2299 World Championship 8oo<ing £8.99 £8.99 
Mldwiller 11 ...................... £23.99 £23.99 Sim Earth ........................ £23.99 £23.99 W.W.F ............................. £15.99 £15.99 
Mig 29 Fulcrum ................ £16.99 £16.99 Sinpsons .......................... £15.99 £15.99 W.W.F. 11 .......................... £15.99 £15.99 
Might of Magic 111................ N/A £23.99 SilbacUDef ol Iha Crown ...... N/A £8.99 Zall McKtacken .................. £6.99 £8.99 
Moonstone ........................ £19.99 £19.99 Slee Iler" .................... £15.99 £15.99 Zool .................................. £16.99 £16.99 
BITMAP BROTHERS VOL1onl(£18.tl NINJACOLLe:TION onlyl:13.91 Rot.VKllWlcn,tl .. 

X-,,,c.dr,olandSpoodbdll D. Ot- Slladc>,W-,ior, D. N~jo Moga ... inl.Rodlond.Rol>oood 

SOCCER MANIA only £11.19 POWER PACK II only £17.91 FLIGHT COIIIIANO only £14.H 
Footbll Ma""9tf II, G~ ·, Sooctf. FOOlbll Prtdator II, &11• Mast .. . Wingl. E .. inltot. Str .. FotceHa,rl9f, 
M•oager· W.C. Edl lcn.Micr<l!H ... - ttc ... F .... n,.o-· lancaa•, SkyFoundSkyClwlM 

RAINBOW COLLECTION onlr £13.tt 
H• ZMllnd Sto,y, Bubble 8obblt, 

Rainbow lall.nds 

HOLLYWOOD COLLECTION onlf £18.t 
R...cop,G-.2. lnd~ .. -

llllltntMM ovie 

BIG BOX II onl( £1 UI 
BecklOtMF~'"III , R·Type, IK+, RMI 

a-..DtldllloElllh, TVS-Foc111ol, 
SllaogMi. Al•qlo. S~bod, l .. booul 

CHAIIPIONS..,Jy t13.99 
Jallugo K"°" Squoall. MM Unled 

ondW.C. 8"'"'9....._ 

COMBATCIASSICS l:20.tt AWARD WINNERSONLY£11.H 
F15StrleEagl,N , 888Alla:k Su~ Kickot! 11,Plpo,ouil,S-Aco 

, ... Yankee and Populous 

TEST DRIVE II COLLECTION 
AIIIGA onlr £20.99 

Muac-. C&rs, Callo,nil Chalenge, 
Europ91n Chl .. ngei , Duel Super Can 

SUPER HEROES only £17.19 
Stri6M H. lndUIJones., UistN l"9 II 

and SPI who lcMtd •• 

MAX EXTRA ..,1y £17.H 
Tuuk:an II. ST Dragon, SWIV .t Nlgtil Shit 

STRATEGY IIASTEI 
onlyl:21.N 

o.......,Po,,u.,..,Hurrtw , 
Cheolploy« 2150 and Spirb d Exc.ibur 

2 HOT2 HANCl.E ..,1y £11.H 
Go6denAx .. T<UIRtet l Sl'lildc:ll.wWanioc, 

Supet Off Ro.d R.cing 

VISIT OUR 
SHOP 

Please make cheques and P.0.'s payable to &gl• Softwere. P&P is£1.00 per ~em in the UK. 
Orders i.nder £10 please add 50p per ~em. Europe: add £3.50 per ~em. Elsewhere add £4.50 per I 
ilem. New titles will be sent as released and are subject to manufadUreis pria, reviews. E.&O.E. Address: ----------------- I 
SPECIAL OFFER APPLIES ONLY IF QUOTED WHEN ORDERING. 

Name: 

u ~~ ~ I 
120a Title____________ Price I 

MY~~lfijON Price Postcode: Tel: 
wOOD GREEN Price Card No: I 
~!: Price Exp Date Member No: I 

.._SHO_M"'A ... ~_": ... A tc .. Rv .. es_.Jt~~ arnneof golngm P~ _j VISA 1,~, ~o~a~ _____ Ace: ~~~:::;9~~ o~~e~::iv~L ,:;~:~£~] _ J 
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... m Word Processing with Perfect Printing 
rom the makers of Pen Pal comes a 
brand new, unique WYSIWYG Word 
Processing package, that's simply the 
only choice for those who demand the 
most from their Amiga. 

With ils powe,jid 11l!W fea/Ures, there's 110 bener Word Processor/Publisher 
for your Amiga. You'll quickly reolise the benefits which were 011ce the exdi<rive 

preserve of the Macintosh"' lUlli other high etlli publishing systetns. 

With multiple newspaper 
style columns and integrated 

drawing tools - for boxes, borders, 
> squares, lines at any angle, ovals, circles, 

arrows etc., plus colour text, along with many 
other foanatting tools - your documents will look 
and read just as you want them to. 
Final Copy II includes a 110,CXXl word British­
English Collins Proximity Spelling Detector & 
Corrector, to help typing errors become a thing of 
the past, along with an 826,000 synonym 
Thesaurus, for that extra inspiration. 

Fmal Copy II is so easy to learn and use, that 
you'll become an accomplished author in no 
time at all - but if you need extra help you' re 

,._ oe- not on your own as our support hotline is there 
~&.r,,.o.,, Ul.,..•--0-.;.{s for all UK version users. Look out for the UK 

: · <tLING Ill'--'" 

' printer with normal Word Processor 
logo on the box! 

~I 

rl ompatible with ... 

~ iga -A500/600/600HD/ l 500/2000/3000. 
System requirements ... min. of I.Mb. RAM and two floppies 
or a Hard Disk Drive [A600HD requires at least 1.5Mb]. 

*Any Wodbench supported graphic prinier, colour or mono, 
including ... Citiz.en I 20D, 1240, 224, Swift 9/24, 200'240; 
Star LCJO, 20, 200, 24-200, and XB Series; Canon BJIOex; 
HP lnk/Paintjel; Postscript™ devices and many more. 

_g rade Distribution by ... 

+ Centresoft/lBD + HB Marketing + Leisuresoft + 
+ Meridian Distribution + SDUProdis + 

Dealers ... Please call Harwoods for your supply of leaflets 
and inclusion in the list of srockists we provide to customers. 

· United Kingdom version imported & supported by ... 

inal Copy II encompasses a whole range of other advanced features, here's just a selection: 

+ Uses the latest Workbench 2 Style interface on all Amigas + On screen command ribbon controls (format your ,,-~ 
document with the simple touch of a button) + 25% to 400% editable page reduction and magnification command /. ,; 
+ Title page, master pages & style sheets + Right/left pages with binding offset + Open multiple /C ,,- ~\ 

documents + Fast mouse document panning and zoorn/un-zoom + External and internal mail ,:-i:J:\6,fi\ ,, /,, 
merging+ Cut,copyandpaste+ Searchandreplace+ Onscreenmaths+ Auto-hyphenation ,,-,,-(;,v.,, ~' 'b'.l / / 
+ Import, resize and crop IFF, HAM and 24Bit ILBM graphics and auto-flow text ,,-,,-~01\ V co\\ Ci ,, / 
around them + Text over graphics + Outline fonts on all Amiga screens, and any ,-:~o ~1\ ot // __ __,, __,," 
non-Postscriptn.1orPostscript™compatibleprinter+4pointupto300poiat ,,, 1,;;'w. \ ifS, e,O __,,/ _ -

[over 4" high] smooth text printing + Text leading and spacing / f i.i\l>\ .. \c\W __,,__,, ,,// 
Is • Condensed and ded / ,,,,; . ,<IS \O· / / ,,--" contro expan characters + Positive ~~ '(,vcf,VJP. __,,,, / ,,/ 

and negative obliquing + Background printing, ,,,---:;o1}0,s~ __,,/ / / / " 
allowing simultaneous editing & printing of two ,,-~~\c.~"-°'~'- __,,__,, / ,,/,,/ 

. / "{$0 $ \.,\"- / .,,.,,,,..,,.. .,,.""" 

or more documents + Fast proof printing ,,-: ~ Ve .11,s,t ' ,,,,"" _ _,,,,"" - - _,,,,"" 
facility + Comprehensive range of ,,, ,,-'('Py,. IJ.V>,t V-r; ~;. __,, __,, _ - __ -
additional attractive font / t ~~1"(\vav ~og-f!-- , _,,,,,,,,,,,, / 
volumes available. ,,- ~ ~ 81-,,-- • - _ _,,,,.,,,.,"" 

&o 
// ~ ...... /,,,.,,,,. .,,,.,,,...,, , ... 

E. .E. / 
/ 
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DATABASES 

You know you keep meaning to 'get organised', you just need some help. Wait no more, let Jason 

Holborn explain one of the best Amiga tools to get the job done . Welcome to databases ... 

E 
veryone needs to keep track of informa­
tion in one form or another. Whether 
you' re trying to keep customers 
informed about the services your busi­

ness provide s, organise your address book, or keep 
track of your record collection, you can make life 
easier for yourself by organising that information in 
some sort of filing system. 

Filing systems traditionally come in one of two 
forms - the steel filing cabinets that are still a fea­
ture of many offices or card index boxes. Computers 
too can be used for maintaining filing systems using 
program s called a databases . 

A database is simply a program that takes the 
theory behind the traditional filing cabinets and 
card box files and transfers it to you r Amiga screen. 
But instead of holding the information in a bulky fil­
ing cabinet the database stores its information on a 
floppy disk , or a hard disk for quicker access. 

The information wi thin the databa se filing sys­
tem is separa ted into 'records'. Each record contains 
all the information referring to an individual item 
within the filing system. For example , if you needed 
to keep track of 100 customers , then each customer 
would have their own record containing their name , 
address and othe r relevant detail s. 

The best way to grasp the structur e of a record 
is to imagine it as a job application form . Because 
the form needs to contain many different items of 
information such as name , address , age and so on, 
each piece of i11formation is allocated its own box. In 
da tabase terms the form is the record and the boxes 
containing one specific piece of information is a sub­
division called a 'field' . 

To make the task of extracting the record that 
you want as easy as possible, all the record s within 

Helios' Gallery is a big , bold and beautiful 
database that allows you to include both pictures 
and sampled sounds. 

......... Hst of questions that you should 
ask yourself (or the salesperson) when 
Nlectlng a databaN, UN these 81 the basis 
for YOl8' buying decision and you won't go 
fer wrong. 

IS ff' EASY 10 USE1 There.,.• couple of clatalNise padcages 
available for the Amlp that can handle vir· 
tU811y every databulng tuk you care to 
throw at them. but all that power will be 

The picture and sound attached to this page are of the 
Bralllh I i 119, 

This is a sllklll de1110nstration database showing one of 
the llklllY poss i b I e uses of the Ga 11 ery "SL IDESHOY". 
The slideshow is already set up. To see it click the 
•Sif• button, and then the "SOOW" button to get to 
the sl ideshow control panel. Click "START SLIDESOOW" 
to view the s I i deshow and hear the acc0111pany i ng sounds. 
Afterwords click •SWAP" again, then "lt«X" to display 
the ltl>EX buttons. Select "lUTORIAL" to get 111ore help, 

Choosing a Database 

wasted unless you am gain access to it. 
You should always test• database before 
you buy. If there's something that you 
don't quite undentand, ask for darlfica­
tion. If you're still you're not happy with 
the explanation. then think again. 

text anywhere on the saeen. This sort of 
thing should eam the program major 
brownie points. 

HOW EASY IS IT 10 EXTRACT RECORDS'1 

CJ 11ll!!!!diiL:.!l:m!l!l!llll!!IE!m!!l-~~~~~~~ m 

CAN I CON1ROL THE FORMAT OF RECORDS'1 
Some clatabues have a fixed format for 
aeating records that make them easy to 
use, but also llmlt your options. Always go 
for a program that enables you to define 
how many fields you can have within • 
record and, more Importantly, the format 
of those fields. 

A database Is not a lot of use unless you 
can pull out the Information you want 
within seconds. You should therefore check 
that the program enables you to get easy 
access without having to faff around with 
endless options. Better database programs 
also enable you to select records based 
around • surch alterla, such as finding all 
customers over the age of 25 who llve In 
Somerset. A feature such as this may seem 
like • luxury, but If you haven't got It 
you'll regret It. 

_Ji:a-.1 _Ju.11 .... 
.J ...... _.1111.11... -1ca1te1a1 .. 

_J.... .... -'°"'"'"'* 
1-r-......;;;~ -'""'•' 

!....I....I .£!!i.J CiiiiU 
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CAN I CONTROL THE LAYOUT OF A RECORD'1 
Being able to control the placement of 
fields on the screen will make your 
database file far more readable than just a 
simple list of information. Some databases 
even allow you to draw boxes and place 

.......__ ellould be nr, ... , to Mt• •nd 
uu. Htlle prognun-lontt-wlnded9nd 
-ompllcatecl, then stw clw. 

CAN I USE PIG AND DIGmSED SOUNDS'1 
Graphics and music add greatly to the 
information that a database can hold, so 
you may well find this feature useful, 
depending what you want to use the 
database for. 



'-The best way to 
grasp the structure 
of a record is to 
imagine it as a job 
application form~ 
the filing system are sorted into a given order using 
one of the fields as a key or index field, which than 
acts as a reference point for that record. 

For example, you could arrange a filing system 
containing customer names a11d addresses by using 
the customer's surname as the 'key-field' and sort­
ing the list into alphabetical order. 

If you then wanted to find the record for a Mr 
George Humphries, you would simply look under 
the letter H for Humphries, just as you would in a 
traditional filing cabinet or card index system. The 
big difference is that a good quality Arniga database 
is very, very much quicker and more efficient at 
sorting a11d finding files. 

Databases are also 
far more powerful and 
therefore considerably 
more useful . . Finding a 

DATABASES 

record based around a single key field such as a sur­
name is easy. But the database also enables you to 
select records based on a more complex set of key­
fields. For example, say you wanted to extract all 
the records for customers living in a certain area 
and of a certain age who have a basic income of 
more than £10,000 a year. Trying to do this sort of 
thing with a traditional filing system would take 
hours, or perhaps even days. With a database you 
would have the information at your fingertips in a 
matter of seconds. 

Setting up a file within a database is simplicity 
itself. All you have to do is to create the database by 
giving it a suitable name (MyRecordCollection for 
example) and then define the format of the records 
that will be held within the file. You also need to 
define the number of fields within each record, the 
type of information that each field holds, and the 
length and format of each field. Once all of this is 
done (the setting up is the most tedious process of 

databasing but it is soon over with), you tell the 
database program which field (or fields) is to be 
used as the key field. 

More capable databases usually enable you to 
define more than one key field, making it possible 
to extract records by using a search facility. Once 
you're happy with the format of your file you can 
start adding the records. 

Modern databases aren't just restricted to stor­
ing text. They can also handle digitised sounds, 
pictures and even animations. The uses of a 
database that can store this sort of information are 
fascinating. If you're using a database for an 
address book you could store a picture, or anima­
tion, of the person next to their details. If you're 
usi11g it as a11 i11dex of your record collection you 
could include full text details of tracks, and date of 
issue alongside a digitised picture of the album 
cover and even a short digitised sample of the first 
track. Try doing that with a card index box! 

w 
0 
~ 
CJ 
Cl) 

a: 
w 
z 
z 
CJ w 
CD 
w 
1-w 
......J 
a.. 
~ 
0 
() 

w 
:c 
I-



Actual screen. Not simulated. 

Actually, you're looking at the new 

Digita® Wordworth® version 2. 

It's the revolutionary lntell ifont® 

technology which produces on-screen 

fonts at sizes from 3 to 800 points! 

Wordworth comes with 17 genuine 

Agfa® Compugraphic fonts, which are 

just about the best quality around. 

Best of all , Wordworth prints silky 

smooth Fonts at the highest possible 

resolution of your printer. 

If you want to take a closer look ot the new Wordworth 
call 0395 270273 , or write to 

Digita , FREEPOST, Exmouth EX8 2Yl ENGlAND 

Which means , in human terms, 

unbeatable print quality . Just click the 

icon on the tool bar and in seconds 

you'll be printing jagged-free letters and 

graphics. 

But, there ' s more to new Dig ita 

Wordworth than just pretty fonts ... 

New features include • columns • 

tool bar • indexing • table of contents • 

endnotes • improved mailmerge and 

file support • bookmarks • text sorting 

A DIGIT~ W INTERNATIONAL 

• improved search and replace • 

hotlinks. In fact, there's over 100 new 

features and improvements. 

So, if you want to print the sharpest 

possible letters around , trade up now 

from any Amigo word processor for just 

£59 . But hurry , this is for a limited 

period only. 

Digita Wordworth , what you see is 

what you get-the power to present. 

Digita International Limited Black Horse House Exmouth EX8 lJL England Telephone 0395 270273 Facsimile 0395 268893 

-A member of rhe Digito group -
Digito, the Digitc logo, and Wordworth ore registered trodemorb of Digito Holdings I.Jd. Scalable type outlines ore licem.ed from Agfo Division of Miles Inc. Agfa is o registered lrodemork of Agfo--Gevaert, AG. lntellifont Is o registered 
lrodemark of Miles Inc. Oigifo t-ioldings Ltd ocknowledges that all registered and other trodemork.s used in the teid of rhis advert ore the properties of their respective companies. Whilst f!Nf!rycare hos been token fo enwre that the information 

provided Jn this advert is ocx:urole, Digito Holdings Ltd cannot be held liable for any errors or omissions rhal may have occurred. Sold subject to standard conditions of sole, E and OE. 



Word Publishing •••• 
Here' s a demonstration 
of Softwood's excellent 
Pen Pal word processor, 
lhe forerunner to Final 
Copy. Pen Pal uses 
standard Amlga fonts 
and can be used to 
create some quite 
Impressive looking 
documents. If you' re after 
a budget-priced word 
publisher, lhen look no 
further than Pen Pal. 

Here's a 

demonstration of liiilii~: --_J ~J Softwood's excellent Pen 

WORD PROCESSORS 

Pal word processor, lhe forerunner lo Final Copy. Pen Pal uses stan ar 
Amlga fonts and can be used to create some quite Impressive looklng 
documents. If you' re after a budget-priced word publisher, lhen look no 
further than Pen Pall 

You couldn 't do this on your typewriter , could you . Word processing programs 
are not only practical and productive, they can al so be fun to play with . 

Are you fed up with the smell of correction 

fluid and ending up knee-deep in paper when 

you want to get a letter just right? Jason 

Holborn reckons you need a word processor 

E 
verybody needs to write letters some 
time, and even if that 's all you use a 
word processor for, it will still probably 
be one of your most useful programs. 

That's because a word processor makes the task of 
putting words on to paper as painless as possible -
whether you're writing a letter or a novel. Before 
you know it you'll have saved several gallons of 
correction fluid and the paper equivalent of a cou­
ple of dozen acres of forest. 

The great advantage of a word processor over 
traditional pen and paper or a typewriter is flexibil­
ity. You can correct or amend documents in next to 
no time with the minimum of fuss because once 
you've typed in the text you ' re not stuck with it. 
You simply change it on screen. What 's more, 
you're not restricted to a single copy. Unlike a hand ­
written or typed document, a word processed 
document can be printed over and over again with­
out having to rush down to the local library to 
photocopy the original. 

You are also likely to make fewer spelling mis­
takes with a word processor - if you use the spell 
checker. Spell checkers work by taking each and 
every word within the document and then compar-

ing them against a huge list of correctly spelt words 
held within the word processing equivalent of a dic­
tionary . If the spelling checker fails to find a certain 
word, then it assumes that the word is spelt incor­
rectly. Because spell checkers won't recognise 
names they will also give you the option to skip 
them or add them to the dictionary. 

"The great advantage 
is that you can easily 
correct and amend 
documents with the 
minimum of effort~ 

Word processor s really come into their own 
when you want to edit a document. You can move 
the cursor back through a segme nt of text and either 
add new characters or delete existing text simp ly by 
tapping the backspace key or the delete [Del] key. If 
you make a mistake when you' re using a word pro­
cessor, you don't have to start all over again. Word 
processors also enable you to work on blocks of text. 

For example, if you wanted to remove a whole para­
graph from a document , you could simp ly remove 
the text by tapping the backspace key until every 
character was deleted, but this takes time. Word 
processors make the task of working on large 
amounts of text easy. First you have to identify the 
text you want to edit by defining it in a block. This 
usuall y entails nothing more than telling the word 
processor where the block should start and where it 
should end. The word processor then highlights 
(selects) all text within these two markers . Once a 
block has been defined, you can remove the text 
from the document, make a copy of it, or move it 
around within the document. 

Anotl1er very useful facility is search and 
replace. This enables you to search for a particular 
word or phrase and delete or amend it. You can also 
vastly improve the quality of your finished docu­
ment by using a word processor by using different 
type styles, such as bold, italic,underlined or even 
shadowed and outlined text styles. And let's face it, 
presentation can make all the difference to your CV 
or to an important lette r. 1f you want more than a 
text word processor , then consider getting a word 
publis her, that can also handle images. 

Choosing a Word Processor 
Buying a word processor can be a chore 
unless you know exactly what you're look· 
Ing for. Here's a survival guide to help you 
through the word processing minefield. 

What type of word processor do I need1 
Do you need to use graphics? If so, then 
you need a word publisher such as FilNII 
Copy or Wotdwortll. If are just dealing 
with words, then all you need is a text pro­
cessor, something like Protext. 

Does It have all the bask editing functlons1 
Fancy features are all very well, but always 
check that the program enables you to 
carry out basic operations such as Inserting 
and deleting text, blocking copy, delete 
and paste, and search and replace. 

Does it have a British dictionary1 
Make sure that the spell check dictionary 
files offer British spellings. Many American 
word processors use American spellings. 

can I work on two documents at once1 
It's often useful to be able to transfer 
blocks of text from one document to 
another, or to combine several documents 
Into one. Some programs also enable you 
to view both documents simultaneously 
(TransWrite, for example), you'll find this 
ability to be a real plus. 

Does it have a thesaurus1 
A thesaurus can be very useful, but it's not 
essential. Once again, check that the the­
saurus uses a British dictionary. 

AtheNurua .................... of .......... 
wonls to lmpreu , ... ......._ 

How fast is it1 
Open up four documents to check that the 
program doesn't slow down to a aawl 
when using several different fonts and pic· 
tures within the same document. 
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PROTEJ(T s.s 
ao 
AnNN' Ltd 

Amof's ProteJrt Is without doul,t the 
most powwful text plOCNSlng pro,, 
..._ ................ Amlp. 

Protext Is generally regarded as 
the best word processor avail· 
able for the Amiga. Many 
journalists and professional 
writers use Protext to bang out 
their words simply because of 
its raw text processing speed 
and because it Is easy to use 
with no-nonsense commands. 
Indeed, the article you're read­
ing now was written on an 
Amlga running Protext. 

It's no wonder that the pro­
fessionals choose Protext. 
Although It lacks the multifont 
handling and picture Import 
fadlitles of word publishers 
such u Final Copy, Protext is 
unrivalled in terms of text edit· 
ing facilities. 

Even on an unaccelerated 
Amiga, Protext chops Its way 
through text faster than many 
word publishers running on an 
accelerated machine. The latest 
release (Protext S.5) offers both 
a full Collins-Proximity spelling 
checker and thesaurus. 

Perhaps the only real disad­
vantage with Protext Is that it 
can be a relatively difficult pro­
gram to master simply because 
of the large number of 
keystrokes you have to leam. 
But it's worth taking the time 
to sit down and get to grips 
with the compreheMlve man­
ual. ·0nce you start using 
Protext you'll soon come to 
realise why 9 out 10 Amiga 
journos prefer it. One of the 
best features of the 5.5 version 
is the spell check, which quickly 
sorts the entire document for 
you and then lists only the sus­
ped words, rather than going 
through them one at a time llke 
most programs. This means 
that you can leave the word 
processor to get on with the 
sometimes tedious business of 
spell checking documents while 
you toddle off to do something 
far more interesting. 

The Pick of the Crop 

SCRIBBLE! PLATINUM 
EDITIOII 
09.95 NB Mark ..... 

...,,,,.,., ..... not look - pretty -
- of .... ..._. prognllllS but .. 
atlll •good....-- • 

Regular readen of Amlga 
Format will already have this 
program (minus the dldionary 
files) because it was given away 
on the cover disk of Issue 41. 
Salbblel was the first word pro­
cessor to be launched for the 
Amiga, but MicroSystems 
Software has tried Its best to 
keep the program cunent. As a 
result. Saibblel Includes both a 
thesaurus and a spell checker, 
with full English didionaries. 
The screen image doesn't look 
too good, but Salbblel can han­
dle multiple documents within 
different windows. 

PROWRITE 3.3 
84311ew ........... 

New Horlzona' ProWrlte looks good 
on.......,, but cen slow down when 
using plotuNa within doc..-nts. 

New Horizons' ProWrite has 
been around for several years 
and has been upgraded many­
times. Unfortunately, It still 
falls to deliver anything more 
than basic word processing 
fadlitles, although version 3.0 
onwards comes with a the­
saurus as well as the existing 
spell checker. Version 3.3 of 
ProWrlte supports the new AA 
chip set found in the A1200 and 
A4000 machines, enabling you 
to Import images and see them 
on screen in true colour. 
Unfortunately, ProWrite's pie· 
ture handling facilities are 
disappointing and the whole 
thing Is on the slow side. 

PEN PAL 1.4 FINAL COPY 2 
£49.99 199.95 
Gordon .......... Com......... Gonloa ........ Computers 

Pen Piil 1.41 • lludget p,lce for • 
good word publl....,., but only en -...wor11~. 
At under !SO Pen Pal offers all 
the basics at a budget price. It 
can import pidures and flow 
text around them, which makes 
Pen Pal worth seriously consid­
ering if you want to produce 
programmes or a fanzine 
quickly, professionally and 
cheaply- even though the 
choice of fonts is limited 

It's a clever program, but 
unfortunately Pen Pal Is less 
Impressive In terms of straight­
forward word processing. The 
dictionary is a bit limited and 
Pen Pal misses out by not hav· 
Ing a thesaurus. 

TRAIISWRITE 
09.95 Gold Disk UK 

T,-wrlte Is• good oholce but 
.....,.. the spell c'-k bllNd on 
the A-ia.n dlctl-,, 

Transwrlte Is a no-frills text pro­
cessor that has recently been 
upgraded as part of Gold Disk's 
new Office 2 compilation and Is 
an excellent choice If your bud­
get can't quite stretch to 
Prote.xt. Transwrite enables you 
to edit several documents at 
the same time - text can be 
marked within one document 
and then copied aaoss Into 
another. There's no thesaurus 
and beware the American die· 
tionary. Although Transwrite 
can be slow with large docu· 
ments, you should seriously 
consider it if your needs are 
fairly basic and you don't need 
on-screen fonts and pictures. 

So good It could .imoat be • desk· 
top .......................... IFlnel eo,,y 
2 ls the pick of the word publl...,._ 

The specifications for Final Copy 
2 read more like a desktop pub­
lishing program than a word 
processor. It includes outline 
fonts, giving laser-like output 
even on a dot matrix printer, 
but adding extra fonts can be 
expensive. It also offers page 
magnification between 25 per 
cent and 400 per cent, type 
sizes of up to 300 point, text 
leading (line spacing) and track· 
Ing (charader spacing) control. 
comprehensive picture import 
fadlities and it will also proatSS 
documents. The best word pub­
lishing program, of its type. 

WORDWORTH2 
&9Dlgltal ............... 

5o 1!111! IOlllti!lttMtlvJl'tt!\"J'!d Uir{III 
_ !6"{1:!ll.,..rn,nlmmh rilht · I! ""ku 1i1t', 

If vou went more then en ordlne,v 
word ..--, then c01181der the 
outstencllng Wordwortlt 2 pecuge. 

The excellent Wordworth 2, is 
capable of handling type sizes 
of up to 300 points and comes 
complete with 17 genuine com­
pugraphic fonts, so it's unlikely 
that your documents will look 
boring. There are a few new 
word processing fundions In 
there too that enable you to 
create multi-column documents, 
indexes, tables of content, and 
bookmarks. 

Text update speed is very 
good and Wordworth 2 can also 
import pictures. The only real 
competition to Final Copy, this 
is a powerful and impressive 
program, but the lack of a th• 
saurus is a real bind. 
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MATRIX SOFTWARE 
CLUB 

As a Matrix member you can 
choose from our extensive lists of 

the latest and the popular 
software with our absolute 

guarantee to buy them back . AND 
you don't have to pay until you've 

decided . 

• TOP NAME 
GAMES, BUSINESS AND 

UTILITY SOFTWARE 
(sorry no PD or Shareware) 

• NO COMMITMENT TO 
BUY 

• SUPER FAST SERVICE 
• ESTABLISHED 1981 

• OVER 2,500 MEMBERS 
To find out about the unique 

Matrix money saving scheme call 
our 24 hour hotline 
09i0 484479 

Or send a large s.a.e. stating your machine 
(IBM/PC 3.5", Amlga, Atari ST) to : 

MATRIX COMPUTING SERVICES, 
Dept AMF1, 2 Frenchs Yard, Amwell End, 

Ware Hertfordshire SG12 9HP 

DEL T lff.~N IC S 
~~~,,+"',,+"' 

DIAL•A•GAME ff 

PRINCE of PERSIA 
BARD'S TALE 3 only £7.99 TRIVAL PURSUIT 

Only £10.99 MANY OTHERS AVAILABLE Only £7 ·99 

STREETFIGHTER 2 - THE HUMANS - CHAOS ENGINE 
WWF WRESTLEMANIA 2 - ARCHER MacLEAN'S POOL 

B.A.T. 2 - ZOOL - NIGEL MANSELL- ELITE 2 
YOU ONLY PAY WHEN YOUR ORDER IS DELIVERED SAFELY BY C.O.D. 

BEAT THE XMAS RUSH! 

081 • 769 • 9568 ~~J;K 
NORMAL PHONE RATES 

* * * * * 

MD OFFICE SUPPLIES WOULD LIKE TO TAKE THIS 
OPPORTUNITY TO APOLOGISE TO ALL ITS 

COMPUITORS IN THIS MAGAZINE. AS EVER WIE i( 
WILL BE OFFERING DISKEffES, STORAGE BOXES nc 

AT INCREDIBLE PRICES. 

DSDD 3.5 DISKETTES 3.5 DSDD SPECIALS 
50 DSDD 100 % certlfied .............. £23 50 DSDD 3.5 in Deluxe Box ... .. £27 .50 
100 DSDD 1 00 % certified ............ £41 100 DSDD 3.5 In Deluxe Box ... £46 .95 i( 
150 DSDD 100 % certlfied .......... .. £59 200 DSDD 3.5 in 2 Deluxe Boxes .. £76 .95 
200 DSDD 100 % certlfied ... ......... £70 400 DSDD 3.5 in 4 Deluxe Boxes .. £ 14 7. 95 i( 

DISKS 100% ERROR FREE, BOXES ARE All SUPPLIED WITH LIFETIME 
WARRANTY AND FREE LABELS LOCKABLE ANTISTATIC, IMCLUSIVE OF ~ 

FREE LABELS ~ 

BANX BOXES 
3.5' 90 Capacity lock together both 

horizontally & vertically 

only£11.95 , 

3 or more £8. 99 * 

5 or more £8.50 * 

• per box 

BANX OFFER 
100 diskettes DSDD 

~ 

Banx Stackable Box 
only 

£48.00 

\LOOK/: 
ULTIMATE A1i00 PACK i' 

i( The most comprehensive and best value pack ever. 
HERE'S WHAT YOU GET 

i( R.R.P. 
HEW A 1200 COMPUTER £399.99 * 
ZOOL PACKAGE WORTH £127.92 * 
(includes Zool, Striker, Pinball Dreams Transwrite) iC 
100 'A' GRADE 100% CERTIFIED 3.5 DISKS £40.00 * 
BAHX DELUXE STACKABLE BOX £11.95 * 
DELUXE 8MM MOUSE MAT £3.95 
3.5 DISKETI'E HEAD CLEANER £3.95 
TAILOR MADE DUST COVER £3.95 
CLIP OM COPY HOLDER £6. 95 
TOTAL £598.66 
OUR ULTIMATE PRICE 
• When purchased separately 

£439.95 

MAKE EASY PRODUCTS 
• Quickshot Turbo 2 ....... £11.95 • 100 Cap Box ........ ......... £8 .95 
• Quickshot Python ........ £11 .95 • 50 Cap Box .................. . £6 .95 i( 
• Quickshot Maverick ..... £12 .95 • Squick Mouse ............. £12 .99 
• Quickshot Aviator ........ £24 .95 • Naksha Mouse ........ .... £24 .99 i( 
• Qu ickshot lntruder ....... £24 .95 • New Roclite Anti-Virus £64 .00 

i( • 1/2 Meg Upgrade ......... £17.95 • 1/2 Meg+ Clock .......... £19 .95 
• Mouse House ................. £2 .95 • Printer Stand .............. ... £6 .95 
• ASOO Dust Cover ............ £3 . 95 • 1 OOO Labels ................ £ 10.00 i( 

• 31/2 Head Cleaner ........ £3 .95 

i( 

i( 

i( 

i( 

i( 

i( -­* * * * * * * * * * * i( 



A limtted number of refurbished A500/1500/ 3000s are 
ovoiloble, complete with 3 months warranty. 

Also, osk about refurbished printe~, 590 and other hard 
drives, occelerotors, monitors ond peripherals. 

AMIGA SOt)+ 
£254.95 , 

A500+ with A570CD + PDCD ........... J~S19.99 
LIMITED NUMBER AVAILABLE • IPHONEI 

AMIGA 4oc,o 
NewAGAChipSe= es~ oloursfrom 
16.6 million, scan doubling for flkker free dispfo~ 25 MHit Mouse, Amigo 
3.5"/1.76 MB 3.5' drive Plus Cross DOS for tronsrer of fil~. between 
Amigo DOS +MS DOS, 2 rear + 2 front 3.5" bays, 1 x 5.25'1 bay, Hard 
Drive as below, Amigo DOA 3.0 system and utilities, Gold S,ervice Warranty 

ALONE 
120MB HD 2 + 4MB £2089 Inc. VAT fR,~DE INE 
120MB HD 2 + BMB £2239 inc. VAT A~~ILABL 
240MB HD 2 + BMB £2399 inc. VAT 
With SVGA low radiation high-res 28 dot pitch col. mon~or 
inc tih and swivel ADD £259 

NO OTHER DEALER CAlrt BEAT 
OUR CREDENTIALS 

• 8+ years experience in Commodore product and here, to stay 
• Commodore trained stall are friendly and helpful ancl are 

parents, multimedia, educational, games, programming or 
technical spe<iol~ts (usually more than one!) 

• Open 9-6 pm Monday lo Saturday and 10.00 am lo 41.30 pm 
Sundays for convenient shopping. 

• Collen welcome for advice ond demonstration ot our 1600+ sq 
h High St, Town Centre brooches 

• Some day despatch for most orde~ received by S.30 pm; express 
om and Saturday services ovoiloble 

• Hardware corehilly handled and delivered sole~ and reliably 
by caged, insured, top name courier service 

• Pre-despatch testing on Amigo systems 
• Free 30 day, next day courier collection ond delivery of NEW 

replocement.(except product with on-site mointenonoe} 
• Hotline support and in-house engineers 
• Upgrade and trade in offers to keep you up to dote 
• Exceptional oher soles service 
• BFPO ond Export welcome 

AMIGA 600 
A600 with 12 month on-site warranty, 
1 MB, WB 2.05, 3.S" FD + Smart Cord Interface, 
Mouse and Manuals 

WITH 8833/ CBM 
ALONE 1084 + ON-SITE 
259.00 439.00 
419.00 599.00 
469.00 649.00 

A600 80MB* 494.00 674.00 
A600 120MB* 594.00 774.00 

2MB VERSION ADD £39.95 
See below/across for alternative software packs 

"Top quality 3rd party drives, covered by full 12 month return­
to-base warranty 

IHE HOT UST 
CURRENT TITLES VARY • INCLUDES: 
Paperooy II Hunt for Red October 
colossus ·Chess Blinky's Scary School {under 12) 
Challenge Golf Battleships 
Ancient Games • 5 events licence to Kill-Bond Game 
Gsco Heat - Police car race Silkworm Helicopter jeep mission 93% CU 
Edd the Duck {under 12) Continenlol Grtus • 8 lnt race drruits 92% AA 
Master Blazer· 30 spom Zorothrusta • Thrust done 94% Zzop 
Onslaught -Fonnot G 90% Thundernn1<e • figlrter Right Sim 
+ LOTS MOR£· AT LEAST 25 TITUS TO CHOOSE FROM! 

1500 PACK EXTRA 
(ALSO FOR ASOO,ASOO+, A600 

CDTY, 3000) 
VALUE/RRP 

• The Works Platinum, word processor, spreadsheet, 
database 

• Deluxe Point llI with animation 
• Get the most oul of your Amigo book 
• 80 Prog. Hobbyte PO Greots Pock· see 'Hottest lot Pock' 
• 4 disc 700 dip Art pits/graphics for OPoint llI 

169.95 
79.99 
9.95 

39.99 
9.99 

24.99 
24.99 
29.99 
29.99 

• Puunic OR lemmings 
• Toki Captain Plane! 
• Ell The Simpsons 
• Oigito Home Accounts 

TOTAL VALUE 
WITH AMIGA/CDTV 
SEPARATELY 
PLUS Starter Pack 

429.82 
49.99 
69.99 
67.99 

STARTER PACK 
MAX VALUE/ RRP 

• Microswitched Joystick 9. 99 
• 80 cop. lockable d~c box PLUS 10 blank discs 16. 98 
• 4 great boxed games -See HOT LIST 1 S9. 96 

Phone for current choice OR OPoint ill +700 dip Art Pies/graphics 
• Mouse Mat ond OustCover 9. 98 

• 16 Days Free Hotel Accomodotion in UK, Ireland or 
Fronce · you pay on~ for meok 
TOTAL VALUE 196.91 
WITH AMIGA/CDTV 19.99 
SEPARATELY 29.99 

AMIGA 1500 inc. on·site 
Full UK spec. with 1 MB RAM, mouse, expansion as 2000, leods, monuok. New 
including Ki<kstort & Workbench 2.05. Hord disc configuration inc. the high 
perlormoMe GYP II controller cord, l SOO SPECIALS 
EXPANDABLE TO 8MB. 
Dual Drive 469.00 1 /2 PRICE 1 SOO S/W PACK EXTRA Th~ month, 
DD+GVP+52MB HO 732.00 on~ with 1500, 1 SOO Pock Extro of only .... £24. 99 
OD+GVP+80MB HO 799.00 lSOO HD + ON·SITE, 8833/1084S, CITIZEN 
OO+GVP+ 120MB HO 872.00 200 24 pin col printer, 1500 Extra sohwore pock, 
OO+GVP+120MB HO 1049.00 Starter Pock+ AmigoVision 
With 8833/10845 ADD 179.99 S2MB ........... £1149.00120MB ........ .£1329.00 
With 7CM + M/W FF ADD 379.99 ----------, 
Per exlro 2MB fitted lo GVP ADD £60.00 
Also with Kickstort 1.3 + ROM Shor er ADD £39. 90 
Also with Gtizen 200 24 pin Col Printer + Starter Pock ADD £ 199 .00 

As above £369* 
With Goldstar Bladt TV £549* 
monitor + remote control 
Extra RAM £POA 
• Plus Hutchinsons Encyclopoedio + lemmings 
See below/across for software packs 

IHE HOTnST LOT PACK 
VALUE/RRP 

• All os Starter Pock 203. 90 
PLUS: 

• Another 10 GREAT individually packaged games, BITTER 269.82 
THAN THE REST previous RR~ up to 39.99 each, phone to 
choose from HOT LIST, or leave it to us! Children's games ovoiloble. 

• 80 Prog. Hobbyte PD Greats Pock II - Includes top games like 
Bottlecors, Star Trek, Computer Conflict, Megoboll, dozens of orcode 
classics, board classics and 'shoot-em-ups', OPoint clip ort, Utilities 
Word Processor, Spreadsheet, Ootobose + Desktop Publisher and the 
ultimole virus killers· o must for every new Amigo owner! 39.99 

TOTAL VALUE S 13.71 
WITH AMIGA 49.99 
SEPARATELY 69.99 

SPECIAL: ALSO 10 extra 'Hat Ust' games ADD 25.00 

EPIC PACK EXTRA 
Needs 1 MB and Hard Drive VALUE/RRP 

Epic Pock: 29. 99 
77.97 
79.99 
9.99 
9.99 
4.99 

212.92 
39.99 
49.99 



PROFESSIONAL 
FAMILY PACK ABSOLUTE BEGINNERS 

PACK 3·13 YEARS 

TRAMPY'S, THOMAS'S 
OR NODDY'S PACK 

2·8 YEARS (1 MB REQUIRED) 
VALUE~RRP 

• Your choice from: 
VALUE/RRP AT LfAST 57 EDUCATIOHAl/FUN FILLED GAMES! 

• Cartoon Clossks Gomes: Lemmings OR Elf 2S. 9 
The Simpsons Toki 24.99 
Captain Planet Puzznic 25. 99 

Deluxe Point ill with animation+ 700 Clip Art pies 89. 99 
• The Works Platinum Word Processor, Spreadsheet 

and Database 169.99 
• EddtheDuck 29.99 

OR Round the Bend OR Digttol Home Accounts 
• Virus Killer Disk 4. 99 
• BO Prog. Hobbyte PD Greats Pock· see 'Hotte~ lot Pock'39.99 

4 dis< DP pock inc. Fonts, Cip Art and Dis< Tutor 9. 99 
Hobbyte Infant, Junior (specify) or Secondary 
Educational Pock 19. 99 

• 10 Blank Discs+ BO (opacity lockable disc box 26. 98 
Mouse Mat + Dust Cover and Joystick 19. 97 

TOTAl VAlUE 488.85 
WITH AMIGA/CDTV 79.99 
SEPARATELY 99.99 

SPECIAL: Also with Otizen 200 24 PIN 
Colour Printer ond Starter Pa<k ADD 199.00 

~,\~ ~~ft, 
+ SCHOOL PACK 

• Zool -Number 1 Chortbuster 
• Striker -94% CU Amigo 

Pinball Dreams -94% AUi 
• Tronswrite UK WP +Spelkhecker 

ADI French, Moths or English ( 11-15, specify age) 
ADI the lovable extra terrestrial gifted teacher, guides you 
through Notional Curriculum. Ideally compliments s<hool work. 
from the award winning fun School team 25. 99 

OR 
6 HOT LIST Gomes 209.94 

• Hobbyte 80 Programme PD Greats Pock· 'See Hollest Loi' 39.99 
• Hob byte Secondary Educational Pock I 9. 99 

• Microswitched quality joystick 9.99 
TOTAL VALUE 407.87 
WRH AMIGA/CDTV 49.99 
SEPWMY 69.99 

fun School 2, 3 or 4 (for 3-9 yr1 -specify age, 9 diff. 25. 99 
ver1ions available) Up to 6 stunning UK educational games in each 
package, with beautiful pictures, exciting animation + music that 
h~lps lo develop numbers, wora + other skills. Up to 6 levek of 
difficulty. Conforms with Notional Curriculum. 
Merlin's Moths (for 7-11 yrs) from the oword winning 
'fun School' stable, 6 engr~ng games to teach essential moths 
skilk, in o WOY. children will love. 
Spelling Fair (for 7-13 Yf1) oll the fun of the lair on 6 levels makes 
learning spelling addictive ond fun, Includes 6 games plus 3000 word 
dictionary + special selection of words for needs of dy~exic cMdren 
+ parents con create own dictionary of words requiring special 
attention. 

• Edd the Duck (7 yr1) OR Elf (7+ yr1) OR Round the Bend 25.99 
• Hobbyte Infant or Junior (specify) Educational Pock, featuring up to 

12 'Learn while you ploy' 9omes 19. 99 
Hobbyte 30 Emy Childrens Gomes, 10 pock dis< including Train 
Set and other lop entertaining PD tirles 19. 99 
Deluxe Point ill with onimolion + 700 dip Art pies for DP 89.99 
int children, fairytale +Legend chorocter1, Sport, Cartoons etc. 
Joystick+ 10 blank discs 1 S.98 

TOTAL VALUE 197.92 
WITH AMIGA/CDTV 39.99 
SEPARATELY 59.99 
SPECIAL: Each extro title from ftrst 
sele<tion odd just 15.00 

A300024Blr 
SYSIEM • £BISI! 

WE SPECIALISE 
• Extra RAM • 68040 accelerator 

• 24 bit colour cord • 24 bil colour real time digitizer 
• 24 bit 30 Art + animation s/w 

• Fitting and Free l/2 day customised training 

TELEPHONE JP 

ACCESSORIES ACCILIRATOU/HD 
Blitz virus protector + backup .23.99 Golden Image Hop~~ Mouse 18. 99 ASOO / 600 
A520 Modulator ...................... 29.99 GI Brush Mouse+ ill .... 23.99 A5JO lMB 120ML.--- .728.99 20MB HO upgrode ............. 119.00 
A500 Deluxj control centre ..... 44.99 GI Optical Mouse ............ 28.99 A530 lMB 240MB ............. 908.99 40MB HO upgrode ............. 199.00 
~~Wi!;~r~e.nl'..0.::::::::::::::::~: ::~ GI Crystal Trockboll .......... 35•99 A530 68882 ...................... 203.99 60MB HO upgrodde ............. 225.00 

MODEMS 
GVPHD852MB .................. 318.99 BOMBHDupgro e ............. 275.00 
GVP HD8120MB ................ 408.99 IVS Trumpcord 42MB HO .... 279.99 

Amstrod SM 2400 Modem ............................................................ I 18. 99 GVP HOB 240M8... ............. 663. 99 Extra 2MB fitted to any obove.62. 99 
Supra Fox 2400 + 5 year worronty ................................................ .78.95 AS90 20MB ....................... 259.99 Microbotics VXL30 2SMHz..219.99 
Supra Fox 2400 Plus + 5 year worronty ....................................... 137.95 A570 for 2.04 1 MB 500 ..... 309.99 2MB lmtRAMfocobaie._ .. ,_179.99 

f=.!l;;';;;:~~;zi.f !1
~~~=::lt.:! ow..'!!»..,A~~ ~:.,, 

CD!V exlernol 3.5 drive, block+ 10 blon discs ............................... 49.99 GVPSeriesll BOMB ____ 329.00 G Force 040 33MHZ 2MB ........ POA 
PC 8808 with anti click + Blitz bock up and virus protector ............... 65.00 GVPSeries ll 24™8 __ 633.99 ~la&o«l2!Mil 41,fL_ 1739. 99 
PC 8808 as above, Cyclone compatible ............................................ 78. 99 GVP Series II 420MB ........ I 033. 99 ~M,wyo«l7JMIZ(IDJJ I 349. 99 
Duol drive as PC 8808 .................................................................. 125.00 Ghrce 03025MHZ1ML ....543.99 Syscps~HD88MB .S49.9S 
Replacement A500 drive ................................................................. 34. 95 G Fute 030 4!VtlHZ 4MB -1 83. 99 Extra 2MB fitted lo ll1Y miove .... 62. 99 

CBM lO~ ~ t~ ~~ .~ 79.99 ASOO 512k Rom Exp+Cl~~of; ~!~ exp(lost)179.99 
Philips UK 8833 MKII mon.+leods+ Turbo Challenge + on-site ....... I 79. 99 A500+ lMB exp ................... 28. 99 A 1200 32 bit 2MB exp ........... POA rt ( swivel stand Ii Philips 8833 .................................................. I 2. 99 ASOO+ Switch lMB exp ......... 37. 99 A 1200 32 bit 4MB exp ........... POA 
P i ips 3332FShTTV Monitor ......................................................... 238.99 CBM 2.04 upgrade kit ........... 74.99 A500 Rom Sharer 1.3 ............ POA 
CB~ 1960 Hig. res monilor ........ :·······:·· ......... : ...................................... 399•99 A600 lMB (eh' l 39 99 A500 R Sh 2 04 POA 
Philips 7CM H1-res SVGA .28dp me. tilt & SWJVel ............................. 259.99 exp 1P ........... • am orer · ......... . 
NEC 4FG Multi-Sync ...................................................................... 544. 99 ~r; ~t~r~

9
2::d ei::d~p~~:9av!ti~iti:; h. + 1.3 .............. POA 

Microwoy Flicker Fixer .................................................................. 124.99 IT d • DIY k" POA 
ICD flicker free Video 2-A500 ...................................................... 197. 90 our quo 1 1e engineers or 1t ........................................... .. 
Elec.Desfix ............................................................................ 196.99 IMULAIION 
KAGA 14" Multi Sync for 1200/ 4000 ............................................ 429.00 KCS Powerboord ................. POA G Gate 386sx 25MHz ......... 438.99 
KAGA 20" Multi Sync for 1200/ 4000 .......................................... 1549.00 KCS Powerboord with DOS .POA G Gate 486SX .................. .795.99 

SCANNERS & DIGITISERS KCSodoplor ....................... POA GVP286forGVPll+S30 .... 216.99 
Epson GT 6000 6oodp·1 24 b'rt A4 789 00 AT Bridgeboord for I 500 ..... 299.00 AT Once .............................. 214.99 

' · · ................................................. • 386 Brid eboord lor1500 ... POA GVP40/4 for 1500 ........... 945.99 
Epson GT 8000,BOOdpr 24 bit A4 ................................................ 1192. 99 g 
Power Hand S<onner, 400 dpi, 64 Greysrnle, Power11on soltwore ..... 88.99 • .rt'f PRINTED 
Power Colour Hand Scanner ......................................................... 219.49 'I'<l ~~tllU',:.· WITH 
Sharp JX 100 A6 Scanner+ sconlob s/ w up to 18 bit.. ................... 469.99 ~·"'" Ql\ti'I' ALONE STARTER 

WITH 
A10N£ STARTER 

PACK ShorpJX 320A6 Scanner+ s/ wup lo 24 bil.. ................................ 898.99 1111 PACK 
Vidi Amigo 12.. .............................................................................. .73.99 Oti1en 120+0 ............. 110.99 Otizen 5240 24 col' ...... 259.99 
Summa Sketch lI A4 Tablet Digitiser ............................................. 319.99 Stor LC20 ................. - .l 13.49 Otizen S24x col" ........... 296.99 
Summo Sketch lI A3 Tablet Digitiser ............................................. 529.99 Star LC 100 9 pin col .. ..146.49 o- HP Oeskjet SOij ............. 329.99 o-

GENLOCKS Storl(200col.. ........... 163.49 o- HPOeskjetcol ............. 399.99 o-
CBM Renclole880'il>B06 POA •-1\Js 11449 Otizen Swih 9" ............ 163.49 HP Deskjet 550( ........... 519.99 

q o - ........ ,_ ""'ll"' ............. ,_, __ ,,, • Stor L( 24-20 ............. .173.49 N HP Pointjet§ .................. 639.99 N 

C8M Rendole 8802 SVHS ........ _529. 99 Progen_ ..................... _ .. __ .... _85. 99 Stor LC 24-100 24 pifl .... 163.49 BJl Oex Bubblejet port .... 204. 99 
Rocgen .................................... - 78.95 Video Piloiv330 ........................ 994.94 Stor LC 24·200 .......... ..197.25 c..i BJ 20 ............................ 304.99 c..i 
Elec. DesPol ~ ............ _ .329.99 Elec. Des YCGenlock.. ......... - ... 496.49 Stor l( 24-200 tol ....... 236.49 iCI BJ 330 A3 ..................... 469.99 

DISCS Otiien 1240 ............... .176.99 iCI BJ 300 .......................... 338.99 iCI 

lOBlonkDS/ DDdiscsinbox .. 6.99 50BlonkDS/ ODdiscs ......... 17.99 EpsonLQI00 .. : .......... 189.99 - StorSJ48 ..................... 191.49 iCI 

1081 kDS/ HDd' 899 5081 kDS/ HDd' 27 99 OllzenS20024 ......... 179.99 - HPloser1etllP+ ........ 649.99 cc 
on iscs ........... • on ls<s ........ • Crtizen 5200 24 col' .. ..189.99 OMS Ink Jet col A4 ...... 4999.95 

!Turbo Print Pro driver/ util s/w highly recommended ADO £39.95 

STARTER PACK: SOO Sheets A4 or continuous poper, Amiga to 
printer lead, Universal Printer Stand & Driver • with Print Monoger 

MAX VALUE/ RRP 
• The Shoe People -6 colourful and entertaining games 29.99 

featuring Trompy and friends to encourage early number reading and 
pre·reoding skill~ With Shoe People music 

OR Thomas t~e Tank Engine's Fun with Words -6 separate easy to use 
leornin~ programmes with animation and sound. 

OR Noddy s Playtime (to 7 years! -8 magical learning games at 3 levels, 
PlUS Junior Art package inc. Colouring, electronic 'Fuzzy Felt', FREE Toy 
Town mop, Keyboard overlay and wob61er. 

• Shapes and Colours - Bobby the Clown entertains and lays down the 
foundation for moths and writing in 6 colourful animated games. 9.99 

• fun School 2, 3 or 4 -the "fun School" suite hove won just about every 
award going. 5 or 6 wonderful animated games. 24. 99 

OR Picture Book: 4 colourful and amusing games from ex 'fun School' 
de~gn manager will delight young children. 

• Deluxe Point ill with animation+ 700 Clip Art pies for DP 89.99 
inc. children, fairytale +Legend characters, Sport, Cartoons, 
Hobbyte In font Educational PD Pock, containing 10 
fun while you learn games 
Hobbyte 30 Easy Children's Gomes Pock 
10 Blank Discs, Joystick, Mouse Mai 

TOTAL VALUE e . . 
WITH AMIGA/CDTV 
SEPARATELY 
SPECIAL: Eoch extro title from first 
selection add just 18. 99 

r.-
ARE GO! 

We hope! We ore trying to organise a pock, complete 
with die-cost toy, no promises, bul phone for latest!! 

24 BIT 
A Y-ideo 24 with TV Point loc 50(U88. 90 Harlequin 4000 24 bit cord .... 1289. 99 
Art Oept Pro2.1A ........................ I 74.99 Image Moster ......................... I 069.00 
DCTV ........................................ 395. 99 Opal Y-llion 24 bit board+ Opol Paint, Opal 
firecracker .............................. POA Presents, Karate 24 bitll'w .. _. 689.00 
GVP IV+ VIU-S ....................... 1389.99 Rembrandt 24 bit boord ......... 2489.99 
GVP IV+ VIU-CT ..................... 1759.99 V lob 24 bit reol timedigitiser .... 279.99 

GRAPHICS/CAD 
AnigoY-rsioo ,,_ .... , ••. 47.SO 
Milqlt.Pro2.1 .... 98.99 
Deluxe Point ill ...... 9.49 
Deluxe PointlV ...... 53. 99 
Expert 40 Junior ... 36. 99 
Expert Drow ......... 48. 99 
Imagine v2 ......... I 09.49 
Pro. Drow 3 .......... 69.99 
Reol 30 Beg 1.4 ... 83.99 
Reol 30 
Turbo Pro 1.4 ... 229.SO 

Scola 500 ............. 68.99 
Scola MM200 ..... 434.99 
Scola Pro 1.13 .... 173.SO 
Sculpt 
Animate 40 ...... 198. 99 

Spectra Colour ...... 57.99 
X CAD 2000 .......... 89.SO 
X CAD 3000 ....... 238. 90 
VIDEO PRODUCTION/ 
TITLING 
Adoroge .............. 59.49 
AmigoY-ision .......... 47.SO 
Brood co~ 
Titler 11 .............. 148.99 
Deluxe Photolob ... SI .49 

SOFTWARE 
Morph+ ............. 143. 99 
Pro Video Plus .... 137.99 
1V Show Pro .......... S 1.39 
1V Text Pro ........... 68. 99 
Video Director ..... I 06.99 

EDUCATIONAL 
Any Fun School ..... I 4. 99 
Any ADl.. .............. 17.SO 
See also software pocks 
UTILITIES/ 
LANGUAGES 
AMAX II Plus ...... 289. 99 
Amos 30 ............... 21.49 
Amos the Creator .. 30.95 
Amos (ompiler ...... 19.49 
Easy Amos ............ 22.49 
Cross Dos v5 ......... 22.75 
Disk Mosler 11 ....... 43.75 
GFA Basic .............. I 7. 99 
Lattice C 6 .......... 179.99 
Quarter bock ........ 30.SO 
Quarter bock Tools 44. 99 
SAS CV6 ............. 169.46 
Xcopy Pro ............. 29.49 

APPLICATION 
Arena Accounts ..... 89.SO 

Excellence 3 .......... 88. 99 
Final Copy 11 ....... 66. 99 
Kind Words ill ...... 35.99 
Moxiplon Plus v4 .. 38. 99 
Mini Ollice ............ 43. 99 
Pagestreom 2.2..122.99 
Pogesetter 11 ......... 42.49 
Pen Pol 1.4 ........... 52.SO 
Per10nol finance 
Manager Plus ...... 31. 99 

Pro. Page v3 ...... 137.99 
Saxon Publisher .. 177.95 
Superbose Pro 4 .148. 99 
Wordsworth V2 .... .79. 99 
Works Platinum .... 43. 99 
MUSIC 
AD 10 12 Studio 16 
Sampler ........... 349.95 

Audio Engineer 
Plus 2 Sampler .188. 99 

Audio Master 4 ..... 44.49 
Bon & Pipes 
Pro 1.0E. .......... 172.13 

GYP Digital 
Sound Studio ...... 48. 99 

Midi Interface ....... 19. 9 S 
Rombo Megomix ... 23. 99 
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SPREADSHEETS 

With the recession still biting hard, a spreadsheet could help you to look after your finances. Jason 

Holborn tots up his loot and finds a few gems lurking in the mess ... 

IT FIGURES FOR YOU 
A 

sk the average user what the Amiga 
does best and you'll get a fair old 
selection of answers ranging from 
desktop-video and animation to 

music, desktop publishing and, of course, games. 
Who is right? Well, to be honest, none of them. Fact 
is, the Amiga, like all computers, relishes in just one 
thing - number crunching. While you're painting 
away in DPaint or sampling from your latest CD, 
behind the scenes your Amiga is doing nothing 
more than messing around with numbers. Many of 
us struggle to recite our seven times table, but your 
Amiga has no problem at all wading through tens of 
thousands of complex calculations every second. 

With all this high speed calculating power on 
tap, it's not surprising that software has been writ­
ten to take advantage of the Amiga's natural talent 
with numbers. One such program is the spread­
sheet, a program that is generally regarded as one of 
tl1e main reasons for the success of the personal 
computer. Spreadsheets consist of a huge number of 
digital pigeon holes arranged in a grid pattern. 
Witllin these digital pigeon holes you can store 
numbers, formulae or textual data. Then, with val­
ues and formulae in place you can perfrom 
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Gold Disk 's ProCalc is without doubt the best 
Am iga spread shee t. 

calculations such as adding the values of certain 
boxes together or adding VAT. The real strength of 
these programs is that you can perform 'what if cal­
culations. So for instance, if you'd stored all your 
weekly outgoings (pub money, games, council tax 
bills etc) in a series of pigeon holes and then told the 
program to add them all up, you could try changing 
the values to see what would bring down your 
costs. The spreadsheet sounds like nothing more 
than a glorified calculator, and really that's exactly 
what it is. You feed it numbers, tell it what to do 
with those numbers and hey presto! You get a 
result, hopefully one that works in your favour. 

Like most software packages, the spreadsheet is 
only a tool - it will only do what you ask it to do. 
The more you ask the spreadsheet to do, the more 
useful it becomes. Spreadsheets can be used for a 
wide range of tasks ranging from simple home 
finance to the kind of complex financial planning 
that would reduce even the sturdiest of accountants 
to a quivering wreck. Despite all this latent power, 
getting started with a spreadsheet is surprising! y 
simple. If you know how to write a formula to add, 
subtract, divide or multiply numbers, then you can 
use a spreadsheet. 
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Spreadsheet s simplify tiresome financ lal chores 
both in th e offic e and at home 

All spreadsheets are based around pretty much 
the same theory. Like a school maths book, the 
spreadsheet presents you with an empty page 
divided into a grid which is built up from horizon­
tal and vertical lines. The junctions produced by the 
crossing of these lines form blank areas that are 
called cells. Obviously it would be very difficult 
indeed to accurately pin-point a single cell within 
such a grid, so spreadsheets refer to the position of 
the cells in terms of rows and columns. 

We mentioned earlier that every one of the cells 
is capable of holding basically one of three things -
strings of text, numbers or formulae. The text is 
use9 as a label, so if you were drawing up an 
Income and Expenses sheet, before you even started 
putting in values, you'd draw up the basic outline 
of the sheet by adding a title such as Income and 
Expenses for Period Ending March 30, 1992, fol­
lowed by 12 columns labelled for each month. 

If you enter notlling more than a stream of 
numbers into a sheet, it will do nothing more than 
display those numbers. To use the spreadsheet to 
carry out calculations, it is necessary to tell it how to 
act upon those numbers using mathematical formu­
lae. Spreadsheets use exactly the same format for 

mu ta 

Maxiplan 4 was written speclflcally for the Amlga 
and therefore perform s as well as you 'd expect. 
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SPREADSHEETS 
I 

Getting Graphical Market Choice 
When presented with pages and pages of 
financial Information. the flnt ruction of 
most people Is to switch off completely. 
Money may rule our llves, but that doesn't 
stop most of us gluing over at the tint 
whiff of mything even slightly rnathemllt· 
lcal. SprudshNts can make the task of 
presenting complex numeric Information 
consldenlbly easier by using those old 
school day favourites. graphs and c:harts. 

Most modern spnadsheets offer llt 
INSt a minimal amount of gnphlng -. 
port, enabling you to transform numeric 
Information fnNn • spreadsheet Into a 
bNutiful graph automlltlcally. 1he most 
common form of gnph that you'll find In• 
sprNdsheet Is the cluslc bar gnph. where 
uch item of numeric lnfonutlon Is ..... 
n a block representing the v•I• of that 
lnformlltlon. 

More sophfsticated ............... such 
n Gold Disk's brilliant ,,,.,,...,.,,, C.lc 
offer not just one, but many different 
types of graphs and dwts. These ..... 

formulae as is used in schools worldwide, so pro­
viding you know how to express a calculation in 
terms of a formula (a=(b+c)- d, for examp le), then 
you can use a sprea dsheet. Adding a formula to a 
spreadsheet is as easy as enterin g a number. All you 
do is select the cell that should hold the form ula and 
then enter it in traditional format . To tell the for­
mula which numbers to use, you simply enter the 
co-ord inates of the cells in question . If you wanted 
to add two cells together, one of which was at Al 
and the other at A2. You would therefore simply 
express this form ula as Al +Al. Instead of display­
ing the formula within the cell, the spreadshee t 
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Easy to use and powerful, Advantage was the first 
truely professional Amlga spreadsheet program. 

.................... _.....youtopNNnt­

..... 111111-'o ...,_.._ In ........ .-.. 

from the usual pie, bllr, line and stack 
charts. to lesser known types such as 
Ghantt and scatter charts. Even if you 
don't need to present numeric lnfonnlltlon 
to others on • professional basis you'll 
find spreadsheet graphing functions very 
useful for your own reference. 

would then automatically perform the calculation 
and display the result. If you had a long list of num­
bers to add together, instead of entering the formula 
manually you'd can dick on the first and last num­
bers in the range rather than enter each one.For 
more complex calculations , spreadsheets provide 
what are known as functions . These enable you to 
carry out complex mathematical operations without 
having to define the formulae yourself. And if you 
make a mistake , instead of starting from scratch, all 
you do is amend the appropriate cells and the 
spreadsheet is recalculated au tomatically . in sec­
onds . Try doing that on a calculator! 

Although it 's powerful, K·Spread 4 has limited 
graphing and other functions. 

Lotus Power 
No, sprudsheets can't challenge you to a 
game of Gremlin's excellent Lotus Turbo 
Esprit but you can transport sheets 
between different spreadsheet programs 
on the Amlp and even other fflllChines 
using the Industry standard Lotus f-2-J file 
format. 1he f -2..J standard has been 
accepted across a wide range of personal 
computen Including the PC,, ST, Mac and of 
course the Amlga. Although not a native 
Amlga file format, Lotus compatibility Is 
worth looking for In an Amlga spreadsheet 
If you use • PC-bued spreadsheet program 

at work. Using • file tntnsfer utility such as 
Consultron's excellent CrossDOS (which Is 
built into Workbench 3.0 and also on the 
Coverdlsk of Amlga Format Issue 40), you 
am bring PC sheets home from work and 
port them straight Into your Amiga 
spreadsheet for further work. Most Amiga 
spreadsheets offer Lotus compatibility. If 
the spreadsheet thllt you're considering 
doesn't. then steer well dear - chances are 
that It's not worth bothering with. All the 
programs featured here offer Lotus com­
patibility, so they are all .,. a safe bet. 

Advantaae 
£102.12 Gold DiSkUK 
When Gold Disk launched Advantage on 
the Amiga market, it heralded the 
arrival of the Amiga's fint truely profes­
sional spreadsheet program. Advantage 
is easy to use and has the sort of spread­
sheet power that is usually associated 
with PC-based spreadsheet programs, 
When it was fint launched Advantage 
was so good that it cleaned up. Its 
extensive range of functions and bril· 
liant graphing make the process of 
building up and using a spreadsheet 
almost fun. OK. no one could possibly 
claim that spreadsheets are particularly 
entertaining, but Advantage Is about as 
close as you'll ever get. 

P rofess iona l calc 
£152.80 Gold Disk UK 
Many spreadsheet buffs believed that 
Advantage couldn't be Improved upon, 
but Gold Disk proved them all wrong 
with the launch of Professional calc. Uke 
Advantage this is an easy program to 
use. Pro C.k not only performs superbly, 
but it looks good too. It offers an exten­
sive set of spreadsheet functions, 
powerful maao facilities and far more 
control over graphs than most other sys­
tems. Some of the graphs are a little 
weak. but Pro C.k Is still miles better 
than the competition. Although it is 
high-priced, Pro calc is a star among 
sprudsheets, so if you want the best, 
then look no further than Pro calc. 

K ·SDread 4 
f99.95Kuma Computers 
Kuma's latest release, K-Spread 4, Is a far 
ay from the sophistication of Pro Cslc, 
but gripes aside K·Spread has a lot of 
power. But It also has its problems Even 
in its fourth Incarnation, K·Spread is let 
down by a poor selection of chart types 
and limited graphing functions. It also 
still seems to be rather bugged. Loosing 
a picture in your favourite paint package 
may be annoying, but loosing financial 
information when your spreadsheet 
aashes could result in an embarrassed 
silence the next time you ask the bank 
for some loot. 

Max iPl a n 4 
£129.95 The Disc Company 
The only real competitor to Gold Disk's 
Professional Cslc is MaxlPlan 4, the lat· 
est version of the MaxiPlan series of 
spreadsheets. Written on the Amiga for 
the Amiga, MuiPfan 4 performs how an 
Amiga product really should. Although 
not as extensive as ProC./c in terms of 
raw calculating power, its graphing func­
tions are slightly better. If presentation 
of numeric Information is all Important, 
then MaxiPlan may be the one for you. 
Its many features include 12 different 
chart types and more than 70 functions. 
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CUT, TICK & POST 

:.1 1e,PO (Af) ,2 R;dgoRood , Letchworth , i., Jsl=a,-, E EE : 
Herts SG6 1PN. Telephone : (0462) 684372. I L~'-r ~:§:§ 

Assass ins Games -
This is the ultimate collection of PD games, QUALITY PUBUC DOMAIN 
brought to you on 30 great disks. There 
are over 131 games to choose from - every 
game you can think of is here. 
YOU WON'T FIND THIS PACK AT A 
BETI ER PRICE! 

O Assassins Disks 1-30 ...... £27 .95 

Cllp Art 
This 7 disk set of quality clip art contains 
everything from fonts, fancy borders and 
textures, to sportsmen, trees and transport. 
There are hundreds of pictures just waiting 
to be loaded Into your favourite art of OTP 
package. 

0 7 disk Clip Art set .......•.... £6.95 

Fonts 
This 3 disk pack contains over 140 fonts 
for use with DPalnt and many other art 
packages. The fonts co111e In various 
sizes, and are all of good quality. 

0 140 fonts on 3 dlsks ......... £2.95 

This advert represents 
only a small selection of 

disks available. We 
stock over 1 OOO disks, 
with new titles arriving 

every week. If there is a 
particular program you 
require, please contact 
us. If we do not have it, 
we'll get it tor you at no 

extra cost. For full details 
of these and many more 
disks available, why not 
purchase our Catalogue 
disk, which also includes 
a free game and utility. 

Catalogue disks are only 
£1, Free P&P. 0 

We stock the 
full range of 

Fish and 
TBAG disks. 

Animation Demos 
a Agatron 38 
Q Agallon 37 a Subliminal Vision 

u Coyllle Simas Back a Vision Megademo IV 
Cl Frankin the Fly a Ma)l1an Daros eoo-., 
a Ghos!Pool 
a SpaceAce 

Q Anarchy Demo Pad< 

a Waller 1.0 
a Jnne.-Ma1tM1ss Demo 

Q Steallhy Anims a AlphaAmega 

Q Al the Movies a Hardwlred (2 disks! 
O ATF'9fl!t O TriptoMars 
'J Rocking Robot a Plasmutex 
a Marsflglt a Dynamic Demo s 
U Lady and the Tr&nll 

O Vntua!Woclds 
O Vietnam Conllicl 
a Madonna canoon O Sy5temVIOialion 

O Real 30 Pinball 
O M't'fYSWaler ALCATRAZ 
Q Fr8Clal Right ODYSSEY 
a Tron(2dlsks) A 5 DISK, 40 MINUTE 
O TooMuch30 SPACE EPIC. THIS 
O Copier Right 

IS THE BEST DEMO OF 
O M"ldnight Run 
O TheBolngs THE YEAR 

Q Ml""-Heed 0 5 DISKS •.....•... £4.45 

Utilit ies 

a NComm2.0 
Cl Video Manager 
a Protracl<er 2.2 
a Workbench Fun 
a Home Business disk 
D Allegro Composer 
O Sid II 
a Amiga Fox (DTP) 
a Sample Maker 
a Midi Madness II 
a 50 Worl<bench Hacl<s 
D Hard Drive Utils 
O Demo Crearors 
a Latest Virus Killer 

O Amiga Tools 
O North C Compiler 
o Sys1ec Utilities 
D Rippers Disk 

Over 700 of !he bes! 
utililies 

D 10 Disks ......... £9.95 

DISK PRICES 
1-10 £1.25 each 

11-20 £1.15each 
21 + £1.00 each 

Deja Vu 
Licenseware 

a LOOa Wolk , Play 
0L010Word~ 
Q L029 Big Tap FUii 
Q L035 T-Tachdraw 
a l.037 Roc1cat Ma111a 
0L042X-5111c:h22 
a l.044 Fonnu1a 0ne 
a L075 Vldeallln 1.1 
a LDn Power eaa 2.1 
a L098 Power Text 
Q L181 Monie Code Tutor 
Q L 188 Organizer! 

We stock the full 
range of Deja Vu, 
upto 118. AU Deja 

Vu is £3.95 per disk 
and comes with the 

offlclal 'green' 
label. which Is your · 
guarantee that the 
Author receives his 

royally for each 
disk sold. 

All disks are : 
- Virus Free 

- Branded 
- Despatched 

same day 

AM /FM 
The 8rdl1ant Magazine 'Or 
anyone interested 1n mJS1C 

;n !ne1r Am,ga Each issue 

comes comple!e with 11ps 
on using popular sof!ware 
along with reviews o~ the 
1a1est m1d1 gear Also on 
the disk yoG v11i! tind 
various pieces of Am1ga 
music aiong with se11era1 
m,d1 songs Try one ,ssue 
and you II be back for more' 

Each ,ssue cosls 1ust [2.50 
or £4 95 w,th a a,sk paCKed 
tu11 oi top aua ,ty sacnpies 

Issue 9 OUT NOW 
Back ,ssues also ava,labie 

Blank Disks 
Quality Precision 
Branded Disks 

0 10 ................ £4.95 
0 20 ................ £9.50 
0 50 .............. £22.00 
0 100 ............. £41.00 

Emulators HOW TO ORDER Name .. ..... .... ........ .. . .. ........ ... . ... .. . .. . . .... ..... .. . . . ... ... Please enclose cheque or postal 
Simply tick the boxes next to the t~les you require. order for the correct amount, 

With this 5 disk pack you can run a certain 
amount of PC. ST. C64. Spectrum and QL 
software on your Amiga You will need at least 
two floppy dnves to get the best tram this pack . 

...J 5 disk Emulator Pack.. . ..... £4 .95 

1 OOOs OF TITLES 

· . Address made payable to SYSTEC PD, 
Then fill In the easy order form to the right, with your · · • · · · · · · · · · · · · · ·" · · · · · · · •· · · · · · · · · · · · · · · · · · •· · · · · · · · · · · · · · · · · and send to the address at the top 
name and address. It is also helpful to us if you tell of the page. Please don1 forget to 
us which computer you own, so we can make sure ................................................... ··•····.. .... ......... .•. NO OF DISKS D r 75p 

::::;i~ :~~; :u~:f~~:;r :~1: ~':~ .................................... Post Code ······················· TOTAL ENCLOSED LJ ~ 
cards) to the above address. Tel No ...........•........... Compuler ·······················•·•· paokaging 

THE P.D.WAREHOUSE 1 OOOs OF BARGAINS 

!£1.35 A DISK! BRITAINS BIGGEST COLLECTION OF P.D.SOFTWARE 
100s OF TOP GAMES-ARCADE ROLE PLAYING -ADVENTURE-SPORTS-BRAIN ACHES­
-SIMULATORS-FAR TOO MANY TO LIST 
MOUNTAINS OF MUSIC-SAMPLE EDITORS-POWERFUL MIDI SEQUENCERS-DRUM MACHINES­
LOADS OF SAMPLED & MIDI MUSIC DEMOS - COMPOSERS & MORE 
GRAPHICS GALORE -LOADS OF PAINT/DRAWING PACKS-ANIMATION-CARTOONS-FONTS­
HUGE QUANTITY OF CLIP ART-ETC. ETC. 
UNLIMITED EDUCATIONAL-G.C.S.E. REVISION-TYPING & LANGUAGE COURSES-ASTRONOMY­
ASTROLOGY-KIDS READING/WRITING/MATHS/SHAPES/COLOURS ETC & LOADS MORE 
PILES OF PROGRAMS-UTILITIES-COMMUNICATIONS-DATABASES-ACCOUNTS-PUBLISHING­
STOCK CONTROL-COMPILERS-PRINTER DRIVERS-VIRUS KILLERS & LOADS MORE 

ALL DISKS 
VIRUS CHECKED 

PHONE NOW FOR FREE MASSIVE CATALOGUE!! 
081-290-6140 

PRINTED INSTRUCTIONS WITH EVERY PROGRAM. 

SAME DAY 
DESPATCH 

P.0.-SHAREWARE-LICENSEWARE-BUMPER BARGAIN PACKS 

NEW TITI£S AlffiMNG REGULAFLY 
175A WIDMORE ROAD, BROMLEY, KENT BR1 3AH 



Use your Amiga to get in contact with other people? Nah! But yes you can. Enter the world of 
Comms and not only will you be able to access information and help from all all over the world, 
there might even be some cheap software in it too! Phil South and Tim Smith open the door ... 

U 
sing an Amiga for playing games is a 
lot of fun, and using it for writing, 
accounting or creating graphics can be 
darned useful. But your Amiga can also 

open up a whole new werld if you get involved in 
something called Comms - and for a change , it 
needn't cost you a packet. 

Conuns is short for Communications - the pro­
cess of linking up with other computers (not just 
Amigas) by using a normal domestic telephone line. 

To do this you need an extra piece of hardware 
called a Modem (this stands for MOdulator 
DEModulator) which you connect via a cable to the 
Serial port on the back of your Amiga . There is 
another lead that comes from the modem and fits 
into a standard BT socket. 

Once you have set up your Amiga and the 
modem with these two simple connections, you 
need a special piece of software called a Terminal 
Program to make them communicate with each 
other . Once these three components are working 
together, you are ready to contact the rest of the 
world by using a Bulletin Board Service (BBS). 

A BBS is a computer that is set up so that it can 
use a modem to answer incoming calls from people 
like yourself. Once you are 'online' (connected) a 
program called a Host enables incoming users to 
talk to each other , post messages, send electronic 
mail and send or receive files. 

Bulletin Board Services are usually run by 
enthusiasts who scour the world for the best in 

'-To get started 
you need an Amiga, 
a modem, some 
software, a cable and 
a phone line" 

c 
GE 

This is the Initial screen of a bulletin board. This details activity on the board such as how many people 
have been on-line and how many files have been sent or received. The Sysop Is obviously married . 
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Public Domain software. Basically, the Host com­
puter will have a large hard disk on which is stored 
sometimes thousands of useful utilities, programs 
and even a few games ,md demos. 

The ability to download software from a host 
machine to your own means that you can get the lat­
est PD software for the Amiga instantly and for the 
price of a phone call. Once the software is on your 
disks, you can use it as if you had sent off for it 
through the post and received the disks. The differ­
ence is that using comms you can get what you 
want faster, and you can even ask other users ques-

Some bulletin boards have Inventive front-ends. 
This is one of the better ones. 

!ions about the software. Community spirit, that's 
what it's all about. 

Getting set up 
All you need to get into comms is your Amiga, a 
phone, a serial cable, a piece of terminal software, 
and a modem. The serial cable should be one 
designed for modem use, and not a null-modem 
cable. (null-modem cables are for connecting two 
computers in the same room directly via the serial 
port, for machine-to-machine direct transfers.) 

Deciding which sort of modem to buy is a 
knotty problem, but, you'll be delighted to hear, is 
easily solved. Modems come in different speeds, 
measured in something called Baud, which is 
comms-speak for bits per second (BPS). The speeds 
you will probably see mentioned are 1200, 2400, 
4800, 9600 or even HST (High Speed Technology). 
Get the fastest modem you can afford, but if you're 
a bit strapped for cash go for a 2400 or 4800 model. 
The reason for getting the fastest modem you can 
afford is tl1at the more time you spend on the line, 
the higher your phone bill, and the more expensive 
the hobby becomes. Faster transfer rates mean less 
time on the line and more money in your pocket. 

Supra makes a range of very good modems for 
the Amiga, and its products would be a good place 
to start. Some feature MNP 5 (M.iracom Networking 

Protocol 5) data compression. This is a function that 
filters out any line interference and enables you to 
double the effective speed of your con,ms. On a 
2400 modem this means that you can download files 
at close to 480 characters per second. If you have a 
modem with MNP 5, set your terminal software to 
twice the speed it should be to enable the fastest 
possible transfers. The best modems we've found 
are the Supra 2400 MNP (£79.99) and the Supra 2400 
Plus (£99.99) while the Supra Fax Modem (£259.99) 
is the very best with 14400 Baud and the ability to 
send and receive faxes. 

Termu,al software is easy to come by, and 
almost all the best programs are in the public 
domain. You can download them from BBS, but 
you'll need a terminal program, which you can get 
mail order. (See the list of suppliers and prices). 

Your first time 
Once you have the phone plugged into your 
modem, modem plugged into the phone socket, 
software loaded, serial cable attached to modem 
and computer, and a good strong cup of tea, you're 
ready to make your first trip into comms-land. 

The tefll1lllal program will have a phone book 
facility, where you can store a list of your favourite 
numbers for instant dialling by the modem. Type 
the numbers in our Good BBS guide into the phone 
book and save them. Then dial one by selecting it 
from the dial menu. The first thing you will hear is 
the modem dialling the BBS number. The BBS will 

answer the phone and the two computers will 
link up with a burst of data noise. In case 
you're wondering what the screeching noise 
is, it's the modem turning the binary data 
coming from your computer into high and low 
audible notes, very fast. Yes, the screeching 
noise is just the sound of computer data being 
turned into sound. 

Anyway, the next thing you'll hear is a 
beep. Then the terminal program tells you that 
you're connected with the words: CONNECT 
2400 or something of that order, and you're in. 
Now either the screen will fill with the hello 
message from the board you've called, or 
there' ll be the words: Press Esc twice to start 
NobbyAmigaBBS. Hit the [Escape] key twice 
and the BBS will continue. You will then be 

presented with a menu, usually telling you what to 
select and what the result will be. If you need help, 
the system will probably prompt you to press [?) or 
[HJ or [Help). If you do this the system will tell you 
what the next prompt is. 

The next thing you'll see are file areas from 
which you can download software to your machine, 
tl1ere will also be message areas, sometimes called 
message bases, where you can leave messages on a 
range of subjects, and perhaps even a few online 
games. You may be tempted to log on to all the mes­
sage bases and, in your excitement, start typing 
madly saying anything that comes into your head. 
Resist the temptation at first. People will be glad to 
help you out if you're stuck, but a certain amount of 
humility goes down a treat. 

For example, typing: "Hi guys, Gus here. 
What's all this about ARC and ZOO, is it some sort 
of boat or what? And how do I fit a giraffe in my 
Amiga anyway, HA HA HA HA HA HA HA", 
would go down less well from a stranger on the sys­
tem than a more discrete: "Hello everyone. My 
name is Gus, and I'm pretty new to comms. I've 
heard a lot about ARC and ZOO and I wonder if 



The me ssage section of a BBS has its resident 
expert s and he lper s. 

anyone could explain what they are and how I can 
use them?" 

See the difference? The existing users on a 
board are like members of a club, and you are a new 
member. You wouldn't burst into a house where 
you'd never been before and shout: "Oi oi, what's 
going on here then? Any beer is there?" Trying to be 
all buddy buddy will get you nowhere fast, you 
have to make friends gradually and try not to throw 
your weight around. As in real social situations, lis­
ten for a while before you talk. Once you 've looked 
around the system and want to leave, remember to 
log off properly . You can cause all sorts of problems 
if you just turn off 
your computer 
when you are 
onli.ne. 

Fidonet is a world-wide network of linked up bul ­
letin boards. It is large and scary. 

One last point of etiquette, don't just nip on to BBS 
to download piles of software and then bog off 
again. The practice of taking software but not con­
tributing anything is called troughing or leeching, 
and it's not appreciated by the BBS community at 
large. If you find a nice file somewhere in your trav­
els that you'd like to share, check if it's on the 
system first and then upload it. If you at least 
upload one file for every one or two that you down­
load then that's something. 

~eking and 
viruses--
You may well have heard the 
term hacking (or sneaking as 
the Americans have decided to 
call it). Hacking i.s an illegal 
activity that entails breaking 
into a computer or computer 
system without the permission 
of the owner. To be frank, 
hacking is for the most part 
confined to large corporations 
being broken into, rather than 
individuals being hacked. 

The nearest that you or I 
would ever get to being 
hacked would be if we had 
decided to open up a mailbox 
on an electronic mail system 
(it's also called EMail). A mail­
box is an area kept on the host 

PDANDCOMMS 

computer where other people can leave messages or 
even programs for you to pick up at your leisure. It 
i.s possible (though not probable) that such a mail­
box could be hacked into - Prince Philip's was 
hacked in the 1980s! 

Besides hacking, what you might need to worry 
about are computer viruses. Before continuing, and 
walking into a storm of righteous fury from all the 
BBS operators (known as SysOps) i.n the country, let 
me first say that 99.999 per cent of BBS in the UK are 
virus-free and virus-protected. 

But wha t is a virus? Well, it's just a piece of 
compu ter code that has been deliberately planted 
in to a program. A virus is so called because it can 
spread. It is also so called because it can do damage 
such as erasing your own files. Viruses are written 
by two kinds of people: fools, and malicious fools. 

We recommend that you lay hands on a good 
virus cl1ecker sucil as VirusX by Steve Tibbe t (a 
shareware program), or Kill Da Virus 3 (another 
shareware program). 

The best thing to do is always to check new 
disks, or even new files if you are downloading 
them from a BBS, before you use them. Never ever 
use pi.rated software - software that has been ille­
gally copied. 

The chance of you getting a virus from any of 
the better known BBSs i.s very li.m - the people 
who run the systems will normally check their sys· 
terns every day, but it pays to be careful. We 
recommend that you make virus cl1ecks, wri te-pro­
tect your most valued disks, and Don't Panic! 

There are a great many BBSs all over the coun­
try, some are good, some bad and some indifferent, 
but all are free to anyone who wants to use them. 
Actually, there are some services that are not free, 
but can still be a lot of fun. You have to pay to join 
certain conferencing systems like CD< or 
Compuserve (a mass ive US service) . You'll be 
charged every month for using the service and for 
the amount of time you are on it. Although it can 
burn a hole in your pocket the information and con­
tact you get by belonging to one of these systems is 
of very high quality indeed. 

It i.s possib le to enjoy your comms hobby with­
out ringing up an enormous phone bill. As with 
anything else it's best to experiment. 

Good luck, and watch your phone bill! 
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Sources: 
All the software men­

tioned apart from Rapport is 
available from your friendly 
neighbourhood PD software 
house. Here are some rep­
utable disk shifters to try first: 

Blitterchips 
Cliffe House 
Primrose Street 
Keighley 
BD214NN 
Tel: 0535 667469 

Crazy Joe's 
145 Effingham Street 
Rotherham 
South Yorks 
565 lBL 
Tel: 0709 829286 

Ed Lib 
7 Sampford Brett Lane 
Willi ton 
Somerset 
TA44JT 
Tel: 0984 32320 

George Thompson Services 
Cucumber Hall Farm 
Cucumber Lane 
Essen don 
Herts 
AL96JB 
Tel: 0707 664654 

Telescan Computer Services 
Handsworth Road 
Blackpool 
FY51SB 
Tel: 0253 22296 

Seventeen Bit 
PO Box 97 
Wakefield 
West Yorks 
WFl lXX 
Tel: 0924 366982 

Softville 
Unit 5, Stratfield Park 
Elettra Avenue 
Waterlooville 
Hants P07 7XN 
Tel: 0705 266509 

The software that allows you 
to create your own BBS, 
Rapport, is available from: 

Big Bang Enterprises 
188 Kenmore Avenue 
Kenton 
Harrow 
Middlesex 
HA38PR 



ICD@@[X] PCLS LASER PRINTER 
Ricoh UK Ltd is part of the worldwide Ricoh Group of companies, originally established 
in Japan, in 1936. With a turnover of over $5 billion and 37,000 employees, Ricoh have 
been producing computers and peripherals since 1971 and are the world's second 
largest manufacturer of Laser Printer engines. Ricoh have employed their expertise to 
produce a 'first ' in laser printers for the world market, the LP1200 with FLASH ROM. 
Fully HP LaserJet II/™ compatible , the LP1200 employs industry pro ven laser 
technology. Unlike LED page printers, whfch use fight emitting diodes, the LP1200's 
laser lightsource, focussed by high quality lenses, is able to produce the most accurate 
and Intense printed images. Its fast, efficient processor and engine, together with a 
straight paper path design , allows printing at a full 6 pages per minute. Unlike its 
competitors, the LP1200 can print an A4 page of graphics at 300dpi with its standard 
memory. Also, Ricoh's advanced laser engine enables the LP1200 to address a 
range of print resolut ions up to 400dpi. The standard 2Mb of RAM installed 
allows the LP1200 to print a full A4 page of text using standard internal 
resident fonts, or an AS page of graphics, both at 400dpi. A FREE Windows 
driver supplied enables the Ricoh LP1200 to print a typical page of teit at 
400dpi from Windows 3 using the controller firmware currently installed on 
the printer and standard internal resident fonts. A 2Mb RAM upgrade (total 
4Mb RAM) is required to print an A4 page of graphics. 
Again , unlike the compet i tion , the LP1200 includes a powerful 
document description language as standard. This language, 'LAYOUT', 
offers unique opportunities to develop custom-made printing 
systems. Forms and document templates can be 
designed and stored 
electronically in the • 
LP1200 's FLASH :/: 
ROM, alleviating :.-.: 
the need for .·.·: 
pre -printed 
forms! 

The Ricoh LP1200 is a genuine laser printer and not an 
LED printer. Make sure you check out the competition! 

See how the Ricoh LP1200 compares 
Tel: 081-308 0888 

to its Laser Printer Competitors EPSON HP UJET M'MAN IBM 4029 
FEATURES EPL4100 IIIP TALLY Model 010 MT904+ 

{'expected) £569 £699 £699. £750 
£945 £1,179 £1,099 £1,099 

300x 300 300x300 300x300 300x300 

6ppm 4ppm 4ppm 5ppm 
YES 

YES YES 
YES YES YES 

YES YES YES YES 
0.5Mb 1Mb 1Mb 1Mb 

<45 sees <60 sees 60 sees 33 sees 
<20 sees <40 sees 34 sees 20 sees 

YES YES 
8 8 0 

11 14 14 16 
YES 
YES YES 

YES YES 
YES 

100 70 100 200 
YES YES YES 
1.65p 2.00p 1.71p 1.64p 
60-157 60-105 60·120 60·131 
YES YES YES YES 
YES 

<40d8 31.7d8 <35d8 38d8 
<50d8 43.3d8 <46dB 50dB 

RICOH 
LP1200 

£699 
£1.195 

400 x 400 
YES 
6ppm 
YES 
YES 
YES 
YES 
2Mb 
YES 

45 sees 
<15 sees 

YES 
YES 
YES 
YES 

8 
14 

YES 
YES 
YES 
YES 
100 
YES 
1.65p 
60·157 
YES 
YES 

<38dB 
<48dB 

' "Ai1111otedbymat1utactu1ets· 214192 AU T ml!marks art atltno¥1tedged 

121192-1030 

SILICA SYSTEMS OFFER YOU 
e FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 
e TECHNICAL SUPPORT HELPLINE: Team of 1echnical experts at your service. 

HP LASERJET Ill™ COMPATIBLE 

A4 TEXT/AS GRAPHICS@ 400dpi • A4 GRAPHICS @300dpi [ FLASH ROM UPGRADEABLE! I 
A 2.., RAM UPGRADE IS REQUIRED TO PRINT . . 

AN A4-PAGE OF GRAPH ICS AT 400dpl '-'- .=;..;;.::c.;; ..:_..;.; =.;;.;.; ;._ .;:;.;;....;=..;;;;..=::.=::..;=.== :.., 

[lfJ 
OCTOBER '92 AUGUST '92 

RICOH LP1200 
• 6 . PAGES PER MINUTE OCTOBER '92 

Using a straight paper path 

• PCL5 • INC HP-GL/2 
With scalable fonts and vector graphics 

• SHARP EDGED PRINTING 
Ricoh FIAL (Fine Image Algorithm) enhances 
resolution 

• 400dpi RESOLUTION 
(Default res. - 300dpi. Will address 200, 240 & 400dpi .) 

• 2Mb RAM AS STANDARD 

• UNIQUE FLASH ROM 
For controller upgrade and storage 

,::,: :/·· • IC CARD SLOT (FCJICWJEfOAC,.,,,,,lib#) 
For programmable FLASH ROM cards 

/ • EXPANSION BOARD SLOT 
For improved connectivity eg . Coax!Twinax, PC-LAN etc 

• LAYOUT Document Description Language 

• SERIAL + PARALLEL PORTS 

• 1 YEAR ON-SITE WARRANTY Next working day response 
Silica Systems are pleased to introduce the revolutionary Ricoh LP1200 . It has all of the 
specifications that you would expect ta see in today 's most technically advanced laser 
printers, plus a unique additional feature which places it tar ahead of the competition -
FLASH ROM. This 'Future Proof technology protects the investment you make when 
you buy a Ricoh LP1200 , as it enables you to keep up to date with new laser firmware 
developments . FLASH ROM is an area of memory inside the LP1200 which holds the 
printer 's controller instruct ion firmware . If new firmware is developed , eg an update ta 
the printer 's command language , it can be downloaded into this memory . Other manu­
facturers would require you to buy a new printer! Fonts , macros , graphics and additional 
emu lat ions can also be stared in FLASH ROM, or on removable , industry standard 
FLASH ROM IC card s. The new Ricoh LP1200 is the only laser printer to offer this 
FLASH ROM fac ility . The LP1200 comes with a 100 sheet A4 paper tray (letter and 
legal trays also available as extras) and the facility to feed single sheets at paper and 
card up to 157gsm . An optional extra universal feeder provides the facility to 
automatically feed up to 150 sheets , from sizes of 98mm x 148mm to 21 Smm x 356mm 
in size at weights of up to 158gsm . The universal feeder also feeds up to 15 envelopes , 
overhead transparen cies and labels automatically . 

Consumables + Accessories 
CODE PRODUCT PAfCE Elle VAT 

CAB 7500 Cable for PC/ST/Amiga ................ £8.47 
K IT 5200 Laser S1arter Kit inc Cable ... , ....•... £12.50 
LAA 5238 Universal Feeder (2nd Tray} ......... E100.00 
LAA 5262 2Mb RAM Module ......................... l:149 .00 
LAA 5210 Developertroner Car1rldge ......... £65.00 
LAA 5225 OPC Cartridge (Drum) ........... £89.00 
LAA 5334 Lener Paper Tray (100 SheelS) .... £35.00 
LAA 5323 Legal Paper Tray (100 Sheels) .... £35.00 
LAA 5312 A4 Paper Tray (100 SheelS) .......... £35.00 

CALL FOR A FULL PRICE LIST 
'Nole: A~papertray lsaJreaelylncll.ldedf! lheE:699prioo Moc'eM 

1rays can be purchased 10 1900 dil!eient caloorod &lali>nery. 

,-~~~~~~~~~~~~~~~ 

LP1200 WITH SINGLE BIN & 2Mb RAM SILICA PRICE: 

£699 
+VAT=£ 821.33 Ref: LAS5200 

PCMCIA FLASHCARDS ARE AVAILABLE FROM 
SILICA. THESE ALLOW ADDITIONAL SOFTWARE 

FONTS TO BE DOWNLOADED VIA A PC. 

Tel: 081-309 1111 
Fax No; oa 1-308 0608 

LONDON SHOP: 52 Tottenham Court Road, London. W1 P OBA Tel: 071·580 4000 
()pe(llng Hours. Mori·Sat 9.30am-6.00pm No Late Nigh! Opemng Fax No: 071 -823 4 737 

LONDON SHOP: Sellridges (1,1 Floor), Oxford Street._London, W1A 1AB 
Openl"Y t<oun, : Mon-Fn 9.30am-7.00pm (Sal close 6.30pm) La1e N;gt,1: , n<ttsday • epm 

Tel: 071-629 1234 
Ex!eo&loo: 3914 

• PRICE MATCH : We normally match competi1ors on a "Same product • Same price" basis. Tel: 081-302 8811 
• ESTABLISHED 14 YEARS: Proven track record In professional compu1er sales. 
e £12 MILLION TURNOVER (with 60 staff) : Solid, reliable and profitable. 
e BUSINESS+ EDUCATION+ GOVERNMENT: Volume discounts available 081-308 0888 . 
• SHOWROOMS: Demonstration and training facilities a1 our London & Sidcup branches. 
• THE FULL STOCK RANGE: All of your requirements from one supplier. 
• FREE CATALOGUES: Will be mailed to you wilh otter.+ sottware and peripheral details. 
• PAYMENT: Major credit cards, cash, cheque or monthly terms. 
Before you decide when to buy your new laser printer, we suggest you thfnk very carefully about 
WHERE you buy it. Consider what it w1U be like a few months after you have made your purchase , when 
you may require additional peripherals or consumables, or help and advice with your new purchase. 
And , will the company you buy from contact you with deta11s of new products? At Siltea Systems. we 
ensure that you will have nothing to worry about. We have been established for almost 14 years and , 
with our unrivalled experience and expertise, we can now claim to meet our customers' requirements 
wi1h an understanding Which is second to none . But don 't Just take our word for It. Complete and return 
the coupon now for our latest FREE literature and begin to experience the "Silica Systems Service· . 

SILICA 
SYSTEMS 

Fax No: 08 El09 0017 

ESSEX SHOP: Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SS1 HA 
C)penlrtg Hours: Mon·Fri 9.30am-5.30pm (Sat 9.00am-6.00pm) No Late Nigh1 Opening 

Tel: 0702 462426 
Fax No: 0702 462363 

r:ro: Silica Systems. AMFOS-0193-75. 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4Dxl 

PLEASE SEND INFORMATION ON THE RICOH LPl 200 
Mr/Mrs/Miss/Ms: ....... Initials:................... Surname: ........... . 

Company Name (if applicable): ........................................................................................ . 

Address: 

Postcode: .............. .. 

Tel (Home): Tel (Work): .......... .. 

~ hich computer(s), ii any, do you own? .................................................................................. 75.!:.,./ 
E&OE • Advedised prices and speclllca lions may change • Please relum the CO!Jpon for the lates t lnlorma!lon . 



TITLE PUBLISHER 
30 CONS 2 ODMARK 
40 SPORTS BOXING CLASSIC 
40 SPORTS DRIVING CLASSIC 
A-TRAIN OCEAN 
A320 AIRBUS THALION 
AIRBUS N AMERICAN EDT THALION 
AIR SUPPORT PSYGOSIS 
ALIEN BREED SPECIAL ED TEAM 17 
AMBERSTAR THALi ON 
AQUATIC GAMES MILLENNIUM 
ARCHER MACLEANS POO VIRGIN 
ASSASSIN TEAM 17 
AVBB HARRIER ODMARK 
BANE OF COSMIC FORGE US GOLD 
BAT 2 UBI SOFT 
BATILE OF BRITAIN LUCASFILM 
BATILETOADS MINDSCAPE 
BEAST 3 PSYGNOSIS 
BIG RUN STORM 
BILLS TOMATO GAME PSYGNDSIS 
BUBBLE BOBBLE HIT SQUAD 
BUNNY BRICKS SILMARILS 
CAMPAIGN EMPIRE 
CHUCK ROCK 2 CORE 
CIVILIZATION MICROPROSE 
COMBAT AIR PATROL PSYGNOSIS 
COOL WORLD OCEAN 
COVERT ACTION MICROPROSE 
CRAZY CARS 3 TITUS 
CRYSTAL KINGDOM DIZZY CODEMASTERS 
CURSE OF ENCHANTIA CORE 
CYTRON PSYGNOSIS 
D/GENERATION CLASSIC 
DARKMERE CORE 
DIZZY PANIC CODEMASTERS 
DOODLE BUG CORE 
DOUBLE DRAGON 3 STORM 
DRAGON'S BREATH GBH 
DUNE VIRGIN 
DUNGEON MASTER/CHAOS PSYGNOSIS 
EPIC OCEAN 
EYE OF THE BEHOLDER 2 US GOLD 
F16 COMBAT PILOT ACTION 16 
FALCON ACTION 16 
FALCON MISSION DISK 1 ACTION 16 
FALCON MISSION DISK 2 ACTION 16 
FASCINATION DIGITAL INTEGRATION 
FOOTBALL MANAGER 3 ADDICTIVE 
FORMULA ONE GP MICROPROSE 
GOBLIIINS DREAM FACTORY 
GRAHAM TAYLORS FOOTBALL KRISALIS 
GUNSHIP 2000 MICROPROSE 
HUMANS MIRAGE 
INDY JONES FATE OF ATLANTI US GOLD 
INDY HEAT STORM 
INTL RUGBY CHALLENGE ODMARK 
ISHAR SILMARILS 
JACK NICKLAUS GOLF HIT SQUAD 
JAGUAR XJ220 CORE 
JOHN MADDENS FOOTBALL ELECTRONIC ARTS 
KGB VIRGIN 
KINGS QUEST V SIERRA 
LEGENDS OF VALOUR US GOLD 
LEISURE SUIT LARRY 5 SIERRA 
LEMMINGS DOUBLE PACK PSYGNOSIS 
LETHAL WEAPON 3 OCEAN 
LINKS US GOLD 

32.N 
11.N 
11.N 
23.N 
21.N 
23.N 
11.N ... 
19.N 
11.• 
11.N 
19.N 
21.• 
21.8 
23.N 
11.N 
11.N 
19.N ... 
19.N ••• 11.N 
22.N 
11.N 
23.N 
19.N 
11.N 
22.N 
22.N 
14.N 
22.N 
11.N 
11.N 
23.N ••• 11.N 
7.N 

••• 19.N 
22.N 
19.N 
21.• ••• 11.N 

••• ... 
11.N 
11.N 
22.N 
11.N 
11.N 
23.N 
19.N 
21.N 

••• 11.N 
17,N 

••• 11.N 
11.N 
19.N 
21.N 
21i.lill 
24.N 
19.N 
18.99 

PHONE HOTLl~IE: 0480 498889 
FAX HOTLINE:: 0480 496379 
EUROPEAN COMPUTER USER Units A1./A3 Edison Road, St Ives, Huntingdon , Cambs, PE17 4LF. 

Phone 0480 498889 , Fax 0480 496379 . Office hours Monday to Friday 9.00am to 6.00pm. Answer machine 
operates outside office hours. Personal callers welcome . Credit card orders charged only on despatch of 
games (no surcharge) . Allow 5 working days lfrom receipt of order for cheque clearance . Make cheques, 
po stal orders and international money orders (slter ling only) payable to EUROPEAN COMPUTER USER. 
All items featured are SUBJECT TO AVAILABILITY. All prices are subject to change without notice. E & 0 E. 
All orders are dealt with immediate ly providE!d the goods are in stock at the time of your order being 
processed. However, we may take up to a ma>timum of 28 days to deliver from receipt of order, with the 
exception of overseas orders which make take lo1nger . 
POST AND PACKAGING : UK, 75p per item 2nd Class, £1.50 per Item lst Class, £1.80 per item lst class 
recorded . EEC £2.75 per item , non EEC £3.75 pe:r it em, Express Air mail £4.75 per item . 

If you do not wish your det,iils to be add ed to our database for other E]-
direct mall, including regular nssues of ECU magazine, please tick the box x 

VI.SA on the form provld.,d , or tell our staff when you call . (Mast~ ] 

•
•••• SOMElTilESMAYNOTBEIRElfASEDATTHETlMEOFGOINGTOPRESS 

PlfASE TILEPHONE FOR AVAILABILITT' AND A COPY OF OUR FUll TERMS AND CONDlllONS. . 

TITLE 
LINKS COURSES DISKS US GOLD 
LOTUS 3 ULTIMATE CHALL GREMLIN 
LURE OF THE TEMPTRES VIRGIN 
M1 TANK PLATOON MICROPROSE 
MERCENARY 3 NOVAGEN 
MONKEY ISLAND 2 US GOLD 
N. MANSELLS WORLD CHAMP GREMLIN 
NIGHT APPROACH ADD ON A32 THALi ON 
NORTH AND SOUTH ACTION 16 
PANG HIT SQUAD 
PARASOL STARS OCEAN 
PINBALL DREAMS 21 ST CENTURY 
PINBALL FANTASIES 21 ST CENTURY 
POLICE QUEST 3 SIERRA 
POPULOUS 2+ ELECTRONIC ARTS 
POPULOUS STAR PERFORMERS 
PREM I ERE CORE 
PREMIER MANAGER GREMLIN 
PROJECT X (1 MEG) TEAM 17 
PUITT SYSTEM 3 
ROAD RASH ELECTRONIC ARTS 
ROBOSPORTS OCEAN 
SABRE TEAM KRISALIS 
SECRET OF MONKEY ISLAND US GOLD 
SENSIBLE SOCCER RENEGADE 
SHADOW WORLDS KRISALIS 
SHOOT EM UP CONS KIT PALACE 
SHUTILE VIRGIN 
SOCCER PINBALL 21 ST CENTURY 
SPACE QUEST IV SIERRA 
STREETFIGHTER 2 US GOLD 
SUPER CARS GBH 
SUPER FROG TEAM 17 
SUPER HERO PSYGNOSIS 
SUPER TETRIS MICROPROSE 
TEAM YANKEE 2 EMPIRE 
THE PERFECT GENERAL UBISOFT 
TRODDLERS STORM 
TV SPORTS BASEBALL MINDSCAPE 
UNIVERSAL MONSTERS OCEAN 
WAXWORKS ACCOLADE 
W/C LEADERBOARD KIXX 
WING COMMANDER MINDSCAPE 
WIZ KID OCEAN 
WWF 2 RAMPAGE OCEAN 
ZOOL GREMLIN 
COMPILATIONS 

12.N ..... 
19.11 
11.N ... 21.• 
11.• , ... 
••• ... 

11.• 
11.N 
1, .• ••• -... 1 ... 
11.N 
11.• 
11.• 
11.N 
19.N 
11.N 
1, .• 
11.N 
11.• ••• 19.N ••• 24.N 
17.N ••• 19.N 
1, .• 
11.N 
19.N 
21.N 
11.N 
11 •• 
11.N 
23.N ... 
23.N 
11.N 
11.99 
11.N 

AIR SEA SUPREMACY S-SERVICFJGUNSHIPNIINGS/C·COMMANO/P47T-BOLT 19.N 
AWARD WINNERS POPULOUS/K.0.2/PIPEMANIA/SPACE ACE 11 .• 
BITMAP BROS VOL 1 XENON/CADAVER/SPEEDBALL 2 11.N 
COMBAT CLASSICS TEAM YANKEE/688 ATTACKSUBIF15 STRIKEEAGLE 2 19.. 
DIZZY COLLECTION fA.ITRlOM\11K~GIClANMANTASYWORLDl1RfASUREISlANO 11.N 
OIZZVS EXCELLENT ADVENTURES SPELLBOUNO/PANIC/+3 OTHER DIUY GAMES 11.N 
DOUBLE CONFRONTATION MEGALOMANINFIRST SAMURAI 19.N 
DREAM TEAM T2/WWF/SIMPSONS 11.N 
HEAD TO HEAD MIG 29 SUPER FULCRUM/F19 STEALTH FIGHTE 23.N 
LOST TREASURES OF INFOCOM INflDEUSUSPECT/BALLYHOO/HITCHHIKERS/+16 OWERS 29.N 
MAGIC WORLDS DRAGONSBREATIWTORMMASTEIVCRYSTALSOFARSOREA 19.N 
MEGAMIX LEANDER/AGONY/ORK 19.N 
MEGASPORTS StJMMfRGAM!Sl&itfflRN~GAMESININTERGAME1JIIIEGIM!S 19.N 
POWER PACK 2 IT CAME FROM Tl!EDESERT/BAnLEMASTER/PRED 1NIINGS 19 .• 
PSYCHOS SOCCER COLLECT K02/INT SOCC CHALlJWORLD CHAMP SOCC/MAN 19.N 
QUEST FOR ADVENTURE INOY JONES ADV/OP STEALTH/MEAN STREETS 22.N 
SOCCER STARS KICKOFF211JAZZA211,JICROPROSESOCCER/EMLYNHUGHES 18 .• 
STRATEGY MASTER OEUTEROSICHESS PlAY2150/POPULOUS/SPIRITEXCAllHUNTE 21.1111 
SUPER FIGHTER FINAL FIGHT/WWF/PITFIGHTER 11 .• 
TOO HOTTO HANDLE SHADOWLANOS/GOLDENAXE/IDTALRECALUSUPEROff-ROAD 1 . 

NAME 
ADDRESS 

POSTCODE PHONE 
ITEM PRICE 
ITEM PRICE 
ITEM PRICE 

POSTAGE 
Visa/Mastercard/Swit ch Numb er: 

I I I I I I I I I I I I I I I I I I I TOT AL 
Make cheques payable 
to: European Comp uter 
User & se nd to : 

Switch issue No: Card Expiry Date: 

SIGNATURE: ___________ _ 

O TICK THIS BOX IF YOU DO NOT WISH TO 
BE ENTERED ONTO THE ECU DATABASE 

Units A2/A3 Edison Rd, 
ST Ives, Huntingdon , 
CAMBS PEl 7 4LF 
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NEW YEAR BARGAINS fROM 

• 

50 DSDD 3 .5" ..... ... ...... ...... only £22 .50 
100 DSDD 3.5" ...... ... ... ... ... only £37.50 
200 DSDD 3.5" ...... ... .......... only £69 .95 
500 DSDD 3.5 " .... .... ... ...... only £169 .99 

1 00 % certified error free supplied with 
free labels. Prices inc. VAT+ Delive 

50 DSDD 3. 5" Plu s 1 Lockable Box .. .. .. £26 .50 
100 DSDD 3 .5" Plus 1 Loc ka bl e Bo x ..... £41.99 
200 DSDD 3.5 '' Plu s 2 Lockabl e Boxe s .£76 .95 
400 DSDD 3 .5" Plus 4 Lockable Boxes .. £149 .00 
SOO DSDD 3 .5" Plus 5 Lockabl e Boxes .. £186 .00 

Superb quality 100% cert ified gua ranteed d isk5. Boxes are 
antistatic a nd have ample dividers. Disks supp lied with 

FREE labels. Prices Include VAT+ Oelive 

.JOYSTICKS 

•~ ... 
Mio 
m~ 
-

• 
ONLY 61 peach or £58 .50 for 100 

ID * STAR OFFERS * ID 
Ouickshot Turbo 2 .... ....... ........ .. £ 11 . 95 
Ouickshot Python .. .... ...... ...... .. .. £ 11 . 95 

The Wild , th e Weird , and th e W icke d Pack + 
M icro Prose, Deluxe Pai n t 3. Silly Putty. 

SO 3.5" I .44Mb HO DISKS PLUS 
LOCKABLE BOX ONLY £34.95 
100 3 .5" I .44Mb HO DISKS PLUS 
LOCKABLE BOX ONLY £64.95 

Ouickshot Maverick .. •.•... .. .. ....... £ 13 . 95 
Ouickshot Aviator ... .. .... ... ...... .. .. £2 4. 9 5 
Ouickshot Intruder •.. ... ............. . £24 . 95 

l __ ~_A_C_C_B_S_SO~R_IB_S~--LJ 
New Roclit e Drive ant i<li ck. anti vir us, the wor lds 
fastest & smallest Amig a Drive ... ... .. on ly £64 .95 
Deluxe Mou se Mat .. . ... ..... .... ..... ...... ...... £2 .95 
(Am iga/At ari) Dust Cover .. .. ... ... .. .. .. ... ... E3 .95 
3.5' ' 10 Cap Boxes .... . ........ .. .... ...... ... ..... £1.00 
Roll of I OOO mult i colour ed labels .. .. ... £ I 0 .00 

Push Ov er+ Mou se •.....•.••.•................... on ly £3 49.99 

Am iga Cartoon Class ics Pack •..........•... .•.•. . onl y £325 

ASOO I Meg Upg rades 
Wit h Clock ...•............•....•... .....•............. . onl y E22 .00 
W ith ou t Clo ck .•. .. ........................•. ••••.. ..• onl y E20.00 

1r TeVFax 1r All pr ices include V.A.T. and delivery Dial a Disc 
but add £2.95 for orders under £20 

081 309 5556 6 Walsingham Road 
(Super 24hr next day delivery only • St. Pauls Cray 

.____E_1_2_.o_o_-_4_8_h_r_d_e_li_v_er_y_o_n_ly_£_6_.o_o_)~ Penonelcallerawetc:omebyerTangement..___K_e_nt_B_R_S_3_B_W ____ _, 





Could You please 
tell me how to Import 

tlard IFF pictures Into GFA 

Paul Sklpplngs 
Norfolk The easiest way is to convert the 

IFF picture to an image structure 
and use that. The GFA demo 
program called IFF-/ to--Bob.GFA 
does these translations. 
For all the details get a 
copy of As10 and read 
the GFA BASIC article 



Lotus 2 ls not compatible with !he Amga 1200 

COMPUTER SYSTEMS LTD 

2Mb 
RAM PACK 

2Mb 
RAM 

AMIGA 1200 ZOOL PACK 
featuring 

Zoo I 
Pinball Dreams 

Transwrite 
& Striker 

only '399 Inc vat 

Or with 8833 Mk II Monitor 
+Turbo Challenge II Promotion +lead 

only £609 l_nc vat 

12 MONTHS ON SITE WARRANTY 

... 
___ w_e_c_an_ n_o._t be __ bea_ t_e_n_ ,.d .. onprtce ,,a 

2Mb 2Mb 
RAM RAM 

BUSINESS NS PACK 
NEW AMIGA 1200 ZOOL PACK 

(As Box A) 
Everything you need to be up & rumlng 

with Wordprocesslng (Transwrite) 

And 9 Pin Quality Printer 
12 MONTHS ON SITE WARRANTY 

only '499 Inc vat 

Or with 8833 Mk II Monitor 
+Turbo Challenge II Promot ion 

only i709 Inc vat 

ADD £75 FOR 24 PIN COLOUR PRINTER 

We cannot be beaten 
on prtce 

2Mb 2Mb 
RAM P. RAM 

NEW:.\ 1200 
Ultimate Hard Disk pack 

A 1200 ZOOL PACK CAs pack A> 
with 60Mb HARD DISK• £569.00 
With 80Mb HARD DISK• £599.00 

With 120Mb HARD DISK• i739.00 
With 130Mb HARD DISK• i779.00 
With 160Mb HARD DISK• "59 .00 
With 200Mb HARD DISK• '899.00 

12 MONTHS ON SITE WA~ 
With 8833 Mk II Monitor add £209 Inc va 

WARNING! Don t get caught short. 
We recommend you invest in a 60Mb Hrnd 
Disk Instead of a 20Mb . Lots of games are 

growing in memory size 
Eg. Workbench = 2Mb 

Monkey Island II Game = 8Mb 
That equals 1 /2 your hard disk gone befor e 

you start. Who says size doesn t matter'> 

MAIL ORDER HOTLINE: PHONE 071 580 4259 
r----=-l ~M~b~--IIB!t----=-= 1M~b~--, 

RAM PACK RAM 
Basic A600 only £249.95 

Captain Dlanond 'a upgraded A600 pocka 
Ullng aupe,b 2.s· Drtv• aa 

Ul9d In moat notebook, 
60Mb only £449 Inc vat 
80Mb only £479 Inc vat 
120Mb only £619 Inc vat 
130Mb only £659 Inc vat 
160Mb only £739 Inc vat 
200Mb only £779 Inc vat 

Or with 8833 Mk II Monitor 
+Turbo Challenge II Promotion+ lead 

ADD ~9 Inc vat 
12 month on site warranty 

Add '49.95for lMbextra RAM 

Give your 600 a Hard Disk see op~ 
Hord Disk repairs : 12 months • 

return to base • 

THE ALL NEW EVERYTHING BUT THE KITCHEN SINK PACK 
• AN A600 & ALL THIS FOR ONLY £299. 95 

& WE WILL EVEN CHUCK IN A JOYSTICK, 
__ , 
C<bba DIAMOND GIVES YOU MORE BECAUSE WE LOVE OUR CUSTOMERS 
Peterq.,etl 
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Pocmon87 SlbAllod< R\blc UEdlt Stome1< 3 ff 

Trel<Trl"\Ao Wo,d PIR2le .AJdge Dread . -··•o WordSeach Copleft.20 1(1->gon ff -.... Cute~ _,Copv NyfT4)hl I 

AmloMego Cycles Dot-16 FfMCopv Ny,.,..n2 

How G«Ml'(Wrn Dos Manager PcuCopy Teo Pot 

Paogon Rot Sid PCopv TwotlllpolfT 
Shalg,ol Tool Manager 5'4)el Olp« 
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WANT A 1200 
With Workbench 3? 

GOTA500 
P/X IT & THE 1200 
IS ONLY £299.95 

ALL PRICES INCLUDE VAT 

THE CAPTAIN'S 1200, 3000 & 4000 CENTRE 

BARGAINS OF THE MONTHI 
Philips 8833 Mkll Monitor with Turbo 

Challenge II £199.95 
+ Free F 19 Stealth Fighter for the first 

500 customers on this product. 

Roclite Drive with Anti click/Virus £59 .95 

I GENERAL ACCESSORIES I 
NEW AMIGA 1200 

MAIL ORDER HOTLINE: PHONE 071 580 4259 ,---------------. 
GRAPHICS & VIDEO MONITORS & TV'S 

68020 processor running at 14.l9MHz. 2Mb RAM 
expandable to lOMb . an amazing . 16 million colours. 
Work bench 3, AA chipset , Built in TV modulator. 

New ICD Alcker fixer £209 8833Mkll +Turbo Challenge II £199.95 
GYP I t V · 24 Bit C d CBM 1960 Monitor £449.95 

mpac ISlon or CBM Flicker Fixer £299 .95 
(!500/2CXXl/3CXXl) from £ 1550 Philips l 4"SVGA monitor . suitable for use with 

512K Operating system. 32-bit CPU slot. 880K 3.5" floppy 
drive . 4 sound voices & 4 great games Zool. Striker. 

DCTV (Pal Version) i440 .00 A3000 or 1500 with flicker fixer £229. 95 
Rocgen £89.95 Please add £14.95 for connecting lead 
Rocgen + £124.95 NEW PHILIPS MODEL 220 CDI £449 Transwrite & Pinball Dreams . Only £399.99 

Why not try Diamond's amazlng Part Exchange 
otter on the 1200. We wlll give you the 1200 for 
£299 .95 against ANY old Amigo, pressumlng It's 
In fair condition. (Subject to managers discretion) 

THE NEW AMIGA 3000 
25MHz processor , 100 Mb hard disk. 2Mb Fast RAM. 

2Mb Chip RAM. £1479 .95 INC VAT 

THE NEW AMIGA 4000 
68040 Amigo DSOS 3. 6Mb RAM. l20Mb Hard Disk 

£2099.95 INC VAT 

GVP HARD DRIVES I ACCELERATORS 
AMIGA 1500 I 2000 HARD DRIVE 
Impact Series II HC8+ Control Card only 
GYP HC8 + 52Mb Quantum for 2CXXl 
GYP HC8 + 80Mb Quantum for 2CXXl 
Impact Series II HC8+ & 240Mb Hard drive 
Impact Series II HC8+ & 420Mb Hard drive 
GYP Impact Vision 24 Bit Card 
AMIGA 1 SOO I 2000 ACCELERATOR CARDS 
G-Force 030-25MHz with l Mb 32-Bit RAM 
G-Force 030-40MHz with 4Mb 32-Bit RAM 
G-Force 030-SOMHz with 4Mb 32-Bit RAM 
G-Force 040-28MHz with 2Mb 32-Bit RAM 

FLOPTICAL DRIVE £549.90 (21Mb ctsk £57.&0) 

£134.99 
£263.95 
£328.95 
£639.99 

£1169.99 
£1499.00 

£549.99 
£899.99 

£1269.99 
£1699.99 

COMPONENT SHOP 
QUANTUM H/ OISICS IDE SCSI 

CAPTAIN'S CHIP SHOP 
4X256KDRAMS 

Renda le 8802 £119.95 MEMORY UPGRADES 
Rendale 8806 RGB £499 .00 New Smart Card memory upgrade (A600) 
Commodore 2300 lnt £99.00 2Mb only £129 4Mb only £169 
G2 £575.00 New 2.04 Offlclal Upgrade with 
G2+ £999.00 manuals & ROM only 
Video Pilot V330 Af:lXJ Plus 1 Mb Expansion 
(Video Editing) £ 117 3 New A600 1 Mb Expansion 

£79.95 
£39.95 
£54.95 

Philips Editing System £399.00 $4:>raSOORX2MbExpan.(500/500+) £139.95 
£34.95 
£29.95 
£79.95 
£49.95 

A VIDEO 24 512 KRAM Expansion + Clock (500) 
24-btt grcµ-lcs loffhe A500. 16.8million Above without clock 
colou trane butler . £589.00 l .5Mb Mb Expansion (Not Plus) 
NEW 24 BIT OPAL CARD 1 Mb Expansion with Thru-Port (500) 
24-btt colou . 16·8 million colours.Fu! 8Mb RAM Board for A 1500 or 2CXXl 
crimotlon . Rts di Amigos £849 .00 

GYP HD8 + 52Mb Quantum £318.95 
GYP HD8 + 80Mb Quantum £368.95 
GVP COMBO ACCELERATOR FOR A500 

GYP A530 + 80Mb Quantum ~58 .95 
A530 Combo 40Mhz + l 2™b H/D 1728.95 
A5.30 Combo 40Mhz + 200Mb H/D £91 &.00 
68882 Co-Processor for A530 £234 .99 

GVP MEMORY RAM MODULES 
Series II RAM 8 RAM Card for Amigo 
1500/200 with 2Mb £149.99 
32 bit 60ns 1 Mb SIMM for Acce lerator 
Cards (A530 + G FORCE) £64.99 
32 bit 60ns 4Mb SIMM 
A530 + G FORCE 

Aries Board OMb 
For each 2Mb RAM add 
INTERNAL DRIVE KIT 

£79.95 
£69.00 

Replacement A500 Internal 3 .s· drive kit. fully 
compatable with 1 Mb unformatted capac­
ity . Comes with easytofollowgude £59.95 
EMULATORS 
GoldenGate386-20for 1500/2CXXl £349.00 
GoldenGate486SX25 .1500/2/3/4XXJ£749.00 
GYP 16MHz PC-2861500/2000 £239.99 
Vortex AT Once Plus 16MHz £214.99 
MICE 
Naksha Upgrade Mouse £22.95 
New Roboshift .Auto sensing Joystick/Mouse 
switch box £13.95 
TRACKBALL 
One hand control unit, after using this you 
will never want a mouse aga in £29.95 
ASOO ROM SWITCHER 

42Mb S139.~ S149.96 
127Mb '257 .33 '269 .00 
240Mb s.129.96 "'29 .96 

Fol A590'S etc i3 .50 
lXlMB DAAMS Fol Sl.J)/54J(o S3.60 
lx9MbSMMS 

CAPTAIN DIAMOND'S 
ULTIMATE A600/1200 HARD 

DISK OFFER 
20Mb (Lim~ed stock) £ 149 .95 

Switching between versions of Kickstart on 
your ASOO is could not be easier than with our 
new ROM switcher . £9.95 

New ftopficd Drive £549. 90, 
21Mb dslc i.57.80 

SYQUEST DRIVE 
Rerno11ed)le co1 . 44Mb 28ms '299 .00 
CONTROLLER for cbo11e odd '69 . 96 

ROM SWITCHER Now A11c:ik:t>le 
1.3 · 2.04 ROM ~cher S9.96 
1.3 ROM olodloble@ i29 .96 
2.04 ROM Olldi<Dle@ '39 .96 

Workbench 3.0 P.O .A. 

Fol NEXUS/GVP/Rochcrd S34.99 
4x9Mb SMMS Fol GVP elc S169.96 

DISK DRIVES 
AMIGA Internal 
CDTV drive 
Roclite Slimline 

£59.95 
£74.95 

no cl ick & Virus protection 
on track 0. £59.95 

Diamond Amigo 
Drive £49.95 

60Mb £175.00 
80Mb £229.00 
120Mb £359 .00 
130Mb £379 .00 
160Mb £479.00 
200Mb £549.00 
Turn your A600/ 1200 with a single 
floppy drive into the ultima te 
machine w ith a Hard Disk. 
12 mont hs return to ba se 
Only £24.95 for fitting . 

WEL L- I (!''.:, A-L.L. IN NoW . 3o ALL 
VOJ PEoA.£. W H O W 1'tJTE.0 OOO ' ::, 

ANL CCUtl) 'T c,e,- A" I , CcN ' T 
Pfs l..JIC. - I A 1\.-101..J 1-l/WE. CjOT 

Klckstart 1.3 ROM<Slwled seperotely) £29.95 
Klckstart 2.4 ROM (Slwled,eperotely> £39.95 
POWER SUPPLY 
Commodore A500 A600 PSU with the switch 
mode(£100FF withP/X) £49.95 
SOUND EXTRAS 
Amigo Sound Enhancer £35.99 
Stereo Speakers £39.95 
CONTROL CENTRE 
Turn your Amigo into the ultimate hi-tech 
interarated workstation environment £34.99 
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P /X your old 500 
for a new Amigo 1200 
with Workbencch 3.00 

for only £299. 95 
AU PRICES INCLUDE VAT 

Part exchange ex demo 
ASOO with 3 months warranty, 
£199.95 
Ex demo A590's from £199.95 
ALL PRICES INCLUDE VAT 
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APPLICATION SOFTWARE 
Graphics & Digitising 
Deluxe Paint IV 
Digi view Media Station 
Intro CAD Plus 
XCAD2000 
XCAD300J 
Image Master 
Image Finder 
Vista 
Pro Vista 
VDI Amigo Colour Solution 
Pro Draw3 

Music, Midi & Sound 
Audio Engineer +2 
Audiomaster 4 
Bars & Pipes Pro 
Dr T Cop1est Apprentice 
Dr T KC5 Level II V3.5 
Music X l.l 
Stereo Master 
Pro Midi 2 Interface 
Techno Sound Turbo 

Video ntllng 
Amigo Vision 
Big Alternative Scroller 
Broadcast Titler 2 
Font Pack l for above 
Font Pack 2 for above 
Pro Video Post 
NShow 
NShow Pro 
NText Pro 
Video Director 
Can DoVl .6 
Show Maker 
Scala 500 
Scala Pro 

Wordprocesslng & DTP 
£59.99 Transwrite £29.99 

£119 Klndwords 3 £34.99 
£64.99 Final Copy £99.95 
£89.99 Wordsworth Vl.l £59.95 

i239 .99 Excellence 3 £79.95 
£106.99 Home Office Kit £49.95 
£39.95 Pagesetter 2 £39.99 
£64.99 Page Stream 2.2 £129.95 
£64.99 Saxon Publisher £159.95 
£99.00 Propage 3 £139.95 
£89.95 

£189 
£44.99 

£174.99 
£69.99 

£179.95 
£44.95 
£29.95 
£19.99 
£34.99 

£49.99 
£39.95 

£174.99 
£74.99 
£74.99 

£174.99 
£49.99 
£59.99 
£69.95 
£99.00 
£74.99 

£149.00 
£69.99 

£175.00 

Development & UHlltles 
AMOS Starter Pack £39.95 
Easy AMOS i24.99 
AMOS 30 £29.99 
AMOS Compiler £24.99 
Cross Dos £34.99 
Dos 2 Dos £24.99 
Disk Master £34.99 
Dev Pack 3 £49.95 
Directory Opus £24.99 
Lattice C 5.1 Dev Syst £159.95 
Quoter Back V5 £34.99 
Superbase Pro 4 £149.95 
X Copy Pro 5.2 £29.95 
Hi Speed Pascal £69.95 
Hyper Book £39 .99 

Accounting 
Home Accounts 2 
System 3 
Area Accounts 
Pro Cale 
Advantage 
Day By Day 

£34.99 
£39.99 
£89.99 
£99.99 
£34.99 
i24.99 

0
3: Animation & Rendering 

Art Dept. £44.99 

Educational 
AD I Maths 11-12 
AD I Maths 12-13 
AD I English 11-12 
A D I English 12-13 
Distant Suns 4 

£19.95 
£19.95 
£19.95 
£19.95 
£49.95 
£19.95 
£49.95 

z Art Dept Pro 2 £119.95 
Imagine 2 · £174.99 

W Map Master for Imagine £44.99 
...I Morph Plus £149.95 

Fun School s (Each) 
GB Route 

<( Presentation Master £169.95 APPLICATION STAR BUYS U) Surface Master for Imagine £24.99 

> Real 30 Beginners £84.99 Final Copy £99.95 
~ Real 30 Pro £229.95 

Sculpt Animate 40 £199.95 
Wordworth 2 £79.95 
Home Office Kit - Includes 
Spreadsheet . Database & 
Word Processor £49.95 
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DIAMOND SHOPS AROUND THE UK 
AMIGAWORLD 
In the bosement of 
232 Tottenham Ct Rd 
London Wl 
Tel 071 580 4355 
FAX0715804399 

NEW SHOWROOM 
410 Bath Rd 
Slough 
Tel 0628 604555 
Fax 0628 668952 

144 Ferry Road 
Edinburgh 
Tel 031 554 3557 
FAX031554 2115 

HEAD OFFICE 
84 Lodge Road 
Southampton 
Tel 0703 232777 
FAX 0703 232 679 

1022 Stockport Rd 
Manchester 
Tel 061 257 3999 
FAX 061 257 3997 

406 Ashley Road 
Poole Dorset 
Tel 0202 716226 
FAX 0202 716160 

443 Gloucester Rd 
Bristol 
Tel 0272 522044 
FAX 0272 521738 

Amigo l 063 High Rd 
Chadwell Heath 
Romford 
Tel 081 597 8851 
FAX 081 590 8959 

PC Centre 
1045/47 High Rd 
Chadwell Heath 
Romtord 
Tel 081 597 8851 
FAX 081 590 8959 

Printer Driver Disk for your Amlga, £5.00 (Please specify model) C: 
CITIZEN SWIFT9 COL ,15" .95 )> 
CITIZEN SWIFT 224 COL i.205.00 ,0 
CITIZEN SWIFT 24E COL t235 .00 -< 

DOT MATRIX PRINTERS 
STAR LC20 
STAR LC100 Colour 
STAR LC 200 Colour 
STAR LC 24-20 

£113.97 
£141.95 
£165.95 
£175.95 
£195.95 
i237..35 
i269 .00 
£368.95 
£435 .92 

CITIZEN 240 COL i250.27 (I) 
CITIZEN SWIFT 24X i303 .15 )> 

STAR LC 24/200 MONO 
STAR LC 24/200 COL 
STAR ZA 200 COL 

CITIZEN SWIFT 24X COL £349 .00 J:;:; 
SEIKOSHA SP 1900+ £99.95 z 
SEIKOSHA 2400 £129.95 

STAR XB 24 200 COL 
STAR XB 24 250 COL 

SEIKOSHA SL92 £175.00 g 
New Seikosha 24 Pin Col ''., A ot' < 

INK JET PRINTERS LASER PRINTERS 0 
£499 Z HP DESKJET i295.00 Oki 400 

£371:30 NEW Oki OL410 lMb 
£480.57 inc . HP IIIP Emulation 
£186.83 OKI LASER 810 
i287 .87 OKI LASER 830 

£680 
£939 

HP DESK.JET COL 
HP DESKJET 550C 
CANON BJ l DEX 
CANON BJ20 
CANON BJ300 
CANON BJ200 
CANON BJ330 

£326.65 Postscript 2Mb £939 
£369.00 NEW OKI OL 850. (Feature 
£442.9_7...._e""n""h..:..:a~n:.;:c:..a:e..a::d....;:Oa..:L;.;:840-""""-----"'£..:..14.:.:.99""'--4 

AMIGA BOOKS 
Advanced S. Prog. Gulde £24.45 
30 Graphics Prog. Basic S13.95 
Amigo Basic Inside & Out S17.45 
Amigo C Advanced Prog. £24.45 
Amigo C for Beginners S13.95 
Amigo DOS Inside & Out S13.95 
Amigo Dos Quck Ref. U .95 
DeskT VldeoGuide S13.95 

Disk Drives Inside & Out 
Amigo For Beginners 
Graphics Inside & Out 
Machine Language 
Printers Inside & Out 
Systems Prog. Gulde 
Best Tricks & Tips 
Maki Music On Ami 

S20.95 
S12.95 
W.45 
$13.95 
W.45 
W.45 
S13.95 
£24.45 

TOP 10 TITLES 
£19.49 CLUB MEMBER PRICE ONLY 
£lQ.49 Why don't you join 

Zool 
Fireforce 
Road Rash 
Lotus 3 Ultimate 
Putty 
Humans 
Pinboll Fantasies 
Sensible Soccer 
Nigel Mansell 
Wizkid 

£l 9.49 Capta in Diamond 's 
£l 9.49 Discount Club and save a 
£l 9.49 fortune on all your games 
£22.49 Personal callers only 
£22.49 Normal saving off RRP 

£19.49 25010 
£22.49 /C 
£19.45 

AMIGA BUDGET TlnES 
Wolf Child. Thunderhawl<. Asterlx. Chess Player 2150. DrMn' Force. Skyweek. 

Live & Let Die. Onslaught. Pipe Mania. Rick Dangerous. Rock 'N' Roll. 
Soccer.Trivial Pursuit, E-Motton, Dungeon Quest. Shufflepuck Cote, Predator 
Tower of Babel. Doto Storm. Grand Monster Slam. Powerplay, Kid Glov05, 
Predator 2. Corv.Up, Corporation. Cadaver, Line of Fire, Teenage Turtles. 
Bock to the Future Ill. Gunship, Mike Reeds Pop . Gazzo II. Monty Pythons 

ANY FIVE BUDGET TlnES FOR ONLY i20 OR £5 EACH 

HOWtOORDER 
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Simply telephone through YOU' order. gMng yoU' Access. Visa or American C... 
Express cord nur,ber (AMEX has a 3% surcharge), or send a cheque or )> 

postal order to OU' Tottenham Court Rd. Branch z 
MAIL ORDER Phone.0715804259. Mlnlmun Couler Service S17.63 

Corporate Soles:-Accotnt Customers Min. order value= £50 , New Accounts !;::: 
min. i.500 . Alow 10 working days tor cheque clearance. Bonkers drafts clear Y 

same day. All prices ore correct at lime of going to press. Due to the -<'° 
Chrismos rush on magazine release <;totes this actual advert Is valid from 
January lOth 1993 unti February 1993. However many prices have not 

changed since last month so please contact your local branch tor detc:ils. 

THE DIAMOND PRICE PLEDGE 
If. whilst buying goods from us. you con show us a better price for the some 

goods In stock with one of our UK competitors then we will match It. 
Even If our prices have Increased we wll honour the price In this 

advertisement on Items In stock as long as you bring this advert with you. 
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This pledge applies only to customers relying on this advertisement before 
the lOth doy of the month of publication . It does not apply to competitors 

LONDON CORPORATE SALES Saran Duffy 071 5804355 Fax 071 580 4399 prices offered In closing down or stock clearance soles. 
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MAIL ORDER HOTLINE: PHONE 0715804259 



A 
popular belief held by the average 
computer user is that programming 
computers requires the brains of an 
Einstein and the patience of a saint. 

But learning to knock out a few lines of code isn' t 
difficult, and you can get a lot of fun out of it. 

It's a bit like being a footballer -you have to be 
very good to play in the Premier League, but thou­
sands of people get plenty of pleasure from kicking 
a ball around in a park. In the same way you have 
to have a lot of skill to be a professional program­
mer, but you can still get a lot of satisfaction from 
playing around with programming - and if you do 
have some talent, then you may well be able to turn 
your labours into profit. 

Before we go on, perhaps it would be best to 
clarify exactly what is this crazy little thing called 
programming. Put simply, a program is a collection 
of instructions given to the Amiga. The instructions 
are stored together as a file on disk. When the pro­
gram comes to be used (the technical term is rw1, 
sometimes executed) it is loaded from disk into the 
Amiga's memory. After that, each instruction con­
stituting the program is executed in turn. 

Clearly, you can' t instruct the computer to do 

absolutely anything. For one thing, the Amiga can't 
do absolutely everything. For another, it can't 
understand English (or French or German for that 
matter) and so you're liable to run into a few prob­
lems when giving it instructions. 

Languages such as English are far too compli­
cated for the Amiga to comprehend. Not even a 
super computer can understand more than a tiny 
subset of English. So an alternative language, 
known as a programming language, needs to be 
used. 

There are in fact many different programming 
languages. Each is designed to make life easy for the 
programmer, but some are specialised towards writ­
ing programs to perform one particular type of job, 
some for another. Which language you cl1oose 
depends very much on the sort of programs you 
want to write, but it's a choice that should probably 
be delayed until you have at least some program­
ming experience. The language called Basic is 
probably the best one to begin with. 

Basic, which stands for Beginners' All-purpose 
Symbolic Instructional Code, was developed to 
team people how to program, and an excellent job 
it's done too. Basic is almost certainly the most pop-

START PROGRAMMING 

ular language on computers and just because it's 
designed for beginners don't assume that it's a bit 
feeble. It has evolved a long way from its early days, 
becoming both a powerful and clear language. It's 
now used quite extensively in the commercial 
world, and AMOS, a particularly good version that 
gives you control over all the Amiga's clever fea­
tures, is used an awful lot for public domain and 
shareware programs. 

Basic - the basics 
Before you can begin there are a few things you 
need to know. Every language, and Basic is no 
exception, consists of a defined vocabulary of per­
missible words. You'll find a full list of these in the 
manual of whichever Basic package you use. 
Because Basic has evolved so much, both to take 
account of different machines' abilities and accord­
ing to different language designers' ideas of what 
makes a good language, you will find that different 
versions of Basic can vary widely. Nevertheless, all 
retain a core vocabulary that deals with most cir­
cumstances. A program is a sequence of 
instructions, and as such earn instruction is conven­
tionally written on its own line. An instruction may 

UJ 
Cl 
:::, 
(.!) 
(f) 

a: 
UJ 
z z 
(.!) 
UJ 
co 
UJ 
1-
UJ 
_J 

a.. 
~ 
0 
(.) 

UJ 
I 
I-



-I 
I 
m 
() 
0 
~ 
-0 
r 
m 
-I 
m 
CD 
m 
G) 

z 
z 
m 
::D 
(/) 
G) 
c 
0 
m 

START PROGRAMMING 

be, and usually is, made up of several words from 
the langua ge's vocabulary . There's a limited num­
ber of ways in which these words can be mixed, just 
as there are in English. The collection of rules that 
govern this are referred to as a langu age's 'syn tax'. 

Here' s possibly the simplest Basic program 
you'll find: 

Print "Hello " 

It tells the computer to print the word enclosed in 
quotes to the screen . The Print instruction is so 
fundamental that this program will work with most 
any version of Basic. 

Print can be used in this way to put any sort 
of text on to the screen -just put wha tever you want 
printing between the quo tes. Now try the following 
program : 

Print "Hello " 
Print "What ' s your name?" 

You'll find that the two pieces of text are printed on 
separate lines. That' s fine for the example above, but 
what if you wan ted all the text on one line. The sim­
plest solution is to put it all in one Print 
instruction, but you could also do the following: 

Print "Hello "; 
Print "What ' s your name? " 

The semi-colon tells the computer that the next 
thing to be print ed is to immedia tely follow what­
ever has already been print ed. Notice that an extra 
space has to be includ ed between 'Hello' and 'What' 
to make sure the two word s don ' t run together. 

The value of the semi-colon isn't really appare nt 
here, since the two Print instructions could so eas­
ily be made into one, but if you imagine several 
other instruction s between the two, then you can see 
that it would come in hand y. 

Printin g to the screen is all very well, but you 
must be wondering if there's more to programmin g 
than all that. And indeed there is. All programs can 
be broken down into three fundamental stages -
input , processing and output. Input is the informa­
tion, or data , that the user gives to the program 

while it is runnin g. Note the distinction between 
user and programmer: a user is someone for whom 
the program is intend ed to be useful, as opposed to 
the creator of the pro gram itself. 

Once the program has gained the information , it 
will process it in some manner. A compiler will 
translate its input into another form, a word proces­
sor will format its input ready for printin g, a 
spreadsheet will perfom1 numerical calculations on 
its input , and so forth. The results of the processing 
become the progran1's output. This output can be 
sent to the screen, to a printer , to the Amiga's sound 
hardware or to a disk drive. 

The Pr i nt statement is one of Basic's means of 
giving the user output. Now let's look at how a pro­
gram gets hold of its input. Funnily enough, the 
most common way is via an instruction cal.led Input. 
But the story doesn' t end there, because the pro­
gram need s somewhere to store this input wh ile it 
processes it . 

Obviou sly the pro gram stores its input in mem­
ory . The physical location in memory is not 
important , but the progr am must have a way of get­
ting to the information. It does so by giving eacl1 
piece of information a name. TI1en, whenever the 
program uses the name, the machine substitu tes the 
actual information that the name references. 

These names and their corresponding informa­
tion are referred to as variables. This is because the 
informatio n may change while the program is rw1-
ning. Take a look at this example: 

Print "What's your name?" 
Input NAME$ 
Print "Hello " ;NAME$ 

The meaning of the first Pr int instruction should 
be dear . When the Amiga read1es the lnput state­
ment, it will put up a cursor on the screen and wait 
until the user has typed in some text and typed 
[Return]. The text will then be stored in memory, 
and given the name NAME$. 

The final Print statement first of all prints out 
the text 'Hel.lo', and then it prints out the informa­
tion contained in the variable NAME$, that is, 
whatever the user entered. 

lf NAME$ had been included in the Print state-

ment's quotes, then that word would have been 
printed out literally. Because it wasn't , Basic w1der­
stood the instruction to mean 'pr int out the piece of 
text whim has been called NAME$ ' . 

It's up to you as a programmer to cl10ose names 
for your variables (the variab le NAME$ could equally 
have been cal.led XYZ$), but you must obey certain 
restrictions. All variab le names must begin with a 
letter, but after that they may contain either letters 
or numb ers. Most importantly, though, tl1ey cannot 
be the same as words used by the language 's vocab­
ulary. You can't have a variab le cal.led Print , for 
instance. Also, in AMOS all variable names must be 
in capitals, but tltis varies among different versio ns 
of Basic. 

The variable in the above example has a dollar 
sign on the end. Tltis tells Basic that you wan t the 
variable to hold text information . There are different 
types of variables for holding different types of 
information . The technical term for the above kind 
of variable is a string variab le. The text infom1ation 
it holds is known as a string (because its a collection 
of charac ters strun g togetl1er, if you must know). 

Well, that's input and output introduced. l 
expect you now want to know somethi11g about the 
middle bit, processing. Typically, processing consti­
tutes the larges t part of a program. But in these days 
of flashy graphics, window s, buttons and so on, a 
good portio n of a program may be devoted to pro­
ducing attractive output. In the Amiga version of 
Street Fighter n; for instance , tl1e central portio n of 
the game, the bit that does the processing , is only 
16K long; the rest of it is all grapltics and sound 
information - outpu t. 

One of the easiest to grasp examp les of process­
ing is that of arithmetic. Suppose you wan ted to 
write a program to add two numbers together. The 
problem breaks down into three distinct parts : get 
the two numbers from the user, add them together 
and print out the result. As you can see, it corre­
sponds perfectly to the model of input ; processing; 
outp ut. 

As you can imagine, the input statemen t will be 
used to get the two numbers from the user and put 
them into variables. Unlike variab les designed to 
hold text, numerical variab les have name s witl10ut 
the '$' maracter. It's only poli te of the program to 

All prognmmlng lang1111ge5.,.. designed under compromlN, a 
compromise between what the machine undentancls and what the 
programmer unclentMcls. the only ........ that Is truly under­
stood by a computer Is called machine language. Dlffennt 
varieties exist for dift.nnt computers. depending on the central 
processor that acts as its brains. 

Hence the invention of programming languages - the compromise 
between the numben of the machine and the English of the pro­
grammer. 

Program languages, such as Basic, consist of a very limited 
vocabulary and have a very limited number of ways in which the 
words of this vocabulary can be mixed. the result Is something 
that can be translated to machine language fairly easily, and at the 
same time be reasonably easy to reacl. Basic's vocabulary consists 
of many English-like words, such as 'Print'. the meanings of such 
words are similar to their English counterparts. but their meanings 
are at the same time very much naff'Ower. Computers aren't really 
very good at ambiguities and subtleties. 

In the case of the Amlga. its brain Is a chip called the Motorola 
68000 and the language which It unclentands Is 68000 machine 
code. Programs written In this language consist of nothing but a 
series of 1s and Os. Now, If you cast your mind back to school days 
(If you're an oldie) or forward (if you're a psychk sprog) then 
you'll reallN that this Is a binary code. 

All those little 1s and Os relate to minuscule switches In that 
main chip which can be either on or off, with a 1 meaning the 
switch Is on and a O meaning the switch Is off. From this we can 
ascertain that the main chip Is nothing but a series of switches and 
thus not as mystical as the young men in Dixons would have you 
believe. 

Although It Is possible to write programs like this (and Indeed 
we did when I were a lad), It soon becomes something of a 
headache, especially if the program is of a reasonable length. 

If you take the word 'print' as we understand it then it can 
mean things like: an impression, a copy of an original piece of art­
work a printed state or to write in Imitation of type and many 
other things as well * such is the complexity of language. In its 
Basic language form the word 'print' means just one thing, it tells 
the computer to put some letters up on the saeen. 

If the programming language Isn't machine language, and the 
only language the Amiga understands is machine language, then 
dearly some sort of translation process must take place. the thing 



tell the user that some form of input is required , 
otherwise he or she is going to be confronted by a 
flashing cursor and not know what to do . An 
arrangement similar to the following is needed: 

Print "Please enter the two numbers to be 
added" 
Input FIRST 
Input SECOND 

The above can be shortened in two ways . The first is 
to merge both Input statements into one: 

Input FIRST,SECOND 

But it's also possible to use the Input statement to 
output a piece of text before asking for its input: 

Input "Please enter the two numbers to be 
added "; FIRST, SECOND 

Notice how the semi-colon is used to separate the 
text to be output from the two variables that are 
used to store the input. This method provides a con­
venient shorthand, but it does tend to confuse the 
issue since we now have an instruction designed to 
retrieve input that is also producing output. 

Well, once the program has got hold of its input 
it then needs to process it. In Basic arithmetic is per­
formed by use of 'numerical expressions'. A 
numerical expression usually (but not always!) con­
sists of two variables or numbers separated by an 
arithmetic operator. The most common operators 
are:+ , which stands for 'add' ; -, for subtract;•, for 
multiply ; and I , which stands for divide. The fol­
lowing are all examples of valid expressions: 

FIRST+SECOND 
FIRST-5 
12*FIRST 
SECOND/FIRST 

U a variable appears in an expression before it has 
been given a value (via an input statement or means 
to be d.iscussed later) then it is assumed by the com­
puter to have a value of zero. Similarly, text or 
string variab les are assumed to contain no text. A 

numerical expression produces a result , which must 
be 'assigned ' to another variable . Th.is variable may, 
if you choose, be one of those that appears in the 
expression itself. It's old value is used within the 
expression , then the result of the expression 
becomes its new value . Assignment in Basic is done 
with the equals sign: 

ANSWER=FIRST+SECOND 

Th.is not only provides us with the key line for our 
adding program, but also shows us how variables 
can be created with a value other than zero without 
recourse to the input statement: 

FRED=12 

for example . But on with the calculator . Here 's the 
full listing: 

Input "Please enter the two numbers to be 
added"; FIRST,SECOND 
ANSWER=FIRST+SECOND 
Print "The answer is" ;ANSWER 

The program can easily be modified to perform 
other types of arithmetic, just substituting the other 
operators given above for the'+ ' sign . 

U you try it with division , you 'll encounter 
some strange results . For example, inputting the 
numbers 7 and 2 will give you the result 3. The real 
result is 3.5, so where has the computer made a mis­
take? 

Remember that there are different types of vari­
ables? So far we've had text and number variables, 
but there are actually severai different types of 
number variables . The ones we've looked at so far 
are known as 'integers '. An integer is nothing more 
or less than a whole number . An integer variable 
cannot hold a fractional value , so when a division is 
performed that results in a non-whole number 
result, only the integer part is stored in the integer 
variable . 

The solution is to use what are known as 'float­
ing point' variables . Without going into boring 
technical details , floating point variables can hold 
numbers that include decimal points in them. They 

START PROGRAMMING 

are differentiated from integer variables in AMOS 
be ending their names with the # character, but dif­
ferent Basics use different conventions on this point. 
The completed division calculator looks like this: 

Input "Please enter the two numbers to be 
divided "; FIRST#, SECOND# 
ANSWER#=FIRST#/SECOND# 
Print "The answer is " ; ANSWER# 

Needless to say, l 've only managed to give you an 
introduction to the ideas behind programming. 
There 's lots more to learn, but on the other hand 
there's plenty of information here for you to be 
going on with. 

Alternative languages 
Although Basic is the best language to begin with , 
there are plenty of alternatives that you could try 
once you 've got your programming legs . 

AMOS is a rather special.ised version of Basic, in 
that it's so much better than most. Corresponding iu 
principle to Basic, it surpasses it in terms of its com­
mands for handling graphics and sow1d. Because 
these features vary from maclline to machine, there 
have never been a standardised set of Basic instruc­
tions for dealing with them. What vague standards 
there are tend to be clumsy and slow. 

AMOS, being designed specifically for the 
Amiga, goes its own way and provides an enor­
mous set of instructions for dealing with just about 
every conce.ivable aspect of sound and graphics . 

AMOS is an excellent programming language , 
we gave it away on the cover of Amlga Format 
issue 42. 

that does all this translating Is itself a program. written in 
machine language. 

the instruction has to be executed again (a common occurrence in 
real life programs, for reasons discussed later), then it has to be 
re-translated. This incurs a speed penalty. 

'lwo types of translation 
The programs that translate other programs into the computer's 
binary machine language come In two main flavours: those which 
convert as they go and those which convert everything at once. 

Really, It's not too dlferent from translating In the real world. 
Sometimes you get a running commentary (like at the European 
Parliament) and sometimes you get a whole woclge of speech or 
document translated and presented to you in one lot. 

The first Is known as an interpreter. Most venions of Basic. 
including Amlga Basic and AMOS, are Interpreted. An interpreter 
works by going through each instruction in tum in your program 
and translating into the 11 and Os as necessary. 

As soon as the translation is complete, the instruction is ex• 
cutecl (one Basic Instruction will in fact translate to several 
machine language instructions, because Basic Is a more powerful 
and sucdnct language). 

As soon as the Interpreter moves on to the next lnstrudion In 
the sequence, it forgets about the previous one. This means that if 

A further disadvantage is that the whole translation process 
has to be repeated every single time the program is run. 

The main advantage of an interpreter Is Its ease of use. You 
can type a program into an interpreter and immediately see the 
results of your work. It's invaluable for the testing stage, where 
you're most likely to make and to find numerous errors. Programs 
known as compilers represent the second great translation strat­
egy. A typical compiled language is C. though there are many 
more examples. 

Compilers 
Compilen are so-called because they take a program as a complete 
unit and compile it into a translated chunk of machine code. The 
advantage is that once translated the program stays translated 
and thus becomes a machine code program. 

It can be run as many times as you like without any further 
need of the compiler. And because no translation is required when 
the program is running. it tends to be a lot continu d overleaf ... 
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START PROGRAMMING 

Normally graphics-orientated games are un feasible 
with Basic. With AMOS they become a distinct pos­
sibility . A beginner 's version of AMOS has recently 
been released. Called Easy AMOS, it retains most of 
the pow er of its bigger brother but provides much 
more help for the novice programm er. 

The latest version, AMOS Professional, offers 
even mor e enhancement s over the original, includ ­
ing yet more instructions and an excellent utili ty to 
help in the correcting of program errors. 

Programs wri tten in Basic tend to run much 
faster than their equival ents in other Basics. Putting 
them throu gh the separate AMOS compiler will fur­
ther increase their speed. Even so, sometimes even 
more speed is required . 

If you intend to write something really speed 
intensive, such as a full blown arcade quality game, 
then AMOS just isn' t up to it. ln fact the only lan­
guage that is is somethin g called assembly 
langua ge. 

In some ways an assembler is like a compile r, in 
that it takes a source file and tran slates it into a pro­
gram ready for runnin g. The difference is that each 
word transl ated in a compil er is translated into 
many macltl.ne language instructions . ln assembly 
language, each instruction correspo nds to a single 
madtl.ne langu age instruction - it's just that words 
(and shorthand words at that) are used instead of 
tl1e number s of machine langua ge. Assembly lan­
guage program s look terrib ly compli cated, and it's a 
bit difficult to get a hang of it all. 

But when you have got the hang of it, you' ll 

DevPac wa s the first programming language used 
by Lemmings programmer , Dave Jones. He started 
out with an ASOO and this. 

Latt ice C: C ha s be e n one of the most popular Ian· 
gua ge s on any comput e r for quite a few years now . 
But I wouldn 't sugg est it as a beginne r's language . 

find that pro grammi ng in assembly langu age isn't 
really any more difficult than programming in any 
other language . And the results are definitely worth 
it - you get the best possible from the machine in 
terms of speed and conservation of memory . The 
assembler of my choice on the Amiga is HiSoft's 
Dev Pac. 

A favourite language on the Amiga is C. C was 
used to wri te the Amiga's operating system, and is 
used by most programmers to write serious soft­
ware applications, sud1 as word processors , paint 
programs and so forth. It's a sort of a cross between 
assemb ly language and Basic. ln some ways it isn't 
as powerful as Basic - you'll have to use several 
instructions to do some of the things you could do 
in Basic with a single instruc tion - but it's much 
faster. C is a compiled language, and the Amiga's 
most popular C compiler is SAS/Lattice C. 

[f you are ever taught computing at college, 
then you' ll almost certainly run into a language 
cal.led Pascal. Like Basic it was designed to teach 
people how to program, but it was designed accord­
ing to much more stringent criteria of what 
constitutes good programming. Pascal, like C, is a 
compiled language, and is very sirniJar to C in terms 
of facilities and speed. Unlike C, which uses short, 
difficult to read words and symbols for its instruc­
tions, Pascal has a vocabulary of English-like 
instructions, makin g it easier for tl1e novice to guess 
at a program' s meaning . Pascal also imposes certain 
restrictions on the programmer , both preventing 
common mistakes possible in both C and Basic, and 

Pa scal wa s named after the French mathemati­
cian of the same name. It is an ideal step up from 
Ba sic programming for the beginner. 

enforcing certain academics' ideas of good program­
ming . The only commercial Pascal package 
currently available for tl1e Amiga is HiSpeed Pascal, 
by HiSoft. 

A particularl y interesting langua ge, bundl ed as 
standar d on all Amigas witl1 Workbench 2 or higher 
(sadly without a manual , though) is ARexx. 

ARexx is an interpret ed langua ge, a bit like 
Basic but slower. ARexx's main advantage is its abil­
ity to talk to other programs. Just about every 
application written for the Amiga these days comes 
with an 'ARexx port' . 

This is a sort of 'door' whereby an ARexx pro ­
gram can enter the application and pretend to be a 
user. The ARexx program can sinrnlat e the key 
presses and mouse clicks of a user , thus using an 
application automatically. 

It sounds weird, but it's very useful. Just imag­
ine that your hard disk was full to the brim with 
screen shots in variou s Amiga-compatible file for­
mat, and that you wanted to convert them to one 0£ 
the man y PC files format so your (unfortunate) 
friend could look at them. 

Traditionally you would have to load each one 
individ ually into something like Art Department 
Professional, convert it to PC format and save it back 
out - a rather borin g task. 

Instead you could write an ARexx program that 
loaded each picture in turn, instructed Art 
Department to convert it and save it, and then went 
on to load the next one. The whole process can be 

Continued overleaf ... 
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faster than Its interpreted counterpart. 
When writing a program with an interpreter the writing, test· 

Ing and running can be done from within the Interpreter's 
environment. Things are different with a compiler. The actual text 
of the program Is entered using an editor - not too different from 
a simple word processor - and then saved out as a text file. The 
compiler then takes this text file (referred to as a source file) and 
produces a machine language program as Its output (referred to 
as an object file). 

Programming cake 
Many errors are picked up by the compiler at this point. prevent­
ing It from producing Its output. Typically, these are spelling 
mistakes and combinations of words that are forbidden by the 
programming language in use. Assuming the compiler produces 
an object file, the next stage is to link It. This is usually done with 
a separate program (though It is Integrated into the compiler with 
the AMOS Compiler package). 

The purpose of linking is a little too technical to go into here; 
but In simple terms it puts the idng on your programming cake 

and makes It absolutely ready to be run. Further emn are possi­
ble at this stage. If no errors were produced. then the linker will 
give you something called an executable file. This ls the actual 
machine language program that will run. Just type Its name In at 
the CJ (Command Une lnNrface) and watch It do Its thing. 

The problem is that although your program has complied and 
linked fine, It's by no means certain that It will do what you 
expected It to. The complier and linker checlc that your program Is 
grammatically correct: but It's up to you to checlc Its meaning (In 
other words, that it does what It's supposed to). 

And this Is where the problems can start. because If you do 
find errors. and you invarlably will, you have to go back to the 
editor and make the alteratlOIIS to the sourw file. These alter· 
atlons can't be tested until you've compiled, linked and tested It. 
You can see why it's a good Idea for beginners to start off with an 
interpreted language, rather than with the more complicated and 
difficult to use compiler. The choice needn't be quite as stark as 
that. Many interpreted languages also have complementary com­
pilers. AMOS is probably the best example. With a complete AMOS 
system you can write and test your programs with the Interpreter, 
and, then compile them to gain the extra speed of execution. 
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It's not long before newcomers to programming get the Idea to 
write a computer game. And why not? Writing a game Is probably 
one of the most aeatlve and rewarding programming tasks 
around. Let's take a look at how a commercial game such as this Is 
put together. 

Space Invaders, being a classic. serves as a good example. The 
game consists of the following elements: invaders that move as a 
group left and right aaoss the saeen, reversing their direction 
and descending each time they reach the edge; vertically falling 
bombs dropped by the Invaders; the player's spaceship. which 
moves left and right under joystick control; the player's mlsslle, 
which travels vertically up the saeen; and the immovable, disinte· 
grating barricades. Secondary elements of the game are the score, 
and the number of lives the player has left. 

On the Amlga, moving graphics are handled by something 
called sprites. A sprite Is a multi-coloured shape that can be 
moved just by specifying a position on the screen where it Is to 
appear. It will leave any background beneath It Intact after it 
moves to another position. Sprite positions are specified with two 
numben, one representing the distance across the saeen and one 
representing the distance clown. Immediately you can see that a 
pair of variables will therefore be needed to store the position of 
each moving object In the game. 

The space Invaders themselves are a special case, since they all 
retain their positions relative to each other. Only one pair of vari­
ables Is needed for the whole formation. Then each space Invader 
has a corresponding variable which denotes whether or not the 
Invader Is still ,nve. If it is, then its position can be calculated with 
reference to the variables storing the formation's position and the 
Invader's position relative to, say, the top left hand corner of the 
formation. If it's already been shot, then there's no need to show 
it on the screen. 

A further variable is needed with reference to the invaders. 
This is used to determine which direction they are moving In. As 
soon as an Invader reaches the edge of the screen the variable is 
altered, corresponding to a change in direction. A typical way to 
do It would be to use the values of +1 and ·1. In this way, the vari· 
able could simply be added to the variable goveming the 
invaders' position across the screen. When an invader reaches the 
screen's edge, the diredlon variable is multiplied by ·1 to give the 
new direction and the variable goveming the invaders' position 
down the screen is increased, thus moving the formation down. 

The positions of the barricades need not be stored at all, since 
they don't move throughout the game. They can be drawn on the 
screen at the beginning of the game and then forgotten about. 

So, with all of this new information floating around in your 
mind, let's try and show you the basic skeleton of the pro­
grammed game as it might look on the programmer's notepad 
before he or she starts to adually write the code. 

START PROGRAMMING 

The overall ordering of events for the game program 
would be as follows: 

• Initialise the player's score to zero and number of 
lives to three 
• Clear the screen and draw the banicades 
• Print the player's score at the very top of the screen 
• Initialise the position of the invaders to the top left of 
the screen, and make sure they are all alive. Set the 
invaders' direction to +1 
• Initialise the players position to the bottom left of the 
screen 
• Initialise all of the invaders' bombs to zero 
• Initialise the player's missile to zero 
• Get input from joystick 

If player has moved left or right, then adjust player's 
horizontal position accordingly (checking that it doesn't 
go off the edge of the screen) and re-draw spaceship 
• Check if player has fired 

• If so, then go on to check that a missile isn't 
already airborne 

• If not. then initialise missile's position to just 
above that of the player 
• Change invaders' horizontal position 
• Check if edge of screen has been reached 

• If so, tell the program to change the direction and 
increase invaders' vertical position 
• Re-draw all invaders that are still alive 
• Check to see if the player's missile is non-zero 

• If so, decrease its vertical position and re-draw It. 
• Check to see if it has reached the top of the screen 
• If so, erase it and reset It to zero 
• Check to see if it has hit an invader 
• If so, erase both it and the invader, set the variable 

that says whether or not the invader is alive to zero, set 
the missile to zero, increase the player's score and print 
it again 
• Check to see if any of the Invaders' bombs are zero 

• If so, set a bomb's position to Immediately below 
that of one of the invaders on the bottom row 
• Go through each invaders' bomb in tum, checking to 
see if it is non-zero 

• If so, increase its vertical position and re-draw it. 
• Check to see if it has reached the bottom of the 

screen 
• If so, erase it and reset it to zero 
• Check to see if it has hit the player 
• If so, erase it and the player's spaceship. Decrease 

the player's number of lives. If this is still greater than 
zero than go to the part of the program that initialises 
the player's position, otherwise print out the message 
'game over' and go back to the part that initialises the 
player's score 
• Go back to the part of the program that gets the 
player's input from the joystick 

The basic structure is fairly simple. You'll find that 
pretty much the same strudure can be applied to many 
other arcade games. So why not have a go? 
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STAR PROGRAMMING 

ARexx comes free with your Amiga , so if you 
don 't fancy forking out for a full-blown language , 
this could be the ideal start for you. 

automated. What's more, ARexx can talk to several 
different applications at once, so it's ideal for the 
busy schedule of a multitasking Amiga. 

This is only a small sample of the programming 
languages in existence. You'll find many more in the 
Public Domain, inducting such fascinating ones as 
Lisp and Prolog, both used extensively in artificial 
intelligence research . The problem with these PD 
languages is that they're often difficult to set up as 
they usually expect you to already know all about 
the language in question , and they often contain 
errors. On the other hand, they're free and as such 
offer a grea t opportunity for experim entation. Just 
get hold of a PD language disk and a decent text 
book on the language, and you're away . 

Packages and prices 
AMOS Professional £69.95 
Easy AMOS £34.99 from Europress Software . 
Telephone 0625 859333 
AMOS Compiler £30 
SAS/Lattice C £230 
HiSpeed Pascal £99.95 
Devpac 3 £70 from HiSoft. Telephone 0525 718181 

As with most things, the only way you ' re going 
to learn is by doing it yourself. Given the principles 
explained above and a Basic manual , you should 
find yourself churning out interesting and hopefully 
useful programs in no time. Of course , there's a fair 

product Is better than the 
up to you. eom,-re It obJectl 
you mn't say In all honesty 
the rest. then you're prabllblyJIINStlnll 

amount of blood, sweat and tears in all this. 
Programming involves a big learning curve. Also, 
no matter how good you get, you'll always make 
mistakes. It's a simple fact of computing that all 
large programs contain errors. You' ll find yourself 
staring at the same section of code again and again, 
tearing your hair out in desperation because it looks 
fine but it just won' t work as you expected. But 
there 's nothing like the thrill of programming. It 
exercises both your creative and your logical facul· 
ties, and at the end you have something to show for 
all your hard work. Watching other people use your 
program s can be quite a buzz . T hope I've convinced 
you to give it a go. 

Good programming 
practice 
Now I've given you a rough overview of the won· 
ders of programming , here are a few points to bear 
in mind to make your programming endeavours go 
as smoothly as possible - adhering to these from the 
start will pay dividends: 
• Always keep back-ups 
• Use comment s throughout your code. Comments 
are ignored by the computer- they don' t slow 

Could you move from this - a good old version of 
that old favourite , Space Invaders , programmed 
using an Amiga and a commercial language ... 

down a program - but they he.Ip you to see what's 
happening when you come back to look at your pro· 
gram in the future 
• Use descriptive variable names . There 's no 
penalty for using 'Loop_counter ' instead of 'i' as a 
variab le name, ru1d it ensures you'll know what the 
variable is being used for when you come to look 
back at your program 
• Make use of subroutines . A subroutine is a re-use· 
able segment of program that can be executed 
several times from different parts of your program . 
As well as saving you having to write the same pro· 
gram segment several times, the use of subroutines 
will also help to organise your programs in a logi· 
ea!, structured fashion, again ensuring you can see 
what's going on when you come to look back to 
them a few months after you first created them. 

There we are then, programming might not be 
the dull, tedious, or even frightening process that 
you might have thought it to be. It's one of the most 
creative things you can do with your Amiga - no 
matter what the mus icians and graphics bods tell 
you . l hope that this all too brief overview of the 
subject area has given you a taste of what you could 
do yourself , armed with a programming language 
and your new Amiga . Now get on and create! 

... to this , Sfreetfighter II, a massive piece of pro­
gramming done using several machines and some 
in-depth machine code; oh yes you could. 



AMIGA ASOO AND PLUS CONSOLE UNIT 

Monitor console and keyboard unit• Second drive space • No 
hard drive restrictions • Power supply or modulator space • Keeps 
cables tid{ • Non -magnetic aluminium • High quality texture finish 
• Plenty o ventilation • Installed in minutes • Designed specifically 
for the A500 and 500+ • Colour co-ordinated. 

ace saver! - Over 1,000 satisfied customers 

NEW 
AMIGA A600 (HD) CONSOLE 

UNIT 
Monitor console and keyboard unit• Second 
drive space• No hard arive restrictions• 
Power supply space• Keeps cables tidy• 
Non-magnetic aluminium • High quality tex­
ture finish • Plenty of ventilation • Installed in 
minutes • Designed specifically for the A600 
and A600HD 

A REAL SPACE SAVER! - KEEPS EVER 
REALLY TIDY 

A 1200 CONSOLE UNIT 
Monitor console and keyboard unit• Second drive 
space • Power supply space • Keeps cables tidy 
• Non-magnetic aluminium • High quality texture 
finish • Plenty of ventilation • Installed in minutes 
• Designed specifically for the A 1200 . 

KONTAX COMPUTERS 
11 a Waldeck House, Waldeck Road, Maidenhead SL6 8BR 

0628 773212 
Phone lines manned between 8.00am - 9pm (No ansaphone!) 

ONE PIECE DUST COVER ALSO AVAILABLE - PLEASE CALL 



A NEW GENERATION OF POWER TOOLS FOR AMIGA!! 

Enlarged data storage 
A. BC-2008MA: 8MB RAM card for Amiga 2000/3000 (only 13 cm x 7.8 cm) 
B. BC-lOMIA: lOMB RAM card for A500 w. Gary board. The biggestRam card in the 

C. BC-6MIA: 
D. BC-2MIA: 
E. BC-lMIA: 

world. (only 8.7 cm x 12.3 cm) 
6MB RAM card for A500 w. Gary board (only 8.7 cm x 7.8 cm) 
2MB RAM card for A500 w. Gary board (only 8.7 cm x 5 cm) 
Flexible lMB RAM card for A500 with Gary board. Can be combined 
with extislng 512KB card and our 2M. 6M RAM cards. 

Basic RAM expansion 
F. BC-lMlA+: lMB RAM expansion for A500+. 
G. BC-512MI & H. BC-512MIA: 512KB RAM card for A500 

Efficient upgrading 
I. BC-BS: Boot selector, No Mach-switch needed. Drive selection by mouse click. 
J . BC-KS: Kickstart-ROM switch. Kickstart selection by keyboard. 

Input and pointing 
K. BC-SSP: Stereo sound sampler 

Built-in amplifi.er. Switch for input source selection. 
L,M, BC-TKI/BC-TKP: Tracker Pen for IBM PCs and Amiga/ Atari. Can be used as Pen­

mouse or Mini-Trackball. 
Resolution: 250 dpi on Atari/Amiga 

50-1250 dpi on IBM PCs and compatibles. 
N,O,P,Q, BC-MS1/BC-MT1/BC-MS2/BC-MS3: Mouse and Trackball for Amiga, Atari, 

IBM PCs and compatibles. 

Video Devices: 
R. BC-TVM:TV RF-modulator with sound input 
S. BC-GLK:Genlock for Amiga Computer 

Bus converter 
T. BC-520CV: Bus converter for A500/A500+ 

Expansion slot for A500/A500+ to use A2000 Interface 
AT Bus slot for bridge board 
86PlN pass-through Bus for A500/A500 + interface. 

• Full 1 year warranty. 
• Hot Line: Solutions for technical problems 

within 36 hours. 
• Short-notice delivery. 

Distributors Wanted! 

OEM Welcome! 

All brand names are registered trademarks of 
their owners. 

~ M 

~ 
BIO·CON TAIWAN CORP. 
3RD FI, Lucky Tower 235, Lung Chiang Rd. Taipei, Taiwan, R.O.C. 
TEL: 886-2·5016744, 5092334 FAX: 886-2·5010341 



CITIZEN 

FREEi 
STARTER KIT 
ALL YOU NEED TO GET STARTED 
WITH YOUR NEW CITIZEN PRINTER 

• 2 Metre Parallel Printer Cable 
• 3~' Disk - Driver for Windows 3 
• 3ll' Disk -Amiga & ST Drivers 
• 200 Sheets of Continuous Paper 
• 100 Continuous Address Labels 
• 5 Continuous Envelopes 

WORTH £29.38 
WITH EVERY 

CITIZEN DOT MATRIX 
PRINTER FROM SILICA 
or £19.38 (£10 off ARP) to purchase. 

For faster printing from your Amiga, With clearer 
Images and more vibrant colours. Avallable free 
of~ (on r~:t~J t: buy a Swift 9, 

Ftat11c1'Skltlude: 
• ""'°'edl-Snoothiog WORTH 

=~- £14.10 
• ~es-Bardng (lncVAT·seeleXO 

orklfi'.!ll10(£10IIRRP)IO~ j,«.;m J 

Citizen 1200+ - 9 pin 
144cps Draft, 30cps NLQ 

• 4K Printer Buffer + 2 Fonts 
• Parallel or Serial Interface 
• Graphics Resolution: 240 x 240dpi 

Epson and IBM Emulation 
Pull tractor & bottom feed 
FREE Silica Printer Starter Kit 

£115 
+VAT= £135.13 ret PRl 2120 

SILICA STARTER KIT .£25 

TOTAL VALUE: £224 
SAVING: £109 

SILICA PI/ICE: £115 

The Citizen 1200 printer comes supplied with a paralle] 
interface as standard. If you require a serial interface instead, 
please state ref: PAI 2125 when placing your order with Siiica . 

STAND OFFER 9 PIN PRINTERS 24 PIN PRINTER 

For Swift 9, 24, 24e, 200, 240 
and 224 Printers 
• Helps keep pace with C#izen Printer's 

power/ul paper handling 
• Robust & Durable Construction 
• Saves space and protects continuous 

sta#onery from dust and damage 
• Compatible with bottom and rear feed 

operation 

ARP £19 
~ +.VAT• C22.33191: PRA12-42 

192 CPS 
• Citizen Swiff 9 · 9 pin • 80 column 
• t 92cps Ora/I, 48cps NLQ 
• BK Printer Buffer + 3 Fonts 
• Paraflel Interface 
• Graph,'cs Resolution: 240 x 240dp i 
• Epson and IBM Emulation 
• FREE Colour Kit 
• FREE Silica Printer Starter Kit 
RRP ......... __ 1239 _£

1
_
5
~
9 COLOUR ffl _ £31 

STARTtR KIT_ £25 
rorAL VALUE: 5ii 

SAVING: £143 

SltlCA l'fflCE: ff!! -+VATa £1B6.83 ret: PA12209 

24 PIN PRINTERS 

270 CPS 80 COLUMN 
• Cltfzen SWfft 200 • 24 pin ~ 80 column 

: ~nf:: ~~~· .z~r;s ,:;J;2cps LO 
• Parallel Interlace • 6 LO Fonts 
• Graphics Resolution: 360 x 360 cJpf 
• Epson, IBM, & NEC P20 Emulations 
• Quarter Printing and Auto Ss t Facility 
• U//ra Oufet MOde • 44,5 dB{A) 

: ';'//~f;C~~:: ~a:,:,,er Kit 

:~:'cisr,mii.,.-ii~ _£_1_7_9_ 
rOTAL VALUE: £294 

SAVING.' £:115 
SHJCA l'IIICE: t171 

.-VAT"' £210.33 ref: PAI 2'190 

192 CPS 136 COLUMN 
• Citizen Sw;tt 24x - 24 pin - 136 column 
• 192cps Draff, 64cps NLQ 
• BK Printe r Buffer + 4 Fonts 
• Parallel lnte,tace 
• Graphics Resolution: 360 x 360dpl 
• Epson. IBM and NEC P6 EmulaUon 
• Colour Option Available 
• FREE Silica Printer Starter Kit 
RRP - .HHOH-. £481 
SlUCA STARTER m £25 

rorAL VALUE: ['514 
SAVING: £215 

SILICAPRICP. £291 ,_ _____ ___, 
tVAT-£ 351.33 mt:PAl257'1 

192 CPS 136 COLUMN 
• Citizen Swill 9x - 9 pin · 136 column 
• t92cps Draff, 48cps NLQ 
• BK Printer Buffer + 3 Fonls 
• Parallel Interlace 
• Graphics Resolullon , 240 x 240dpl 
• Epson and IBM Emulation 
• Colour OpUon Avai/a/1/e 
• FREE Silica Printer Starter Kit 

::.itii'iir.:..~ £199 rorAL VALUE.: £354 
SAVING: £155 

8IUw1 PRJCE: ffii t- ,-,v"'•r'"· "'l2S3=.83=-,.,....,..,. P"'At"...,= --1 

360 CPS 80 COLUMN 
• Citizen Projet • inkjet · 80 column 
• 360Cps Draff, 120Cps NLQ 
• 50 Nozzle Head • Whisper Quiel 47dB(A) 
• BK Printer Buffer + 3 Fonts 
• Optionaf HP Compat ible Fon t cards 
• Parallel Interlace 
• Graphics Resolution : 300x300dpi 
• HP Deskjet plus emulation 
RRP .......... _ ... _ tc'6 £

345 TOTAL VALUE: £015 
SAVING. tl 51 

SILICA PRICE: 045 

1-,V-.,-. -«-05.38_ ral_: P-A-12090_ .. 

300 CPS 80 COLUMN 
• Clffzen sw;n 240/240C - 24 pin • 80 column 

: ~nf;;~~9-.2:ir::.:n~:,0cps LO 
: ~ ;i::,n~;J,:3Jf/~ ~':';ZJ~~4ffrJ,f~, Fonts 
• Parallel fnterface 
• Graphics Resolution: 360 x 360 dp/ 

: ?£:,,~/i~r~!i:/J,f CEL Emulations 
• Auto Set Facility · Bi·directionaf VF, 

Auto Emulation Detection 
• Command Vue IV Front Control Panel 
• Ulua Ouiet Mode • 44.5 dB(A) 
• Colour Printing Standard · Swift 240C, 

• ~~';ff ~7;';!"Prr~~":1a~e~~~ 240 

NOTEBOOK PRINTER 

240M 
MONO PRINTER 

(COLOUR OPTION AVAILABL8 

COLOUR PRINTER 

SWIFT 240 MONO 

~~:'-:~:~:: £239 
SWING: £115 

:SJLJCA PfflCE: tza!I t-- .-v,-,.-=- .-.,-m-,-.-Al-,...---1 

SWIFT 240C COLOUR 

=~:rm.-iri·: ': £259 
TOTAL VAJ.UE: £314 

SAVING: C,35 

SILICA PfllCE: £251 1-- .-v.-r.- C'JO<-- ,.- .... - .-PAl- 257- ,--; 

CITIZEN PRINTERS 

64 CPS 80 COLUMN 
• Citizen PN48 Notebook Printer 
• Non-Impact Printing on Plain Paper 
• 53cps LO - 4K Buffer + 2 Fonts 
• Rear and Bottom Paper l.J:Jading 
• Parallel lnrerta.ce 
• Graphics Resolution : 360 x 360dpl 
• Epson , IBM. NEC P6 & Ci1izBn Emulalion 
• PoWered From Mains, Batte,y or Car Adaptor 

RRP,--·- ··· £325 £199 TOTAL VALUE: £32$ 
SAVING: £126 

SIUCAPflt<E, £119 

-tVAT:::r253.83 ret PRl2t00 

FREE DEUVERY 
Next Day-Anywhere in the UK mainland 

FREE STARTER KIT 
Worth £29.38 • With Citizen dot matrix prtnters lrom Slllca 

2 YEAR WARRANTY 
(lnctudlng the do! matr~ pnnler he,d) 

WINDOWS 3.0 
Free Wlntfows 3.0 dnver with Starter KJt 

FREE COLOUR KIT 
Wilh eve,y swm 9 

FREE HELPUNE 
Technical support helpline open during office hours 

FROM SILICA 

SILICA SYSTEMS OFFER YOU 
MAIL ORDER: 1-4 The Mews, Hatherley RdlaSldcup, Kent, OA14 40X Tel: 081·309 1111 

Order lines Open ; Mon-Sal 9.ooam..a.OOpm No le Niglil Opening Fili. No: 08h308 0608 

e FREE OVERNIGHT DELIVERY : On all hardware orders shipped In the UK mainland. 
e TECHNICAL SUPPORT HELPLINE : Team of technical experts at your service. 
• PRICE MATCH : We normally match competitors on a "Same product .. Same price' basis. 
• ESTABLISHED 14 YEARS : Proven track record In professional computer sales. 
e £12 MILLION TURNOVER (with 60 staff) : Solid, reliable and profitable. 
e BUSINESS + EDUCATION + GOVERNMENT : Volume discounts available 081-308 0888. 
• SHOWROOMS : Demonstration and training facilities at our London & Sidcup branches. 
• THE FULL STOCK RANGE : All of your requirements from one supplier. 
• FREE CATALOGUES : Will be mailed to you with otters+ soflware and peripheral details. 
• PAYMENT : Major credit cards, cash, cheque or monthly terms. 
Before you decid e when to buy your new printer , we suggest you lhink very carefull y about WHERE you 
buy iL Consider what It will be like a few months after you have made your purchase, when you may 
require additional peripherals and accesso ries , or help and advlce with your new purchase. Ar,d , will the 
company you buy from contact you with detail s of new products? At Silica System s, we ensure that yo li­
wj ll have nothi ng to worry about. We have been establ ished for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers' requirements with an understanding 
which is second to none . But don 't just take our word for 11. Complete and return the coupon now for our 
latest FREE literature and begin to experience the "Silica Systems Service". 

•r:11111n SILICA 
SYSTEMS 

LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 
Opening Hours: Mon·Sa.1 9.30a!1Hi.00pm No Lale Night Opening Fm No; 071·323 47"J7 

LONDON SHOP: Selfridges hst Floorl. Oxford StreetLLondon, W1A 1AB Tel: 071-629 1234 
Opening Hours: Mon·Fr19.30am·7.00pm(Satclos:e6.30pm) Late Night: 1nursday · apm Ettensk>n: 3914 

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40X Tel: 081-302 8811 
Opening Hours: Mon·Sa.1 9,CJ0am.5.30p(fl La1e Nlghl: Friday • 7pm Fax No! 081·309 0017 

ESSEX SHOP: Keddies 12nd Floor I, High Street, Southend-on-Sea, Essex, SS11 LA Tel: 0702 462426 
Opening Hours: Moo-Fti 9.308m·5.30pm {Sat 9.00am·6.00pmJ No Late Nigh! Opening Fax No: 0702 462363 

PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 
Mr/Mrs/Miss/Ms: Initials: ... ......... Surname: 

Company Name (If applicable): 

Address: ............................................... .. 

Postcode: ........ 

Tel (Home): Tel (Work): .......... . 

~ hich computer(s). if any, do you own? .................................................................................. 55l.., 
E&OE · Adver11sed prices and speci llcatlons may change • Please return the coupon !or the lates l lnlorma lion , 



ALL PRICES INCLUDE VAT & DELIVERY TO YOUR DOOR 
~-s ;, ; ct=a n=-=3,·-.-it-1'; ·; :;"~i=~·ed-~£f~gg'"~~;1?e:;;'. a n:ti~~::tl, :,,;,,a~~mtl~''.'ii'oJ 
I' " ', , y ' . · ·," •. " , ·' ''" ; ,; · '" · ,; ·,, '' arf,, i' lh, Ii,,' "f,' L,fpI,1Us•,at~::r,f,¥,1);:J!ji;,~~g,il,g ,iinliel¥ iliH!,jr,'.":\1w!ifl!¥ .:'I mr:'[a:~J l"::'!im! 

SDfJW!8E 
Lui Nlnl13 1.99 

BE ''81ilHLfl\}fffbf Y Ill 
Deluxe Paint IY 59.99 HABDWABE line of Aro 1.99 Deluxe Paint II 9.99 

Some o theollowlnr, lomb11d RAC Rally 9.99 Deluxe Photol,b 34.99 
~,mes titles are limited lotus Esprn Turbo 01aflongo 1.99 

g=~~\~atlon Studio 
57.99 A500 Plus Cartoon Claulcs 299 

o ers at the time of going Magk: AJ B.99 w, Hctpl ld11111d ord111 tor 111 lorthomlng 1Dftn11 14.99 A800 299 
Magk: Garden 1.99 111111 Hd ,-r ordtr wtll 1111 ..... d H 1111 •Y of 1111 .. . Real Things Birds 20.49 

A600 Wild Weird & Wlc_kod Pack to press. Order ear y to Y• 111tlt Cini wtl 1111 dlllllld 11to 1111~, , .. , d1y II d11p1tdll Real Things Dogs 20,49 349 
1rold dlsr,polntment. Maglcland Dizzy 9.99 Real Things Humans 20.49 A600HD Epic Pack 419 

We stock al the latest and Manchester llnll8d 1.99 

EDUCATIONAL SERIOUS 
Real Thing, Horses 20.49 A1200 379 Manic Miner 1,99 Real Things Sea ltto 20.49 currently n1ll1ble titles Megilfor1r111 D.DV Roal Things s.rart 20.49 At500 lncludlng Monitor 949 

which we offer 1t Midnight Rotlllanco 9.DV llOEO • IIIUlTIIIIEOIA Profllls 24.DV A 1500 No Monitor 449 

30'11 OFF Mldwln19r ADI rgllsh ~tt/12 or t2/t3l 19.99 Tu,boprlnt Pro1e11lonal 34.DV A4000 ,' 20DV D.90 ~m ~~th ~ 1ir1~ :rr i1t1hj 
19.99 PhOlon Video (C.I Animator) 1.99 

Recomfflflnded Rei/Ill Prtcet Moonstone g_90 18.99 Dohm Yldoo 111 59.99 The Art Dop,rtmont 49.99 con 379 
Nny Seals 1.99 A French 13114 or 14115 19.99 Br oadcall Titler 2 114.99 The A~ Department Pro 2.00 134.99 1011 OFF all anv software 
Now Zealand Story 9.90 Am M.rhs 1 f/12 or t2/13l 18.90 Broadcast Titler Font Pack 90.99 GYP A500 80Mb, BMbRAM(Ok) 

GAMES 
ADI Maths 13/14 or 14115 18.90 BroldcHI Tiiier Font Maker 99,99 399 

NlnlaWarrlora 1.90 Answerbac Junlot 14.49 GYP A500 t20Mb+9MbRAM(Dk) 479 North & South 8.99 Antwlfback Senior 13.90 AmlgaYlslon 911.99 MUSIC X Jnr Obnu, (Prygnosls) 1.99 Arlthmotk: (Answrback d.ra) 7.49 HJporbook 49.99 GYP SCSI Controllor+9Mb(Dk) 119 
Ill OIYlslon ManagM 8.90 

~~rnijJM,'l't'i~li data> 7.49 Scala 114.99 GVP SCSI 80Mb+9MbRAM(Ok) 369 
40 Sports OrlYlng 1.90 18.49 Scala 500 74.99 GYP SCSI t20Mb,9MbRAM(Ok) 429 
4 Wheel DrlY, CompAatlon D.90 SUPER SEGA 

Bolter SpoNlng (OfOf 9) 16.49 Dltoctor II 79,99 Excellent MIDI Value en, Maze 10.99 TV Text Prof911Jon1I 911.99 120Mb Mntor Bare Hard Orlve 359 Aherburner 9.90 Count and Add 18.99 TY Show 2 49.99 at an incredible Mini 80Mb to 520Mb Baro hard disks POA Anon Brood 92 9.90 Golden Axe First Lenora 6.99 
Armalylo 1.90 Fraction Goblins 10.99 Yldoollllor 1.5 30 119.90 price. 44Mb SJquest Removable H/Olsk 299 

Super Monaco G.P. Fun School 2 r-e, 9-9, or B•1 7.99 WOftDPftOCEUING Awesome (Prygno1l1) 1.90 Fun School 3 2·5, 5-7, or 1• 16.99 Final COpJ 39.90 Only £19.99 CUmana 3,5• External Ortwe 55 
Bard's Tale Ill 1.99 Shinobi f:mrool 4 2-~ i;1,~r 1+ 1::: flnal COpy II 59.99 ZJdec 3.5" External DrlYo ' 49 
Batman the Movie 9.99 Ponpal 34.99 A500 3.5" lntornal OrlYO 45 
Bll1lohawk1 UM 2 10.99 Crack Down Hoorry te.99 Excellonco 3 54.99 A600 IMb Upgrade 3B Kids Ac Whore Whal 14.99 Morph Plus 139.99 Bll11o Squadron 1.90 Eswat Kids A B•kol 14.90 Protexl 4.2 39.99 Kara Anlm Font, 1, 2 or 3 29.90 A500 Plus 1Mb upgrade 35 
Batttochou 1.99 Kids A Ulllo 14.99 Protext5.5 90.99 

Kara fonts Headllnea t or 2 49,99 A500 5t2k Ram Upgrade(no clock) 20 Bot royal 8.99 onlv £9.99 l ols SpoN al Homo 13.99 Word Perloct 4. t 159.99 
Lois Spell II lho Sho:s 13.99 WordWorlh 2 911.99 Kara Fonte Sub tiaadllne1 44.99 A500 5t2k Ram Expanslon,clock 25 Bfltzkrlog(t Mb) 9.99 Lois si:;n Out and A out 13.99 IPREAlltHEET ID IIIODElllNG I RENDERING t.5 Mb Ram Expansion 19 Brit 1.90 Operation Thooderboff 8.99 Magk: aths (4·9j 19.49 ProGalc 99.99 30 Construction Kn 32.99 

Bubble Bobble 9.99 M:A:'; Storybook t Mb) 19.99 40·Professlonal 199.99 S..pra 500RX 9Mb RAM (2Mb Pop) 129 
Pacland 1.90 M I Adventure 18.99 Adnnt,go 79.99 Export Draw 40 Jnr 47.99 S..pra 500RX BMb RAM (4Mb Pop) 219 Budokan 9.90 Pxmanh1 1.99 M;th1 Ongon, 10.99 DG Cate 28.99 

Gaptaln Dynamo 9.90 Sculpt 30Xl 94.99 Supra 500RX 8Mb RAM (9Mb Pop) 339 
captain Fizz (Psygnoslt) 9.99 Pano 9.90 Sculpt Anlmlte <40 199,99 GVP A2000/Hi00 IIMb Ramc•d (Dk) 911 Paper boy 9.99 TDP llTLES. S.f.ECIALS. Villa Pro1mlonal 89.99 cai,tlYo 1.99 Pltti11hlor 9.99 Scenery Generator 32.99 1 Mbflo Simms 25 
carrier Command 1.99 Populou1 8.99 Scenery Animator 59.99 25alor4 RAM chips per Mb 35 C.ntur~n Defender of Romo 1.99 Populous Promfted lands 4.99 Putty , Lotus 3, Zool , Wizk id , Aquatic Games , Troddl8rs , ~o,::e!11onal 149.99 1Mbxt ORAM chip, per Mb 35 a.arnplon, Compllatlon D,DV Prince of Pertla 8.99 Catch'em , Fireforce , Assassins, WWF 2, Project X, 349.99 AT-Once PC 288 Emulator 229 01noH Q 8.99 Real 30 Beginners t.4 119,99 
Ctmk:4 9.90 Pro Tennl1 Tour 8.99 John Madden's Football . Sensible Soccer 92/93, Real 30 ProfeulonaVTurbo 1.4 299,99 Rombo Yldl 12 Pack 911 
Colouu, Chen X 9.90 

R-Typo 8.99 Rre&lce , Jaguar XJ220. Pinball Dreams , Pushover. PROGIWIIIIING OpalYlslon 24bll Graphics egg 
Conqueror 9.90 

Rainbow l1land1 8.99 Road Rash . Archer Macleans Pool ........ ....... 111.n EACH Amlga logo 19.90 Sharp JX 100 A6 Col. Scanner 499 
Corporation • Ml11lon1 9.99 Rk:k Dangerous 9.DV Easy AMOS . 22.99 Zydec Hand Scanner 90 Robocop 8.99 Shadow ol the Beast 3, Street Aghter 2, Campa ign , AMOS Complier 20.49 c,azy car, 2 1.90 Robocop II 9.90 Populous II. Epic , Oynablasters, lshar, Lure of the AMOS 30 23.49 Power Scanner 99 
Ootuxo Strip Poker % 9.99 Rod land 1.99 Temptress, Castles, Premier , Legend of Kyrandia , 

AMOS Profonlonal 44.99 Genltlzor Graphics Tablol 129 Dizzy Panic 9.99 Rugby World Cup 1.99 OOYpac 3 49.99 ZJdec Mlcroswttchod Mouse 11 Double Dragon 1.90 Shadow Dancer 1.99 Shuttle, Dungeon Master & Chaos Str ikes Back , Hlsoft Ba,k: 51.99 
Naklha Mouso+Operatlon Steahh 23 Double Dragon II 1.99 Humans. Pinball Fantasies .. .... ........ .. ... ,t11 U EACH Hlson Basic Extend 14.49 

Dragon, of Aame 1.90 
Shadow Warrior, 9.99 Hl1ofl PHcal 74.99 llsa Mou10 (Mlcroswltchod) 12 

F18 Combll Piiot 10.99 Shool9mup Construction Kil 1.99 
Indiana Jones and the Fate ol Atlantis , Civilisation , GFA Bask: 3.5 7.90 Mouse Mai 3 

Falco" 9.99 SllghllJ Magic 9.99 
Knights of the Sky , Silent Service II, Mlcroprose Grand Prix , MUSIC 50 Blank Disks 25 

Fantasy World Dizzy 8.99 Sly SpJ 8.99 Music Mouse 9,90 
IIIDNITORI Spellbound Dizzy 9.99 A320 Airbus. Eye of Beholder II, Campaign, Links Goll , Stereo Marta, 29.99 final Blow 1.99 Spike In Tran111Yanl1 6.90 Curse of Enchantia .............. .. ............. .... ... W II EACH Deluxe Music Const. Sol 49.99 Phillps 8833-11 (UK ModeQ 219 

Fllghl of the Intruder 10.90 Spirit of Excallbur 9.99 MldlM,stor Midi 1/F 19.99 Commodore 1084/10851 190 FHmbo's Quell 1.99 Stunt car R1eer 8.99 Monkey Island 2, Perfect Genera l.. ........ ua II EACH Mu1tc X Jnr 19.99 Commodore 1050 Muttl1ync •99 Football Crazy Compllilllon 12.99 Superc111 2 1.99 :~~!of"p,~r:,"pf;~~:1:~~plar ng:::g NEC 4FG 519 FUIUntWar, 9.99 
Ghouls ·n· Ghost, 8.90 Super Monaco GP 1.90 

M.rhs Mania (over 9) Bars & Pipe, lnt. Sound Kit 49.99 PRtNTEIII 
SUf)Or Soga 9.99 IG.49 OATAIAIEI Bars & Pipe, Music Box A 49.99 One. loads+Amlga Printer DrlYora) Golden Axe 1.911 SUf>Or SO)'mour to Honywaod 9.90 :;tijrni~~~. 

11.99 lnto111, 19.99 
Head o,or Hoell 6.90 19,90 Superbasa Personal 2 29.99 Bar, & Pipe, Mu1lc Box B 40.99 Star LC200 Colour 199 
lmposnmole 6.99 Super Smash TY 8.99 Mlcko11 Crossword Puzzle 17.49 ~rEG1W~f~;.:~~~:, 199.99 Super Jam R99 

Star LC24·20 Mono 199 SwlY 1.90 ~;~~ ~ra°!th 17.99 IIIIICnLAIIEOUI lndJ Heat 1.99 Toll DrlYo II 9,99 17.99 AREXX 32.99 Siar LC24-200 Colour 269 
Indy Jone1+last Crunde Action 8.99 M ,o German 17.99 Mini Ot11co 37.99 BAD Disk Optimiser 34,99 Stancrlpt Portscrlpt laser 1090 Tio Break (Tennis) 1.DV Micro Maths 17.99 The Works Platinum 59.99 lnd1 )anos+lall Crusade Gr .Adw 10.99 Tok1 1.99 Mix & Match 18.99 Gold Ol1k Office 109.99 Cro11 Dos 5 29.99 Citizen SwHt 9 Colom 179 lnternatlonal Karite + 8.99 Total Recall 9.DV Noddy's Playtime 16.99 DTP Dos 2 001 39.99 Ctt~on SwHt 240 Colour 299 Jack Nlclrlaus Gott 9.99 T01ota Collea GT RaflJ 9.99 Paint and Create 19.99 Pago Stream 129.99 Disk Master II 44.99 
Jame, Pond 9.90 Paint Mo , Story f6.4Q FloppJDlsk Accelerator Faccll 9.99 cn1,on SWHt 200 Colour 229 

Tntasure Island Dizzy 4.90 Picture Fracllons t0.99 Pro Page 3.2 199.99 GB Route Plus (Now Yorslon) 34.99 canon Bubblojol Portable 219 JolSolWIIIJII 1.99 Trt,lal Pursuit 9.90 nlng With Trolls 10.99 Pro0t,w2 99.99 Icon Paint 8.99 Kool-The Thiel 1.99 Turbo Outrun 8.90 Colours 6.99 Outline lont, 99.99 Quarterback 5 H/OlskBackup 42.911 
HP Ooskjol 550C Colour 529 

Kk:kOH 2 Europe data 8.99 th numbers 13.99 Gold Disk Font, 1-4 34.99 
Kk:kOH 2 Giant, of Europe data 8.99 

Tunlcan 8.99 1.99 Structured Clip art 39.90 Quarterback Tools 59.99 

KlckOH 2 Winning Tactk:1 data 8.90 Turrlcan II 1.99 IQ.99 Doltrxo Print II 19.99 
Turtles 2 The Coln Op 9.99 oiling ho Time to.99 Ecllp1 79,99 Kllllng Garno Show (Prygnosls) 7.90 Things to do with Numbora 13.99 

*NEw· Opal Vision *NEw· l<wfk Snn: 8.99 unt,orut Miiitary Slmutllor t 7.99 Thing, to do with Word, 13.99 Procllps 11.99 
Untoucnatttt, 9.90 Thomas Tani!: run wNh words 13.99 Pro Vector 159.99 
Vlz 1.99 Throe Boars 18.49 Ooslgnworks ' 79.99 Stunnins low cost 24 bit graphics card with 

4 Wheel Drive Wolltrlt 9.90 Tidy The Houn 10.99 Expo~ Draw 39.99 
Whfto Death (t Mb) Q.90 WorldAll,s 44.99 CAO future a ditions to give many of the Toaster 

X-CAO 30 29D.Q9 functions such as the quad Input switcher, Lotus Turbo Challenr,e Winning 5 Complllllon 1.90 Ql11ffl"'¥""' SIX X·r.AO Profe11lonal 149.99 
Toyota Calle GT Ral y 

World ChlfnlJlonshlp SOCC11r 1.90 ACCOUNTS genlock/framegrabber, Roaster Chip for digital World Cr~kol 8.99 W111h:r \'f:her Arena Account, 79,99 video effects and scan rate converter. A must Combo Racer World Soccor Italia DO 1.99 Whl~f~rr'i~i!' II? Home Account, 2 311.99 
Lombard RAC Rally Xenon II 1.90 Cashbook/Flnal Accounts 44.99 for Desktob Video or high quallty gr&hlcs. 

Z-Out 5.99 ic:i.~.· s~fl'£i~~~ ParJOnal Tax Planner 29.99 Super value at only £ 99 only £9.99 Zall McKrakon 9.99 Perconal Fln10C8 Manager + 27.99 
lllllytZl .11 SRArHICI 

Vou name it ••• We do it ••• Just phone and we'll quote ••• We are faster and cheaper! 
PRICES QUOTED ARE SUBJECT TO AVAILABILITY .. SOME OFFERS ARE LIMITED SO ORDER EARLY TO AVOID DISAPPOINTMENT 

Cheques/PO Orders to rr>@i'iJ' u{]@i'iJ'l3, 11a Burgate Lane, Canterbury, Kent. CT1 2HH 
TELEPHONE HOTLINE 0227-764204 9.30am to 7.00pm 

(Answerphone outside normal hours) 1•1 
VISA, MASTERCARD and EUROCARD orders welcome • , 

Visa, Mastercard, Eurocard and PO Orders are despatched same da ! 
Please allow up_ to 4 working d~s for cheq_l!,es to clear. Overseas orders add £~.00 postage. · 

MAIL & TELEPHONE ORDERS ONLY .... NO PERSONAL CALLERS PLEASEI 



• VISA 
0530 411485 0530 411485 

APE~ WILL BACK-UP ALL KNOWN SOFTWARE - GUARANTEED Ill 
ESSENTIAL FOR ALL AMIGA ASOO/ASOO+, A600 + A1200 USERS 

~II _ -

·-- -. fiE' ATUR£S.• THE IIOST COMPREHENSIVE BACK-UP SYSTEM EVER DESIGNED FOR THE AMIGA INCORPORAnNa AST (ADVANCED .... #I SYNCRO TECHNOLOGY}· EASY TO USE QUICK & EASY TO INSTALL • BACKS UP OTHER FORMATS IBM, ATARI, MAC ETC 
~---~,-.--, --.,.,..,..,.,,,. EASY TO FOLLOW ILLUSTRATED IIAMJAL WITH COPYING TECHNIQUES 

e EXTERNAL FITTING 
e JUST PLUGS INIII 
e AUTo-coNFIGURE FOR 2Mb-4Mb-8Mb 
e BUS THROUGH PORT 
e ULTRA LOW POWER 
e NO EXT PSU REQUIRED 
e FULLY BUFFERED ADDR AND DATA BUS 
e ZERO WAIT STATES 
e GURUFREEIII 
e SLIMLINE CASE 
e STYLED TO THE AMIGA 
e HIGH DENSITY DRAM 
e LATEST TECHNOLOGY 
e ALLOWS CREATION OF LARGE & 

FAST RAM DISKS 

WILL NOT INVALIDATE. 
COMMODORE WARRANTY 

JUST PLUG IN & 
AWAY YOU GO! 

·S IMPLE I · 

• NEW QUANTUM DRIVE 
• VIERY HIGH SPEED LOW POWER 
• S MALL S LIMLINE UNIT 
• VERY LOW NOISE OPERATION 
• NO EXT PSU REQUIR ED 
• BUS THROUGH PORT 
eAUTOBOOT 1 .3/2. 04 
eCO LOUR MATCHED 
eSTYLED TO THE AIIIQA 
e FACTORY SET • EASY TO INSTALU I 
• EASY TO US EII 
• WILL NOT INVALIDATE WARRANTY 
e SETUP SOnwARE a HD UTIU DISK 

HIGH QUALITY 
LOW PRICES! 

AMIGA A500 1/2 MEG UPGRADE· £15.95 CLOCK £17.95 
1.3/2.04 ROM SHARER £12 .95 • AUTO.JOYSTICK SWITCHER £12.95 

1A IM II\GA A \6.0.0 '1 IMIB iEX 'P .£42. '.9S CLO .C 1K ,£44 1-~9S 
AT LAST THE CHANCE TO SLOW DOWN YOUR GAMES OR FREEZE ,r A IM IE •1e 1u ,s TI 'EIR THEM so YOU CAN BEAT THEM - PLAY TO WIN! PLUGS INTO A500 c-, 24 ,9 5 

,\::II , 1 
' ' II I PORT-EASY-WITH SLOWDOWN ADJUST! ,:;,. 1" ' ' 

AL L PRICES INCLUDE VAT & PIP · NORMALLY DESPATCHED WITHIN 48HRS • 1 YEAR WARRANTY 
FOR FURTMER INFORMATION ON OUR PROOUCTS SEND A SAE OR CALL OUR HELPFUL SALES DEPT. YOU CAN ALSO PURCHASE OUR PRODUCTS FROM YOUR LOCAL DEALER BY ASKING HIM TO CALL US DIRECT· NOW. 

Only from ASHCOM, DEPT AFS, 10 The Green, Ashby-De-La-Zouche, Leicestershire LEG SJU 
MoN-FRl 9.oo-s.3o Telephone· (0530) 411485 (24hrs) Fax· (0530) 414433 MoN -FR19·00•5·30 

SAT 9.30-2.00 ' ' SAT 9.30-2.00 
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RAM EXPANSION 

If you've been wondering what on earth something called RAM has got to do with your Amiga, 

then sit back and let us explain why Random Access Memory is so important .... 

T 
en years ago, microwave ovens were a 
stunning new technological develop­
ment, now they're merely passe potato 
heaters. Ten years ago digital watches 

were terribly cool items with shiny silver cases and 
a bright purple display, now you virtually get them 
free with a gallon of petrol. Ten years ago, a state-of­
the-art computer would have 16K (kilobytes) of 
on-board RAM (Random Access Memory) and a 
tape unit for the loading and saving of data, now 
such a machine would not be taken seriously . The 
point is that technology changes at an extremely 
rapid pace -16K was a lot of RAM in 1982, but in 
the 90s w1less you 've got a couple of megabytes you 
can forget it. 

As an Amiga owner you have a head start in the 
technological race. If you own an A600 then you've 
got 1Mb (megabyte) of memory space as standard 

"Because you are an 
Amiga owner you 
already have an 
excellent start in the 
technological race" 

and if you 've got an A1200 then you 've got a com­
modious 2Mb. Basically this means that the more 
RAM your Amiga has the faster it will enable you to 
work on it. It also means your Amiga can store more 
data which means that games and other software 
will work faster and look better. 

Now all that space is great, but even with 2Mb 
of RAM you're still going to find yourself nmning 
out of space if you start sampling music, creating 
complicated graphics or performing other memory­
inte.nsive tasks . 

What is RAM? 
Your Amiga is simply one huge storage wut. Inside 
that case are a Jot of clups that are basically just 
complicated roads and switches . When you tum on 
your Amiga, a few trillion electrons get woken up 

EMORY 
TER 

If there is one thing that the Amiga really , really loves , then it 's extra Random Acce ss Memory - that's 
RAM to you and me. More RAM means faster process ing, quicker screen re -draws and less hassle . 

. _.,.. ,. . 
,.... Anllge 800 .... _ .._ ...... _ ..... 
_.,.for.....,_._. to feel It worthwldle to 
........ out RAM e......-for It. 

and are stirred into action. They get sent around all 
over the shop, zipping around the circuitry and flip­
ping switches to complete the number crunching 
binary calculations that make the Amiga work. 

In order for your Ami.ga to be able to do any­
thing at all it has to be precisely instructed. These 
instructions (which are either loaded off disk or off 
a mip) are stored in a section of the computer called 
memory. The memory or RAM (Random Access 
Memory) is just like a shelving system in miniature . 

Machine code 
As the data is taken off the disk , all the spaces on 
the shelving system are filled up with either a one 
or a zero. These ones and zeros are called binary 
code and they form a language in which your 

• Ami.ga is fluent , called machine code. 
The larger the program you load into memory , 

the more memory space you' ll need to store the 
instructions and the results of those instructions. 
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· . RAM EXPANSION 

-'The larger the pro· 
gram you load into 
memory, the more 
space you'll need to 
store the data" 

Amazing feats of 
memory 
Now it's entirely possible to install arotmd 8Mb of 
RAM space in your Amiga, but quite frankly you're 
not going to need that much. If you want to make 
sure that you can use every program on the market 
for the Amiga, the maximum RAM space you'll 
need is about 5Mb. 

Programs which use this kind of memory space 
are applications such as 24-bit renderers, video digi­
tisers or sound samplers. Even in these cases, the 
kind of people who need that kind of space are 
either seriously into their hobby or are doing the 
whole thing professionally. 

So why do these programs take up so much 
valuable memory space? Any program that makes 
approximations of the real world has got its work 
cut out for it. Sound samplers, for example, make a 
huge number of measurements in order to capture a 
noise. They work by testing voltages thousands of 
times a second. Each one of those measurements has 
to be stored in memory, so that if you've got a long 
sample it can take up your entire memory space. 
The trick with samplers is to record the sound at a 
hertz rate (that's number of thousands of measure­
ments a second) as low as possible without loosing 
the quality. 

With animating digitisers it's the same story as 
samplers. With a digitiser the frame rate at which 
you record the image is similar to the hertz rate of a 
sampler in that the higher the frame rate, the more 
memory space you'll require. 

If you want to create long pieces of useable ani­
mation, for example, you're going to need loads and 
loads of memory. Graphics programs are notorious 

The next step In RAM upgrades for the A600 and A1200 means not having to 
open up your Amiga at all. You can make use of the handy PCMCIA card slot 
on the side of the machine, Look out for of these In the future. 

for chewing their way 
through acres of mem­
ory space, and 24-bit 
rendering programs in 
particular, make a huge 
number of calculati.ons 
based on colour and 
shape, so not only are 
they slow but they're 
also large. Again, it's 
because the computer is 
making all sorts of 
approximations that 
you loose so much 
memory space to these 
applications. 

You'd think there 
would a limited market 
in RAM upgrades, after 
all it's just a few mem­
ory chips isn' t it? Ermm, 
no. There is an absolute 

plethora of RAM 
upgrade boards available 

The SupraRAM 
upgrade is one of 
the upgrades 
that slots into 
the side of the 
A500, A600 and 
A1200 users do 
without this 
expansion port 
now - they have 
the PCMCIA slot 
instead. So, if 
you walk into 
your local com­
puter shop and 
say: "I'd like a 
RAM upgrade for 
myAmiga", 
make sure to 
state what kind 
of Amiga you 
have, or you 
could be In for a 
disappointment. 

for the Amiga and the whole issue is confused by 
the fact that you'll need different sorts for different 
Amigas. If you've got an Amiga 600 or Al200 then 
you've got two upgrade options. Firstly you can 
plug memory into the trapdoor slot underneath the 
Amiga. The drawback to this method is that at the 
moment there are only 1Mb upgrades available. 

Credit card 
The second option is to use the 'credit card' PCM­
CIA (Personal Computer Memory Card 
International Association) slot on the side of the 
Amiga. The drawback to this is that this 'credit card' 
RAM technology is very new so there's not much 
available yet. But cards should start appearing in 
the shops any time now. The best bet for the A600 is 
the Amitek A600 which is available from Silica. If 
you've got an Amiga 500 or 500 Plus then there are 
loads of different ways of upgrading. However, the 
one we recommend is the SupraRAM 500RX which 
is sold in this country by WTS (0582 491949). This 
nifty piece of kit plugs into the side of your ASOO 
and comes with as much RAM as you want, though 
it starts at £198 for the 2Mb model. 
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Once you've got into the full flow of Amiga graphics you will be 

able to say: "Of course the Amiga is the best machine for graph­

ics you know", but we can show you how to make it even better 

A 
!though it might strike you as peculiar 
that given the Amiga's outstanding 
standard graphical capabilities any­
one would need , or indeed , want to 

upgrade them, there are, plenty of expansion cards 
available that can transform a humble Amiga into a 
mighty, throbbing graphics workstation capable of 
absolutely stunning effects. 

It's not just the professionals who can make use 
of this kind of gear either . If you want to create 

amazing pictures with millions of colours and 
amazing detail then there are plenty of options . 
Even if you just want a wobble free picture in the 
higher resolutions , there's something for you. 

Rainbow warriors 
Most graphics cards work by replacing parts of the 
Amiga's clever circuitry. This isn' t to say that you 
have to remove parts of your beloved comput er to 
use one, because in most cases the card will simply 

tell the CPU (the Central Processing Unit - the 
clever bit that does all the hard work) to ignore the 
existing graphics chip in the Amiga and instead to 
transfer all the graphic data requests to the much 
snazzie r graphics card chips . 

The main difficulty facing the people who cre­
ate these cards is making sure that all your existing 
Amiga software stays compatib le. This isn' t as easy 
as it sound s, because all it can take is one misplaced 

"If you want to create 
amazing pictures with 
millions of colours, 
there are plenty of 
options~ 

instruction code to be sent to the wrong chip and 
your Amiga will do a graceful swan-dive into the 
land of crash . Graphics cards also need to make sure 
that the CPU understands any information they 
send back to it. It's a jolly tricky process. 

There are two main types of graphic card avail­
able. The first of these simply rectify some existing 
problems with the Amiga 's graphics, while the sec­
ond variety boosts its capabilities by adding on 
impressive new processors . Of these, the first vari­
ety are most definitely the cheapest because they 
don ' t have expens ive co-processors on them. 

Flicker-free 
The boosting variety of graphics card is a very 
expensive add-on. These usually cost over £700 
which (as you may have noticed) is about twice as 
much as your Arniga. The reason they cost so much 
is that they use very new (and therefore expensive) 
processors and graphics chips. An Amiga is so 
much cheap er than a graphics card because 
Commodore can operate economies of scale where 
they can mass produce millions of chips in one go. If 
graphics cards were an Amiga mass consumer item 
then they'd only cost you a couple of hundred quid, 
but there you go, that' s capitalism brother . 

..You can transform 
your Amiga into a 
mighty, throbbing 
workstation capable 
of stunning effects~ 

You may have noticed that in the higher resolu­
tions, the Amiga screen display flickers a lot. The 
reasons for this are pretty technical, but it's basically 
because your Arniga tricks the screen into refreshing 
itself too often and at too many positions on your 
monitor. See, I told you it was technical. These high 
resolution modes are called HAM which stands for 
Hold -and-Modify. It's called this because while the 
CPU is holdin g one portion of the screen, it's modi­
fying another and this produces that flicker. 

Thankfully , those lovely cl1aps at ICD have pro­
duced a card that renders your Amiga flicker-free. 
This provides a rock steady image no matter what 
resolution you're working in. It also has an off 



One of the best 24-bit graphics cards for the 
Arniga is the OpalVision . [n order to get anything 
out of this card you'll need a least 4Mb of RAM and 
lMb of chip RAM. It's also worth noting that 
because the resolution of 24-bit images is so much 
higher, so the size of the files are larger too. Put it 
this way, you won't be able to save many pictures 
unless you 've got a hard drive. The card comes with 
a fwlky art package called OpalPaint which has been 
designed to make the most of all those colours. 

Fitting these graphics cards is a job best left to 
the professional. This isn't just because they cost so 
much loot, but because some of them involve a spot 
of unplugging and/o r re-soldering on the Arniga's 

"You can now modify 
your pictures and 
even add on bits to 
make them look very 
peculiar indeed" 

DCTV: a software and hardware combination that set the Amiga world alight when it ma de it s de but . 
Not only does it have one of the best paint packages ever, the hardware will impress even you . 

circuit board . So, unless you're a qualified electron­
ics engineer and really know what you are doing 
when it comes to tinkering with Amigas, then you'd 
be better advised to take your Amiga to a computer 
shop and let them do the fitting for you. switch for when you wish 

to work in normal resolu­
tions. [t costs £229.95 (from 
Silica) so you'll only want it 
if you really get seriously 
depressed by having a flick­
ery Amiga screen . 

There are a couple of 
phrase being bandied 
about by aU and sundry at 
the moment: multi-media , 
and 24-bit colour. 111e first 
of these is aU about the 
combination of different 
forms of data-media to cre-

[f you'd like to avoid all that messing around 
inside you r Amiga's case then you might like to 
consider Digital Creations' DCTV (Digital 
Composi te Television). This offers what's called 
pseudo 24-bit colour which means that it's not real 
24-bit colour but you'll be hard pushed to spot the 
difference. DCTV is a plug in module that enables 
you to display graphics and animations. At £499 it' s 
not cl1eap, but given the quality of the results and 
the fact that it comes with a paint package as well 
it's wort h considering . 

ate a form that's of use to 
the average household (of 
which CDTV was a brave 

Made in Australia , picked up and sold by the America ns, and giv en a 
Format Gold rating , OpalVision may be expensive but it 's als o imp ressi ve. 

Whlcl1ever upgrade option you plump for, the 
Amiga is capab le of incredible effects as stand ard. 
Team it up with a snazzy grap hics card and you'll 
be able to produce origina l high quality art or muck 
around with someone else's. The only limit is the 
girth of your wallet. 

attempt), 24-bit colour is a reality on the Amiga if 
you've got £750 or so going spare . 

Basically, 24-bit graphics means that you'll have 
somewhere in the region of a 16.7 million colour 
palette . Now, given the fact that the human eye can 
01lly differentiate four million shades, this might 
seem a bit odd, but there you go. Anyway, with a 
24-bit graphics card you'll have 16.7 million colours 
to play with, which is about as close to true colour 
as you'll get. 

M ill ions of colours 
This means that you could digitise a photograph 
and apart from the sheen on the monitor, what you 
see on your screen is a virtually perfect representa­
tion of the original photograph . 

The 24-bit graphic cards are going to be of most 
use to specialist companies that could do with a few 
million colours for media work such as television or 
advertising production . This is becau se they can 
modify pictures and add bits on to make them look 
very peculiar . [f you've ever seen a peculiar advert 
where a chap's got very pointy ears or three eyes or 
something then the odds are that the ad agency 
used a 24-bit photo retouching system . 

Ham-E It Up 

Black Belt Systems HAM-E. an unassum­
ing aeam coloured box brought the full 
power of a 17,000,000-Colour palette to 
the Amiga500. The technology used by 
HAM·E is basically an an extension of 
the Amiga's basic Hold and Modify 
mode. HAM·E (HAM Extended) searches 
for a 'Magic Cookie' of four pixels In the 
top left of an image which tells the 
hardware give the image the HAM·E 
treatment. This approach means that 
the HAM·E system is traMparent to soft· 
ware. A package which supports HAM·E 
can load and manipulate either normal 
IFF or HAM·E Images, and the hardware 
discriminates between the two. 
Software support was promising at It may look Ilk• • boring cruim box, 11ut NAM,E -
first, but then the produd disappeared completely trenatonn v- Amlp'• lll'IIPlllca. 
from view and Black Belt were unable 
to comment, due to contractual obligations to Commodore. The release of the 
A4000/1200 reveals the new SuperHAM mode, giving 262, 144 coloun, which bean a 
remarkable resemblance to HAM·E, 
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A basic Amiga is already a pretty swift operator but if you want real speed you'll need a processor 

accelerator. Jason Holborn tells you all about how to get in the fast lane .... 

A 
t the heart of your Amiga is a micropro­
cessor, a sophisticated 
number-crunching device that is the 
brain of your machine. This talented 

slither of silicon feverishly carries out thousands of 
complicated calculations every second . It's a lot 
more than just a glorified calculator though - like all 
computers, the Amiga's processor is also responsi­
ble for organising and controlling virtually every 
task that the Amiga undertakes . 

The type of microprocessor (or CPU -
Central Processing Unit) in your Amiga varies from 
model to model. If you own an Amiga 500, 600 or 
2000, then you are the proud owner of a machine 
that utilises possibly the greatest personal computer 
processor ever produced - the Motorola MC68000. 

This workhorse of a processor isn't just 
restricted to Amigas though - it's found its way into 
a whole range of different makes and models of 
computer ranging from the Atari ST and Apple 
Macintosh to games consoles and even coin-oper­
ated arcade machines . Although the 68000 is a rapid 
little fellow, performing complex operations still 
takes time . 

Although you're unlikely to feel held back by 
the 68000 if you use your Amiga for nothing more 
than playing games, its performance limitations 
become more than evident when you start getting 

"A faster processor 
will increase the 
speed of virtually 
every aspect of the 
Amiga's operations" 

into the more serious tasks such as desktop publish­
ing and CAD (Computer Aided Design) or indeed 
any application that requires complex operations. 

The Amiga can suddenly turn from the zippy 
character that we know and love to a real slow 
coach . We're not just talking several seconds of 
waiting time here either - if you're doing something 
particularly complicated, you can often be left wait­
ing for hours while your Amiga struts it stuff. 

Fit a faster processor 
There is a solution though -you fit a faster proces ­
sor to your Amiga . Or, to be more accurate you go 
to a Commodore dealer and get them to fit a faster 
processor to your Amiga , because this is not the sort 
of job you should even start thinking about attempt­
ing yourself . 

AnywayMotorola, hasn't rested on its laurels. 
Since the day the 68000 was originally launched, 
Motorola has been hard at work producing leaner 
and meaner versions of the 68000 that run many 
times faster . 

The first enhanced processor that it launched 
was the 68010 which was basically a slightly 
tweaked 68000. You may find some people using 
this chip, but to be perfectly honest, it's not really 
worth bothering with as it's only about 5 per cent 

Processor accelerators make your Amlga run more quickly , but if you want to check Its performance 
speed , try running a copy of the Public Domain program Amlga Intuition S.sed 8enchmll'*• (&188). 

faster than the 68000. 
Next up was the 68020, which is now seeing ser­

vice inside Commodore's latest baby, the A1200. 
Comparing a 68000 to a 68020 is a bit like comparing 
a 1.31 Ford Escort to an Escort Cosworth . Sporting 
full 32-bit technology (all 68000-based Amigas are 
16-bit micros), the 68020 offers a considerab le speed 
increase over its parent processor . Although the 
A1200's clockspeed is jus t twice tha t of a 68000-
based Amiga, it's use of 32-bit technology 
accelerates its speed to well over three times that of 
a standard Amiga. 

Once the 68020 had been unleashed, Motorola 
went into top gear with the launch of the 68030 
which was closely followed by the latest, and 
undoubtedly the greatest, in the 68000-series of pro­
cessors, the 68040. Commodore has proved itself to 

Klckstart Is Just one of the programs that bene­
fits from a much faster screen redraw speed if 
you run It on an accelerated Amlga. 



be very keen to utilise these new chips and several 
Arnigas have been made available boasting these 
super-fast processors. The first was the A3000 which 
has recently been surpassed by undoubtedly the 
ultimate Amiga, the A4000. Running over 38 times 
faster than a standard 68000-based Arniga, the 
A4000 is proof enough that a faster processor can do 
great things to the Arniga. 

Accelerating an Arniga doesn' t just speed up 
calculations. A faster processor will increase the 
speed of virtually every aspect of the Amiga's oper­
ation. Workbench windows, icons and gadgets are 
redrawn at a remarkable rate, word processors for­
mat documents faster than a speeding bullet and 
spreadsheets run so fast that they seem virtually 
instantaneous. Even some games benefit from a 
faster processor - any game that utilises 3D graphics 
will run much faster on an accelerated Amiga. If 
you thought that the coin-op machines at your local 
arcade were fast, you should check out this baby. 

Clever devices 
A faster processor is only half the story though. If 
you want your ray tracing, image processing or 
desktop publishing program to really cook, then 
you need a floating point maths co-processor - an 
FPU (Floating Point Unit). Designed to run in paral­
lel with a 68020 upwards, a maths co-processor is 
capable of performing complicated floating point 
calculations considerably faster than a conventional 
processor. There are two maths co-processor avail­
able for the Motorola range of processors - the 
68881 (designed specifically for the 68020) and the 
newer and much faster 68882. The 68040 has one of 

'-Now your Workbench 
windows, icons and 
gadgets can all be 
redrawn at a quite 
incredible rate~ 
these clever devices built in as standard, but be care­
ful when choosing an accelerator board based 
around this chip, because the 68040 is still very 
expensive. Motorola also produces an economy ver­
sion of the 68040 that doesn't have a maths 
co-processor. 

A processor card will not automatically take 
advantage of a maths co-processor unless the soft­
ware that you're running is suitable. If you attempt 
to run floating point routines on a machine that 
doesn' t have an FPU, you'll find that the program 
will actually run slower. 

RAM and chip s 
Another factor to consider when buying an accelera­
tor card based around an 68020 or better is RAM 
(Random Access Memory). Because these proces­
sors are true 32-bit, running them on a machine 
equipped with nothing more than 16-bit RAM (the 
type of RAM chips inside all pre-A1200 machines), 
the processor will not be able to run at its full capac­
ity because the 16-bit RAM chips form a sort of 
bottleneck. If you want a 32-bit processor to run at 
its full capacity, it therefore has to have access to full 
32-bit RAM chips. The Arniga A1200 and the A4000 
use 32-bit RAM chips as standard, but ASOOs, 600s 
and even 2000 series machines still use the older, 
and much slower, 16-bit RAM chips. 

Recommended Buys 

Mlcrolotla vxwo 
£275 MlaoPece (0753) 551-
Mkrolotlc's VXL-30 ha proved Itself 
......., ............... Am .......... 
...... of Its low prb yet high parfar­
mance. ................ 68030 proatllOI', 
the VJCL.JO fits lntwmlly Inside both the 
AsaO MCI the IZOOO br ........... the 
......... existing 88000. 

Running at 25 Miiz, the VXI.-JO UNI the 
low colt wnion of the IIOJO-the 
EC&IOJO-thllt ... not...,,.• IMIINN'Y 
111111111111ment unit. Both a flolltlng point 
proceaor and 32-blt RAM must be bought 
MM llddltloml n1r&. 

GYP.ADO 
£799 Slllat s,..... (081) • 1111 
GVP IIIIIIICI the Allllp aNllffllllllty whln 
lt ........ theASJ0,1111......aa 
...,.. SCSI (Sn..n Compullr S,... 
.......,_, hard...,_fartheANOthlltalso 
....... 4011111 ........... aaelera,, 
.... ..... ........ AS30 .. not 
Juit facttmt ........ drlNlprocies,, IOI'..........,, COlllbo al In one. but that 
It can be fitted 1ID 1J11tJ A500 without void­
ing ,... ............ wan..ty-vlrtullly all 
...... pl'OCIIIIOI' anll llNd to ... flttlcl 
lnllmlllly which wlll lnvelhlllte the ...... 
ranlee on M A500. A &8182 ""chip must 
bebought••lldcltlCNlalulra. 

The future is certainly very bright 
for Arniga users. Although 
Commodore claims that the 68000-
based Amiga is still far from dead, you 
can bet that we'll never see a new 
Amiga based around this rather out­
dated processor. With the price of 
processors such as the 68020 and even 
the 68030 dropping fast, a whole new 
generation of accelerated Arnigas is 
waiting in the wings. 

Don' t think that your A600 or 
ASOO is out of date though - third 
party vendors have produced an 
almost bewildering range of processor 
cards that enable you to speed up your 
ownAmiga. 

GVPG-Force 
f8'9 Silica s,..... (081) • 1111 
The A20CNtl1- Nnlon of GVP'• .... 
the G-Force..,., • combination ...... 
controllerlproc acalerator with 
same lmpNUlve ll*l'flatlon, 

Although• SCSI hard drive Is not .... 
piled• mndllrd, -, 3.5 Inell SCSI hMI 
drive au1 be mounted on 1ID the card. 
therefore Nvlftl Valuable expansion 
.... One advantage of the G-Forw 
over the A530 Is the fact that It C0111111 
standard with a full 68882 maths ......... 
ceuor giving YOW' applications an extra 
.,.t of speed. 

A5000 
095 Solld Stne Leisure (0933) l90lff 
If you'N looklng for the ........ In low 
cioat..,......~11.-'-no 
.,...._ 1IIMI Solid State a..illn'I U1llfto 
sfle nnge., .. proai111r bollrdt. 

The bllllc CDfflll with a 1t IUIZ 
l8l30 ~11rorwlth ftO FPU and 1 
of32-lilt 

11111 an be........_. with the llldltlon 
of extra RAM and a 11812 ""· 1M of 
the,.... un1t mats n1u. ~ • 
IIIOIIIJ, but unit CllltlifnlJ 
Featuring a 40 Miii t8038wlth '8882 lftl 
and 4 Mbytea of 32-llltMM, ......... ....................... 

The right card makes it possible to 
upgrade an ASOO so that it actually 
runs faster than an A4000. 

Ray-t racing a compl ex sce ne w ithi n a program such as Ima gine 
2 can take hours on a st andard Amiga. Ac celer ate your 
mach ine and re nde ring t imes are cut substan t ially . 

Putting On The Brakes 
Although the full range of 68000 series 
processors produced by Motorola are com­
patible - in theory a program written for a 
standard 68000-based Amiga should run 
on an 68040-based Amiga - there are some 
programs, mainly games that don't like 
processor accelerators. 

Unless you're willing to throw away 
those programs, you should ensure that 
the processor card that you buy incorpo-

rates some form of fallback mode. A fall­
back mode simply provides you with a 
quick and easy method of installing a stan­
dard 68000 on your processor card. 

If a certain program falls over on your 
accelerated Amiga, you can switch back to 
the 68000. Although you'll then loose all 
the benefits of the faster processor, at 
least you'll still be able to run your 
favourite games. 
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JUST LOOK AT THE UNMATCHED RANGE OF FEATURES 

e VE THE E TIRE PROGRAM I MEMORY TO DISK 
Spe ,ial compacting techniques enable up to 3 programs to fit on 

isk. Now saves directly to disk s Amiga Dos • reloads 
endently of the cartridge • even t nsfer to hard drive! Works 

up to 2 Megs of Ram • even 1 Meg °"ip Mem (Fatter Agnus). 

SUPER POWf!RFUL TRAINER MOD 
now with DEEP trainer. Even better than before • allows 

you to generate more or even infinite lives, fuel, ammo. 

erfect as a Trainer Mode to get you past that "impossible" level. 

to use. 
e MPROVED SPRITE EDITOR 
The full Sprite Editor allows you to view/modify th whole sprite set 

inc uding any "attached" sprites. PLUS A RANGE O IMPROVED 

F TURES. 

prehensive virus detection and removal features to rotect your 

s ftware investment. Works with all presently known vir ses. 

BURST NIBBLER. 
Now this super disk copier program is built into Act"on 
Replay Mk Ill. Just imagine a superfast, efficient di k 

copier program at the press of a key • no more waiting. 

SAVE PICTURES AND M-,s1c TO DISK 
ctures and sound samples can be saved to disk. Files are save 

in IFF format suitable for use with all the major graphic and 
ages. Samples are displayed as screen waveform. 

SC MODES ELECTABLE· 
moving ugly borders when using NTSC 

nly with newer Agnus chips). 

tion to your own pace. Easily 
speed. Ideal to help you through 

e POWE 
Now you ea anipulate and search for screens throughout 

memory. Over commands to edit the picture plus unique on 

screen status "ove a " shows all the information you could ever 

need to work on screen No other product comes close to offering 

such dynamic screen han in of frozen programs!! 
JOYSTICK HANDLER • 

allows the user to select stick instead of Keypresses • 

very useful for many keyboarct- rograms. 

e USIC SOUND TRACKER 
With Sound Tracker you can find the complete us1c 1n programs , 

demos,etc. and save them to disk. Saves in form uitable for 

most track player programs. Works with loads of progr ms!! 

e AUTOFIRE MA AGER 
From the Action Replay Ill preference screen you can now se 

autofire from O to 100%. Just imagine continuous fire power? 

Joystick 1 and 2 are set separately for that extra advantage! 

IMPROVED RAM E PANSION SUPPORT. 
Now many more external Ram Expansions will work with 

all Action Replay Ill commands. 

e DOS COMMANDS 
Now you have a selection of DOS commands available at all times • 

DIA, FORMAT, COPY, DEVICE, etc. 
FILE REQUESTOR • 

if you enter a command without a filename, then a file 
requestor is displayed. 

DISK COPY 
k Copy at the press of a button • faster than Dos "Copy. No need 

to '1 ad Workbench • available at all times. 

e 8 OT SELECTOR 
Eithe FO or DF1 can be selected as the boot drive when working 

with A ·ga Dos disks. Very useful to be able to boot from your 

external rive. 
PL IMPROVED DEBUGGER COMMANDS • 

"Diskcoder" option you can now 'tag' your disks 

unique c e that will prevent the disk from being loaded by 

'Ta ged" disks will only reload when you enter the 
ul or security. 



VE 256K OPERA;flNG S¥STEM 
A WHOLE NEW RANGE OF 
I FEATURES 

I 

1 

AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE 
E NSION PORT OF YOUR AMIGA AND GIVES YOU THE 

PO R TO FREEZE MOST ANY PROGRAM 
SET MAP· 

allows you to Load/Save/Edit a Keymap. 
u,.- ......-e PREFERENCES 

Action Replay Ill now has screen colour preferences with menu setup. Customise your screens 
to suit your taste. Very simple to use. 

IMPROVED PRINTER SUPPORT • 
including compressed/small character command. 

e DISK MONITOR 
Invaluable disk monitor • displays disk information in easy to understand format. Full modify/save 

options. 

PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE 
POWER!! 

MORE FEATURES INCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING ..• 

• Full M68000 Assembler /Disassembler • Full screen editor • Load/Save block 
h• Write String to memory • Jump to specific address • Show Ram as text 

• Show frozen picture • Play resident sample • Show and edit all CPU registers and flag 
• Calculator • Help command • Full search feature • Unique Custom Chip Editor allows 
you to see and modify all chip registers - even write only registers! • Notepad 
• Disk handling - show actual track , Disk Sync. pattern etc . • Dynamic Breakpoint handling 

f • Show memory as HEX, ASCII, Assembler , Decimal • Copper Assemble /Disassemble - now 
with suffix names 

REMEMBER AT ALL TIMES U ARE INTERROGATING THE PROGRAM IN IT'S 
"FROZEN" STATE WITH ALL MEMORY AND REGISTERS INTACT 
• INV LUABLE FOR DE-BUGGING OR JUST THE INQUISITIVE 

WARNING 1988 COPYRIGHT ACT WARNING 
Datel Electronics Ltd., neither condones or authorises the use of it's products for the rep,oduction 

of copyright material.The backup facilities of this product are designed 10 reproduce only software such as Public Domain matenaJ, 
the users own programs or software where permission to mak.e backups has been clearly given. 

It is Illegal to make copies, even for your own use, of copyright materlal, whhoul the clear 
permission of the copyright owner, or the licencee thereof. 



30 Constructio n Kit 2 .......... 35.49 
ADI English (all ages) •.......... 17 .99 
ADI Maths (all ages) ............ 17.99 
ADI French (all ages) ........... 17.99 
A Traln .............. ............... .... 25.99 
A.T.A.C. ...................... ......... 23.49 
A 10 Tank Kiiier .............. ..... 2) .49 
A320 Alrbus ............. ........... 28.49 
AO Sports Boxing ................ 11.49 
AD Sports Drving ......... ........ 11.49 
AV8B Harrier Assault ............ 2ll .99 
Add ams Family .................... 16.50 
Agony ......•.............. ............ 15.49 
Air Bucks ............. ................ 20.99 
Air Combat Aces ................. 18.99 
Air Support ........... .............. 1 ~.49 
Air Warrlor ................. .......... 23.49 
Alcatraz .............................. 16.49 
Alien Breed Special Ed .......... 9.49 
Alien 3 ................................ 16.49 
Amazing Spiderman ............ 16.49 
Amos Easy ........•............ ...... 23.49 
Amos Professional ............... 5f .49 
Amos the Creator ........ .......• 3(,.49 
Another World .................... 16. 99 
Ap/dya ..... ................ ........... 19.49 
Aquatic Games .................. . 16. 99 
Aqu aventurer ...................... 13.49 
Archer Macleans Pool ......... 16. 99 
Armour Geddon 2 ......... ..... 1 (,.49 
Arsenal FC ........................... 16. 99 
Ashes of Empire ........ .......... 23.99 
Assassln ................... ............ 16.99 
Asterlx ................................. 16.49 
B.A.T. II ......... ....................... 22.49 
817 Flying Fortress ............... 22.99 
Back the the Future 2 ............ 7.99 
Bane of the Cosmic Forge ... 23.49 
Barbarian 2 .......................... 14.49 
Bards Tale Trllogy ........... ...... 19.49 
Battle Chess 11 ...................... 16.99 
Battle Command .................. 15.49 
Battle Isle ........................... 18. 99 
Battle Isle Data Disk •............ 13.49 
Battle Master ....................... 1 1 .49 
Battle Toads ........................ 16.49 
Beast 3 ............ .................... 19.49 
Beast Master ................... ..... 16.49 
Big Run .............•...•..... ......... 16.49 
Bills Tomato Game ............. .. 20.99 
Birds of Prey ....•.....•............. 23.49 
Black Crypt ................•.. ....... 15. 99 
Blues Bros ............................ 15. 99 
Bonanza Brothers ................ 14. 99 
Boston Bomb Club ......... ..... 16.49 
Bountiful HO Scenery .......... 13. 99 
CYS Alr Combat .............. ..... 20.99 
Cadaver .............. .......... ....... 16. 99 
Cadaver The Pay Off ............ ,p. 99 
California Games 11 .......... ..... 16.49 
Campaign ............................ 2p.99 
Carl Lewis Challenge ............ 15.49 
Castle of Doctor Braln .......... 17.49 ~=~~1~~·i;;;::::::::::::::::::::::::::: 1 t!i 
Centurlon ...................... ...... 16.49 
Championship Manager ....... 16.49 
Chaos Engine ...................... 16.99 
Chase H.Q 2 ........................ 14.49 
Cisco Heat .........•................... 6. 99 
Civilization ............... ............ 23.49 
Code Name Assassin ........... 16.99 
Conflict Korea ..................... 23.99 
Conquest for the Longbow . 21.49 
Contraptions ....................... 15.99 
Cool Cree Twins .................. 15.99 
Cool World ................. .......•. 16.99 
Covert Action ....................•. 23 .49 
Crazy Cars 111 ........................ 15.49 
Creatures 2 ......................... 16.49 
Cruise for a Corpse .............. 15.99 
Curse of the Azure Bond ..... 20.49 
Curse of Enchant/a .............. 22.99 
D. Generation ..................... 16. 99 
Dall)' Double Horse Racing ... 13. 99 
Dark Queen of Krynn .......... 19.49 
Das Boot ......•...................... 10.99 
Death Knights of Krynn ....... 19.49 
Deliverance ......................... 15. 99 
Demonsgate ........................ 22.49 
Devious Designs ..............•... 15. 99 
Dlthells Wonderland .......... .. 16.49 

Do Jo Dan .....•...•................. 16.99 Liverpool F.C. ...................... 16.49 Savage Emplre ..................... 22.99 
Doodlebug ...........•.............. 16.99 Lotus Turbo Challenge 11 ...... 13.49 Scrabble De Luxe ................ 20.99 
Double Dragon 3 ................. 16.49 Lotus Turbo Challenge 111 ..... 16.99 Scrooge .............................. 16.49 
Dread Noughts .....•.............. 23.99 Lure of the Temptress ......... 19.99 Secret Weapon Uft .............. 19.49 
Dune ..........................•.... .... 19.99 M. Dltka Ult F/Ball ....... , ......... 18.49 Secret of Sliver Blades ......... 21.99 
Dungeon Chaos .............•..... 19.49 M.1 Tank Platoon ........ ........ 19.99 Sensible Soccer .................. 15.49 
Dyna Blaster ................•....... 19.49 McDonaldsland ........ ........... 17.99 Sensible Soccer 92/93 ........ 17.99 
Elf .................... ..............•..... 16.49 Magic Pockets ..................... 15.99 Shadow Dancer ............... ... 16.99 
Elvira II - Arcade ........ .......... 16.99 Magnetic Scrolls .................. 17.49 Shadowtands ...................... 18.49 
Elvira II - Cerberus ................ 22.49 Man Utd Europe .................... 9.99 Shodowofthe Beast3 ....... 19.49 
Elvira Mistress of Dark .......... 21. 99 Match of the Day ..............•.. 17 .49 Shuttle the Sim .................... 20.49 
Enhanced ............................ 21.49 Match of the Day ................. 17.49 Silent Service 2 ................... 22.99 
Epic .... ...............•...•........... .• 19.49 MegLoManla .............•........ 18.49 SlllyPutty ........................... 16.49 
Espania Games 92 .•..•.•••...•.. 19.99 Mega Fortress ••••..•...•.•......... 16.49 Sim Ant ....................... ........ 22.99 
European Football Champ ... 16. 99 Mega Mix Master ................. 27 .49 Sim Earth ............................. 20. 99 
Eye of the Beholder ............ 19.49 Megasports ......................... 15.99 S/mpsons ............................. 16.99 
Eye of the Beholder 11. ......... 22.49 Megatraveller 2 ......... ..... ..... 20.99 Sleep Walker ....................... 15.99 
F14 Tom Cat ........................ 18.99 Megatwlns .............. ......... .... 12.49 Smash TV ............................. 15.99 
F15 Strike Eagle 11 ....•........... 15.99 Microprose Golf .................. 23.49 Space Ace 2 ...............•....... 23.49 
F17 Stealth Fighter .............. 21.49 Midwinter 2 ..................... ... 23.49 Space Crusade .................... 12.99 
F19 Stealth Flghter .............. 19.49 Mlg 29 Fulcrum .................... 16.99 Space Gun ...................... .... 15.99 
F29 Retaliator ....•............ ..... 15.99 Might & Magic 3 .•................ 22.99 Space Quest 1, 2, 3, 4 ........ 22.49 
Falcon 3 .............................. 26.99 Monkey lsland ..................... 15.99 Special Forces ..................... 21.49 
Fantastic Voyage .................. 16. 99 Monkey Island 2 ........... ....... 22.49 Spirit of Excalibur .................. 9 .99 
Fasclnation .............. ............ 18.99 Monster Pack 2 ............... .... 16.99 Steel Emplre ........... ............. 19.49 
Final Flght ............................ 16.49 Moonfall ............... ............... 15.99 Stereo Master ..................... 26.49 
Fire & lce ...................... ....... 15.49 Moonstone ......... ................ 19.49 Storm Master ....................... 16.99 
Fire Force ............................ 16.99 Mystlcal ............................... 15.49 Streetfighter2 ..................... 17.99 
Flashback ............................ 16.99 Myth ................................ .... 18.49 Strike Fleet.. ............... ......... 16.99 
Floor13 ............... ............... 19.99 NavySeals .......... ................. 15.99 Striker ...............••................ 15.49 
Football Crazy ..................... 14.99 Nebulus 2 ....................•...... 15.99 Super All Stars ..................... 17.99 
Formula 1 Grand Prix ........... 22.99 Nigel Mansells World Champ19.99 Super Ski 2 ...................••..... 11.99 
Fort Apache ......... ....•.......... 15.49 Night Shift .................... ....... 16.49 Super Space Invaders ......... 16. 79 
Free DC .............................. 18.49 No Greater Glory ................ 23.99 Super SWIV ................ .......... 16.99 
Fun School 3 (under 5) ....... 16.99 Noddys Playtime ................. 16.99 Supremacy .......................... 18.99 
Fun School 3 (5·7) .............. 16.99 Omar Shariffs Bridge ............ 23.49 Suspicious Cargo ................. 11.49 
Fun School 3 (7+) ............... 16.99 Operation Stealth ............... 16.49 Sword of Honour ................ 16.49 
Fun School 4 (5-7) ..........•... 16.99 Orbltus ................................ 12.99 TV Sports Baseball ............ ... 16.99 
Fun School 4 (7+) ............... 16.99 Ork ..................................... 15.99 TV Sports Boxlng .................. 15.49 
Fuuball ..•........................... 13. 99 Out landers .......................... 19.49 Team Yankee ....................... 17.49 
Gateway to Sav Frontier ...... 18.49 PGA Coursed Disks .............. 10.99 Team Yankee 2 .................... 20.99 
Gauntlet Iii .......................... 11.99 PGA Golf Tour + .................. 19.99 Tearaway Thomas ................ 15.99 
Global Effect ...........•........ ... 16.99 Pacific lslands ...................... 18.99 Tennis Cup 2 ............... ........ 15.99 
Goblins ........ ..................... .. 15.99 Palladln 2 ................... ......... 19.49 Terminator2 ........................ 16.99 
Gods ............... ............... ..... 16.99 Paperboy 2 ........................ ... 8.49 Test Driver 3 ........................ 15.99 
Golden Shot ....................... 16.99 Parasol Stars ........................ 15.99 The Games Espania ............. 19.49 
Graham Gooch Cricket ••...•. 19.49 Pegasus ........ .................. ..... 16.49 The Godfather ..........•......... 15.99 
Graham Taylor ...........•..... .... 15.49 Perfect General ...... ............. 19.99 The Manager ....................... 20.99 
Gunship 2000 ..................... 21.99 Pinball Dreams ............ ......... 16.99 The Path ...................... ........ 16.49 
Hand of st James ................. 21.49 Pinball Dreams 2 .............. .... 16.49 Their Flnest Hour ................. 19.49 
Hard Driven 11 .................... 12.99 Pinball Fantasles .................. 17.99 Thunder Jaws ................... ... 16.49 
Harlequin ........................... 16.49 Pitfighter .................. ............. 8 .49 Thunderhawk ................ ...... 20. 99 
Harpoon 1 Meg ... .............. .. 19.99 -Plan90uterSpace ............ 18.99 llppOff ............................... 16.99 
Helmdall .............................. 13. 99 Player Manager ...................... 8. 99 Treasure of Savage Front ..... 22.49 
Heros Quest ........................ 16.99 Plotting •.•................... ......... 15.49 Troddlers ............................. 16.49 
Hill Street Blues ........ ........... 15.49 Police Quest 3 .............. ...... 22.49 Twilight 2000 ....................... 23.99 
Home Alone ....................... 20.49 Pools of Darkness ................ 18.49 UGH .................................... 15.49 
Hook ........ .......... .......... ....... 15.49 Populus2 ....................... ..•.. 17.49 UMS2 ................................. 23.49 
Hostile Breed .......... ............ 16.49 Populus/Sim City .................. 16.99 UMS Planet Eitor .................. 20.99 
Humans .................. ........... - 17.49 Powermonger ..................... 19.49 Ultlma Martian Dreams ......... 20.49 
I Jones Fate of Atlantls ........ 23.99 Predator 2 ................•......... ... 9.99 Ultlma UnderWorld ............. 20.99 
Ian Bothams Crlcket ............ . 19.49 Premier ............................... 19.99 Ultlma V ................. ............. . 19.99 
Indy Heat •........................... 16.99 Prem/ere Manager .............•. 16.99 UltlmaV1 ............................. 20.49 
lnt£mational SportsChallenge .. 16.99 Prince of Persia .................. 15.99 Ultima V11 .......................... . 20.99 
lshar Legend Fortress .......... 20.49 Pro Tennis 2 .... ......... ........... 18.99 Universal Monsters .............. 16.99 
J. Madden Football .......... ... 16.49 Pro Tennis Tour 2 ................. 15.99 Urldlum 2 ............................ 17.49 
Jaguar XJ220 ...................... . 16.49 Preflight ..................... ......... 29.99 Utopia ........................... ...... 20.49 
Jim Power •.......................... 16.99 Project X ............ ....... .......... 16.49 Utopia the New World ........ 11.49 
Jimmy White Snooker .......... 16.99 Prophecy .•............ .............. 17.99 Video Kid ............................ 15.99 
John Barnes Europe/Ball ...... 15.99 Push Over ........................... 15.99 Vikings ................................ 16.99 
Kick Off 3 ............... ............. 16.49 R fype 2 .......... ...... .............. 14.99 Vollfied ...•...................... ...... 20.99 
KGB .......•............................. 19.99 R812Baseball ...................... 12.99 Vroom ..........•..................... 15.99 
Kid Gloves 11 ........................ 16.49 Railroad Tycoon .................. 22 .49 WWF .................................... 16.99 
Killing Game Show ................ 8.49 Reach for the Skies ............. 19.49 WWF 2 ................................. 17.99 
Kings QuestV ...................... 15.99 Realms ............................... .. 22.99 Ween .................................. 20.99 
Knight of the Sky ...•............ 21.49 Red Baron ........................... 22.49 White Death ....................... 12.99 
Knlghtrnare .......................... 18.99 Red Zone ............................ 15.99 Wiid Wheels .......................... 7.49 
Lawnmower Man ................ 16.99 Rise of the Dragon .............. . 24.49 Will)'Beamish ....................... 21.49 
Leander ............ .....•............ 15. 99 Risky Woods ........................ 15.99 Wing Commander 1 .............. 22.99 
Legend ............................. ... 18.49 Rood Rosh ........................... 16.99 WlnterSports ...................... 17.49 
Legend of Valour ................. 24.49 Robin Hood ..................... ... 15.99 Wlz Kld ................................ 15.99 
Lemming Double Pack ......... 19. 99 Robocod ........... ............... ... 15. 99 We~ Chlld ............................ 12.99 
Lemmlngs ................. .....•..... 15.99 Robocop 2 ......................... 14.99 Wolf Pack ............................ 11.99 
Lemmings 2 ......................... 20.99 Robocop 3 .... ...................... 15.99 World Series Cricket ............ 14.49 
Lemmings Data Dlsk ............. 13.49 Robosports ....... 16.49 Zool. ................................... 16.49 
Lemmings Stand Alone ........ 15.99 Rockjes ............................... 16.49 Zyconlx ............................... 14.99 
Lethal Weapon 3 ................. 16.49 Rodland .............. ................ 16.49 
Life and Death 11 .................. 20.49 Rome AD 92 ........................ 20.99 
Links Rubicon ...•................. ......... 16.99 
Links Bountiful HO ............... 13.99 Rugby World Cup .............•.•.. 8.49 
Links Firestone HD ............... 13.99 Rules of Engagement. .......... 16.99 
Links Pinehurst HD ............... 13.99 Sabre Team.... . ......... 16.99 

24 Hour 
Ordering Service 

CHRISTMAS SPECIAL! 
All at £6. 99 or any 3 for £ 17. 99 

Alpha Waves 
Amos 
Ancient Garnes 
Antheads 
Arch ipelagos 
Am ie 
Ato mino 
Auste rlitz 
Awe some 
Baa 1 
Back to the Future 2 
Batt lestix 
Battle Command 
Batt le Ships 
Beast Busters 
Brian Clough 
Burger Man 
Captain Planet 
Captain Fizz 
Centre Fold Squares 
Challenge Golf 
Chrono Quest 
Cisco Heat 
Colossus Chess 
Cont inental Circus 
Cricket 
Crossbow 
Dalglish Soccer 
Manager 

Devious Designs 
Edd the Duck 
England 

Awar inners ........... ....... 16. 
Air Combat Aces ..... .......•.. 18.99 
Action Pack ............. .......... 15. 99 
Air Land & Sea ............ ....... 23.99 
Bitmap Bros Vol 1 .............. . 16. 99 
Bitmap Bros Vol 2 ............... 16.99 
Big Box .... ........................... 15.99 
Big Box 2 ............................ 19.49 
Board Genius ..................... 17 .49 
Cartoon Collection ...... ...... 14.99 
Dream Team ....... ......... ....... 17 .99 
Fantastic Worlds ........ ........ 24 .99 
Flight Command ................. 14.99 
Grandstand ......... ....... ....... 11.99 
Head to Head ...........•....... 24 .99 
Hollywood Collection ....... ... 9 .99 
2 Hot 2 Handle .................. 18.99 
Max Extra .......... ................. 17.99 
Magnetic Scrolls ..............•. 17.49 

Eye of Horus 
Fed. of Free Traders 
Final Blow 
Fruit Machine 
Fuzzball 
Germ Crazy 
GFL Golf 
Insects in Space 
International Ice 

Hockey 
Jump Jet 
Killing Cloud 
Mercenary 
Monty Python 
Narc 
Navy Movies 
Neighbours 
Nevermind 
Ninja Warrior 
Pacland 
Pacmania 
Paperboy 2 
Pit Fighter 
Pro Soccer 
Running Man 
Saint and Greavsie 
Shuffle Puck Cafe 
Strip Poker 
Xenon 
Zork 

Monster ac 
Ninja Collection ........ ....... . 15. 99 
Psychos Soccer 
Collection .......................... 18. 99 
Power Pack ................... .... 13.99 
Rainbow Collection ....... ...... 9.99 
Raving Mad ............ ....... ..... 17. 99 
Soccer Mania .............. ....... 11 . 99 
Super Fighter .............. ....... 1 7. 99 
Super Sim Pack .... ........ ...... 2 1 . 99 
Super Heroes ................. ... 12. 99 
Sports ....•............... ....•....... 20.99 
Strategy Master ............... ... 19.99 
Test Drive 2 Collection ....... 20. 99 
4 Whee l Drive .................... 19.99 
Quest for Adventure ......... 23 .99 
Quest & Glory ...... ........... .. 17. 99 
Phantasie Bonus Editio n .... 12.99 

r,--------------------------------------------------I Title . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Price ...................... Name ..................................................................... . 

P&P 

TOTAL 

Address ........................................ ......................... . 

.......................................... Tel ............................... . 

Card No ............................. Exp Date ..................... . 

Access D Visa D Ch D PO D 
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Insider 

Guide 
CREDIT CARD HOTLINE 

c (0923) 894355 
(24-Hr Ansaphone) - Same day dispatcht 

Look out for these other great Amiga titles from 
Bm ce Smith Books: 

Mastering AmigaDOS 2 Vo! I - £21.95 
Mastering AmigaDOS 2 Vol 2- £19.95 

Mastering Workbench 2 - £19.95 
Mastering Amiga Printers-£19 .95 
Mastering Amiga AMOS- £19.95 

•••••• • AND SUPPLY THE SOLUTION•••••••• 
ACS Elec tronics is an estab lished service centr e for AMICA equ ipm ent . We 
specia lise only in the repair and maintenance of co mput er hard ware. Dedicated 
to a programme of quality customer care, our conti nual ex pan sion ena bles us to 
offe r you, our cust om er, a service that we beli eve to be seco nd to non e. Our 
service includ es; 

FAST EFFICIENT SERVICE, 
most repair s are carri ed out within ONE DAY 

QUOTATIONS RATHER THAN FIXED PRICES, 
fairer to you, and in practice faster to pro cess. Each repair is quot ed for 

seperate ly, no fixed charges full of excl usions , or hidden extras. 

REPAIRS FROM £23 

FREE CARRIER SERVICE with insurance, 
FREE diagnostic inspection, free 90 day warranty , FREE soak test, FREE softwa re. 

No hidden charges. 

OPTIONAL EXTENDED WARRANTY 
at comp etiti ve rates . 

Experi enced and qualifi ed engineering and support staff. 

5%DISCOUNT 
available to stud ent s and OAP 's. 

UNBELIEVEABLE UPGRADE FITTED PRICE OF £15 INCLUSIVE 

Trad e and Education welcome . Deal er pack available on request . 

• 

COMPUTER MAINT ENANCE , UPGRADES AND REPAIRS 
B.E.C. ELDON STREET, SOlJfH SHIELDS, TYNE & WEAR, NE33 5JE 

TEL.(091) 4554300 FAX. (091) 455 1847 

Great New Books 
for Beginners 

, _____ _ 

Bruce Smith Books - the UK's leading Amiga book publishers - have 
launch ed a brand new series of Insid er Guides aimed directly at the 

Amiga beginner. The first two titles - published in January 1993 - are 
devoted to the Amiga A600 and A1200 and each costs just £14.95. 

The Amiga A600 Insider 
Guide is the perfect 
introduction to all models 
of the A600. [[ you have 
never used an Amiga 
before then this book will 
provide you with the 
guidance you need to get 
going with Workbench 
and AmigaDOS. Packed 
with practical hands-on 
advice and tuto1·ials, it's 
w1it1en in a Edendly and 
simple style by one of the 
top Amiga wd ters. 
A600 Insi der Guide 
256 pages, £14.95, 
ISBN: 1-873308-14-0. 

The Amiga Al 200 Insider 
Guide is the perfect 
introduction to all models 
of the A 1200. If you have 
never used an Amiga 
before then this book will 
show you, through step 
by tep tutorials, the 
shortcu ts to using 
Workbench and 
AmigaDOS successfu lly. 
We won't blind you with 
science, just shar e some 
hard-earned expedence 
at the keyboard! 
Al200 Ins ider Guide 
256 page , £ 14.95, 
ISBN: 1-873308-15-9. 

t On orders taken before 4pm . Free postage In the United Kingdom. Add £3 per book (Europe) , £6 per book elsewhere . 

r----------------------------------------------------------------------------------------------------, 
I To order , send cheques/POs made payable to 'Bruce Smith Books Ltd' to: Bruce Smith Books Ltd (AFS), FREEPOST 242, PO Box 382, St. Albans, Herts, AL2 3BR. I 
: Alternativel y charge my Visa/Access/Mastercard: £....... ........ Please rush me th following books: 
: I I . · . , ... j, Number· Expiry Date · ...................... ....... ............. . ................. j ., •••••• , ••••••• •• ••••• 

! Name .... · ..•............. ........................... ............................. ........ ...........•.................. ... :. : : : : : : : :: : :: : : : : :: : :: : :: ~~- ·."".· ·. -_· .. 7". ·• •• •• • • • _'. _·~. •• '.• ·• •• ·• --~- •• _· •• •• _i ·_. ·. _.'._ ·. _· ·. -.~ . ·. '.. ~. ·.ks. ·_·-.':-~. _· _: ·.~. :_~. •• •• ·• ·_·;_,-_: _:_;_' ·.~. _· :_' ·_:_ '._. _· •• -.~.:_;_ •• -_~_-_: _· _; ·_ •• ·_· •• •• '.'." '. ~ 
: Address ....... ......... ........... ................. ............ ...... ............................ .................. ...... .... .............. ······· ~ - ' 
f '),: ~~ 's. ' ' ~ ' I 
t . .•.. •... ... .. ..... . . . ... .. ...... ...•. . ............ ...• ..... . ..... . .. •.. .. . .. ...........•......... ....... ....... Postcode. ...................... . "'············ ·· ····· · ··· •········· · ··········· _··· : ··········· ··· ··· ··· · · ·· · ·' ··· · ··· L----------------------------------------------------------------------------------------------------',,-< ~ ' ~ .... .:; l! I • ~ ~~ ~ 



" .. Excellence 3 is not far off being the best document 
processor for the Amiga .... " 

Amiga Format Nov. '92 

e~cellence! ™ 
NJEW FEATURES PRINTING 

Version 3 
1-MB REQUIRED 

------------------ • 100% co lour Postscri pt support 
• User Sp eci fied Automat ic Timed Sa ves • 4 types of printer output , specia l HP suppon 
• Support foir the ECS high resolution • 111temal pri11ter forit support 

productivily mode : W~fe:'!~~~ printer driver compatible 
• Frenc h a11d Gennat t. Sp ell ing Chec ker • Mixed mode. print iPlg 

Support : ·~~~~~/;1~tgprinted to disk files for 
* Applc011IAJt1pMenul te,-n for Workbench transfer to service bureaus and electronic mail 

Support systems 

• Up To 8 Co lumn s Per Page GRAPWCS 
• Au tomatic Paleue Correction • Mix p ictu res with text in para;r apl, 
* I 6 Colour Screen Support : ~*b" e11C:~~rs. footers or ootnotes 
• Do cumenJ ! Readin g wit /1 che Amiga speech • Pictur e scaliu g and croppin g 

Device FORMATIING 
• Adjustable Cursor Options • Mouse and keyboard sup,port 

• Left , Justified, Centered & Flush para 11ph 
• Customizab le Grammatical Checker • Lert, Justified , Centered & Decima l tafs 
* User Defina.h ie Colour Elements • Multipl e Headers, footers and Footnotes (odd 
* Improv ed Rider Wich Mauy New Features and even headers and footers) 
• Multiple Backups (number is user • ~:·~6ils and paste Headers, Footers and 

specified) • Global font and style substitutions 
* Ne1,v ASL Compatible Font /File Requesters • Page and Ruler settings stored in document 
• ARexx Support • User defin ed Page Setup attd Print {iaults 

* BookmarJ~ Support : g}~;l~i~':;~td!~l:~\f::i:~gd:~ent 
• AGFA/Compugraphic Outline Font Support : fc:'s'.:';,'.'.~:1{ J/1:":!:;'.l ~~·~.mes 
* Modern An t igaDOS 2.04 compatib le • Text files relain tab characters 

Interface (will operate (or AmigaDOS /.3) 

ACCESSORIES 
e 140 thous,md wo rd Diction ary with legal, 

medica l , technical. scientific , geographical and 
biographical supplements . 

e 1.4 millior.1 word Thesauru s (with definitions) 
• User dictio1riary maintenance utility 
e Sp e.U-as·yo,u..·type 
• Grammar tmd Sty le checker 
• Bullet proof Hyph enation 
• Glossary with Macro key support 
• Safe exit fmm program saves Glossaiy changes 
• Safe e:<i1 from documents for no Jost date 
• Macros can be assigned to almost any key 
e Math 
• Paragraph sorting 
• Index and Tables of Content general.ion 
• Full word Indexing 

What they had wrong 
Collins English dicti 
the price is no longe 

OTHER FEATURES 
• Typing sp eed exceeds 170 words per m.inuJe 
e IFF and ASCII file imra;n 

: ~ :
0Te:h,1u~S!:i,,o~ (o~i;~;,:~:~~uers 

• Clipboard support 
• Easy insertion of foreign charac ters 
• Not cop y prot ected 
• Undo typing 
• Metric file conversion uiility 
• Hard dri ve ins tall wili ry 
• Verification uti Ht-y insures disks are perfect 
• Markers and Margins may be separatel y hidden 
• Project icon support 
• Up to 250 font s in a single docu ment 
• Reads Scribble! files 
• Page Goto 
• Virtual mem ory manager 
• 2,4, or 8 colour windows and colour printing Q 
• Lon g patlt nam e support 
• Low, medium & high resolution TFF suppon 

• Support for interlaced windows ~ _ ~---~ 

Scribble Cc,ver disk offer!! 

and it's 
FAST 

Buy the OFFICIAL Manual 
ENGLISH Dictiona.ry disk fi 
Scribble cover disk: 

------------- , 
.,.,..,,.....--iiio.l---- ~ 

Simply fill in the coupon opposite and send t 

along with your cheque ,or ACCESS/VISA details 
and add £1 -50 for post & ,packaging to: 

HB Marketing Ltd., Unit : 3, Poyle 14, Newland.s Drive, Colnbrook , Berkshire SL3 ODX. Tel: 0753 683336 



STANHOUSE ENTERTAINMENT 
"HOME FOR ALL YOUR AMIGA NEEDS" 

INCL: - FULL SIZE MIDI KEYBOARD, 
SOFTWARE, LEADS AND MANUALS 

ONLY £235.00 

STAR:-
Lc1 oo ............................................ £169 .99 
LC200 .... ......... ........ ....... ........ ........ £196 .99 
LC24-200 ..... ................... ...... ........ £260.00 
XB24-200 .... ...... ............ ............. ... £399.99 
XB24-250 .... ...... .... ......... ............. .. £475.00 
ZA-200 ..... .......... ......................... .. £323 .00 
ZA-250 ...... ...... ... ................ ..... ...... £405 .00 

CITIZEN:-
SWIFT 240C .... .......... ......... ...... ..... £271.99 
SWIFT 9 COLOUR ........... .... .... ..... £189.00 
PRODOT 9 COLOUR .................... £233 .00 
224 COLOUR ............ .... ...... .......... £240.00 
SWIFT 9X COLOUR ............ .... ...... £253.99 
SWIFT 24E COLOUR .................... £259.99 

GAMEBOY + TETRIS .......... ...... £65.00 
LYNX + BATMAN RETURNS ..... £86.99 
GAMEGEAR + SONIC ............ £116 .00 
MEGADRIVE + SONIC ........... £112 .00 

DCTV (PAL) ...... ............. .... ..... ....... £366.50 
MICROGEN ......... .... ............ ...... ... £120.00 
MINIGEN ..... ....................... ............ £86.00 
ROCGEN GENLOCK ........ .............. . £86.99 
ROCGEN PLUS ............. .......... ...... £129.99 
ROCGEN ROCKEY ........................ £242.99 
VI DEON .... ...... .............................. £120 .00 
VIDI-AMIGA 12 .......... .... ................ £86.99 
DAATASCAN PR0 ...... ................... £129 .99 
NAKSHA SCANNER ......... ............. £101.99 
POWER SCANNER ...... ...... ...... ........ £82 .99 
ZYDEC SCANNER .................. ........ . £95.00 

THIS PAGE REPRESENTS A 
VERY SMALL EXAMPLE OF 
THE PRODUCTS WE SELL 
PLEASE RING FOR MORE 

DETAILS OR A CATALOGUE 

(0244) 382435 

EXCELLENCE V3 ........ ...................... £77.00 
KINDWORDS 3 ......... ........ ........ ..... £35.99 
FINAL COPY 2 ....... .... ............... ...... £62.99 
PROTEXT V5.5 ...... .................. .... .. £107.00 
WORDPERFECT V4 ......... ..... ...... ... £150.00 
WORDWORTH .............. ................. £83.00 

CALLIGARI 2 ...... .... ............. .......... £219 .99 
D PAINT 4 .... ............... ...... .............. £56.50 
DIRECTOR V2 ........ ........... ...... ...... .. £62.99 
IMAGINE V2 ..... ...... ........ ......... ..... £169.00 
PRESENTATION MASTER .......... .... £149.99 
MORPH PLUS ............................. .. £13 5.00 
SHOW MAKER ............ .......... ........ £125.00 
TAKE 2 ..................... ...... ............ ...... £31.50 
VIDEO DIRECTOR ........ ... ...... ......... £92 .00 
VISTA PR0 ...................................... £62.99 

BARS + PIPES PRO ...... ...... ........ .... £188.00 
COPYIST APPRENTICE.. ........ .... .... .. £6 7.50 
KCS LEV II 3.5 ............. .......... ........ £189.99 
SUPER JAM ........ .... ........... ..... ...... ... £6 7.50 
AMAS 2 ............... ... .................. ....... £64.00 
SEQUENCER ONE.. ...... .... ..... ........ .. £14.99 
STEREO MASTER ....... .... ...... ........... . £25.99 
GVP DIGITAL STUDIO ..... ...... ........ £43.99 

*MAIL ORDER ONLY* 

A600 WILD , WEIRD+ WICKED ... £319.99 
A600HD EPIC PACK ........ ........ ...... £449.99 
A1200 ** NEW** .................. ......... . £369.99 
A1500 BASE PACK ........ ...... ......... . £544.99 
A2000 MULTIMEDIA PACK ........ £1030.00 
A3000 52MB HO + 2MB .......... ... £1350.00 

= 
., ' 

·, 
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~' 

~ 

IMPACT SERIES II HD8 + 52MB .... £320.00 
IMPACT SERIES II HD8 + 80MB .... £364 .99 
IMPACT SERIES II HD8 + 120MB .. £412.00 
IMPACT SERIES II HC8 + 52MB .... £265.00 
IMPACT SERIES II HC8 + 120MB .. £392.99 

POWER DUAL DRIVE ......... ......... . £110 .00 
PC880B ...••..•...•....•.••..•.•..•..•••••.•.••••• £62.99 
PC8808 + CYCLONE.. ..................... £85.00 
PC880E ................. ........... ....... ......... £47 .00 
ROCLITE DRIVE ...... ..... ................... £62.99 

ALL PRICES CORRECT AT TIME OF 
PRINTING. 

PRICES MAY CHANGE WITHOUT 
NOTICE. 

ALL PRICES INCLUDE VAT@ 17.5% 
PLEASE ADD POSTAGE TO YOUR 

ORDER. 

POSTAGE RATES 
SOFTWARE:-
ORDERS UNDER £100 ADD £1.50 TO YOUR ORDER 
ORDER OVER £100 ADD £2.50 TO YOUR ORDER 
HARDWARE:-
ORDERS UNDER £300 ADD £4.00 TO YOUR ORDER 
ORDERS OVER £300 ADD £5.00 TO YOUR ORDER 
ORDERS COMBINING SOFTWARE + HARDWARE 

PLEASE USE HARDWARE RATES. 

SEND CHEQUES/ PO PAYABLE TO:­
'STANHOUSE ENTERTAINMENT' 

DEPT AF (S), 2 UPTON DRIVE, UPTON 
CHESTER CH2 1 BU 

TEL: 0244 382435 
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PRINTERS 

You can use your Amiga as a word processor and you can create 

graphics, but how do you liberate them from your screen? What 

you need is a printer . Andy Hutchinson delivers t he lowdown .... 

A 
bout ten years ago there were lots of 
'experts' wittering on about a concept 
called the paperless office. You see, 
computers were taking off big-time 

and because they could store and transfer data digi­
tally, everyone thought that the end was nigh for 
books and other printed matter . We were all led to 
believe that within a decade (as in, like, now) news­
papers would be digital, books would be floppified 
and magazines would be multi-media extravagan­
zas ported on to your computer via a modem (a 
device for linking computers via telephone lines). 
Then again Clive Sinclair was trying to flog his CS 

NT 

go-kart at about the same time so there must have 
been a lot of silliness about. The simple fact is that 
there are benefits to printed material over digita l 
information that cannot be ignored. 

With a book you can flip back and forth 
extremely rapidly , you can scribble things in it, you 
can throw it at people and perhaps most impor­
tantly of all, you can read it in the bath. Simply put 
there's just something about real words on real 
paper . No doubt for the reasons detailed above, 
printers have continued to be one of the most popu­
lar peripherals (add-ons) you can buy . They fall into 
three main types, so let's have a look at them ... 

Dot Matrix Printers 
This particular variety of printer is the most popular 
for home computer users because dot matrix print­
ers are (relatively) cheap . Of course there are 
drawbacks to any cheap piece of hardware and the 
dot matrix's main problem is the quality (or rather 

Dot matrix : the cheapest printer option, but it s 
al so the noisiest around . 

When Alnfga F......,canted oui:1111 
ext.enstve survey of printers the best one 
s wwe lhe Citizen 240C dot matrix 
colour printer (1435); the Star ~20 
dot matrix (005) ; the canon BJ20 bub­
bleJet (099) ; the Citizen ProJet InkJet 
(£583); the hnMonlc KXP11241 dot 
matrix (040) ; the LQOO dot matrix 
((059); the Citizen 5wlft 9l9x dot matrix 
(WIG) and the Sellcosha SP2400 dot 
matrix (035) . 

Obviously it .,.,. to shop around. 
and ..........,.that the most expensive 
printer Isn't MC85181'11y the Nit. 
Relillbl• makes Include PIIMIOnlc, Epson, 
Hewlett Pacbrd and Cenon, 



lack of quality) of its printouts . Most dot matrix 
printers are of the nine pin variety, so called because 
all the printing is carried out by nine pins hitting a 
ribbon above a piece of paper , and producing a fair 
amount of noise in the process . These nine pins are 
arranged in a vertical fashion on a print head that 
whizzes backwards and forwards on a bar across 
the surface of the paper . 

When the printer is told by the computer to 
print a particu lar letter it does so by turning each 
letter into a matrix or square of dots. To print a let­
ter it starts on one side and prints about six vertical 
rows of dots, firing each pin one at a time. If it was 
printing a capita l Tit would start by firing just the 
top-most pin. It would then move a tiny bit to the 
right and do the same again. Then it would fire all 
the pins at once to print a vertical line, before finally 
printing the top-most pin again, twice . It then leaves 
a small space and moves on to the next letter. 

Because these pins are spaced relatively far 
apart, it's very easy for the human eye to pick out 
each individual dot . This means that it's not the 
most pleasant kind of text to read and thus is only 
really suitable for rough copies. But recently a more 
sophisticated form of dot matrix printer has become 
popular; this is a 24-pin model. It offers a much 
higher quality of printout because it uses 24 pins 
and therefore the individual dots that make up let­
ters are much closer together and thus a lot easier 
on the eye. 

The price of a dot matrix printer depends 
largely on the number of fonts it has, and the width 
of the paper it can hold . Another feature you may 
come across is a Near Letter Quality (NLQ) facility. 
This is particularly useful as it produces a much 
higher quality of printout by spending longer print­
ing each letter. Other useful features include 
form-feeding (which enables you to print on indi­
vidual sheets of paper rather than a continuous roll 
of paper), seU checking (which forces the printer to 
perform a check on itself by printing out all the 
characters it knows) and manually selectable fonts. 

Laser printers 
These are expensive . When they first emerged about 
five years ago, you could have bought a nice hatch­
back motor car for tl1e same amount of dosh, but 
nowadays you'll need to part with about £700- still 

When buying your printer there are sev­
eral things to look out for: 
• Tell the assistant that you own an 
Amiga and ask to have the appropriate 
cable thrown In for free. There is a reces­
sion on, so he/she should oblige. 
• Make sure that you buy a known brand 
because the more obscure the make the 
harder It is to get it running with your 
Amiga. A safe bet it to always make sure 
that the printer is 'Epson compatible'; you 
won't go far wrong If It Is. 
• While in the shop ask If they can config­
ure it for you. You see, printers have all 
sorts of gubbins inside them which 

serious money. So why would you want to part 
with so much of the blue folding stuff? 

The principle reason why people buy a laser 
printer is because of the quality of the printout . It's 
impossible (without a microscope at least) to see the 
individual dots that make up each letter and this 
means that not only do printouts look a hell of a lot 
more sophisticated, but they're also a hell of a lot 
easier to read. Contrary to popular belief, laser 
printers don' t fire a blue flash of light in a Star Wars 

Laser pr inter : the highe st quality , th e highe st co st 
and the highe st maintenance cost s. 

enables you to change things like speed of 
printout and the language used. Let the 
chaps In the shop do all the fiddling Inside 
and you'll save yourself a lot of grief. 
• Don't buy a printer from an auction or 
car boot sale even If It does seem like the 
bargain of the century . Unless you're an 
extremely technical kind of person. the 
chances of getting It working with your 
Amlga are about zero. 
• Don't automatically go for the most 
expensive printer you can afford. The odds 
are that a simple !150 printer will be more 
than adequate for your needs if you're 
just using it at home. 

manner at a piece of paper . The laser (a small, dis­
tinctly tame affair) actually fires itself at an 
electromagnetic drum scanning the shape of the let­
ter to be printed . This attracts toner powder on to 
the drum and the sheet of paper is then passed over 
the top of the drum before being heated up to seal 
the powder on to the paper. 

The cost of running a laser printer is also quite 
high. With a dot matrix printer you have to replace 
a ribbon at a cost of about ten quid after about four 
months of continual use . With a laser printer you 
can only print out about 3000 sheets of A4 and you 
then have to replace its toner cartridge at a cost of 
about £60. It's also worth noting that laser printers 
need a fair bit of maintenance. 

Bubblejets 
Lying somewhere between dot matrix and laser 
pril1ters in terms of cost is the bubblejet printer , that 
has now largely taken over from the similar-ish 
mkjet printer . The bubblejet was developed in order 
to give some of the flexibility of laser printing with­
out the cost. lnitially tl1ese worked a little 
erratically, but of late manufacturers have sorted 
out most of the problems . 

The bubblejet works by squirting ink tl1rough a 
small moveable film mounted on a print-head . The 
mk is squirted directly on to the page as tl1e print 
head zooms backwards and forwards . These are 
exceptionall y quiet printers with speeds to match a 
dot matrix , though the resolution can't match a laser 
pril1ter's. One of the best we've seen ma while is the 
Star SJ48 printer for £299. 

Bubble jet printer : better quality pr int than a dot 
matri x, not qui te up to la ser st and a rds. 
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MONITOR 
CilC 

Using your Amiga with a television screen is all well and good, 

but the day will eventually arrive when you say to yourself 'I 

want a mon it or'. Here's what to watch out for .... 

I 
t's curious how the advent of home comput­
ing has opened up whole new subjects about 
which the family can have a full blown argu­
ment. These arguments start as soon as the 

computer arrives in the home (who gets first go) 
and escalate over the following months as various 
members of the family claim to be best at any given 
game. However, the greatest cause of arguments 
within the family unit is undoubtedly over the tele­
vision set, because unless you're a multi-television 
family there will be times when you want to watch 
something on the box when someone else is using 
the Amiga. 

ended was enough reason for ma11y people to invest 
in a monitor but there are other equally worthy rea­
sons. Here are some of the benefits of using a 
monitor with your Amiga: 
• Clarity. Monitors, unlike your Television are 
designed specifically to display computer images 
and therefore produce better images. 
• Sow1d. Many popular monitors have built-in 
stereo speakers whim means you don't have to 
mess around with hi-fis or put up with duff televi­
sion sound. 
• Full time usage. You can't watm television on a 
monitor so no-one's going to need it for anything 
other than the computer. 

You don 't have to mak e do with a st a ndard 14-
inch monitor for you Amlga work . In fact for 
thing s such a s DTP and graphic s, big Is be a utiful. 

But do I really 
need a monitor? 
Although a television is fine for the odd games ses­
sion, when you try to use a word processor program 
or start creating pictures with a paint package, 
you'll soon find that it offers too fuzzy and wobbly 
a picture to be of any use for detailed work. All you 
will end up witl1 is a headache. 

There are monitors to suit all pockets and 
needs. If you need to view very high resolution pic­
tures then go for a high resolution monitor. If you're 

..You'll soon find that 
TV offers too fuzzy 
and wobbly a picture 
to be of any use for 
detailed work~ 

going to use it mainly for word processing, then you 
can get a monitor oriented towards displaying text. 
These days the cost of a good monitor needn't break 
the bank. You should be able to find something per­
fectly adequate for about £200. 

So how does a 
monitor work? 
Monitors work in a very similar way to a television. 
The glass front on a monitor is (just like a television) 
is a cathode ray tube. This tube is basically a huge 
valve. The front end of the tube is covered in thou­
sands of dots of a memical called phosphor. When The answer to this kind of grief is quite simple: 

get yourself a monitor. The simple fact that argu­
ments about computer versus television would be Looking After Your Monitor 

"Although it's an extra 
expense, these days 
the cost of a perfectly 
good monitor needn't 
break the bank~ 

• Don't scratch the screen as scratches 
reflect light and therefore make the moni­
tor less easy on the eye . 
• Don't leave the same image (like the 
Workbench screen) on the monitor day-in 
day-out as this image will eventually burn 
into the display and appear as a ghost-like 
image all the time. 

• Don't fiddle too much with the sync and 
hold controls. These have been set -up to 
work well with your Amiga and you're 
unlikely to be able to improve a picture by 
toying with them. 
• Don't rest your coffee cup on top of the 
monitor. I did this once and the explosion 
was something else . 



The st• nd•rd Amig• monitor Is quite adequete for 
the need s of most Amiga use rs. It offer s ell the 
control functions you could possibly need . 

"Setting up a monitor 
is simplicity itself . In 
fact it's easier than 
getting a TV working 
with your Amiga~ 

electrons are fired at these dots they glow and that 
forms the picture you see on the screen . 

The electrons are fired by three cathode ray­
guns , one for each of the primary colours. In the 
back of the monitor is a red ray-gun, a green ray­
gun and a blue ray-gun. These rayguns are forced to 
hit only a certain colour of phosphor by first travel­
ling through a mask which stops, say, a green ray 
hitting a blue dot. 

Tube talk 
This explains why monochrome monitors are so 
much clearer than colour monitors, when there's 
only one colour of phosphor dot to hit, 
there's less chance of anything going 
wrong with this process . 

The different resolutions of monitors 
are classified according to the dot pitch of 
the screen, that means the distance 
between each of the dots . Whereas a televi­
sion has a dot pitch of about 0.6mm, a 
decent monitor will have a measurement 
of about 0.4mm, with the higher end VGA 
(Video Graphics Array) monitors having 
dot pitches of about 0.3mm. 

Jazzy case 
The stability of the picture is controlled by 
the frequency rate of the monitor ; that is, 
the time it takes to re-scan the whole pic­
ture . Your common or garden TV has a 
vertical frequency rate of 50Hz, whereas a 
monitor 's might be as high as 70Hz, that is 
it re-scans the tube 70 times a second . 

Like a lot of computer hardware , just 
because a monitor is expensive, doesn ' t 
mean that it's the best for your need s. 

In fact you can end up paying lots for a 
jazzy case. Quite often the tube inside a 
case is the same across any number of 
models . Philips produce a tube that 
crops up in all sorts of monitors, not 
least of which is Commodore's own 
1084 and CM8833 models . 

How do you 
work one? 
Setting up a monitor is simplicity itsell . 
In fact it's a bloody sight easier than 
getting a television working with your 
Arniga for the one simple reason that 
you don't have to tune in a monitor . 
Instead of spending ages fiddling 
around with a manual and a remote 
control which has more buttons than 
your Arniga, you can plug it and and 

"Don't leave the same 
image on the monitor 
all day, because it will 
eventually burn into 
the display~ 

get using it.Monitors have either a composite (slip­
over) style plug, like on the CM8833 or a screw in 
type . With either version you simply plug one end 
of the lead into the Arniga (only one end will do 
this) and the other into your monitor . At the very 
most all this will require of you is screwing two tiny 
screws into the casing of your Arniga. With all the 
leads in place you can switch on your Arniga and 
monitor and enjoy some brilliant graphics . 
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Andy Hutchinson tells you all you need to know about that small 

lump of plastic in your hand - the very wonderful mouse .... 

-~..------ --llllfN~he-tMoidtMall.¥1:~r mouse looks like. All 
It really is, is the casing rolling ball 
that rocks micro -switche s. A g idea is to 
clean your mouse once every thre onths 
or so, this will g ive a cleaner movem t 
around the screen which is neces sary r 
graphics , DTP and some games. 

use Maintenance 

•Douse a mouse mat u it e ~ the 
life of the mouse by helping to stop It col­
lecting gunk and fluff. 
• Don't fiddle around with 19 innards u 
the little rollers break very ~15Hy. If you 
want to keep the rollers dea11 of gunk use 
a cotton bud with a bit of wlllte spirit on It 
to dean them. 

• Do upgrade to a decent mouse as soon 
as possible. There are plenty of good ones 
on the market but the most important 
thing is to get one which sits comfortably 
under your hand. 

It's best to avoid novelty mice as 
they're usually pretty naff, and do make 
sure it's Amlga compatible. 

B 
lindingly brilliant invention, the mouse. 
Thanks to this nifty Ii ttle chap it's possi­
ble to zip a pointer around the screen 
with great speed , with the pointer accu­

rately following the movements of your hand . In the 
dim and dark days before the arrival of the mouse 
we all had to make do with cursor keys, graphic 
tablets, and light pens. 

When you actually consider all the computer 
applications that are possible with a mouse , you 
wonder how people ever managed without it. 
Painting packages would be practically useless, 
word processing would be a damn sight harder and 
all those little house-keeping tasks we perform 
every day on Workbench would be an absolute 
nightmare without one . 

High Roller 
The mouse is one big roller ball . Tucked away inside 
that little case is a weighted rubber ball. As you 
move the mouse around the table it turns three little 
rollers which read horizontal and vertical move­
ment and speed . 

Therefore the rollers move in different direc­
tions depending on which way you send the mou se. 
The Arniga then reads all this information and 
moves the pointer accordingly. Oh and if you 're 

A track -ball Is an upside down mouse. Instead of 
moving the pointer by pushing the mouse around 
the mouse mat, you move the ball with your hand. 
It sound s gimmicky , but some people prefer it. 

"It's called a mouse 
because somebody, 
somewhere decided 
that it resembled a 
small rodent~ 

A child's mouse .This one actually looks like a 
mouse because no self-respecting child would 
accept the grown-up explanation that an ordinary 
mou se looks anything like the real thing. 



This useful device save s you having to fiddle 
ar ound at the back of your Am lga when you want 
t o sw itch between mou se and joy st ick becaus e it 
can automatic a lly dete ct which one you 're using. 

wondering why it's called a mouse, it's because 
somebody, somewhere thought that it looked just 
like a mouse . 

Anyway apart from the fact that it looks noth­
ing like a small rodent, there are a couple of other 
drawbacks to everyday mouse usage that only 
become apparent after a little while . Firstly, the lead 
has a habit of being either too short or too long it 
also has a habit of getting snagged on all sorts of 
obstacles. The other drawback is that the ball slips 
around inside the case occasionally and moves the 
pointer erratically. 

Having said all that, mice are relatively cheap to 
upgrade to a decent model and we advise you to do 
so at the earliest opportunity. Manufacturers aren't 
known for the quality of the mice they bundle with 
computers and the Amiga mouse is no exception. 

Mouse Variations 
There are a couple of variations on the traditional 
mouse, which are used mainly for graphics work. 
Track-balls (a sort of upside down mouse) are a 
gimmick, and although I know a lot of people who 
say they prefer them to mice, I don ' t. They're fiddly 
and not very good for graphics at all, as you need to 
put your elbow into it and swoosh your arm about 
to get good lines. 

Lightpens are another gimmick of limited use­
fulness. Most that I have seen haven ' t been very 
accurate, and you spend more time calibrating the 
darn thing than you do actually doing anything 
with it. On the face of it, the mouse market should 
be a nice quiet enterprise, right? Ermm, no. You see, 
because the mice that manufacturers bundle with 
the Amiga and other computers are not of the high­
est quality, there 's a booming market in 
replacement units which don 't goo up so quickly or 
which come with a longer lead . 

Mice are a lot like pens in many respects. It's 
best to actually try the thing out if you can, because 
you may not like the way it sits in your hand . These 
things also take on new alarming properties if 
you're left handed . Some manufacturers are starting 
to sell mice in shrink wr.apped plastic . If this is the 
way they' re doing it in your local computer shop 
then go somewhere else. Always try before you buy. 

One of our favourite cheaper mice (£15) is the 
Genius Happy Mouse . This sits really well under 
the hand and has excellent responsive buttons . 
What's more it has a much higher resolution than 
most of its rivals . (The responsiveness of a mouse is 
measured in Dots Per Inch and this one is 350 DPI). 
This means that it's possible to carry out detailed 

Mice one: of all the many varieties of mou se on the market , three of the one s we 'd recommend are the 
Genius Happy Mouse (£15) , the Nak sha (£30) and the Mega Mouse (£12.95) . 

work accurately because the mouse reads your hand 
movements that much better. Two other mice 
deserve a mention too. The Naksha mouse is a bit 
more expensive than other models (£30) but it does 
have quite a high resolution (280 DPI)It also feels a 
lot heavier than most other mice which makes 

smooth movements with the hand far easier. The 
other mouse we enjoy whizzing about the desk in 
the Amiga Format office is the Mega Mouse. This 
doesn't look terribly innovative, but it's surprising ly 
comfortable to use for extended periods. It has quite 
a high resolution and retails at £12.95. 
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When you are playing Ami a 
games, you can keep an eye n 
what's on the TV channels in t e 
same screen. 

Never tee1 boring when waiti 
for the outputs from your Ami 
programming, worksheet 
database ... P.i.P. VIEW"' allows y 
to enjoy 1v programs as 
sub-picture in your Amigo monit 

your Amigo computer 
broken and you have an idl 
monitor, just connect it wit 
P.i.P. VIEW" , then you wi I 
have a new TV with Remot . 

1' 
l\lu with 

your 
Amigo 

Monitor 

j" Hn tuner for auto-program of all 

TV channels. 

a nctions controlled by Remote. 

.-.11;aro-;-scan channel by channel. 

~ between main picture and 

sub-picture. 

~ on sub-picture at any corner. 

be connected with 3 video 

sources, forming a convenient AV 

switch center. 

d of Sub-picture can be heard 

with earphones. 

to install and operate. 



THE RIGHT I 
T 

here's little doubt that one of the 
Amiga's strongest features is its graph­
ics capability . And considerable 
amounts of hassle can be saved in creat­

ing those scrummy graphics if you input them using 
a device other your hand and a mouse. Then once 
they're in the Amiga you can retouch them and 
modify them to look just the way you want. 

There are two main ways of getting images into 
your Amiga without having to draw them yoursell 
- with a scanner, or a graphics tablet. Read on to 
find out which one is best suited to your needs. 

Scanners 
Scanners are add-ons that enable you to transform 
printed material into a cligital image . They come in a 
huge variety of shapes, sizes and prices and vary 
increclibly in terms of sophistication. If you regu­
larly need to get pictures off the printed page and 
into your Amiga then a scanner is your best bet. 

A h•nd-held sc•nner Is f•irly b•s lc, but effective , 
w•y of Importing lm•ges Into your Amlg•. 

There are two main varieties of scanner: flatbed 
and hand-held . The principle difference between 
these two is that flatbed scanners offer better results 
because they can scan in a sealed environment like a 
photocopier does . The problem with the hand-held 
variety is that they rely on the human hand to move 
the light sensitive head down the image . 

They are also less sophisticated in terms of the 
resolution or DPI (dots per inch) than flatbed scan­
ners . The higher the DPl, the better the image will 
look, but the higher the DPI the greater the memory 
space it will take up. You're always going to have to 
find a compromise between memory and resolution . 

Colour scanners are much more sophisticated 
pieces of kit which come with a higher price tag. 
They work in a similar way to the monochrome unit 
except that there are three light-sensitive cells (red, 
green and blue) which bounce light off the image. 
Colour images also take up a hell of a lot more 
memory space than their grey-scaled partner . 

Your choice of scanner should depend entirely 
on how professional you want the results to be. If 
you just fancy doing the odd bit of scanning for 
Christmas cards then a hand-held mono scanner 
will be perfectly sa tisfactory . If you're really serious 
about graphics, we'd recommend the Epson GT-
6000 flatbed scanner which costs £1,175. If you want 
a good hand-held black and white scanner try the 
Powerscan Pro 2 which costs £99. 

If you're interested in Amiga graph ics, then it's only a matter of 

time before you'll want to start scanning. Here's what to do .. :. 

A fl•tbed scanner will set you b•ck more than a few bob , but if you want to reproduce top quality 
images for your Am lga graphic s work, then start saving. 

Graphics tablets 
A graphics tablet is a flat tablet connected by a lead 
to a pen-shaped device . With one of these you can 
draw images for your Amiga in exactly the same 
way as you'd draw images on paper. 

Graphics tablets read movement alone, so it's 
up to you to choose the appropriate colour or line 

width in exactly the same way as you do with a 
mouse. Graphics tablets are also extremely handy if 
you want to trace an image , but unless you're seri­
ously into Amiga graphics you probably won't need 
anything quite as sophisticated as a graphics tablet. 
If you do want one, we'd recommend that you 
check out the Cherry Graphics Tablet which costs 
£646 from Silica. 
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T 
here comes a day in the life of every 
computer owner when they simply 
realise that floppy disks are all well and 
good for the odd bit of small scale data 

storage, but when you want to start storing huge 
great wodges of code, music or graphics, the hum­
ble floppy just won't cut, no matter how snazzy the 
formatting program. 

In the old days, a computer had lots of memory 
if it could muster 64K (Kilobytes) and tapes or 
floppy disks were perfectly fine for storage as there 
was never that much to store in the first place. As 
RAM (Random Access Memory) prices fell and the 
interna l memory of computers mushroomed , so 
have our storage requiremen ts. If you 're sick and 
tired of thumbing through acres of floppy disks 
(and the day comes sooner than you 'd think) and 
you don't have a hard drive sitting happily ins ide 
your Amiga , then you should consider buying one. 

It doesn't look very 
hard to me 
Hard drives work on a similar principle to a floppy 
drive, in that tl1ey store data magnetically on a con­
ductive surface. The major difference between the 
two is that hard drives aren't particular ly portable 
(although they are getting smaller and smaller) ,.and 
they're a hell of a lot quicker 

The hard dr ive surface exists within a com­
pletely sealed environment. Within this vacuum a 
read/wri te head (the bit that sends 'and receives 
data) zooms over a drum- like surface at speeds far 
in excess of those of a floppy drive. Because this is a 
sealed environment, the storage surface can be far 
larger and the data can be packed far tighter , mak­
ing hard drives very efficient pieces of kit. 

The drive surface on whicl1 all the data is stored 
is divided into sectors in a similar fashion to that of 
floppy disks except that there are upwards of 40 
times as many. Due to the fact that there is so much 
storage space on a hard drive, they are often subdi­
vided into smaller units called partitions . An 
average sized partition is 10Mb, although it's 

A new playe r in the Amiga hard drive game is IDE 
(Integrated Drive Electronics). A600 and A1200 
owners take note of those initials. 

One of the upgrades for your Amiga that you're likely to con­

sider sooner rather than later is getting a hard drive. If you want 

to find out how a hard drive can change your life, read on .... 

:...:~mL-•• !..• r 
A hard disk drive has many advantages over a floppy disk , but the main ones are that you can save pro­
grams straight to the hard drive , so you don't have to worry about disk swapping, and you 've got much 
more storage space , whi ch Is particularly useful with memory-intensive programs such as graphics . 

entirely up to the user what size these are. These 
partitions appear on the Workbench as separate 
disk icons, but they all access the same drive . Most 
hard drives are formatted in the shop and so you 
can simply take them out of llie box, plug them in 
and use them. If it isn't formatted, it's easy enough 
to do the job yourself with the software supplied 

Size and speed 
Of course you may decide lliat the way a hard drive 
is partitioned isn' t to your liking and again, you can 
reformat in any way you like. 

Hard drives come in an huge variety of sizes 
and speeds, so it's important that you work out 
exactly what your needs are before committing 
yourself. The smallest size you should consider buy­
ing is a 40Mb model, but if you can run to it, it's 
well worth investing in 100Mb and upwards 
because once you start using hard drives you'll be 
amazed how rapidly you can use it all up . 

Hard working 
hard drives 
The A600HD, as the HD bit wo uld suggest, alrea dy 
has a hard drive fitted internally. You can fit a hard 
drive externally, but if you want to add an internal 
hard drive to your Amiga - take it to a Commodore 
dealer and have them fit it. 

Using the hard drive fitted inside an Amiga is 
simple: switch it on. So long as there's no au to-boot­
ing disk in the floppy disk drive, the hard drive will 
be accessed and Workbencl1 should appear in a mat­
ter of seconds. To access da ta on the hard drive you 
simp ly double click on the icon that looks like a fil­
ing cabinet draw. 

Installing software on a har d dr ive is also easy. 
But it's worth noting that not all software was 
designed to be placed on a hard drive. For examp le, 
the vast majority of games are designed to run from 
floppy alone and you won't have any joy transfer-



Read This If You Have An A500 

There's little doubt that if you've got an A500 or A500 Plus, then one 
of the most outstanding pieces of hardwan Is the GVP A530 hard drive 
with accelerator. It's not cheep - prices start at f749 and then rise 

according to spedflcatlon. 
What makes the GVP A530 
so expensive Is the simple 
fact that it's the best hard 
drive by a long way for the 
A500 and A500 Plus on the 
market. 

And it's more than just 
a hard drive, the GVP A530 
is also a RAM expansion 
unit and it contains an 
accelerator. All of this 
means that programs such 
as Workbench run an awful 
lot faster thanks to the 
extra RAM even before the 
accelerator starts work. 

If you buy a hard drive for an ASOO or ASOO Plus, make sure you also 
get a hard drive controller slm ilar to the one in this picture . You don't 
need one with the A600 or A 1200 as it is already built -in. 

The GYP A530: an expens ive piece of ha rdware 
for the ASOO and ASOO Plus , but , when it comes 
to quality , it 's worth every penny . 

ularly. If a program only makes 
an outing occasionally then you 
may as well store it on floppy. 
This means that you won't be left 
with the frustrating disk full error 
message when you need to save a 
precious file. Hard drives do 
require maintenance, not the 

ring them to a hard drive . Basically, if it's possible 
to store a program on hard drive then there will be 
details in the manual. 

This installation process will involve either sim­
ply dragging the floppy disk icon on to the hard 
drive icon or running a special installation program 
which does it all for you . 

Once a program is installed on hard disk it 
takes a fraction of the time to load. 

If you 've installed a game then you should also 
be able to save your Saved Game files too - this 
means less mucking around with floppies . If you 
have a music sampler then you'll be able to store the 
vast majority of your sotmd files on the hard drive. 
Some sample rs enable you to transfer this kind of 
data straight to hard drive irrelevant of your 
Amiga 's RAM capacity and you'll therefore be able 
to save monstrous files. 

Maintenance 
While hard drives are essentially quite rugged 
pieces of kit, they weren't designed to be treated too 
roughly. The actual mechanism inside tl1e case can 
be upset by sharp knocks and this can lead to tota l 
and irreversible loss of all data on the drive. What 
happens in this instance is tha t the read/write head 
which normally hovers fractions of a millimetre 
above the disk surface, comes into contact with it. 
This is bad news and often means the drive is 
ruined. You can avoid this kind of mishap by treat­
ing your Amiga with respect, you don' t have to sit it 
on cushions or anything , just be aware that violent 
movements or rugged treatment may screw up the 
hard drive . If you find that you using up all that 
hard drive storage space quickly, the answer is to 
only include programs and files which you use reg-

screwdriver and spanner variety , but the software 
sort. Data on hard drives can become what's known 
as 'fragmented '. What this means is that there are all 
sorts of miscellaneous nuggets of code sea ttered 
throughout your drive . If your drive is heavily frag­
mented it impedes its performance and this may 
lead to a hard drive crash . We strongly suggest you 
invest in a program such as Quarterback Tools tl1at 
will verify your drive, squashing all the data 
together and lessening the chances of a crash. 

You should definitely back up your hard drive 
to floppy disk. This process can take a long time, 
but it can also save you incredib le amounts of grief . 
Use a hard drive back-up utility like Quarterback 
Tools and if the worst does happen, you can refor­
mat the drive and simply transfer your data back 
onto it. The initial back-up may take a few hours ,but 
if you do it once a week the program will only 
update those files that have changed, thus cutting 
down the back-up time considerab ly. 

The Trumpcard hard drive: you can plug it on the 
edge of an ASOO or sti ck it inside a n A2000. 
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One of the Amiga 's most remarkable functions is the ability it gives you to make play around with 

video - whether it's home movies or professional projects. Andy Hutchinson gets in on the action 

H 
ome computers are all about taking 
expensive hardware out of the studio 
and the office and putting it into the 
home at a realistic price . It's in the realm 

of video that the Amiga has done more than any 
other computer to bring advanced technology down 
in price and into the living room . These days you 
can create effects very similar to the ones you see on 
television by adding on re latively cheap bits of 
hardware, but what are these odd pieces of kit, and 
what do they do. 

Digitisers 
Have you ever wanted to snap a picture of a film 
star off a video and leave it on your computer moni ­
tor for all day adoration? Well, the good news is 
that it's entirely possible to get the picture you see 
on a television or video film into your Amiga and 
then into your painting package with the help of a 
nifty electronic device called a digitiser . 

In the world of the digitiser, what counts is the 
speed of capture and whet her it's a full colour or a 
grey-scale model. U you want full colour digitising 
then it's going to cost more than the mono version , 
so you should decide how much you're going to use 
it and how professional you want the results to be. 

Digitisers work in a similar manner to scanners 
in that they make an approximation of the real 
world and turn it into digital data . This means that 
the quality of the copied image depends on the 
quality of the original. If you've got a video recorder 
then you could snatch images from your favourite 
movies and retouch or modify them from within a 
painting package. 

The real fun to be had with digitisers is when 
you attach a video camera and start grabbing 

..You can create 
effects similar to the 
ones on TV by adding 
relatively cheap bits 
of hardware" 

images of yourself, your family, your friends and 
your surroundings . Using this system you could 
digitise your mates, retouch the images and put 
them into an adventure game set around your 
neighbourhood . It might not sell thousands , but 
it's a lot fun. 

Jn practice , using a digitiser is simple. Once 
the digitiser is plugged in, you insert your video 
source into the back of the unit. The idea then is 
to get as crisp an image as possible on your TV. 
If, for example, you were digitising a still from a 
video then you'd make sure that those pause lines 
weren't present on the screen as the digitiser would 
snap these too. When you 're happy with the image 
on the television, you simply tell the digitiser to 

VideoMaster is one of the best pieces of Amiga video 
equipment. You don 't have to be a genius to use it. 



Th e Complete Video Solution will give you and your Amiga the edge over the rest 
your video-mak ing fr iend s. Say "Bye -bye " to Beadle , your film s will be far too good. 

The RocKey unit enables you to superimpose Images over video back· 
grounds , so you too could be Micheal Fish or even John Kettley! 

grab the image and it will then appear on your 
monitor. You can then save this as an !FF 
(Interchange File Format) file and load it into a paint 
package such as DPaint for a bit modification . 

One of the possible applications of the digitiser 
is to create animations. By snapping a series of 
frames you can run them back at sufficient speed to 
give an impressive feel of movement. 

The only drawback to this method is that it 
takes up vast amounts of memory, because each 
frame is a picture in its own right. If this sounds like 
fun, then check out the Videomaster from Microdeal 
which enables you to sample both graphics and 
sound at once and play them back at different 
speeds or re-edit them . 

Once you get used to your digitiser , it's possible 
to get impressive results quite simply. The unit we 
recommend is the Complete Colour Solution from 
Rombo which costs £150. This model enables you to 
store small animations and comes with a colour 
adaptor which gives you the ability to take an RGB 
(Read Green and Blue) picture of the screen . 
Sampling the real world has never been so easy. 

Gen locks 
Have you ever wondered how television companies 
manage to get subtitles on the picture? Well, what 
they use is a clever little gizmo called a genlock 
which enables you to plank a computer image over 
the top of a video image and record the combination 
on to video. 

There are loads of possible applications for gen­
locks that are perfectly suited to home video. You 
can put subtitles on videos (makes that wedding 
video look a bit smarter), put captions on your holi­
day videos (you'll never confuse Great Yarmouth 
with Beirut again) or tart up your home-made pop 
videos (you can give the lead singer an Afro hair 
style, but you can't give the drummer rhythm) . 

Genlocks work by combining two signals 
together. In effect, it smuggles your Amiga's images 
on to the video image by hijacking it on the way to 
the display . It doesn't matter what image you wish 
to place over the video image - it can be absolutely 
anything you like. If your Amiga can display it then 
a genlock can overlay it on video. 

Using a genlock can be as tricky or simple as 
you want it to be. You will need two video sources, 
one for playback and the other for recording. That 
means you'll need either a couple of video recorders 
or a video recorder and a camera. The first thing to 
do is to decide exactly what kind of effects you wish 

Rendale 8802 genlock: genlocklng has moved out 
of the techie backwater s and Into the mainstream. 

to employ. Let's say you want to add a caption box 
or two to a wedding video. The first step is to work 
out what you want the captions to say. When 
you've prepared a script (be careful not to overdo it) 
you connect the playback video source into the back 
of the genlock (which is connected to your Amiga) 
and then take a lead to the record video source. 

Now get your caption displayed on your 
Amiga's screen (you can prepare these in DPaint) 
and press play on tl1e first video and record on the 
second one. At the appropriate moment you can 
fade in your captions and the second video will 
record the whole thing, caption, 
original image and all. Once 
you've tried creating a few sim­
ple genlocked effects you can get 
on to more complicated functions 
such as adding colour or flash 
acid-house looking graphics; 
there's plenty of fun to be had 
with a genlock. 

We recommend the Rendale 
8802 genlock from Marcam which 
costs just over £100. 

Chroma-keys 
These wonderful devices were 
invented about ten years ago by 
the men in brown coats because 
they were bored with genlocks . 
Chroma-keys are quite similar to 
genlocks in that you can combine 

With a chroma-key you can replace a colour on the 
video with a computer image. Thus if you filmed 
someone in front of a blue backgrow 1d, you cou ld 
replace that blue with a computer image. 

As with genlocks there's no limitation to the 
image you choose to combine with the video, but 
typical examples include backgrounds of cities and 
jazzy special effects. In fact it must be said that the 
dilldren 's TV department at the BBC would have 
gone out of business a long time ago if they'd been 
deprived of chroma-keying. Everything from Blue 
Peter to Rentaghost would be impossible if they'd not 
been able to film someone in front of a blue sheet 
and make it look like they were in Milton Keynes or 
Cairo or somewhere. 

Blue Peter 
You too can make it look as if your mate went on 
holiday to Venus by whacking a chroma-key in to 
your Amiga and combining it with two video 
sources. The actual procedure is exactly the same as 
for genlocks in that you need to place the chroma­
keyed image on to your original video source and 
record the results on to a second video. Chroma­
keys are quite pricy pieces of hardware so it's only 
worth investing in one if you do lots of video mix­
ing and editing . Roctec Electronics has just brought 
out one of the cheapest and best chroma-keys yet , 
it's called the RocKey and it costs £399. You can 
now beat Blue Peter at its own game. 

computer and video in1ages, but This is what the RocKey (pictured above right) can do with just a 

they go about things differently . few simple images and a little imagination. You could do much more. 

w 
0 
:::) 
(9 
U) 

a: 
w 
z 
z 
(9 
w 
co 
w 
1-
w 
_J 

a.. 
~ 
0 
(.) 

w 
:r: 
I-



The above building was 
designed by Architect David 
Bishop, modelled by XCad and 
rendered with Imagine. 

XCsd 
SPEED - An Amiga 600 is 6 
times faster on zoom and redraw 
than AutoCAD running on a fast 
'386. 

PRACTICALITY - Ideal for 
design in architecture, electronic 
and/or mechanical engineering. 

COMPATIBILITY • AutoCAD 
DXF import/export comes 
complete across the XCad 
range. Print to plotters, laser or 
dot-matrix printers. 

MODULAR - Simple upgrade 
from XCad 2000 to XCad 3000. 

XCad harnesses the incredible 
power of the Amiga to deliver a 
draughting tool to beat all others. 
Processing times are cut to a 
fraction of most PC based 
systems. Plans, designs and 
blueprints can easily be 
produced using simple, flexible 
menus or commands. 

The XCad range starts from as 
little as £129 for XCad 2000 
(1 Mb RAM minimum) which 
includes both 20 Detailing and 
30 Modelling plus automatic 
perspective views. 

The XCad System 
DML's aim is to supply 
professional standards of CAD 
system performance at a price 
users can afford. First time 
buyers need to minimise their 
financial risk. Mature users want 
to extend their systems at the 
lowest possible cost per seat. 
And everyone wants to enhance 
the features and performance of 
their CAO Systems and 
networks. 

We produced the solution to 
these requirements in 1985 
when we launched XCad for the 

illiiil••• Amiga high performance 
workstation. This hardware is 

tXCadBuilt 
Imagine 
The 24 bit image above was 
completely originated on an 
Amiga computer. The drawings 
were designed with XCad, the 
30 model was created from the 
20 drawings and the 24 bit 
image (1280 x 1024 resolution) 
was rendered with Imagine • in 
fact this whole article was put 
together using Professional 
Paqe, XCad and Imagine. These 
Amiga products would amount to £m (RAP), compared to 

utoCAD, 30 Studio and Ventura 
on a PC which comes In at 
£5100 - and that's just for the 
software! Imagine 2.0 has a retail 
price of £269. 

Never before has the Amlga 
been so well complemented. 
Never before has the Designer 
been given so much power, 
speed and flexibility at such an 
affordable price. 

o order the Amiga's No. 1 CAD 
nd rendering packages, contact 
our local dealer or call: 

ahead of its time and XCad has 
amply proved its price 
performance advantage, with 
over 7500 users world wide and 
a well established UK base of 
engineering and business users. 

Now DML introduces The XCad 
System, designed to gain 
maximum advantage from 
modem 30 CAD technology, 
multivendor open computing 
environments, keenly priced 
Unix workstations and CAOCAM 
networks. The XCad System 
offers outstanding value as a 
single user 30 CAD workstation 
or a multiuser engineering 
designer network. As an 
extension workstation for 
existing CAO networks it offers 
unique advantages which derive 
from its direct database 
translation capabilities. 

The XCad System offers 
freedom to mix, match and link 
CAO systems, at the same time 
maximising the value of your 
CAD investments and the 
performance your users will 
achieve. 

OML was founded by Richard 
Nolan to bring the benefits of 
truly Open Computing to the 
CAD industry at a sensible price. 
After spending B years at 
Computervision working with 
CADbS 4X users in the process 
engineering industry he had 
developed a strong appreciation 
of the need for high performance 

All trademarks a .knowledged systems tailored to the special ,_ __________ ---11L-----------, requirements of electrical, 
mechanical, architectural, 
structural and process 
applications. In developing The 
XCad System he was putting 
this knowledge into practice. 

XCad was launched in 1985 and 
is one of the few British CAO 
products to sell successfully in 
the USA, far outstripping any 
other in the number of American 
users. There is a growing 
number of substantial turnkey 
installations in the UK, 

predominantly used for process 
engineering, architectural and 
facilities management 
applications, and frequently in 
networked configurations. 
Feedback from this professional 
user base has contributed 
decisively to the specification of 
The XCad System, making it the 
system of choice where the 
requirements include highly 
developed support for 20 
engineering design, bill of 
materials generation, 30 
modelling and visualisation, 
direct data transfer between 
multi vendor systems, or low 
cost local editing stations on 
established networks. 

The XCad System is a modular, 
customiseable set of compatible 
CAD products directed at the 
specific needs of engineers, 
architects and contractors in the 
process engineering and 
building industries. OML's 
experience shows that these 
users, besides needing 
comprehensive 20 and 30 
design facilities, have a growing 
requirement to handle CAO data 
from a variety of sources and to 
process CAO drawings at 
locations remote from their point 
of origin. 

XCad ++ provides the immediate 
benefit of allowing low cost 
XCad System "detailing" 
workstations to be used as 
extensions to existing networks, 
locally or remotely, for purposes 
of modifying or detailing designs 
produced on completely different 
CAO hardware or software. 
CAO files can be down loaded 
for a working session and back 
loaded to the main data base 
without any loss of integrity and 
without the inconvenience of 
trying to use IGES. 

XCad View is the module that 
adds local or remote "view only" 
and "red lining" capabilities to 
the network, an essential facility 
in most project management and 
control situations. On-line 
communication of design 
drawings and data (electronic 
document interchange) can 
drastically reduce the paper flow 
and document management 
problems in all product design, 
project engineering and plant 
maintenance situations, and 
provide the fundamental basis 
for improved change control 
procedures. Low cost XCad 
Viewstations now bring these 
benefits within the reach of most 
companies. 



FREE 

Silica are pleased to otter THE Software Pad< of the Year FREE wnh ever; Am,ga 
purchased at normal Siiica pnces. It includes lhe sensational new title ZOOL which 
has received rave reviews as the most original game ever seen on the Amiga. 
ZOOL • 'Knocks the socks ott Sonic.' • 97% • Am,ga eom,xn,,g • Nov '92 
STRIKER· 'Footballer of lhe Year· and no mistake •. .' · 94% • CUAmlga -June'92 

PINBALL DREAMS· 'It's quile simply superb' · 94% · AUi • Sep1 ~2 
TRANSWRITE · Premier word processor (UK version) wilh a 90K speU checker. 
Plus, with every Amlga from Silica, we will give you Photon Paint 2 paint package 
and GFA Basic programming language. A total ol over £265 worth of free gifts. 

£265 
ZOOL PACK: 
ZOOL·plai!oon~olllllyear ....• _._ £25.99 
ST!llKER·SOCCO!smlalioll ··-· £25.99 
PINBALL DREAMS· pifilan •- lclo .... E25 99 
TRANSWRl!E-wonlprocessor ........• £4995 

PLUS! 
GFA BASIC.:l,S·pogra!MWlg"-£5000 
PHOTONPAINT2·pa,itpackage.... £8995 

£267J7 

AM'lGtt 600 
with FREE! 

The new Amlga 600 uses state-of·fhe-art 
surface mount technology, for maximum reliability 
and features a 3W floppy drive, mouse. 1V modulator and 
smart card slot all as standard. The Innovative smart card slot 
accepts games, ROM or RAM cards (from 1 Mb up to 4Mb) and will take 
advantage of many future new developments. The very latest veision of the 
operating system, Kickstart/Worl<bench v2.05 is used in the Amiga 600 and ns 
enhanced chip set facilities include improved graphics resolution, Increased 
genlock support and the facility for up to 2Mb of chip memory. The Amiga 600 is 
fully compatible with the A670 CD-ROM Drive and Interlace which will give It 
access to a full range of CD1V titles and audio CDs.The Amiga 600 Is available 

, -;;;--;;;-;;;;;;;;.;~;---::;;~ .-:;;;;::;;;;:::;:;;:--;-- -:::;;-::;;;~~-::;;;~ -;::=========:., from Silica in several configurations including a special 2Mb RAM upgrade &JEW.! .4 'lflTJl"! ._.4 1200 optionaleX1ra·seethechartbelow. J'f, 4.LYU \..7.1"1, • Motorola 68020EC Processor 

: ~::~~~~:h~;:c~~~peed A.MIGA 500 Plus CARTOON CLASSICS 
• 2Mb Chip RAM Standard ~ ~- _ PACK INCLUDES: 

• Amlga00Sv3 .0 ~ ::11.~:;,:·c;: 
We are pleased to offer the 
original 1 Mb Amiga SOO Plus 
(KICl<start!Workbench v2.04), in­
cluding a buitt·ln 18-key numeric 
keypad and Cartoon Classics 
software al !he unbeatable prtce 
of only £299. The Amiga 500 Plus 
can be upgraded, using any of 
the hundreds of penpherals lhal 
are r,;,w available, which include 

• AA Chip Set for Enhanced • -""' TV uro.u,1a, m, 

£399 
INC VAT · Ref: AMC 1200 

The Wild, The Weird and The Wicke~ (WWW) is the 
title of Commodore's new Amiga 600 games pack. 
Priced at £349, it comes complete with Amlga 600 
computer and mouse, plus a range of high quality 

entenalnment soflware. For pack £349 
contents, plus a list of the FREE 
gitts from Silica wnh every Amlga 
600, see the chart on the nght. 1ae VAT AMC°"'' 

Graphics 
• 16 Million Colour palette 
• 2·256 Colours on Screen 
• 1 x 32·B1t CPU/RAM 

Expansion Slot 
• PCMCIA Smart Card Slot 

takes 512K - 4Mb PC Cards 
• Built-in TV Modulator 
• 96 Key keyboard with 

Numeric Keypad 
• 2w Internal Hard Drive 

Optional EX1ra 
• 1 Year On-site Maintenance 

For the more serious user, the £499 Epic Language 
Pack is based around the A600HD, the A600 with 
20Mb hard drive. It Includes challenging adventure 
games and soflware for the linguistically mindedl 
Details are shown on the chart on £

499 the right along with a list of the 
FREE gitts from Silica with every 
Amiga 600 purchased. lae VAT AMC 0799 

• lHE 51'-IPSONS 
• CA?TAIN PI..ANET & 

THE Pl.ANETEERS 

• LEMMINGS 
• OEWXE PNHT I 

'"" 
"'·" "'" "'"' PlUS! FREE FROM SILICA 

• ZOOI.. PACK £127.92 ~d8~~~G~~ ~~r~:sG!~ 
also provide PC emu1auon, 
addruonat RAM expansion, 

~:~ a:e:;:t:!~ r:: 
is also a wide range of ex­
pansions whioh give the A500 
Plus higher resolutions and more 
colour and genlocklng 
capabilities. 

NO 20Mb 
HARD HARD 
DRIVE ·DRIVE 

'LEMMINGS' WWW PACK EPIC PACK 

• h• AMIGA 600 + MOUSE. 3!1" Disk Dnve, TV Modu~tor. Sman Gani Slot £299 .99 £299 .99 £299.99 

: iru:i'iiz+sfi, .viza~5
~~~~ 11~~R,~0

:n~r~~~l~O~~a~oe 
£299 .00 

£79 .99 £79 .99 

: ~~~~d~~5Se53J~lieo L~~i~OJa~~n;~~r~~~n!~ 1~°e°1rrt1r:is s~i~t~i~he 1rack 
£25 .99 

£34 .99 

: ~~}~ Slm"'. A WJ!~~'g::n~· &':~tl:~i:i~:~,n!'~~'\ Ouav.rs? 
£25 .99 
£25 .99 

• EPIC -A Scf-fl advenlure. Can you guide a space flee! across t~e solar system? £29 .99 
• ROME· Your goal ls to become Emperor in this role playing adventure £25 .99 
• MYTH - Can ~ou stop the spread ol evil and question the judgements of lhe gods? £19 .99 

: i~~i~l~ce\~1J~·: 3 oic°fiaNlR~ftt,9;:0~0:, ~uJ~f~:1~: ~~~~~O:ts 
£29.99 

./ 

• 1 YEAR ON-SITE WARRANTY ./ ./ ./ 
PLUS/ • FREE FROM SILICA 
• ZOOL PACK - Four top Amrga titles· see panel above £127.92 £ 127 .92 £127 .92 

: ~~2T~fs1~AmM~~Jei·~:f~0
-~~n~~;:~tt~~i:~~:~ &.r~~ei~·cts 

£89.95 £89 .95 £89 .95 
£50.00 £50 .00 £5 0 .00 

+£45 
RAM0610 

ALL PRICES INCLUDE VAT • DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 
031292 · 1015 

SILICA SYSTEMS OFFER YOU 
• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 
• TECHNICAL SUPPORT HELPLINE: Team of technical experts al your service. 
• PRICE MATCH: We normally match competitors on a "Same product • Same price' basis. 
• ESTABLISHED 14 YEARS: Proven track record In professional computer sales. 
e £12 MILLION TURNOVER (with 60 staff): Solid, reliable end profitable. 
e BUSINESS+ EDUCA noN + GOVERNMENT: Volume discounts available 081-308 0888. 
• SHOWROOMS: Demonstration and training facilities at our London & Sidcup brancihes. 
• THE FULL STOCK RANGE: All of your requirements from one supplier. 
• FREE CATALOGUES: Will be mailed to you with offers+ software and peripheral details. 
• PAYMENT: Major credit cards, cash, cheque or monlhly terms. 
Before you decide when to buy your new Amlga computer , we suggest you think very carefully about 

WHERE you buy it. Consider what 11 will be like a few months after buying your Amiga when you may 
require additional peripherals or software . or help and advice with your new purchase . And, will the 

company you buy from contact you with details of new products? At Silica Systems, we ensure that you 

will have nothing to worry about. We have been established for almost 14 years and. with our unrivalled 
experience end expertise, we can now claim to meet our customers' requirements with an understanding 

which is second to none. But don't Just take our word for it. Complete and return the coupon now tor our 

latest FREE literature and begin to experience the "Siiica Systems SelVice". 

SILICA 
SYSTEMS 

MAIL OROER: 1-4 The Mews. Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
Ofoer Unes Open: Moo-.$at 9 OOam-6.00pm No Ulfe Nighi Opening Fax No: 081-308 0608 

LO NOON SHOP: 52 Tottenham Court Road, London, W1 P OBA Tel: 071·580 4000 
Opemno Hours: Mon-Sa, 9 30am-6.00pm No Late Nigh! Opening Fax No: 071-323 ,737 

LONDON SHOP: Selfridges (1si Aoorl. Oxford Street._London, W1A 1AB Tel: 071-629 1234 
OJ)emng Hours: Mon·Frl 9.50am-7.00pm(Sa1ciose6.30pm) late NlghL 1nursday • 8pm Extension; 391' 

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40X Tel: 081·302 8811 
Openmg Houts: Mon·Sat 9.00am·S.30pm Late Night, f'rlday • 7pm Fu No 081-309 00t7 

ESSEX SHOP: Keddies !2nd Floor), High Street, Southend-on-Sea, Essex, SS1 1 LA Tel: 0702 462426 
Opening Hours: Mon·Fn 9.30am·5.30pm (Sal 9 OO&m-6 OOpm) No Late N(ghl Operung Fax No: 0702 462363 

fr o: Silica Systems.AMFORS-0193-80.1-4 The Mews, Hatherley Rd, Sidcup, Kent. DA14 4DX\ 

·~~f!$1&1~~1·Wltitl~!t9#M11tffiW!•lt•X•lil4!,ll1t•Xd•II 
Mr/Mrs/Miss/Ms: ..... . Initials: .. Surname : 

Company Name (if applicable): 

Address: ........... . 

Postcode: . 

Tel (Home): ...... . Tel (Work): 

~ hich computer(s). if any, do you own? .......................................................•.........................• BO~ 

... E&OE • Adve rl lsad prices and speclllca 1lons may chan ge • Please return the coupon !or the latest Information 



BACI< ISSUES 

ISSUE 3 
Majoring on music 
with a big release. 

ISSUE 11 
Chaos! The buzz· 
word of the year, 
on the Amiga. 

ISSUE 19 
Beginners' special, 
explains how to 
care for your Amlga. 

ISSUE27 
True Colour brings 
16 million colours to 
your screen. 

ISSUE 35 
What lo do If you 
have the art or 
music program, but 
not the talent. Plus 
HAM paint program 
Spe<tracolor Jr. 

~ 
EVERYTHING 
YO U ALWAYS WANnD TO 

!,! KNOW 
ABOUT YOUR 

AMIGA 
r,,a.-,1 

ISSUE4 
The complete story 
of the Amlga. 

ISSUE 12 
How to get into 
music, with a free 
covertape tune! 

ISSUE 20 
The best there is in 
Amiga software 
chosen & explained. 

ISSUE 28 
The secrets of game 
graphics revealed by 
Vivid Image. 

ISSUE36 
With the multi· 
media program 
CanDol Jr and the 
full low-down on 
the A600 and the 
CD-ROM drivell 

ISSUE 5 
Explore the amazing 
world of 30 . 

ISSUE 13 
Games made from 
films: why are they 
always so poor? 

ISSUE 21 
Paint programs: 
every single one 
tested and rated. 

~ 

ISSUE 29 
First review of the 
ASOO Plus, word 
processors tested. 

ISSUE 37 
The amazing story 
of musicians and 
artists who have 
made ii big with an 
Amigo, plus 
Animation Station. 

ISSUE6 
Simulation games: 
why are they such 
an obsession? 

ISSUE 14 
Public Domain spe· 
cial: we pick out the 
best free software . 

ISSUE 22 
Samplers, scanners 
and digitisers can 
change your world . 

ISSUE30 
Huge XMAS special 
with two complete 
full-price programs! 

ISSUE 38 
Got an ASOO? Learn 
haw your machine 
can become a Super 
Amigal Plus: choose 
a monitor from our 
guide and lntroCAD. 

SS 

ISSUE 7 
Leorn lo program 
with Dave Jones! 

ISSUE 15 
A real mixed bag, a 
trip around the 
world of the Amiga. 

30 secrets revealed , 
complete full-price 
game on disk. 

ISSUE 31 
Beginners' speciol 
plus how lo make 
your own games . 

ISSUE 39 
Bored with games? 
Think you can do 
beller? Read the 
first part of the 
Bullfrog's guide. 
Plus: DevPac 2. 

ISSUE 8 
How lo make great 
videos with your 
Amiga's help. 

ISSUE 16 
CDTV: the very first 
look at the future of 
home computers. 

I II 

ISSUE 24 
CDTV exclusive, 
plus two complete 
full-price games!! 

ISSUE32 
Every single CDTV 
disc available is 
under review. 

ISSUE40 
We give you all the 
hints and tips on 
how lo gel the most 
out of Deluxe Paint. 
Plus: TVText and 
CrossDOS. 

es 

ISSUE 17 
The first look al 
true colour, bringing 
16 million colours! 

ISSUE 25 
DTP explained plus 
the massive round· 
up of the year. 

ISSUE 33 
Landscape program 
Vista, plus how to 
create cartoons. 

ISSUE41 
The inside story on 
two new Amigas: 
the A4000 and 
A 1200. Plus: com· 
plele word 
processor Scribble!. 

ISSUE 10 
Business software 
explained and the 
best game ever! 

ISSUE 18 
Massive Christmas 
1990 special with 
complete game! 

ISSUE 26 
Deluxe Paint IV -
exclusive disk demo 
and first review! 

ISSUE34 
Desk top publishing: 
explained.Full Page 
Setter DTP program 

ISSUE42 
The top 30 games 
af all lime tipped. 
Plus: Complete 
AMOS language and 
Lemmings 2 Demo 
an the disk. 



SUBSCRIPTIONS 

Subscriptions 
Thinl< carefully ... then do it. 
Consider . A year 's worth of the most 

popular Amiga magazine in the world , 

delivered in a mysterious silver plastic 

wrapping straight to your door every 

month. What's in it for you? 

Well , it's a luxury, isn't it? Of course, 

you could go out and buy the maga­

zine every month . But isn't it nice to 

treat yourself occasionally? 

Save the time and trouble involved in 

that monthly excursion to hunt 

through the shelves at the newsagent 

- instead, put your feet up and enjoy 

the feeling as your monthly treat is 

delivered to your door . 

And remember that in those moments 

of crisis - when others are chasing 

round all the shops in town in a 

desparate search for the last copy of a 

sell-out issue - you 'll be laughing . 

So how much does it cost to enjoy the 

luxury of having someone else do all 

the hard work? Surely it must be a tidy 

bob or t:wo? 

Absolutely nothing . Not a penny . 

Postage included , th e whol e thing 

works out slightly cheaper than I 2 

issues of the mag azine at norm al pric e. 

When you consider that means ov er 

2,500 pag es of magaz ine w ith review s 

of 300 new games and over I 50 item s 

of serious software and hardw are, plus 

stacks of information about how to get 

the best out of your machine , and all 

the latest news of wh at' s go ing on in 

the Amiga world - you begin to realise 

it's a heck of a deal. 

So how can you be so unkind to yourself as to let the opportunity go? 
UK £38 .95 Europe £67 .95 Rest of world £97.45 

We will also give you the choice of any one of these great freebies ... 
,,,i.: .. =..,,"' .. "'.,,"',."' .. "'. ""---~.,.~il~T.~ .• ~ .. -~,.~ .. -~,.~, ... J!,J 

Ill h 1111:t SU , 
WIV,i S~vi1111 ZiUi UIUt f1 
:t:~ ~,~1:~=i.. ~:: :m:g !I 
;v11m <-H~ n.n 4'44.U 
wu1'i lhomfll ».43 mui 
l~Jne NottfJ.tt UUI 4.131.71 
Uftim hlNI IUt t!U.O 
U/il/U Chlkfs U. ,a UU.U 
,.,,11,,,. ntmtlf o.s. mu, 
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1
" 

' . 
Harlequin Wizkid Personal Finance Manager 

Microd eal's DIY domest ic-budg eting 
system is ideal for balancing you r 
chequ e-book , or keeping small busi­
ness accoun ts! 

Two Free Issues 

Here you get 23 levels of crazy 
platform mayhem in search of a vital 
organ . It got a massive 78 per cent 
in Amlg• Form•t Issue 33 . 

A stunningly bizarre platform puzzle 
adventure game from the inappro­
priately named Sensible Software . 
Scored 93 per cent in Issue 37 . 

Altern ative ly, you can have the best 

free gift of th em all - two extra 
issues of Amiga Format. Extra infor­
mation and entertainment. 

r------------------------------------- ·-------------------------------------------------------- -------------------- ---------------- ------ ---------------------- ----- --------- ----------- ---- -------------
' 

!.;:. Amiga Format subscription order form 
Yes! please enter/renew my subscription to Amiga Format and send me the software of my choice 

i Tick as appropriate D Harlequin D Wizkid D Pers. Fin. Manager D Free Issues 

D UK £38.95 D Europe £67 .95 D Rest of World £97 .45 

Please send me the following Amiga Format back issues _ _ _ __ __ _ _____________ _ 

Name ----------------------------
Address ---------------------------

Telephone No. -----------------------­
Method of payment D Access D Visa D Access D Postal order 

SEND THIS FORM TO: 
Amiga Format Subscriptions 
Future Publishing Ltd 
Somerton, Somerset 
TA11 6TB 

Please make cheque s payable to 

Total Order ------------------------ Future Publishing Ltd 

Credit card No. _____________ Expiry Date This offer is valid until 31 Mar 1993 

AF MAG 2/93 



MILLENIUM MICROS 
DISCOUNT MAIL ORDER COMPUTER SUPPLIES 
THIS IS ONLY A SMALL SELECTION OF OUR SUPPLIES SO 

IF YOU CAN'T FIND WHAT YOU WANT BELOW - PHONE 
Amiga 6o<l/l~ffi/Deluxe Paint 3/ Lemmings ........... - .£2i9 
Arrugo 60011 MB/20\1B lnremal !DE Hard Dnve ...... .£439 
pace.Ace, Kl k Off 2, Pipe Mania. Populous ..... A<ld LlS 

Zool. Striker. Pinball Dreams, 1'canswrite ........... .Add £15 
Anuga 500 Ph"IL\181(.artu<>o Clas,,ic<; ..................... .£269 
CD1V Jlnfrared remOle!Wbrkbench 1.3 8. Manual, . .£3(,9 
CD'JV MulUmedhl/Keybow<liFDD/ l'red Fish ........... .iA59 
Amlg.1 1200/2MJl/14MHuAGA Graphlc,1WB 3 ...... ..1375 
Amtga 1500.t1M81WB 2'11,e Work.vDcluxe Paint ~1 

Rome Accounts1Elfl'J'oklfPuzmic ....... _ .... ,, ........... ..£429 
Amlga 300()t2<MHV52MB HDilMB RAM ............. ..tB7'i 
Arniga 3000/25MHz/105 MB HDl!MB RAM .......... £1575 
Amlga 4000,2SMHUAGA Graphlcs/40MB HD ...... ..tl989 
Amiga a000/25MH,l AGA Graphics' 120Mll HO.. . £20R9 
Amlga 4000!25~1HZ1 AGA Graphics/2·.0A1B HD ..... ..t2479 
• Many others 3000/4000 Configurat,ons A,·ailable • 
VIDEO DIGn1S ERS AND ENCHANCEMENTS 
Opilh iSlon 24 Bit Graphics catd & video system .... ,£1',99 
0P'J)v,,.,on Frame grJbber/Genlock module.. .. PHONE 
Opalvlsion Roaster . .. . .... .. .... ... ........ ............. PHONI! 
OpaJv.,Joo Scan rate Convener IDe-interlacer) ... PHONF 
Opal vision Quad input production switcher ....... PHONE 
Seal,, Prcscnllltlon system >Oftw.tre ............ ............ .;,159 
GYP Impact Vision 2, Bit Colour ........................... .£1539 
Harlequin \11.AB Real Time \'UV Digitiser ............... .£259 
Harlequin MS-P3·iOO/Gc'fllod,i Decoder1Encodes1Muh1· 
mndard ' Linear plus digit,) keyer (19' r.ickl .... ~0-.9 
Harleqµin 1V Paint 32 Bit Graphics P•ckage . ......... .£7'!.9 
H2rlequ,n 1500 Framebuffer ..... . .. . .1.1149 
Harlequin 3()(1() Fmmebuffer -- .............................. .U299 

ACCEI.EllATORS 
SOLID STATE 1,ElSURf (MOO/A 1 'I.XJ/ A 2000); 
A5000 68020168881 16MHz/l~IB Ram........ .. .. £1'\9 
A5000 68020i68881 16MH:ll2MB Rom ................ .... .£189 
B<;OO(l 68030168882 25MHz!~m Ram ................. .('359 
B'iOOO 68030/68882 25MH218MB Rom ..................... ..1.49') 
B'iOOO 68030/68882 .l3MHz.'4MB R•m ................. .£.l4S 

1150()0 68030/68882 33MHzt8MB Ram ..................... ..l.589 
GYP G-Foru, fi8030fC/6!1882 25MHzllMB R"1u ...... S.539 
GYP G-Force 68030E068882 40MHz/4~m Ram .... J;T;9 
GYP G-Force 68030/68882 50Mflz/'IMB llam ........ .ll09') 
GYP G-Fon,, 680,0 33MHU2MB R.un ................... S.11 9 
GYP A530 Combo 68030EC 4()MHz/lMB/52MB HD .\:629 
GVP A53() Comho as obove hu1 with lliThlB HO ...... Ui49 
GYP A530 Combo as above but with 120MB HD ... .£725 
FUSIOS 68040c28MHz/4MB Ram ....... ..£1149 
A2620 14Mll>l2MB 68020 (J\Jj()()/2000) ............... . tl89 

HARD CARDS 
GVP IMP~CTSeries 2 HCS+No Haro Drive .......... £119 
GVP L\O'ACT -e,; 2 HC8+,'42MB Hard Prive... .£2'!.9 
GVP lMPACT Serie,, 2 FIC8+/80MB Hard Dn,e ....... £325 
GVP IMPACT Series 2 HC8+.'120MB H:trd Drive . .... .£385 
GYP IMPACT !i<-ries 2 HC8+/213~ffi Hard Dnve ....... .1.625 

IIAllD DRIVES 
GYP Series 2 HD8+J42~ffi Hard Dri>C (A500) ...... .. Sl{'fi 
GVP Serles 2 HDS+/80MB Han:I Drive (A500) ... .. .. .\359 
GYP Serles 2 IID8+1 l20MB Han! Drive IA500l ..... .. £.399 
GVP Series 2 HD8+/ 213MB Hard Drive (AM) ........ £625 
QUANTUM 120MB Hard Dnw t No Controller) ...... .£30<! 
MAXTOR 213MB H:ud Drtve ( o (.onrroller) ... . .. £479 
ICI) Ad 'J Frame (l'i00/2000) .................. ............ . £15 
MlCRO!lO'OCS Har<l Fr.ime C.rd (150()12000) ..... .. £129 
ROCTEC Rocmate external H•nl Drive case ............... £89 
A570 CD Rom Drive... .. ................ ..!.319 
ZAPPO 10MB Tiard Drive/OMH Ram ........... ... ... ... J.l"/9 
ZAPPO 60.118 Har<l Orive/OMB Ram ........ ............. £.3 9 

RAM EXPANSION BOARDS/SIMMS 
GVP S.:nt:.s 2 RAMR/OMB Popul,icd ...... _,,_ ........... .t9~ 
O\IP >eries i RAMa12MB Populated ..... , ................ S.139 
Sl~L\t 32 - !MB 60ns Ram UpW">de (.~530.'GF-030) ... ..£65 
lMM 32 • ;MB 60n, Rom upgrade (A5301GF-O~L .£J69 

SIMM 32 - !MB 40n.s Ram upgrade IG-force 0-1-0) ... £1<9 
!MM 9 Biv lMB 80ns (HC8+/ l{J)8+/ RAM8) ............. .£AS 

SIMM 9 Biv-!Mll SOn:, 0{08+\ ................... .. ....... .U29 

ALL PRICES INCLUDE VAT & FULL WARRANTY. 
POSTAGE £8 . CREDIT/DEBIT CARD ORDERS 081-546 4522, 

9AM-8PM 7 DAYS 
CHE.OUE/POSTAL ORDERS TO: 

MILLENIUM MICROS, 30 FERNHILL GARDENS, 
KINGSTON, SURREY KT2 5DL 

Reach the top 
LCL~~~~~M!i 

INCREDIBLE VALUE: 
24-PROGRAM 
COURSES WITH A 
BOOK & MANUAL 
FOR ONLY £24 EACH 

(Micro Serie s have outstandingl y good 
graphics & musk for that level) 
Totally comprehensive courses 
with far too many features & 
topics to list , 
but some examples are: 

I MICRO MATHS ( 11 ye ars .. GCSE ) I Algebra • Geom etry • lli gon ome tty ',· _______________ .. _ • Statistics • Arithm etic 

I MICRO FRENCH (Beg inn ers - GCSE ) I Real. spe ec h • Graphi cs adventure game • ',· ________________ ... Talkin g cartoon 

MICRO GERMAN (Beg inn ers - GCSE & Bus iness) Real spee ch • Graphics ._ ______________________ adventure game 

• Business letter generator 

I MICRO ENGLISH (8 years .. GCS E) I Sp~Uing • Pun ctuation • Grammar ',· ________________ .. _ • LHerature 

(* All appropriate LCL Cow-ses are National Curriculum 
compatible & run on most computers.) end cheques/P.0 .s 
(+99p P&P) or phone ord ers, or requ ests for free colour 
poster/catalogues to: 

~ iiig 0491~579345~(24 hrs) ~ 

AMIGA REPAIRS VISA 

JUST £44.95 
* Cornmodo1·e registered * Over 10 years experience with Commodore computers * Up to 20 qualified technician engin eers at your disposal 

• IDC. 

* We will undertake to repair your Amiga 500 computer for just £44.95 including parts, 
labour , VAT and post & packing * Some computers can be repaired within 24 how ·s of booking in * Prices include full service check , overhaul, soak-test and replacement of power 
supply unit if necessary * Repairs to keyboard and disk diive also included (£25 extra if the e units are 
unrepairable and require complete replacements) * All repairs covered by a 90 day warranty 

How to take advantage of this exceptional offer: simpl y send or hand 
deliver your machine to the workshop address detailed right, enclosing 
payment and this advert, and we will do the rest. (Important , please 
include a daytime telephone number and fault description) . 

* If you require 24 hour courier to your door, please add £5 else your 
computer will be sent back by contract parcel post . 

WTS ELECTRONICS LTD 
STUDIO MASTER HOUSE 

CHAUL END LANE 
LUTON,BEDS,LU48EZ 

Telephone (0582) 491949 - (6 lines) 
WTS reserve the right to refuse machines that in their opinion 

are beyond reasonable repair .. normal charge applies. 
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We have tried to avoid jargon in The Complete Beginner's Guide. However, some of it was 

unavoidable. But all is not lost, because over the next four pages all is explained ... 

A's 
ACCELERATOR: An expansion unit that speeds 
up your Amiga's CPU (Central Processing Unit). 
Often used to speed up flight and other simulation 
games, but of more use for serious programs such as 
desktop publishing. 
ADVENTURE GAMES: style of game in which 
you pit your wits against the Amiga using text and 
graphics to solve various puzzles and thus progress 
through the game. The Amiga Format games 
review team is unanimous in its verdict that The 
Secret Monkey Island 2 (LucasArts/ US Gold, £37.99) 
is the best adventure game. 
AGNUS: One of the Amiga's CUSTOM CHIPS. 
Agnus is mainly responsible for graphics work. 
There are different versions called FAT AGNUS, 
FA TIER AGNUS and SUPER FAT AGNUS. 
AMICA: The name of the marvellous machine you 
have been discerning enough to buy. The company 
that produces the Amiga range is Commodore. The 
only other thing you need to know about the Amiga 
is that it's the Spanish word for girlfriend. 
AMICiADOS: Stands for Amiga Disk Operating 
System. You are given control over this hidden sys· 
tern through CLI (Command Line Interface) and 
Shell, which allow you to control what's happening 
to things on your disk. 
ANIM: Similar to IFF (Interchange File Format) a 
standard way of storing pictures and sound. ANIM 
is the equivalent for animated images. 
ANTI-ALIASING: a painting term. You'll find 
that images often have a ragged edge, caused by the 
coarseness of the screen resolution. Anti-aliasing is 
the process of softening the edges with colours that 
are part way between the background and fore­
ground colours. 
ARCHIVING: a system whereby files are saved in 
compressed format using one of the many archiving 
programs available for the Arniga. 

BAUD: a measure of the speed of the connection of 
a modem. Usually translated as bits per second 
(BPS), but is more literally 'level transitions per sec­
ond' . Don't confuse with Throughput, the speed of 
the transfers you make down the phone line. 

BBS: Bulletin Board System(s). A bulletin board is 
a network you can link up with by via a telephone 
line by using a modem. Once connected to the 
board you can send and receive messages and PD 
programs, or link up with other users to play 
games. 
BEAT-EM-UPS: style of game in which the action 
involves pounding opponents into submission by 
punching, kicking, stabbing and slashing 
while try do the same to you. Best example is 
Streetfighter 11, which should be released on the 
Amiga shortly. 
BEERWARE: like shareware only the author of 
the program wants to be sent some beer rather than 
money. 
BIT BUCKET: a theoretical receptacle into which 
things disappear. 
BITS: read the piece about bytes before going any 
further. Right, got your head round that. Well, 
every byte is subdivided into eight binary units 
known as bits. lf you use two bytes at a time you are 
using 16 bits. Three bytes is 24 bits and so on. 
BLITTER: is a block image transfer device. It is 
used for copying large areas of memory from A to B 
or to combine areas of memory into a single image. 
It is widely used to create large graphic shapes in 
computer games. 
BRUSH: Whenever you draw a line in a paint 
package you use a brush. The brush can be one or 
more pixels wide. Most programs give you a choice 
of brushes of different sizes and shapes. Built-in 
brushes are usually just one colour. 
BUBBLE JET PRINTER: Works in a similar way 
to ink jet printer, but instead of electronically forc­
ing ink through nozzles on to the page, a bubble jet 
uses tiny elements to heat the ink in the nozzles. At 
a certain temperature bubbles form and force out 
the ink. 
BUFFER: Because the Amiga is capable of out· 
putting information to a printer faster than it can 
print it, most printers have a buffer zone which 
stores the information from the Amiga until it can 
be printed. 
BUMP MAPPING: painting term to describe the 
process of shading a 20 image to make it appear it 
is 30 . 
BYTES: Bytes, kilobytes (K) and megabytes (Mb) 
are all to do with your Amiga's memory. Bytes are 
like boxes that are capable of storing a given 
amount of information. 

You might think that lMb is enough memory to 
store all the information in the known universe, but 
it's not. It takes about 2K to store the contents of one 
page of printed text and one second of sampled 

sound uses about 32K of memory. Just to complicate 
matters a kilobyte is not 1,000 bytes but 1,024 and a 
megabyte is not a million bytes but 1,048,576. This is 
because computers work according to binary maths 
(base two). If you start at the number one and keep 
doubling it you will eventually reach 1,048,576. 
Why not try it at home? 

C's 
CAD: Computer Aided Design. Programs that are 
used mainly for technical drawing. They store the 
data about images mathematically. 
CELL: The position at the intersection of a row and 
a column in a spreadsheet. Cells are like pigeon 
holes that hold figures, data, functions, text and so 
forth. 
CHIP RAM: You know that your Amiga has three 
custom chips (chips that have their own specific 
tasks independent from the main processor). Well 
CHIP RAM is memory that is allocated to those 
chips. 
CD-ROM: Compact Disc Read Only Memory. 
CD: Compact Disk is likely to be the way forward 
for the Arniga and could eventually replace the 
floppy disk. The main advantage of CD over floppy 
dis~ is storage space. One CD can store the equiva­
lent of 640 Arniga 880K floppy disks. It's also 
cheaper to produce and more difficult to pirate than 
a floppy. 
COTY: Sounds pretty snappy doesn't it, a combi­
nation of compact disc and television. In fact COTY 
stands for Commodore Dynamic Total Vision. 
Basically COTY is a computer that uses CDs instead 
of disks. It also represents a marketing ploy to 
change the image of computers and make them 
appeal to a wider audience by making them look 
like video recorders or CD players. Early versions 
didn't have a computer keyboard, but were oper­
ated by a user· friendly hand-held thingy similar to 
a TV remote control. 
CENTRAL PROCESSOR: the brain of the Amiga. 
With most computers, the CENTRAL PROCESSOR 
does all the hard work. With the Amiga, the CEN­
TRAL PROCESSOR (A Motorola 68000) is aided 
and abetted by the CUSTOM CHIP set. 
CHROMA-KEY: remember the Tribe Of Toffs song 
John Kettley ls A Weatherman? Well they could 
usefully have added another verse saying: "He's 
also a very good example of how a chroma-key 
works ... and so is Michael Fish." With a chroma-
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key you ca.n replace a colour on a video with a com­
puter image . So if you filmed someone against a 
blue background you could then replace the blue 
with a computer image. In John Kettley' s case the 
blue is replaced with the computer-generated 
weather map . 
CIS: another name for Compuserve, a subscription 
Bulletin Board Service. (BBS). 
CLI: Command Line Interface . A program that 
allows you to type commands into AmigaDOS for 
standard operations such as copying files or getting 
a directory . 
COMPOSITE VIDEO: the combination of lumi­
nance (black and white video) and chrominance (the 
colour component) into one signal, hence the name . 
The most common video signal in use after RF. 
CPS: Characters Per Second . A measure of printer 
speed . Sometimes inanufacturers will give two fig­
ures , one for draft printing and one for NLQ (Near 
Letter Quality). 
CPU: Central Processing Unit. The Mr Big of the 
chip world . This one is the decision-making chip 
that tells everything else what to do . 
CROSSDOS: a program that enables you to read 
from and write to disks formatted by other comput ­
ers, most notably IBM personal computers. It's not 
an emulator , but allows you to access data stored on 
IBM and other disks . 
CUSTOM CHIPS: One of the attributes of the 
Arniga that makes it so powerful and so much more 
versatile than other machines is the fact that it does 
not rely on its CENTRAL PROCESSOR for all the 
hard computing work . Its designers built-in several 
other , smaller , processors that handle various ele­
ments of the computing proce ss. See also AGNUS, 
DEN1SE, PAULA, GARY. 

D's 
DAISY CHAIN: if you run four external floppy 
disk drives from your Arniga the way in which they 
are connected is known as a daisy chain. As there is 
only one external disk drive port on the Arniga, the 
first is plugged in here, the second into the back of 
the first and so on . 
DATABASE: a database is simply a computer file 
containing records , and is fantastically useful for 
organising information , whether it' s an address 
book or supermarket stock records . 
DENISE: One of the Arniga's CUSTOM CHIPS. 
DEN1SE handles the video work (moving things 
arou nd the screen and so on). 
DIGITISER: a device used for grabbing images 
from a television and importing them into your 
Arniga . Some digitisers will only grab black and 
white images and must be linked to an RGB (Red 
Green and Blue) splitter which separates the video 
signal into the different red, green and blue con­
stituent parts to create a colour image . 
DIP SWITCHES: because most printers are 
designed to work with more than one sort of com­
puter it is necessary to set up the printer for the 
computer . This used to be done by turning on or off 
a series of DIP (Dual Inline Pole) switches, bu t now 
it is more likely that a new printer can be set up 
using front pane l displays. 
DOORWAY: also called Gateway . A way out of 
the main Bulletin Board Service into a subsystem, 
usually a game or other online pursuit. 

DOT MATRIX PRINTER: Most common and 
cheapest printer. Works by forming each character 
from a group (or matrix) of pins that strike the 
paper (noisily) through an inked ribbon . Most dot 
matrix printers have nine pins , more sophisticated 
models have 24 pins and therefore a better print 
quality because there is less space between the dots . 
DOWNLOAD: transfer a file another machine to 
yours . 
DPI: Dots Per Inch . The quality of a printer's reso­
lution is measured by the number of dots per inch it 
creates - the more the better. Most printers are capa­
ble of producing between 240 and 360 dpi. A 
professional Imagesetter ( the printer we use to pro­
duce Amiga Format ) is capable of a whopping 
great 2400 dpi. 
DRAFT PRINTING: dot matrix printers offer 
draft printing, which sacrifices quality for speed, 
making it ideal for producing rough copies and first 
drafts of documents . 

E's 
EMAIL: short form of Electronic Mail, a service 
similar to ordinary mail except the messages are 
delivered electronically rather than phy sically. 
EMULATORS: an emulator is a remarkably use­
ful device which in effect changes your Amiga into 
a different computer . For example, if you use a BBC 
computer at work, but were discerning enough to 
buy an Amiga for home use, an emulator program 
would enable you to use the BBC software on the 
Arniga , rather than just transfer files between the 
two computers . Emulators are still very much in 
their infancy and are likely to raise some interesting 
copyright questions . 
EPSON COMPATIBLE: a trade standard . Epson 
is a printer manufacturer. If a printer is Epson-com­
patible it should work on your Amiga. If you have 
any doubts check thoroughly with the manufacturer 
before you buythe printer . 
EPS : Encapsulated PostScript. This is a file format 
used for saving pictures and other graphics . 
EXTERNAL FLOPPY DISK DRIVE: most 
Amigas have one disk drive . With certain pro­
grammes , such as copying disks, this means a lot of 
disk swapping . A minor task, but one that can 
become irritating . An external disk drive means you 
can run two floppy disks at once. Most external 
floppy disk drives cost between £50 and £60. You 
can run up to four external floppy disk drives on 
your Arniga . 

F's 
FAST: Federation Against Software Theft. Pirating 
(illegally copying) games and other programs costs 
the industry zillions of pounds in lost revenue. 
FAST is the body that is attempting to stamp out 
pirating by finding ways to make it more difficult to 
copy programs and by prosecuting pira tes. 
FAST RAM: This is RAM that is allocated for use 
by programs and the main processor. 
FIELD: a database record is sub-divided into fields, 
that contain specific pieces of information . For 
example , a record of a customer called J Smith could 

be divided into fields that would contain addres s, 
phone , number, age , and any other relevant infor­
mation . A key field or index field is one which is 
used as a reference point for the record. For example 
if the surname field was the key field you would 
find J Smith ' s record by searching for the surname 
key field. 
FILL: a paint package term . Mostly when you 
draw something it will be in outline . If you want it 
solid you can fill it. The fill will be the same colour 
as your brush. Flood fill describes a function which 
stops filling when it reach es the border of another 
colour . 
FLIGHT SIMULATIONS: popular category of 
game in which the Arniga's amazing graphics are 
used to stunning effect to create landscapes which 
you fly over and blast the living daylights out of 
your enemy. 
FLOPPY DISK: the disk containing games and 
the suchlike that you insert into your Amiga . It is 
called a floppy disk because , beneath the protective 
case, it is a little floppy , black round thing, like a 
mini version of those flexi-discs you used to get free 
with music mags . 
FONTS: sometimes spelt fount s. A style of type­
face. 
FORMATTING: before you can use a new blank 
disk you must format it so that the disk is correctl y 
set up for use on the Amiga . It is a simple operation , 
fully explained in the Workbench section . 
FRACTAL: fractal is short for fractional dimension 
and is a fiendish ly complicated mathematical con­
cept based on the principle that a fractal recognises 
not just one, two or three dimensions , but an infinite 
variety . Scenery generators such as Vista use fractals 
to draw landscapes . 
FRAME GRABBER: device for capturing live 
video data and converting it into computer picture 
data. It does not require a still video signal. 

G's 
GADGETS: once you 've opened a window , the 
gadgets are the bits around the border of the win­
dow that enable you to do various thing s to it such 
as scroll up and down or from side to side, resize 
the window and so on . 
GARY: One of the Arniga 's CUSTOM CHIPS. Gary 
takes care of memory management . 
GENLOCK: an Arniga video device that gets its 
name from two words : GENerating LOCK. a gen­
lock enab les you to link the Arniga with a video 
image and pla ce graphics created on the Amiga on 
top of that video image. The combination can then 
be recorded to video . The most obviou s application 
of a genlock is to use text and graphics to title or 
caption one of your videos , but any image you can 
create on your Amiga can be tran sferred to video 
using a genlock. 
GOD GAMES: relatively new style of game in 
which you have total control over a closed environ­
ment, such as a city, island or planet. You must 
make sure the inhabitants under your control pros­
per and multiply by giving them the necessary skills 
to do this against various odd s. Mega-lo-Mania and 
Sim City are good examples of God games . 
GRABBING: the process of grabbing images from 
video and TV and storing them on a floppy disk so 
that they can be recreated on your Arniga. 



GUI: Graphical User Interface. A means of commu­
nicating with your Amiga by way of a mouse and 
pointer as with the Workbench program. See WIMP 
(Window Icon Menu Pointer) . 

H's 
HAM: Hold And Modify . This is a desktop publish­
ing and paint packaging term that gets its name 
because the function holds the screen and modifies 
it to disp lay all the different coloured pixe ls avail­
able to you. HAM programs vastly increase the 
number of colours available to you. 
HARD DISK: a big disk for storing all the software 
that you use regularly . Works much faster than a 
floppy disk. More and more games are now instal­
lable to hard disk. 
HOOK UP GAMES: the name given to games 
which allow two or more people to play against one 
another using separate Amigas . Arniga Format's 
highly skilled team of game reviewers reckon the 
best hook up game is the flight simulation Air 
Warrior, which allows up to 40 people to play one 
another via a telephone modem link. 
HOST: the computer you dial up when you con­
nect to a Bulletin Board Service . 

I's 
ICONS: small images on the Amiga screen that rep­
resent a specific operation. To select a particular 
function simply place the mouse pointer on it and 
click. 
IFF: Interchange File Format. A standard way of 
storing pictures and sound. Almost all art programs 
can load and save pictures in this form. 
INK JET PRINTER : higher quality (and a lot qui­
eter) than a dot matrix printer. Works by spraying 
ink on to the page through a series of tiny nozzles . 
INTERLACE: interlacing describes the way a TV 
picture is divided into two fields of odd and even 
numbered horizontal lines which are swapped 
every 50th of a second in PAL systems (Phase 
Alternation Line - the colour TV system that has 625 
lines at 25 frames per second) This results in the 
transient illusion of the 625 lines which make up the 
full TV frame every 25th of a second. 

K's 
KICKSTART: the name of the set of programs that 
are run when you switch on your Amiga . 

L's 
LASER PRINTER: The best, and most expensive, 
of the four types of printer - the other three are ink 
jet, bubble jet and dot matrix. The way in which 
laser printers work is complicated, but basically the 
laser creates the image of the characters by firing a 

charge at a photosensitive drum, which then attracts 
the toner to it . The characters are transferred 
directly to the paper which runs over the drum . 

M's 
MEMORY: Much confusion is caused to newcom­
ers by the idea of Memory. In general computing 
terms there are two types of memory: ROM and 
RAM. With the Amiga however, there is the addi­
tion of CHIP RAM and FAST RAM. Memory is 
calibrated in BYTES and KILOBYTES. You should 
not confuse 512K RAM and 512K disk storage space. 
MIDI: Musical Instrument Digital Interface. A stan­
dard code by which MIDI-equipped devices, such 
as a computer and a synthesiser, can communicate 
with each other . 
MNP : Miracom Networking Protocol. A device 
used with a modem and telephone line. Up to level 
5 MNP filters out any garbage from line noise. Level 
5 also uses data compression, so you can get twice 
as much down your phone line at once. 
MODEM GAMES: games that you can link up 
through a modem and a telephone line to play 
against opponents anywhere in the country. There's 
a commercial variation on this theme whereby you 
dial up the main game controlling computer and 
use special software to link into it. Usually you need 
to pay a subscription to play . 
MODEM: although it only looks like a small box, a 
modem is a truly wonderful device that allows you 
to connect your computer to others over a telephone 
line. You also use it to connect up with Bulletin 
Board System (BBS). 
MODULATOR: a device used to convert the 
Amiga's RGB (Red Green and Blue) and audio sig­
nals into either RF (Radio Frequency) or television 
and separate audio signals. Built-in to A600 and 
A1200 machines. 
MORPHING: a relatively new, but potentially bril­
liant, visual effects function. Michael Jackson's Black 
Or White video is probably the best-known example 
of morphing - the bit where the faces change from 
one person to another. Morphing is an effect which 
makes it possible to distort and superimpose images 
in a quite remarkable fashion. 

N's 
NEXT ISSUE: The Tllustrated Encyclopaedia of the 
Amiga - don't miss it! 
NLQ: Near Letter Quality . Most modern printers 
offer at least one NLQ font, for printing finished 
documents to a high standard . Printing in NLQ 
mode usually slows down the printer. Top of the 
range printers also offer SLQ (Super Letter Quality) 
fonts. 
NTSC: National Television Standards Committee -
the US colour TV system prevalent in many parts of 
the world which has 525 lines running at 30 frames 
per second. 
NULL·MODEM GAMES: games designed to be 
played by two players using two Amigas, that are 
linked by a null-modem cable. With a racing game 
such as Lotus 2 this allows you to race against your 
opponent rather than the computer . 

O's 
OVERSCAN: to ensure that a TV picture reaches 
the edge of the average video screen a system called 
overscanning is used . This is really just a picture 
bigger than the displayed TV area . A typical, 
though memory hungry, Amiga overscan resolution 
is 768 x 576 pixels in hi-res, but variations are very 
widespread. 

P's 
PAL: Phase Alternation Line. The colour TV sys­
tem used in the UK (and many other countries) 
which has 625 lines at 25 frames per second. 
PALETTE: the range of colours at your disposal in 
a paint program. 
PAULA: One of the Amiga 's custom chips . Paula 
handles sound and disk management. 
PCM CARD: the Personal Computer Memory card 
is about the same size as a credit card , but is capable 
of storing vast amounts of memory , and therefore 
all sorts of software. But what makes the card really 
special is that it is compatible with other computers. 
At the moment it costs oodles to produce, but 
Commodore must think it has a future because 
there are PCM card slots on the new A600s and 
A1200s, and Commodore has already said it would 
be easy enough to release PCM card adaptors for 
other models . 
PCMCIA: stands for Personal Computer Memory 
Card International Association, a high powered 
group representing the major computer companies 
which is looking into and regulating the develop­
ment of the PCM card (Personal Computer Memory 
card) . 
PD: Stands for Public Domain. When software pro­
grammers waive their copyright the software 
becomes public domain and can be freely copied . 
PD software is available from Public Domain 
libraries. It's much cheaper than copyright software 
and usually the price only covers the cost of the disk 
and administrative expenses. The only restriction on 
copying PD software is that the author should be 
credited on all copied versions. 
PIXEL: The word pixel is derived from two words : 
Plx(for picture) Element. A pixel is often described 
as a dot of colour. More accurately a pixel is like an 
open square on a bit of graph paper (except its on 
your screen) . You create images by colouring in 
each individual square or pixel. 
PROTOCOL: a transfer protocol a software system 
whereby two computers can send and receive infor­
mation while involved in Comms . Common 
protocols are XMODEM and ZMODEM . 
PULL DOWN MENUS: the list of functions and 
operations contained within the Workbench, or 
other program's , title bar . 

To access the Workbench pull down menus just 
hold down the right mouse button. This will make 
the menu headings visible. 

Then move the mouse pointer over the appro­
priate menu heading . You can then move down the 
list of menu items and select the function you want 
by clicking on it with tl1e left-hand mouse button . 
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R's 
RAM: Random Access Memory . Memory that can 
be altered . The main use of RAM is to store pro­
grams and program data while the program is 
running. You can increase your Amiga 's memory by 
installing a RAM expansion unit. Beware though, 
that every time you switch off the Amiga, the con­
tents of RAM are erased. 
RAM DISK: This is a virtual 'disk' created on your 
Amiga's desktop . The Amiga treats it in the same 
way as a standard disk. Beware though, like RAM, 
it is erased every time you switch off the Amiga . 
RANCE: The spread of colours from one shade to 
another , say red to blue through lots of shades of 
purple . 
RECORD: lf you think of a database as a tradi­
tional filing system, a record is the equivalent of a 
card containing information on a single subject, 
such as a customer. 
RELATIONAL DATABASE: a relational 
database program enables you to create two 
database that are linked to one another. U you had 
a busin ess with clients all over the world you could 
create one database with all the client details and 
another with a key field defining the country in 
which they live. When you type in Albania that 
would pull in all the information about clients in 
Albania from the other database . 
REMOTE: when you connect to a Bulletin Board 
System you are the remote terminal to the host 
because you are far away, in the same way the 
remote control to a TV set is across the room. 
RENDERING: producing an image by calculating . 
RESOLUTION: A normal Amiga screen is a grid 
of pixels 320 pixels across and 256 pixels down , 
which works out at a total of 81,920 pixels on the 
screen. The number of pixels that make up the 
screen i known as the resolution. The more pixels 
the higher the resolution and the better the image 
on the screen. 
RF: Radio Frequency . The method used to transmit 
combined video and audio signals from broadcaster 
to receiver. A technical compromise which achieves 
its goal at the expense of marked quality loss from 
tl,e original source. 
RCB: Red, Green and Blue. The raw colours which 
are used to make up electronic (as opposed to 
printed or painted) images, such as colour TV or 
computer - creen images . The Amiga outputs RGB 
video as standard. Using an RGB monitor gives far 
crisper pictures than composite or RF video. 
RCiB: This is a video signal tliat has been split up 
into its three colour components - Red, Green and 
Blue. 
ROM: Read Only Memory . Memory that cannot be 
altered . Unlike RAM which is wiped dean every 
time you switch off the Amiga , ROM retains its con­
tents . But again , unlike RAM which can be written 
to, you cannot alter the contents of ROM. The most 
obviou s use of ROM for the Arniga is to store 
Kickstart. 
RPCi: Role Playing Game . Jn RPGs you can set up 
the attributes of a d1aracter or group of characters 
before embarking on your adventure . The Amiga 
Format games review team reckon ilia! the best RPG 
is Eye Of The Beholder 2 (SSI/ US Gold, £35.99) 
RTF: Rich Text Format. A text equivalent to !FF 

(Interchange File Format) . Whereas !FF enables a 
variety of picture graphics and sound data to be 
exchanged into different programs, RTF does the 
same for text. 
RUBBER BANDING: a paint package tool for 
drawing curves . 

S's 
SCANNER: device for converting a still, flat image 
sudi as a photograph or newspaper cutting, into a 
computer image . Scanners are either hand held (you 
run them over the image) or flatbed (similar to a 
photocopier). 
SCART: a 21-pin connector used by many modem 
VCRs and TVs to send video, audio, RGB and other 
signals in one single socket. 
SCRIPT FILE: a set of commands saved as a text 
file, that you would otherwise have to type in by 
hand. 
SCSI: Small Computer Systems lnterfaee (pro­
nounced Scuzzy) A device that enables you to 
connect hardware, sud1 as a laser printer, to your 
Amiga. But be warned, you need a separate SCSI for 
every piece of hardware. 
SELF·BOOTINCi DISK: a disk that starts up the 
Amiga of its own accord. Disks that are not self­
booting have to be accessed from the Workbend1 
program. The Workbench disk and most game disks 
are self-booting . 
SHAREWARE: software that is initially free but 
you are meant to pay the autl1or some money if you 
like the program. A sort of "try before you buy" 
deal 
SHEET FEEDER: a device for automatically feed­
ing fresh sheets of paper into a printer. 
SHELL: an advanced version of the Command 
Line Interface which allows you to type commands 
into the Amiga Disk Operating System (AmigaDOS) 
for operations sud, as copying files or getting a 
directory. 
SHOOT·EM·UPS: style of game in which the 
object is to fire laser death bolts at aliens or other­
wise mutilate , zap, and destroy your opponents. 
SOUND SAMPLER: Hardware device that con­
verts electrical music signals into computer sound. 
Can also be used witl, a microphone to capture live 
sounds. 
SPLITTER: A device for splitting a video image 
into red green and blue image components electron­
ically rather than with a black and white camera 
and filters. 
SPORT CiAMES: obvious really. There's a huge 
variety of sports games from snooker to baseball, 
football, American football and even rugby union to 
name but a few. 
STENCIL: an area of the screen in a paint package 
that is masked off so that you can' t draw on it. 
Colour stencils are areas where you can't draw on a 
particular colour or set of colours. Area stencils 
describe drawing an outline around an area of the 
screen to protect it from being drawn over. 
STRATEGY CiAMES: style of game in which you 
use your skills to determine a winning strategy 
whether you're playing chess or commanding a 
tank division . 
SYSOP: short for System Operator, the person 
who is in charge of setting up and running a 
Bulletin Board System. 

T's 
TRACTOR FEED: A mechanism for pulling a 
continuous line of paper through a printer. 

U's 
UPLOAD: to send a file from your computer to 
another one. 

V's 
VIEWDATA: a form of Bulletin Board Service that 
uses graphics similar to teletext on the TV. 

W's 
WILD CARD: a Shell function that enables you to 
group files together . 
WIMP: Windows Icon Menu Pointer . An early sys­
tem for communicating with computers by using a 
mouse and pointer, rather than having to type in 
loads of computer lingo instructions. Now replaced 
by Graphica l User Interface systems sud, as the 
Amiga Workbendi . 
WINDOWS: The name given to the frame on the 
screen that contains a disk 's icons. 
WYSIWYCi: What You See ls What You Get (pro­
nounced whizzie-wig). Describes a program in 
which the screen display matd1es the printed out ­
put. 

Y's 
Y/C VIDEO: By keeping the Luminance (Y) and 
Chrominance (C) video components separate a far 
better picture quality can be obtained . Y IC is the 
format used in Super-VHS and Videos systems. 

Z's 
ZORRO: first coined as the name for the prototype 
Amiga 1000, Zorra boards are now expansion 
boards for the high-end Amigas. 



AMIGA PERIPHERALS 
GVP's HDS+ hard drive and A530 hard drive with 40MHz accelerator, represent 
the highest quality Amlga 500 peripherals, at very affordable prices. Each 
incorporates a fast action hard drive. RAM expansion capability, custom 
VLSI chip and FaaaSTROM SCSI driver. for unbeatable performance. 

GREAT 
VALLEY 
PRODUCTS 

The HDS+ hard drive offers up to 8Mb of standard 
Internal Fast RAM expansion and the 

QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

A530 Combo, up to 8Mb of 32-bit wide 
fast RAM expansion. Both feature a 
SCSI controller, which supports up to 
6 additional devices. and an 
Autoboct/Game cut-off switch. Both 
are available in 80. 120 and 213Mb 
hard drive versions. 
In addition, the A530 Combo zooms 
the Amiga forward with an 030 
accelerator, running at a blistering 
40MHz. This enables your Amiga 500 
to run at an incredible 12. 1 MIPS; faster 

Silica Systems are pleased to present the GVP range 
of peripherals. GVP are the world's largest third party 
manufacturer of peripherals for the Amiga range and 
have a reputation for high specification , quality 
products. The company was founded only four years 
ago by a man who knows about the Amiga, 
Commodore's ex-Vice President of Technology. He, 
along with a team of Amiga experts ird~ oltler ex­
Commodore staff, understand the add-on requirements 
of Amiga owners better than anyone. Not only do 
GVP provide peripherals that Amiga owners want, 
they also offer peace of mind, with a 2 year warranty 
on the products they manufacture. So, if you are 
looking for tne very best in peripherals for your Amiga 
computer, look no further than GVP. 

than an Amiga 30001 No other product in 
the world combines all the features found in 
the A530 Combo! A plug-in PC emulator option, 
shown below. is available for 
the HDS+ and A530 Combo 

~ :a ······ SCSI HARO ORM 
40, 80, 129 & 213Mb VERSIONS 
ULTRA FAST ACCESS 

TRANSFER RA rt UPTO t. 1-.isec· 
t'1l!E RATE Of THE213MbHDJ . ...•. 

FREE BROCHURE 40MHt IID30EC CPU 

OPTIONAL .... 2 MATHS CO·PROCES$0R 

RETURN THE COUPON FOR YOUR COPY RUNSAT12.1 MIPS ~ASllRTHAIIAN A300011 
IWUIWARE IUPPORT TO MAP KICUTAAT INTO 
32-11 WKlf. FAIT RAM FOii FASTER Ofl'EMTIC* 
(Ul<ECICHING11ElffAATIMlS\'S1lMI 

PC EMULATOR 
PLUG-IN OPTION FOR HOS+ & A530 

-· : I • • I 

UP TO IMI Of I Ofl t-flill FAIT RAM 
(80R9-bd WIDE SIMMS· 1!0n, OR OUICIIER\ 
UP TO IMfli Of 32-bH WIDE FAST RAM 
(32-bltWIDESIMMs· 60nsl 

I••• POPUUTED 

• -
HOO/ACCELERATOR 'CUT·Off' SWITCH FOR 
1aa,'. GAME C-OMPATIBIUTY 
SCSI CONTftOLLER FOR U, TO I 
AOOrtlOlW.. 0£VICES 

VLSI CUSTOM CHIP 

FMAST ROM stS I DAIVER 

IOOITICAL COLOUR 5 STYl'*l TO THE ASCII 

BUil HN VENTIUTION FAN TO PREVENT THE 
UNIT FAOM OVERHEATING 
DEDICATED POWER SUPPl Y 

'MINl·SLOr FOR FUTURE EXPANSIONS 
(E G P<l EMUU,ORi 

REMOVAILE MUHA SUPPOfn 
DIRECT MEMORY ACCESS IDIIAI mu 
FOR ULTIMATE PERFORMANCE 

EASY·TO·USE SOFTWARE 

2 TEAR WARIWITT 

7.48 ,i, 
2S 40 

Mall!"""" 68882 181182 - ... ... 32-bilRAM VIDEO GENLOCK 
• 2x Composite Vld«), rx S·VHS inputs 
• RGB Compos/re I/Kleo & S-VHS OUfpUtS 

available simultaneously 
• SOOnd mixer, 2 mono Inputs and f output 
• Ful sohware conl!OI via control panel, 

holkays and/o, ARaxx 

-32-bilRAM 
Ems 

Code 

13'o l&o 

SCSI SCSI 

I.FGOIIO ""'""' 

• • 
• • 
• • 

• • • 
• 

• 
• 
• 

• • 
• • 
• • • • 
• • 
• • 
• • 
• • 
• • 
• • 
• • 
• • 
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PRESS COMMENT: ,-~~~~~------------------~ ~~uiL~::t:: HARD DRIV~!c! ~£~ELERATORS 
AM/GA SHOPPER (HOS.) 

'GVI' claims t/,/s Is tlte lmtesl hard 
drive In the world and none of our 
/esls could,,_. tltat wrong _ 
Umouchable. THE choice' 

AMIGA SHOPPER (HOB+) 

'Still tlte best hard driw'- 92" 
AM/GA FORMAT 11191 (HOB•) 

'GYP have done H againf_ 94,; 1-..:;..-- -= ;......- .= ;;.....,..... ___ ~---~--~ 
AM/GA FORMAT 9192 (A530) MODEL 40Mb 80 Mb 120Mb 213 Mb 

' - 11,e build qualily Is exa,//ent _ i-----£-,,-3_4_9-t-,,.£-4_4_9+-£-5_2_9-+-£---6_9_9--t 
In term, of performance, their Ret HAR 0840 Ret. HAR~ Rei HAR 0922 Rei HAR 0933 
gear Is tl,e best - their 
equipn,Mlt is word, -r penny'. £849 £929 £1099 

AMIGA FORMAT 9192 (A530) ...._ _____ .._ ___ ___. ..... Aet ..... HAA .............. ..... ... Aet-.... """= °"'=' ........ "" ...... ' HA ...... R ... 0983......., 

33 
&ill-ii 

... HARD CARDS VIDEO ENHANCER RAM BOARDS 
16'o 

SCSI 
Set/Par 

• 16 millt0n colours O 768 x 580 PAL Res 
• Supports comp video, S-VHS & RGB 
• Broadcast quality genlock 

• Factory ,nstalled Hard Drives 
• O, BO. 120, 213 , & 420Mb options 
• On-board 8Mb memo,y sool<ets 
• Add up to 6 SCSI deVJCeS 

• Up to BMb of FAST RAM 
• Upgrade in 2Mb incromenrs 
• Supports industry standa.rd RAM chips 
• D1agnost1c software included 

""'w~ • Fully auro·conf,gurrng ~=.~.::~ -£599 £849 £1199 £1499 

The Impact U HC8 hard cards are the equrvalenl 
ol the HOS+ hard dnve, bu1 for lhe 1500 and 2000 
models They are some of the tas1est hard drives 
available, and incorporate an unpopulated 8Mb 

• Now with RGB splitter 
1,-V-olon2<1slhelalesl2<-bilProlessc,nai 
1/ldeo Adapior. tt !ealulll$ 16 mil1on colours oo 
9Cl8en er onoe. bul-11 grrixlr , lcke< lixer, lrame ~Ca=~D=~·,= The RAM-8 offers an easy way to upg,ade your 

1500 Of 2000 m 2Mb increments up to 8Mb. The 
RAM 8 1s lully auto·contigurmg and is supphed 
wlth peace-of-mind dlagnos1ic soltware 6Mb 
cool1gura!1on supported fOf bndgeboard owners 

Am1ga computers and even suppons the new 

~~~=~:~ 
VID 
2500 £349 

All GVP G-Fon:e acceteratoo; can be lumed 
Into a hard card by adding a Mounl Kit, GVA 
4251, £39.95, !Wing It 1he ULTIMATE Arnga 
1500/200D peripheral. Any 1 ' SCSI drive can 
lhen be moooted on to 1he accatern1or. 

RAM expansion 

OMb Rei HAR 1300 

120Mb Rei HAR "22 

213Mb Rei HAR 1533 

£129 
£449 
£699 

&Oftware, Scala IV24 video titling software, plus 

==~~f2it1~ 
lv.24 • VIU SPUTTER .. "" '" £1498 
lv.24 • VIUTRAJISCODE!h"'_V10n2<£1888 

OMb populated RAM'"" £99 
2Mb popul ate d RAM2002 £149 

ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 
111192·13!5 

SILICA SYSTEMS OFFER YOU 
e FREE OVERNIGHT DELIVERY: On all hardware orders shipped In the UK mainland. 
e TECHNICAL SUPPORT HELPLINE: Team of technical experts at your seMce. 
• PRICE MATCH: We normally match competitors on a "Same product • Same price" basis. 
• ESTABLISHED 14 YEARS: Proven track record in professional computer sales. 
• £ 12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 
e BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 
• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 
• THE FULL STOCK RANGE: All of your requirements from one supplier. 
• FREE CATALOGUES: Wiii be mailed to you with offers+ sottware and peripheral details. 
• PAYMENT: Major credit cards, cash, cheque or monthly terms. 
Before you decide when to buy your new Am1ga products, we suggest you lhink very carefully about 
WHERE you buy them. Consider what it will be like a few months after you have made your purchase , 
when you may require additional peripherals and software, or help and advice. And, w,11 lhe company 
you buy from contact you with detalls of new products? At Silica Systems, we ensure that you will have 
nothi ng to wor ry abou t. We have been established for almost 14 years and, with our unr ivall ed 
experience and expertise, we can now claim to meel our customers· requirements with an understanding 
which is second to none. But don't just take our word for it. Complete and retum the coupon now for our 
latest FREE lilerature and begin 10 experience lhe 'Silica Sys1ems Service'. 

SILICA 
SYSTEMS 

MAIL ORDER: 1·4 The Mews, Hatherley RdlaSidcup, Kent. DA14 4DX 
Ordet Lines Open. Mon·Sat 9.00e.m-6 OOpm No te Ntgtit OpeOll'lP 

LDNOON SHOP: 52 Tottenham Court Road, London. W1 P OBA 
Openlng Hool>: Mon-Sal 9.30am-6.00pm No la1e Nlg!II Openlng 

LONDON SHOP: Self ridges (1s1 Roorl. Oxford Street'- London, W1A 1AB 
Opening Hoo,s ; Mon-Frl 9.:lOam,7.00pm (Sar oose6.30om\ LA1e Nigh!. 1n!Mlday • 1'r>11 

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcuo, Kent, DA14 4DX 
Opening Hours: Mon-Sat 9.0C>am-S,30pm Late Night; F'rlday • 7pm 

ESSEX SHOP: Keddies !2nd Aoorl, High Street. Southend-on-Sea, Essex, SS1 HA 
Openlng Hoo,s: Moo·Fn 9.00am-5.3Qpm (Sar 9.DOam-<;.OOpm) No la1e N;gm ()pen,ng 

Tel: 081-309 1111 
Fax No· 081·306 0608 

Tel: 071-580 4000 
Fax No: 071·323 4737 

Tel: 071-629 1234 
Extemuon: 3914 

Tel: 081-302 8811 
Fax No 0&1·309 0017 

Tel: 0702 462426 
Fax No'. 0702 462363 

f"'ro: Silica Systems, AMFOS-0193-68. 1·4 The Mews. Hatherley Rd. Sidcup. Kent. DA14 4Dx"'I 

PLEASE SEND A BROCHURE ON THE GVP RANGE 
Mr/Mrs/Miss/Ms: ....... Initials: ................... Surname: ..................................................................... . 

Company Name (if applicable): ............ .......................................................................................... . 

Address: .... 

Postcode: ...... ............................. . 

Tel (Home): Tel (Work): ... 

~ hich computer(s). if any, do you own? ........................................................................ ··.:;;.;;;.,68~ 
E&OE • AdVerttsed prices and specillcallons may change • Please retum !he coupon tor the latoS1 lnlom'l8!1on 



Bewildered? Confused? Constrained? 

Girl: Oh dear 
Daddy, how 
can I move all 
my IFF files 
from the root 
directory of 
my IDE HD to 
a floppy using 
the CLI? 

Dad: Ermm??! 

-
Would you Ilk• to do clllmage to 
people who keep on telllng you 
_.,,.. thing• llbout the Amlg•? 

EH 
Rafi Disk 

Do you know your be•t-'em-upa 
from your ahoot-'em-upa? Or tor thm 
llllltter from your~·' 

DIR 
L-

Well, think th8t It'• 8bout time you 
did know your 'Hri-' aoftw•re, 
,- pmea •nd your h8rdw•re ••• 

Please insert 
Workbench2.0 
in any drive 

.... nd within the pmg•• of The 
Amlp F-t Encycloplledl• we'll 
exp .. ln wh8t Workbench la. .. 

... wh8t ex8Ctli, • RAii disk or for ... we'll even expl•ln the entire Oh •nd we'll •lao bung In Iota of .... nd lot• of lnform11tlon •bout 
th8t 11111tter eny kind of disk (floppy Amlp ,. .... to you, who Invented It 81nUalng stories •bout men cmlled aoftw•re comp11nlea. It'• going to 
or h8rd) c•II ua over znl- but... •nd why It'• cmlled •n Amlp... Jeff, chip• c•lled Deni..... be • b .. at, thenk you for llatenlng. 

\._.:.The · Amiga -Format Illustrated Encyclopedia . . 



You won't be for very much longer ... 

~ . ~ ;;i r~ I L \ f 
~~ :. '~~ f 

Nobody knows everything, 
but you could get close. if 

you read ••• 

(and it's all for under four notes!) 

of the Amiga is priced at £3. 95 .. 



Here's a handy guide to all the distributors and manufacturers mentioned in 51-57 Lacy Road 

the Amiga Format Speci.al Beginner's Guide. So if you can't find a piece of soft-
Putney 
London SW15 1 PR 

ware or hardware, check here for a useful telephone number .... 
Tel: 081 780 2222 

Edlib 
7 Sampford Brett Lane 
Willi t on 
Somerset 
TA4 4JT 
Tel: 0984 32320 

~ Electronic Arts 

I: 90 HeronDrive - Langley 
C) Berks SL3 8XP 

~ Tel: 0753 549442 

~ Elite Systems 
Anchor House 

:a Absoft 169 Dale Valley Road Surrey RHZ 7 AD Essex SSS 4DY Anchor Road 

E 2781 Bond Street Hollylbrook Tel: 0737 222003 Tel: 0702 206165 Aldridge 
Rochester Hill Southampton 501 6QX Walsall WS9 8PW 
MICH 48309 Fax: 01703 785680 Blade Software Core Design Tel: 0922 55852 

.... USA Brooklands New Road Tradewinds House 69171 

en Tel: 0101 313 853 0050 Anco, Software St Ives Ashbourne Road EMC Compugraphic 

~ 
7 Millsiade Industrial Huntingdon Derby DE22 3FS 8 Edith Road 

Acclaim Entertainment EstatE~ Cambs PE17 4BG Tel: 0332 297797 Clacton on Sea 
4 Walcote Place Lawson Road Tel: 0480 496497 Essex C015 1JU 

n Winchester Dartford Crazy Joe's Tel: 0255 431389 

~ Hants 5023 9AP Kent DA1 SBH Blitterchips 145 Effingham Street 
Tel: 0962 877788 Tel: 0322 292513 Cliffe House Rotherham Empire Software ,... 

Primrose Street South Yorks 4 The Stannetts 
Accolade Arca1na Software Keighley 565 1 BL Laindon North Trade 
Bowling House 2 Clare Street BD214NN Tel: 0709 829286 Centre 
Point Pleasant Bristol Tel: 0535 667469 Basildon 
Wandsworth Avon 857 7XS D&H Games Essex SS 15 6DJ 

~ London SW18 1PE Tel: 0272 297162 Blitsoft 114 Clifton Road Tel: 0268 541212 

I Tel: 081 877 0880 6 Dorney Place Shefford 
m Art VVork Bradwell Common Bedfordshire SG 17 SAN Enigma Variations 

() Active Sales And 1 Pond View Milton Keynes Tel: 0462 816103 1 Grove Park Court 

0 Marketing (Thalion) Wootton Ulceby Bucks MK13 8EL Harrogate 

~ Unit4 South Humberside DN39 Tel: 0908 666265 Daze Marketing North Yorkshire HG1 4PD 
-u Acton Hill Mews Business 6SF Dagmar House Tel: 0423 501595 
r Centre Tel: 0469 588138 Centaur Software 12 Old Street m 310-328 Uxbridge Road International London EC1V 9AB 
~ 
m Acton Hill ASDC:i Lonsdale House Tel: 071 490 2944 ESP Software 

ClJ London W3 9QW 925 Stewart Street Woodland Park 32a Southchurch Road 

m Tel: 081 752 0260 Madi:son Colwyn Bay LL29 7HA Digital Marketing Southend on Sea 
G) WI 53713 Tel: 0492 531830 International Essex 551 2ND 

z Alternative Image USA Unit 3, Poyle 14 Tel: 0702 600557 

z 6 Lothair Road Tel: 0101 608 273 6585 Centresoft Newlands Drive 
m Leicester LE2 7QB Unit 2/3 Coin brook Europress Software 
:D 0533 440041 Audiogenic Software Holford Industrial Estate Berkshire Europa House 
<.i5 Unit:27 Holford Way SL3 ODX Adlington Park 

G) Alternative Software Chris1tchurch Industrial Birmingham 86 6AX Tel: 0753 686000 Macclesfield SK10 4NP 

c Units 5-7 Centre Tel: 021 625 3399 Tel: 0625 859333 

0 Baileygate Industrial Wealdstone Digita International 

m Estate Harrow HA3 8NT Commodore Business Black Horse House First Choice 
Pontefract Tel: Qi81 424 2244 Machines Exmouth EX8 1JL Unit 8 
West Yorkshire WF8 2LN Commodore House Tel: 0935 270273 Armley Park Court 
Tel: 0977 797777 Big Elang Enterprises The Switchback Off Cecil Street 

188 Kenmore Avenue Gardner Road Digital Multimedia Armley 
Amiga Centre Scotland Kenton Maidenhaed 87 Victor Gardens Leeds LS 12 2AE 
Harlequin House Harrow Berks SL6 7XA Hawkwell Tel: 0532 637988 
Walkerburn Middlesex Tel: 0628 770088 Hockley 
Peeblesshire HA3 :BPR Essex SSS 4DY Gajits Music Software 
Scotland EH43 GAZ Computech Services Tel: 0702 206165 Amex House 
Tel: 089 687 583 Beau Jolly 87 Victor Gardens 40 Princess Street 

29a Blell Street Hawkwell Dom ark Manchester M1 6DE 
Amiganuts United Reigate Hockley Ferry House Tel: 0612362515 



Gem Distribution Chelsea Harbour 22 High Street Lanes WN7 4AD Tel: 061 724 7572 
Lovet Road Lots Road Keighley Tel: 0942 682203 
The Pinnacles London SW10 OXE W Yorkshire 8021 2AA Softville 
Harlow Tel: 071 351 2133 Tel: 0535 667206 Prisma Software Unit 5 
Essex 29 St James Ave Stratfield Park 
Tel: 0279 412441 lnfograms Microdeal Upton Heath Elettra Avenue 

18a Old Town PO Box 68 Chester CH2 1 NB Waterlooville 
Genlock Ltd Clapham St Austell Tel: 0244 326244 Hants P07 7XN 
Metcom House London SW4 OLB Cornwall PL25 4YB Tel: 0705 266509 
Bradley Lane Tel: 071 738 8199 Tel: 0726 68020 Psygnosis 
Standish South Harringdon System 3 Software 
Wigan WN6 OXQ lntraset Software MicroPace Building 18 Peterborough Road 
Tel: 0257 472866 10 Woodside Avenue Unit 10 182 Sefton Street Harrow ..a 

Clayton-le-Woods Perth Trading Estate Liverpool L3 4BQ Middlesex HA 1 2BQ s George Thompson Chorley Perth Avenue Tel: 051 709 5755 Tel: 0818648212 
Services Lancashire PR6 7QF Slough Berks SL 1 4xx (.) 
Cucumber Hall Farm Tel: 0257 276800 Tel: 0753 551888 Rage Software Team 17 Software Ltd IU 
Cucumber Lane Trident House Prospect House Q. Essen don JCL Business Systems MicroProse/MicroStyle 105 Derby Road Borough Road U) 
Herts 71 St Johns Road Unit 1 Liverpool L20 8LZ Wakefield 
AL9 6JB Tunbridge Wells Hampton Road Industrial Tel: 051 933 2688 West Yorkshire WF1 3AB .... 
Tel: 0707 664654 KentTN49TI Estate Tel: 0924 291867 ; Tel: 0892 518181 Tetbury Rainbow Arts 
Gold Disk Glos GL8 8LD Sketty Close Telescan Computer D: Unit 5 Kosmos Software Tel: 0666 504 326 Brackmills Business Park Services 
5155 Spectrum Way 1 Pilgrims Close Northampton NN4 OPL Handsworth Road ~ Mississauga Harlington Microsystems Software Tel: 021 702 2323 Blackpool 
Ontario Dunstable 12798 Forest Hill Bvld FYS 158 

'CC Canada L4W SA 1 Beds LUS 6LX Ste 202 Renegade Tel: 0253 22296 
Tel: 0101416602 4000 Tel: 0525 873942 or 0525 West Palm Beach C1 Metropolitan Wharf c, 

875406 FL 33414 USA Wapping Wall UBI Soft ... 
Gordon Harwood Tel: 0101 407 790 0772 London E 1 955 Finchley House :& 
Computers Krisalis Software Tel: 071 481 9214 707 High Road 'CC New Street Teque House Millennium North Finchley 
Alfreton Masons Yard Quern House RGB Studios London N 12 OBT 
Derbyshire DES 7BP Downs Row Mill Court Gables Tel: 081 343 9055 
Tel: 0773 836781 Moorgate Great Shelford Framfield Road 

Rotherham 560 2HD Camb CB2 5LD Buxted US Gold 
Gremlin Graphics Tel: 0709 372290 Tel: 0223 844894 East Sussex TN22 4PP Units 2-3 w 
Software Tel: 0825 732666 Holdford 0 
Carver House Leisuresoft Mindscape Birmingham 86 7AX :::::> 
Sheffield 51 4FS Sketty Close International Rombo Tel: 021 625 3366 CJ 
Tel: 0742 753423 Brackmills Business Park Prority House 2 Baird Close (f) 

Northampton NN4 OPL Charles Avenue Kirkton Campus Virgin Games a: HB Marketing Tel: 0604 768711 Maltings Park Livingston 338 Ladbroke Grove w Unit 3 Burgess Hill Scotland EH54 7 AZ London W10 5AH z 
Poyle 14 Llamasoft W Sussex RH 15 9PQ Tel: 0506 414631 Tel: 081 960 2255 z 
Coin brook 49 Mount Pleasant Tel: 0444 246333 CJ Slough SL3 ODY Tadley Sector Software Virtual Reality Labs w 
Tel: 0753 686000 Hants RG26 6BN Mirage 39 Wray Crescent 2341 Ganader Court CD 

Tel: 0734 814478 12 Moody Street Leyland San Luis Obispo w 
Helios Software Congleton Lancashire PR5 3LW CA 93401 USA I-
163 Huthwaite Road Loriciel Cheshire CW12 4AP Tel: 0772 452414 Tel: 0101805545 8515 w 
Sutton-in-Ashfield 7 Rue Du Fosse Blanc Tel: 0260 299909 

_J 

a... Notts 92230 Jennevilliers Seventeen Bit Wizard Software ~ Tel: 0623 554828 France Natural Graphics PO Box 97 20 Hadrian Drive 0 Tel: 010 331 4688 2838 PO Box 164287 Wakefield Red hills () 
Hi Soft Austin West Yorks Exeter w The Old School LucasArts Games Texas 78716 WF11XX Devon EX4 1 SR I 
Greenfield PO Box 10307 USA Tel: 0924 366982 I-
Bedford MK45 5DE San Rafael Fax: 01015123281925 Zeppelin Games 
Tel: 0525 718181 CA 94912 Silica Systems 9D Ash Way 

USA Ocean 1-4 The Mews Houghton-leSpring 
Hi-Tee Software Fax: 0101415721 3344 Software/Hitsquad Hatherley Road Durham DH4 6JW 
4-5 Barmouth Court 6 Central Street Sidcup Tel: 091 385 7755 
Barmouth Road Marcam Ltd Manchester M2 SNS Kent DA 14 4DX 
Sheffield 57 2DH 62 Tenter Road Tel: 061 832 6633 Zone Distribution 
Tel: 0742 587555 Moulton Park Siren Software Eurolink Business Centre 

Northampton NN3 1AX Omega Projects Wilton House Unit 70 
Impressions Tel: 0604 790466 Omega House Bury Road 49 Essra Road 
Unit 2/12 83 Railway Road Radcliffe London SW2 1 BZ 
Chelsea Garden market MCM Distribution Leigh Manchester M26 9UR Tel: 071 738 5444 
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Bio Con ............................... 118 ................... 010 886 25016744 
Camcorder Plus .................. 72-73 
Cheetah .............................. .77, 78 ........................ 0222 867777 
Datel. ................................... 128-129 ..................... 0782 744707 
Deltronics ............................ 93 ............................. 081 769 9568 
Dial a Disk ........................... 105 ........................... 081 309 5556 
Diamond ............................. 108-11 O ..................... 0703 232777 
Digita .................................. 90 .............................. 0395 270273 
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Educational 
Software 
The Connoisseur's Choice 

If you are looking for software to help with the National Curriculum, 
then look no further. Our new free catalogue is packed with 
programs suitable for all ages from six to adult on a wide range of 
educational and leisure subjects. 

Subjects now available include ... 

Maths Geography Sport 
First Aid French History 

German English Words General Knowledge 
England Spanish Spelling 

Italian Arithmetic Scotland 
Science Football Natural History 

1' Aval/able for most home & business computer., 

1' Best-se/1/ng programs with supetb reviews 

1' Ask your dealer or use our 24 hour mall order se1Vlce 

1( Many programs allow you to add your own lessons 

1' Enjoy leamlng from your computer 

Write or telephone for our new FREE 16-page colour brochure of 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 
DUNSTABLE, Beds . LU5 6BR 

Telephone 0525 873942 or 875406 
tu 
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Kontax ................................. 117 ............................ 0628 773212 
Kosmos ............................... 160 ........................... 0525 873942 
Krisalis ................................ 105 ............................ 0709 372390 
LCL ..................................... 150 ............................ 0491 579345 
MD Office Supplies ............. 93 .............................. 0689 861400 
Matrix Leisure ..................... 93 .............................. 0920 484479 
Millenium ............................ 150 .......................... 081 5464522 
Ocean .................................. lFC, 3, 83, OBC ......... 0618326633 
PD Warehouse .................... 98 ............................. 081 290 6140 
Phoenix ............................... 162, IBC ..................... 0532 311932 
Post Haste ........................... 120 ............................ 0227 764204 
Roctec ................................. 140 .................... 010 852 897 3869 
Silica ................................... 103, 119, 147, 155 ... 081 3091111 
Siren Software .................... .41 ............................. 061 724 7572 
Software Supreme ............... 130 ........................... 081 365 0344 
Stanhouse Entertainment.. ... 133 ............................ 0244 382435 
Switchsoft ........................... 160 ............................ 0325 464423 
Systec PD ............................ 98 .............................. 0462 684372 
The Producers ..................... 104 ............................ 0480 496446 
Titus .................................... 51 ............................. 071 700 2119 
V31 ..................................... 18 .............................. 0703 232777 
WTS .................................... 36-37, 150 ................. 0582 491949 

JUST RELEASED 
... ROBOT 

BUGGY 
KIT £17.95 

Easily programme-cl to 
move forward, reverse, 
turn , draw shapes etc. 

Thenno & Pho10 
sensors plug inlo 

analog inpuls 
+ superb 'Amitrol' 

so fr ware. 

(S1andard mains socke1). 
Handles 15 am s. 

Requires UO Port +Dual ======-~ 
PSION SERIES 3 Motor Controller 

(£ 17.95) + Mains SWITCHSCRIPT £170 INC r-, """",I.I, adap1er (£7.50)+ Buggy AN AMAZING 
disk (£4): comple1e AUTOMATION CONTROL 

L..J
1w,,11)!.1\\l'1l11I 

buggy package (excl. PROGRAM. 
UO Port) £44 £14.IS but £2 reduction if bought 

flt 1, ~l I 

lll111pllh'I 

with the inpuVoulput 

AMAZING SENSOR AND CONTROL 
EXPERIMENTERS KIT £27,95 £1 OFF if 

purchased ";th UO Pon 6 plug-in Projecis. No 
soldering required . Includ es relay module , 
motor. till sensor, reed swi1ch, light bulb, 4 

LEDs, powerful software on disk and FREE 
"GUIDE TO AMJGA fNTERFAC!NG " 
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Get Your Back Issues Here 
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Which Amiga Format Special Back Issue{s)? 
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Post code 

SEND THIS FORM TO: 
Amiga Format Specials 
Back Issues 
Future Publishing Ltd 
Somerton. Somerset 

D Issue 2 D Issues 1&2 TA11 6TB 

D Visa D Access Please make cheques payable to 
Future Publishing Ltd 



68020 Processor Running at 14 Mhz • 2Mb Chip RAM 
(expandable to 10 Mb using 4Mb fast memory PC 
MCIA cards and 4 Mb 32-blt RAM in CPU slot) • New 
double "AA" graphics chip set • 256 colours on 
screen from a 16.8 million colour palette • Full Amiga 
Kay board (with Alpha numeric key pad) • CPU local 
BUS slot, (card edge). 
Phoenix Price Only ......... £379.99 

NEW PACKS 

RAM EXPANSION 

Phoenix PA 601-populated-1Mb ..... £44.99 
Phoenix PA 601-unpopulated-OMb ... £24.99 
Phoenix A 600 ROM Sharer ........... £29.99 
Keyboard switchablel 

I I 

AMIGA4000 
Features Include: 68040 32 Bit Processor running 
at 25 MHz (upgradable) • New Double AA chipset 
with 16.8 million colours • high density 1.44 Mb 
floppy• 120 Nb !DE hard drive• New Workbench 3 

AMIGA 4000 .................... £2,229.00 
A400l with 40/240/425 Mb Hard Drive ....... £PQA 

The inc redible speed of 
32-·Bit technology at a price 
you can afford only from 
S.:S.L. Ray tracing an image 
thait takes 24-hrs on a standard Amiga takes just 
1 hir. 36 mins. with an A5000! ! AIEE maths co-pro 
included with both A/B5000 accelerator cards. 

ASOOO + 1MB 16.67 Mhz ................ £249.99 
A5000 + 2MB 16.67 Mhz ................ £289.99 
A5000 + 3MB 16.67 Mhz ................ £319.99 
A5000 + 4MB 16.67 Mhz ................ £349.99 
85000 + 1MB 25.00 Mhz ................ £499.99 
85000 + 2MB 25.00 Mhz ................ £669.99 
85000 + 3MB 25.00 Mhz ................ £829.99 
85000 + 4MB 25.00 Mhz ...................... .£979.99 

I HARO DRIVES 

I HARD DRIVES 
I 11500/2000 

Se1ries II Hard Disk Controller/RAM card .... £114.99 
Series II 42 Mb Hard Disk and RAM card .. £269.99 
Series II 80 Mb Hard Disk and RAM card .. £339.99 
Se1ries II 120 Mb Hard Disk and RAM card ... £399.99 
Se1ries 11240 Mb Hard Disk and RAM card._ .. ..£639.99 

IEXTRA MEMORY-Only £25.99 per Mb. 

I I ~CCELER)\TORS 
G~,P CoMBINATION ACCElfRATORS & lfARo ORMS· The 
uhimate expansion product for the Amiga 500! 

A530 Cambi 40MHz + 52Mb Hard Drive ....... £659.99 
A530 Cambi 40MHz + 120Mb Hard Drive ... £757.99 
A530 Cambi 40MHz + 240Mb Hard Drive ..... £979.99 
A530 68882 Co-Processor ............................... £204.99 

GIJ'P G-Force 030-25MHz + lMb ................ £545.99 
GV'P G-Force 030-40MHz + 4Mb ................... £784.99 
GV'P G-Force 030-!iOMHz + 4Mb ................ £1099.99 

CCELERAljOR \ I I I 
AM Modu ,les ·. 

2.04 Workbench Includes: Deluxe Paint 3, Platinum 
Works, Home Accounts, Toki, Puzznic, x Elf, Amiga lj 
Format Book and Joystick £53S S9 I 
AMIGA 1500 ................ lil1Il7 • 

1Mb Simm-32 Bit 60 Nanoseconds ........ £65.99 

EMULATORS 
GVP PC-286 16MHz ....................... £239.99 
KCS Powerboard Jwith oos 4.01) ...... £199.99 
KCS Powerboard ......................... £184.99 

. ~~~!laxdaptor for 1500/2000 ... lil1Il7 £59.99 
- A Tonce Plus 286 i16MHz) ... £214.99 

4Mb Simm-32 Bit 60 Nanoseconds ..... £182.99 

I 1~Mmiilitffl!,,Jf.M,i I 
Vortex 'GOLDEN GATE' msr[419.99 
This emulator is the ultimate bridge between 
PC:/AT platforms and the Amiga. If you think this is 
fo1r you, cross to page three for specification 
details in this months 'Trail Blazers' section! 

STAR 
LC-100 Colour .................... tm!i'll £159.99 
9 PIN colour printer with paper parking, eight fonts 
and electronic DIP switches. 
LC24-100 ........................... tm!i'll £189.99 
24 PIN with compressed data mode, 16 K buffer and 
10 Jetter qualityfonts,(with Star printer driver only). 

LC-20 .................................................... £129.99 
LC-200 Colour .................................. £195.99 
LC24·20 ........ .............................. £199.99 
LC24-200 Mono ............................. £219.99 
LC24-200 Colour ........................... £268.99 
XB24-200 Colour ........................... £379.99 
SJ48 Bubble jet ............ 6MlMJ1 £219.99 
Star printers come with one year warranty. 

CITIZEN 
Swift 240 Colour ................ tm!i'll £279.99 
Swift 240 Mono ................ tm!i'll £259.99 
Swift 200 Colour ................ tm!i'll £219.99 
Swift 200 Mono ................ tm!i'll £199.99 
Swift 9 Colour ........ t'M1Wl11nt1 £179.99 
Citizen printers come with 2 year warranty. 

HEWLETT PACKARD 
Deskjet-550C (colour printer/ .... tm!i'll £559.99 
300 dpi laser quality output• sharp blacks and 16 million 
colours available • six built in type faces-4 scalable • 
improved media handling • several paper sizes • FOUR 
TIMES FASTER than previous H.P. Oeskjet range. 
Deskjet 500 .............. 6'.ilmtltiib:7 £329.99 
Deskjet -500 Colour ........................ £449.99 
HP printers come with 3 year warranty. 
HP black ink cartr idge ................. £24.99 
HP colour ink cartridge ..................... £29.99 
AUTO SHEET FEEDERS 
STAR LC20 ...................... lll!JI!Li11ll1 £57 .99 
STAR LC200 ...................................... £59.99 
STAR LC24-200 .................................... £62.99 
STAR LC24-20 ...................................... £62.99 
STAR SJ48 ............................................ £49.99 

I I ruBBLE JET 

CANON BJ 10eX ............... tm!i'll £224.99 
Upgraded version of BJl Oe, the worlds biggest 
selling portable inkjet printer. 
CANON BJ 20 ........................ tm!i'll £319.99 
More Features than the BJ10, includes Auto sheet 
feeder. Top selling-Highly Recommended 
CANON BJ 300 ..................... tm!i'll £374.99 
80 column bubblejet provides laser quality output 
CANON BJ 330 ..................... tm!i'll £499.99 
136 column bubblejet 
CANON Bubblejet cartridges ............ £17 .99 

PHOENIX PRINTER PACK 
Supplied with AU printars containing 1.8111 stll. 
prinllr cable, printer ribbons/cartridge and 250 
:Sheats of papar absolutely FREE. 

PRINTER ACCESSORIES 
We have_ a large range of high quality printer 
accessories for all the printers we sell including: 
dust covers from £2.99 • Ink cartridge s from 
£13.99 • Mono ribbons from £3.50 • Colour 
ribbons from £7.99 • Printer stands from £7.99 

: : I I I I : I I ~~·rs 
AMIGA CUSTOM CHIPS 

Kickstart 2.04 RDM .................................................. .£34.99 
Kickstart 1.3 RDM .... £27.99 Fatter Agnus 8372A .. f34.99 
NEW Super Denise.£29.99 CIA 8520A ................... £9.99 

MEMORY CHIPS 
4 Mb x 9 (-70) Simm. ... £!11.!11 1 Mb x 4 1-80) Zip ..... •£34.99 
1 Mb x 9 (-80) Simm ... £27.99 256k x 4 (-801 Zip ...... •£29.99 
256k x 9 (-80) Simm ... £12.99 1 Mb x 1 DRAM ........... £3.49 
256k x 4 DRAM ............. £3.49 'This prica is for 1 Mb of RAM 

These chips cover practically every popular memory 
expansion or Hard Drive system on the market for the 
Amiga ie. GVP, SUPRA, MICROBOTICS, COMMODORE 

"I must write to congratulate you on 
the effici ency of your mail order staff. " 

Robert S. Blair - Denmark 

I I I I _JMEMORY 
\ ~XJP~NSION 

SUPRA 50QRX the ultimate in Fast Ram 
expansion umts .(*Uses 256x4 Zips) 
8 Mb pop to 1 Mb* ............................... £99.99 
8 Mb pop to 2 Mb* ............................. £124.99 
8 Mb pop to 2 Mb ................................ £149.99 
8 Mb pop to 4 Mb ................................ £209.99 
8 Mb pop to 8 Mb ............................... £309.99 

PHILIPS 8833Mk II.. ...... lil1Il7 £194.9 
Colour Stereo Monitor now including 'Lotus Turbo 
Challenge', and 1 years on-site warranty. 

COMMODORE 1085 SDI .......... £216.99 
COMMODORE 1084 SDl.. ........ £199.99 

MONITOR ACCESSORIES-
14" Dust covers .................................. £4.99 
14" Tilt & Swivel stand .................. £13.99 
Anti -Glare filter screen .................... £19.99 
A4 Copy Holder .................................... £12.99 

"This is is the second time I have dealt 
with you and each time have had 

exce llent service and rapid delivery" 
Peter W. Beaumont- Huddenfleld 

DISKS , I 

I ' I I I 

Don't confuse these quality disks with others 
currently available. 3.5' 100% certified error free 70% 
clip. All disks include AIEE high quality Phoenix labels. 

10 .................... £4.99 200 ...................... £72.99 
25 .................. £12.99 500 ............... £174.99 
50 .................. £22.99 750 .................... £259.99 
100 ................ £39.99 1000 ................. £339.99 

TDK Branded disks- High performance 
media from the experts-box 10 w ith labels. 

10 .................... £5.99 100 ............. ... £52.99 
50 .................. £26.99 500 ............... £249.99 

1000 Phoenix Disk Labels ................. £9.99 

\ I \ I I I I I I IJ.EADS 
\ 

1 I l & ctABLES 
Midi-Midi 2m .... £3.99 Modulator ext .... £9.99 
Midi -Midi 3m .... f4.99 Amiga-Scart ..... £9.99 
Midi-Midi 5m ..... f5.99 Amiga-8833Mkll.£9.99 
Disk Drive ext.. .. £9.99 Joystick long ext.£4.99 

Mouse/Joystick ext.. .................................. £4.99 
Mouse/Joystick splitter ............................. £4.99 
*Serial/Modem cables ............................... £9.99 
*Amiga-Multisync ............................ from£9.99 
*Amiga-Microvitec ............................... £9.99 
*Amiga-CPC monitor ............................... £9.99 
*Amiga-RGB{fV .......................................... £9.99 
*SCSI Cable various ............................... £9.99 

Printer 1.Bm ......... £5.99 Printer2.0m H0. .. £7.99 

* For full details of these cables or 
information regarding the right cable for 
the job call 0532-311684. Custom built leads 
are no problem Phoenix. 

-; fHOENIX! zrMleg I 
/RAM Ulpgira~-e l Module ls 

A PHOENIX RAM 
module can expand 
your chip RAM up to 
2 Mb by using the 
trapdoor expansion 
port . Extra RAM is 
necessary to unleash the 
incredible graphics capa· 

bilities of your Amiga. All our boards carry a lull 2 year no 
quibble replacement guarantee . It ' s never been 
cheaper to upgrade! 

1 Mb Fully populated £l 4 99 RAM board .... MmW,4141 • 
1 Mb unpopulated RAM board ......... £16.99 

\ I I I M~L -.fl-l\l'IEDIA 
Rombo's Vidi Amiga 12 is the replacement for their 
complete colour solution bringing you the world's 
first mass market colour digitiser for under£100. 

VIDI-AMIGA 12 .......... lil1Il7 £79.99 
Outstanding features and plenty of VFM!-(Value 
for money!}-Highly Recommended. 

ROCGEN Plus ...................... £129.99 
Quality features and performance-Recommended. 

ROCKEY BY ROCTEC 
The new chroma key unit - used in conjunction with 
a Genlock · allows you to superimpose live video 
over graphics or video-substitute the brightness 
portion of a video source with a keyed image­
Embed live video in graphics! 

Phoenix Price ....................... £269.99 • 



VO TEX 'GOLDEN GATE' 
Designed for the Amiga 1500/2000/3000 
and 3000T this is a 25MHz 80386SX PC/AT : 
Emulator. PC/AT slot support-Max 16 Mb 
PC/RAM, 4Mb for Amiga-Will use PC/AT IDE 
Hard Disk and floppy disk drives 2.88 Mb under 
Amiga DOS, highly recommended. 

lhoenix price ......... £419.99 

- - - .-- PRODUCTS 
' , , 

Mousf/JOYSTICK SWITCH ................. £13.99 
Oon"t damage your Amiga's ports!This device saves 
wear and tear makes switchover FAST, and does NOT 
require power unlike many others. 

COMPUTERNIDEO SCART SWITCH .... £19.99 
Flip between Video/computer signals at the push of a button. 

Phoenix Stereo speakers ..... /.la!i!ll £29.99 
Superb sound and excellent dynamics. These two­
way stereo Hi-Fi speakers are an Amiga standard­
Excellent companions on any gaming soiree! 

r · ~ r ' 
DISK DRIVES' ' : 

All drives feature super slim design, enable­
disable switch, thru port and come with a 1 year 
replacement guarantee I 
Phoenix Deluxe Drive .................... £47.99 
Roctec Roclite ..................... llH'i!ll £64.99 
This famous drive has now been upgraded to 
include Anticlick and Virus Checker 
Disk head cleaner .......................... £3.99 

FREE FAST UK DELIVERY 

NEXT-DAY COURIER ONLY £4.50 

ROCTEC ROCLI 
This famous super slim drive has now 
been upgraded to include Anti-click 
and virus checker - We have 
reluctantly had to raise the price of this 
product due to the variance of t he 
dollar rate. However to soften the blow 
we will include a FREE di sk head 
cleaner wol1h £3.99 

Phoenix price .......... £6 

Amazing new 24-Bit graphics card and 
video system for the Amiga 1500, 2000 
and 3000. Includes software suite 
worth hundreds of pound. With an 
incredible performance, this is simply 
awesome. 

Phoenix price ....... £739.9 

AMIGA MUSIC 
Attention all you music lovers! Phoenix have 
kept this unbeatable music deal running for you 
throughout the Christmas period. 

!e~lfu~!~~n~·~·i!~!~ £15.00 
Phoenix Stereo Sampler or Pro Midi 2 Interface 
Please Nole: lhis is a limtted offer only while stocks lastf 

STEREO SAMPLER ......... bMt4NJi' £29.99 
Combines ease of use with state of the art analogue to 
digital conversion technology.fine. FREE sample editing 
software +audio lead) 

PRO-MIDI 2 INTERFACE ..................... £24.99 
This fully featured professional quality midi interface is 
very flexible giving semi-patch bay facilities . It has five 
ports in. out, thru and two switchable ouVthru. fine. FREE 
midi lead) 

GVP DIGITAL SOUND STUOI0 ........... £54.99 
High quality sound sampler for all Amiga Computers 
Amiga Music Made Easy-Only from Phoenix! 

A ,570 CD ROM , 
I I I : I : I i 

This essential add-on has finally arrived, 
suitable for A500/A500+, A570. 

Phoenix price ... !fl1M £329.99 

NAKSHA Upgrade Mouse ............. £24.99 
(With Operation Stealth, mat & holder) 
Roctec Mouse .................................. £13.99 
GOLDEN IMAGE 
Mega Mouse .......... ... ............... .. £12.99 
(Has just received 90% Amiga Format Gold Award) 
Optical Mouse .............................. £29.99 
High precision, pointing device. 
Crystal Trackball. ............................. £37 .99 
lnfrared-Cordless-Mouse ... !lllJ!l/ £41 .99 
(Rechargeable top selling innovation.) 

Optical Pen Mouse ............. !lllJ!l/ £39.99 
High Quality Bmm mouse Mats .......... £3.99 

SCANNERS 
Powerful image processing tools for the 
office or the home environment. 

POWER-Features include: 100-400 dpi • 64-
Greyscales Thruport to printer • FREE Editing 
software. 
Power Scanner v2.0 ............... £94.99 
Power Scanner Colour ............. £234.99 
GOLDEN IMAGE-Hand Scanner Series 
Features: 400 dpi • 256-Greyscale • Touch up 
and Merge it software. 
AlfaScan ........................ ........... £124.99 
AlfeScan Plus ................. ......... £149.99 
AlfaScan OCR fine OCR Software) ..... £219.99 
EPSON GT-6000 FLAT BED FULL 
COLOUR SCANNER -Plug into Amiga 
parallel port, 600 d.p.i. resolution, up to 16 
million colours £989 OO 
Phoenix Price......................... • 
ASDG-SOFTWARE -Scanning software 
comes in two forms , integrate d into art 
development as a new module or used as a 
stand-alone programme. £ 1 09 99 
Phoenix Price .................... • 

ACCESSORIES 

Control Centre ..........•.•..................... £34.99 
Heavy duty construction.rubber ed.9ingl 
perfect col our match, makes an 1clea 
workstation for the A500/A 500+ A 600 
control centre now available. 
DATA SWITCHES-(25 pin O type) 
2 way ................................................. £15.99 
3 way ............................................... £17 .99 
4 way .......................................... .... £19.99 
STORAGE: 
90 Capacity BANX ............................. £11.99 
150 Capacity POSS0 .......................... £16.99 
Disk Box 10 Cap ................................ £1.99 
Disk Box 25 Cep .................................. £2.99 
Disk Box 50 Cap .................................. £4.99 
Disk Box 100 Cap ................................ £6.99 
Disk Box 120 Cap ................................ £7.99 
Top grade, heavy duty injection moulded boxes. 
low cost. high quality. 

, , RELEASE 2 

Now Only .. 

£79.99 
The popular upgrade kit for 12 / 1.3 owners from 
Commodore is in stock and selling fast! 

WORD PROCESSING I DTP 
Kindwords 3 ..................................... £36 .99 
Final Copy 2 ~ .................. ~ £66 .99 
Professional Page 3 ............ ~ £129.99 
Saxon Publisher ...................... ~ £189.99 
Pagestream v2.2 .................................. £126.99 
Pagestream Font pack 1 ..................... £44.99 
Pen Pal 1.4 ..................... 6iiiiiml 11::,d £39.99 
Prowrite v3.X ........................................ £57.99 
Quickwrite .............................................. £36.99 
Wordworth .............................................. £79.99 
Hot Links ................................................ .£52.99 
INTEGRATED PACKAGES 
Gold Disc Office ............................... £59.99 
Mini Office ................................. ~ £39.99 
CAD & DRAWING 
Design Works ....................................... £53.99 
Professional Draw 3 ...... #iB4714idl £79.99 
Intro CAD Plus ........................................ £74.99 
X CAD 2000 .............................................. £99.99 
X CAD 3000 ............................................ £269.99 
UTILITIES 
Lattice ·c· v6 ............................ ~ £214.99 
A-Talk 3 .............................................. £44.99 
Cross Dos v5 fine, Cross PC fmulator) ....... £29.99 
Diskmaster 2 .......................................... £43.99 
Dos 2 Dos .............................................. £29.99 
Opus Directory ...................................... £2.9.99 
Xcopy .............................................. £36 .99 
Quarter Back ......................................... £45.99 
Quarter Back Tools Vs 5 ........................ £49.99 
DATABASE 
Superbase Pro 4 .................................. £164.99 
Superbase Pers 2 ............... /lI!l!ZC!l1JD £39.99 
VIDEO PRODUCTION/TITLING 
SCALA 500 ........................................... £79.99 
SCALA Professional ........................... £219.99 
Big Alternative Scroller .................. £35.99 
Broadcast Titler 2 ........................... £179.99 
Font Pack 1 for Broadcast Titler 2 ...... £88.99 
Font Enhancer for Broadcast Titler 2 ... £88.99 
Pro Video Post ................... : ................ £168.99 
TV Show Pro ........................................... £51.99 
TV Text Pro ............................................. £84.99 
FRACTAL AND SPECIAL FX 
Race Trace ............................... lZl3I'l/ £93.99 
Deluxe Paint 4 ....... ....... ......... ......... .... £63.99 
Deluxe Video 3 .................................... £71.99 
Image Finder .................................... £44.99 
Pixmate .............................................. £43.99 
Scenery Animator ............................... £62.99 
Vista ...................................................... £43.99 
Pro Vista .................................................. £71.99 
ANIMATION 
Take 2 ................................................ £42.99 
Image Master ................................... £129.99 
3-0 Images ......................................... £36.99 
Amos ...................................................... £36.99 
Amos Professional.. ............... lliml £44.99 
I 97% in CU Amiga-Software release of the year) 
Amos Compiler .................................... £21.99 
Amos 30 ................................................ £25.99 
Easy Amos .................... ................ £22 .99 
Deluxe Paint 4 ..................................... £63.99 
Director v2 ...........•................... ..... £71.99 
Imagine v2 ......................... /lI!l!ZC!l1JD £189.99 
Map master for Imagine ...............•.. £59.99 
Presentation Master .................. £169.99 
Surface Master for Imagine ................ £29.99 
Showmaker .......................................... £142.99 
Video Director ..................................... £107.99 
PRESENTATION & SLIDE SHOW 
Can Do v1.6 ................................ ~ £72.99 
Art Department Pro v.1 .................. £143.99 
Art Department Pro Conv. Kit .............. £57.99 
Can Do It V.I.G .................................... £94.99 
Hyper Book ............................................. £44.99 
ACCOUNTING 
Personal Finance ...................... llH'i!ll £29.99 
Arena Accounts .................................... £83.99 
Home Accounts 2 ................................... £39.99 
System 3 ........... ............ ....... .... .. £43 .99 
Cashbook Combo .................................. £57.99 



COMIC RELIEF lliA 

GRASPED THE FACT 

THE PEOPLI:: 

COMMUNICATING WITH THESE 

DAYS BUY COMPUTER GAMES -

AND IT 1S A REVEILATION WHICH 

THEY HOPE IS GC>ING TO MAKE 

THEM A BLOOMINtCi FORTUNE TO 

PLOUGH INTO BRILLIANT 

PROJECTS IN AFFUCA AND THE 

UK. 
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HERE ARE SOME IDEAS ON 
HOW YOU CAN GET ONTO THE 

SLEEPWALKER SPONSORSHIP TRAIL: 
~ BUY SLEEPWALKER · A DECISION YOU WILL NEVER REGRET · THE GAME IS 
VOICED BY LENNY HENRY, AND WORKED ON BY SOME OF BRITAIN'S FINEST COMIC 

MINDS (and a couple of gits who happened to be round that evening). FOR EVERY GAME BOUGHT 
£4.32 GOES TO COMIC RELIEF e TAKE PART IN THE GREAT SLEEPWALKER CHALLENGE, WHICH WILL BE INVADING ALL THE BIG RETAIL CHAINS 

DURING THE WEEKS BEFORE RED NOSE DAY· MARCH 12th 1993. 
C) ORGANISE YOUR OWN SPONSORSHIP CHALLENGES LIKE: BEATING YOUR HIGHEST SCORE· TAKE ON YOUR DAD, 

OR YOUR TEACHER, OR EVEN YOUR SCHOOL IN A SLEEPWALKER CONTEST. DREAM UP YOUR OWN HIDEOUS 
CHALLENGE TO HA NGUE YOUR FRIENDS. 

OCEAN SOFTWARE LIM ED · 2 CASTLE STREET · CASTLEFIELD · MANCHESTER · M3 4LZ 
TELE ONE: 061 832 6633 · FAX: 061 834 0650 


