Issue 2 JULY M 1995

AMI

COMPUTING ETEEEE (0N

plans for the future "% 5
of the Amiga 748

; Surflng ehquetté' TVpaint i ion ¢ Big Red Adventure
Tips and hints for ! The Amiga's ultimate || Major developments & Core Design’s new
Internet usage painting environment § in Amiga digital video § point ‘n’ click game &8



PRODUCTIVITY

AmiBack v2.0
AmiBack Tools.
AmIBackJAmIEack Tools Bundle
Aminet CD B ........cooovevns
Aminet Set 1 (4 CDs)......
AsimCDF8 3.0 .

CrossDOS v6.0 Professional ..........
CrossMAC...
Directory Opus o.D

HiRes 24bit Color Graphics

. 7. !‘{: 5 |
) fionic |

Easy-to-use, fast,
very affordable way
to bring the real world

to your 30 work!

Visual FX

for Lightwave

| You don'’t have to.go.to.
Hollywood largrea’r#f

| Transition effects for
| both Lightwave and

ol. 1, 1l or 1l ..s1 0999

Bundle Vol | & Ii .s1 6999
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PRODUCTIVITY (Cont...)
ENLAN DFS v2.0 Ethemet Software..

....5249.99

Epson Stylus Color Printet Driver .. 23.99
Final Data by Softwood.... ..559.99
Final Copy |l Release 2.... Ai.l-nm Basi s.wm 59.99
Final Writer Release 4 115.99
Game Smith.......cccceeeee .B9.99
Hyper Cache Prov2.0... ...3499
PageSt v3.0 22999

SASCvB5 Developmenl Syslem wiC++ ”
Studio Printer v2.0 ...

T FS

Termite .....ccuieiniisincnniiainns
T-Nel.....

13499

PRODUCTIVITY (Cont...)
TurboCalc v20.......... s

Wordworth v3.1 .....nciiiiniens
GRAPHICS SOFTWARE
Art Department Professional v2.5.
Batch Factory 2.0...
Broadcast Titler Ii Super iRes .
Brilliance v2.0............ .
Caligani 24..
Deluxe Paint J by Elec.ramc Arts.
Forge with Essence 172 ..
graphicRECALL 1.5 ...
Humanoid for Imagine
ImageFX v2.1.......cccooe..
Imagine v3.0 (NTSC) ...
Imagine v3.0 (PAL)
Main Actor Broadcast .
Main Actor Professional.
Moving Textures 100...
Multilayer v1.7 for ADProiImageFX
PEGGER v2.1
Real 30 3.0....
Texture Gallery Vol 1...

..Bost Selleri..129.99

New Product at a New Low Pricel....3T9.99
...New Produet]......30.99

TekMagic “nzimri

ioExtender 2 ,.599,%

Adds 2 serial and 1 paraliel port to any Arnrga 2000/30042} 3000

A4008 SCSI Controller........... s1 39.%

8MB RAM board and SCSI controller for the Amiga 2000 and

Phees
Fast SCSI2 controller, 040 accelerator and up to 128??MB RAM.
Upgrade to 060 when available - Unbeatable Design!

..>999,%

With 33Mhz processor

With 40Mhz processor

A2000 040/060 Accelerator F”E“’

Easily add
hair to

Lonee 56099

GRAPHICS SOFTWARE (Cont.
Texture Heaven 2 CD.

World Construction Set........

GRAPHICS HARDWARE
CD-1401 14" Multiscan RGB Monltor by CD Solutions ......
CD-1501 157 Multiscan RGB Monitor by CD Solutions
CD-2001 20" Multiscan RGB Monitor by CD Solutions .
Cybervision 64 24-bit Graphics Card 2MB/4AMB
Digimax 3D Object Digitizer...............
Flicker Free Video 2...............oee
Picasso Il 2MB

Retina 4MB 24-bit Graphics Card...
Retina Z3 4MB 24-bit Grapm:s Card.
SuperGen SX...
SuperGen SX Sluﬁan wi Bu\hance 2.0 & Broadcast Titler 2
Vidi Amiga 12RT
Vidi Amiga 24RT Pro i
VLABY/C Extarnal
VLABY/C Internal..........
VLAB Mation ...

VLAB Maticn System W Toccata
VLAB Motion System W Toccata & R na 4MB

TOASTER SOFTWARE

Alpha Paint Hot Produet]... $399.00
Composite Studio Pro. : espemsensien 1 1039
Fiber Factory... : ...69.99
Fight Gear .. ..176.99
Fly Effects ...

Hollywood FX..
Hollywood FX Lite
Humanoid for LightWave.
Impact - Get Physical with Lightwave!.
Motion Master Vol 172 ...
PowerMacros for LightWave
Sparks v2.173..
Subscription FX rn: thywood FX/Hollywood FX Lie.
Surface Pro for LightWave ....................
Visual FX for LightWave Vol 1/2/3.. .
Visual FX for LightWave - Bundle Vol1&
Wavemaker 2.0 ..........uumpsrsssssamssssess

New Low Pricel..

TOASTER HARDWARE
Breadboard ..
GVR-5955 S VHS Ammahon VTR ny Sanyo
Kitchen Sync - Dual TBC .
Kitchen Sync Genlock Dpucn

50MHz Doubler
4000 Accelerator

Low power consumption!
Connect up to two external floppy drives!

MultiFaceCard Il

Add one parallel and two serial
ports to your Amiga 2/3/4000!

SCSI2 compatible Controller wiup 1o
8MB RAM expansion for A2/3/4000.
Fast 25 MHz SCS! /O Processor

with DMA Handshake!

TOASTER HARDWARE (Cont.. )

Kitchen Sync S-VHS Option .. .589.99
Little Magic Box by Prime \mage - . .649.99
Personal Animation Recorder (PAR) by DPS .. 1,550.99

Personal Component Adapter ..
Personal Editor 1.1
Personal SFC Plus v3.1 by Nucleu:
Personal TBC IV by DPS .
Personal TBC IV Plus by DP.
Personal V-Scope...........
Sync Strainer..
Toast Timer
Video Toasler .
Video Toaster Flyer
Y/C Plus Audio Flyer Imer‘aca ......
Y/C Plus S-VHS Hig

HARD DRIVES & STORAGE SOLUTIONS
540MB Conner IDE CFAS40A 12ms ... ...PAR Compatiblel...$229.99
1.05GB Seagale IDE ST31220A 12ms PAR Compatibiel...324.99
1.09GB Quantum IDE QM31080FBA ... PAR Complﬂb‘al 293.99
2.10GB Micropolis SCSI-2 4221 8.9ms. : ...529.99

2.10GB Micropolis SCSI-2 4221AV 8.9ms 1,079.99
4.29GB Micropolis SCSI-2 3243 8.5ms .. .1,348.98
4.29GB Micropolis SCSI-2 3243AV 8.5ms . 1,486.98

5AME DAY SHIPPJNGI :
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Select Solutions is

HARD DRIVES & STORAGE SOLUTIONS (cm )
8.09GB Micropolis SCSI-2 1861 12ms.... 8
0.09GB Micropolis SCS1-2 1991AV 12ms..
150MB lomega Bemnoulii Insider SCSI
150MB lomega Bemoulli
150MB lomega Bernoulii Cartridge Single/5-Pack
230MB lomega Bemoulii Insider SCSI.......
230MB lomega Bamoulli Transportable SCSI .
230MB lomega Bamoulii Cartridge Single/5-Pack ...
270MB SyQuest SQ3270A IDE Bare Drive
270MB SyQuest SQ3270S SCSI Bare Drive...
270MB SyQuest SQ327 Cartridge.

MUSIC, MIDI & SOUND

AD516 Studio 16 v3.0 $1,199.00
Bars & Pipes Prolessional v2.5 22999
Megal d. . 4999
Super Jam! v1.1 74.99
Toccata 493.99
Toccata Tool 29.99

IMPACT

for LightWave
by Dynamic Realities

Adds motion physics to Mbvusowﬂhuppm

p!m-:-lpmperbusml;g' & inertia,
accurate collision detecton, aaalamynesmd

more! Adds more spark to your animations!......

HARD DISK DRIVES

2.1G8 4221 Fast 5CS1-2,8.9 ms 7200 RPM 512 KB
4.368 3243 Fast 5CSI-2 8.9 ms 7200 RPM 512 KB
90GB 1991 Fast SCSI-2 12 ms 5400 RPM 512KB ...

. AV cmﬂsgglfs HAmmsx DRIVES
2168 Fast SCS12-68me 1200 APM 512 KB,
43 M%&;&-z u:monwsum
9.0 GB 19914V Fast SCSE212 8 5400 RPM 512 KB..

Every Frame, Emm\m’y

mummmommmw

Amiganet Ethernat Board A2000/3000/4000 by Hydra Syslams 309.99
Ariadne Ethernet Board wl Emvoy....

Cobra A1200 030 A 40MHZ
Crystal Trackball 3-Button
DataFlyer SCSH 12005/40005 ....
DataFlyer 4000SX25 SCSI Controller w/ Ext DB23
DataFiyer XDS A1200 External 3.5 HD Chassis Kit.

DKB 1202 0KB No FPU for A1200
Drawing Board 3 (12'%12") by TriMedia ..
Drawing Siate 2 (6" x 9°) by TriMedia
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PERIPHERALS & ACCESSORIES (Cont...)
Doubler 4000 Accelerator 040 S0MHz A4000.....
Ferret A1200 SCSI for CobraMongoosa
ioExtender 2 - 2 Serial 1 Parallel..........
Liana Networking Interface w/ Envoy.

computer

digital video!

CLEARANCE: Hardware, Peripherals and Accessories (Cont...)
44 Pin Short IDE Cable for AB00 or A1200...........coomvcmmssrmrmesermmsssaasease. $5.75
Crystal 3 Button Trackball (White Box, No Logo).
GI-6000N 3 Button Optical Mouse for Amiga ...
Repl Power Supply for SupraModem 2400 {US)

MegaChip w/2MB Agnus (NTSC) by DKB

MegaM 400DPI 2-Button. 27.99
MegaMouse Plus - 3 Button Precision Mouse for all Amigas......... 3499
Mongoose A1200 030 50MHz Acceleral

MultiFaceCard Il (2 Serial, 1 Parallel) .
Oktagon2008 SCSI-2 Controller
Squirrel A1200 SCS!I

Trifecta 500 LX
Warp Engine 3028 A3000 040 28MHz Accelerator.
Warp Engine 3033 A3000 040 33MHz Accelerator..
Warp Engine 3040 A3000 040 40MHz Accelerator.
Warp Engine 4028 A4000 040 26MHz Accelerator .

are in stock for Amiga

3000 and 4000. For the
@ fastest Amiga ever,
choose a speed from
28MHz, 33MHz and
40MHz.  Features high
speed 32bit RAM up to 128MB and
SCSI-2 controller! Call for lowest prices!

WaRP ENGINE 040
3699.99

Warp Engine 4028 28MHz for A4000 .............

TV Paint 3.0
by Tecsoft
Powerful 24bit paint program
designed for artists by artists.

5399.99

Warp Engine 4033 A4000 040 33MHz Accelerator .
Warp Engine 4040 A4000 040 40MHz Accelerator.

HEY LOOK - BLOWOUT PRICING!

ALL SALES FINAL! DEFECTIVES FOR REPLACEMENT ONLY!

CLEARANCE: Amiga Machine Specific Hardware
A1200: CD-1200 PCMCIA Mitsumi CD-ROM Controlier
A2000: ICD ARAM 2080 - 0/8MB RAM Card.........
AS500/2000: Drive Bool Selector Switch from DF1/2/3..
AB0O: Kickstart Switch - 1.2/1.3/2.x ROM Switcher
CLEARANCE: Application Software
DLG Pro - BBS Operating System for Amiga......
Quma Version Control Utility and File Manager.
Superbase Personal 2 v3.01 - Personal Database..
The Graphics Studio - B Painting
CLEARANCE: Hln!\nn Peripherals and Accessories
16Mb x B SIMM MODULE (FasUane)...............ccucusmrmisiimssscmsisucasis
410 1 Parallel Auto Data Switch

Sony 2X CDU-33A Internal CD-ROM Drive - Bare......

REAL 3D
3.0

By Realsoft

Faster rendering,
new

CAD functions
and

2D partical
system.

5379.99

Personal Animation Recorder (Amlga)
Bundled with 540 MB HD...
Bundled with 1.0 GB HD...

"“:s,or 10

CLEARANCE: Video and Toaster Related Products
AD1012 Studio 16 v3.0 for Amiga by Sunrize ....
Autoscript - Postscript to 3D Translation....
Bundle: Bars & Pipes Pro 1.0 w/ 3 Add-Ons.
DigiCiips - MultiMedia - Special Edition CD-RO
DPS PPC2000 - Personal Protocol Comerler
MediaPoint v3.0 - MultiMedia Excelk
PIV-2001 Video Editing System....
SMPTE Output Generator for Amrga by Sunnze
Toaster Handler 3.0 for AD516 by Sunrize ...

are 5ubjoC
days

24-Hour Order Fax: 217-356-4312

Internet inquiries and orders: solutions @dvideo.com e |

=278

- 000-322-1261
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S11% u Digita ﬂrganiser (i}

. . a -/ Gareth Lofthouse gels organised
[he essential guide to Amiga gaming wit Digi'scostop ol
System On-line 70
Find out the latest and greatest games news. This month we
have pinball aplenty and the new Doom wannabes D. ﬂ
irectory Upus 5 31
Beat the System 74 Frank Nord gives the king of file
We bring you the solution to last month’s CoverDisk, The Speris Legacy, managers a good going over [ n
and hints and tips for Ultimate Soccer Manager ﬁ]SS “5 Eﬂ ltﬂ
. Cross-platform compatibiity, plug

Preview: Limbo of the Lost 80 and play for PC add-ons
Tina Hackett previews Tri-Logic’s first commercial venture .[ H N :
in to the Amiga games market uneg llIIﬂEf 33 ul H =

Gareth Lofthouse previews the ab EUISI‘tEd 5‘1
Preview: Big Red Adventure 82 WUl e ool Paul Austin gives VLab Motion the
Core Design’s point ‘n’ click adventure is coming your way. recognition it deserves

Adam Phillips takes a look

Productivity (05 3

The search for the Amiga's best
CD software continues

System Essentials 86
This month’s cheapies include MicroProse's Fields of Glory and
the classic adventure, Indiana Jones and the Fate of Atlantis

Lame Reuviews F[HI”H[E

Super Loopz 7 DIY Giame Production 18

High Seas Trader 76
The hands-on approach to getting your software on the shelves
Tower of Souls 78
UFO A500 84 qutem Level Sound 5l

Amiga audio and midi manipulation from a programming angle

Hark-un Enedal 56

Protect and survive. The secrets of data security revealed

Hssemhler 59

The quest for the perfect assembler article continues

Eurﬁn' ﬂu's g nun'ts

Ben Vost gives some tips and
hints for polite, trouble-free
Internet usage

High Seas Trader -
page 90




[ Utilities galore

We all want an easy life, and these utilities
certainly make using your Amiga an amazing place.
What's more, they will give your machine that all
important face lift. :

THe (OUERDISKS

MUl - registered version

An amazing alternative interface that lets you

create your own designer look for all manner of
Amiga applications. An essential tool for anyone
who wants the ultimate interface

RECULARS

News 8

The latest buy-out news plus the revival of GVP

USH NMews 14

Emplant on hold and the all new Aladdin 4.0

[umment 16

Ben Vost lays down the law on computer interaction

ESP 38

The tricky Amiga questions tackled by the mailmeister

ACAS

The problems of hardware and software get sorted

Pusuc Secton

All the very best of

your shareware and

PD games and
courtesy of our
regular reviewer,
Dave Cusick

36

Find put what Escom
are planning for the
Amiga and why
euveryone’s Fauaurite
machine could be in
paole position For the
future

AReHH
Uiden
Music
2 [omms
: Amos

2= Publishing

2
Gary Whiteley on the importance of dedicated monitoring
B2 The revival of Dr T - Paul Overaa looks at the rebirth

" The literal side of surfin’ with the ever present Mr South

Console control and the secrets to menu set-up via ARexx

* Aninteractive session of FAQs with Amos man, funky Phil

Style tags - Frank Nord investigates a publishing essential

Frank Nord fine tunes the best
in directory management

A 3D look at Pyrotechnics
with smokin’ Stevie

aubstriptions

2y

Turn to page 68...

.for details of Amiga
[omputings substription
offers this month




400% INCREASE IN SPEED ON AN AMIGA 4000/68040 25MHZ!
MACRO SYSTEMS MAKES IT POSSIBLE WITH THE WARP ENGINE!

*YES! WE DO HAVE COMMODORE AMIGA 4000 SYSTEMS! LIMITED SUPPLIES!* *NO SALES TAX IN DELAWARE*

Macro Systems —WAKP ENGINE

HARDWARE 68040-40waMI!&FPU 499.00
. 68040-33 wMMU&KFPU 299.00
CRM 1060 Monttoe 249 68040.25 wMMU&FPU ILXON - Includes SCSI | & Il Fastest hard drive controller available for the Amiga 4000/3000
CBM 1084 Monit 299 :
i S99 68040-EC2S Ll - Up to TEN megabytes per second with a Seagate Barracuda 2.1 gigabyte hard drive
CBM 10845 Menitor 299 62030-RC-50 w/MMU 139.00 P gahby gat Ll -
CBM 1950 Monitor 299 68010-!1(::40 :.‘MMU 119.00 - Expandable to 64MB (3000) or 128MB (4000) using 72 pin industry standard simms
CD Solutiens CD 2001 20™ Multiscan RGB Monitor 1499 3 I 1
CD Solutions CD-1401 14" Multiscan RGB Monitor 549 copag o aa iy el 68040-28Mhzw/o CPU  (4028) 799  68040-28Mhz w/CPU (3028) 895
CE11962 14" Multiscan RGB Monitor 449 68030-RC-25 w/MMU fll 68040 - 33Mhz w/CPU (4033) 1099 68040 - 33Mhz w/CPU (3033) 1099
Play Kitchen Sync Dual TBC 1249 68030-EC-25 (NO MMU) Pyl 68040 - 40Mhz w/CPU (4040) 1299 68040 - 40Mhz w/CPU (3040) 1299
Newiek Video Toster 40 1995 cooe RC-PGA-50 FPU .00 ;
NeaieleVicon Toasics U gracs 0 327  GEEB2-RC-PGA-0 FPU XN Low profile, power & heat simms for maximum performance - 04 MB 60NS 5149
ek e i it b 05 B oonS 5299
v 3 “go 68882-RC-PGA-2 4 1] de rebates for A4000-040 owners with original CPU card 16 MB 60NS 5499
Newtek Lightwave 3D 3.5 Upgrade 9 RO 25 FPU 15 pgra 2 1 t
Newtek Video Flyer 399_: gﬁ%g?& 40*;;5“ |§3:$ & four mb simms & A3000 owners with zip style dram 32 MB 60NS $999
N VMeet L, 2% GmRmcSm g
) o] 2 1
Noahii's Viab Motion Carmplete (T&RZ3) 245 Goas1 EN-PLCG 16 FPU o SYQUEST (Amiga/MAC/IBM) 3.5" HARD DRIVES
Noaki/i’s Rotina 73 w/4aMB 795 £0387-255X (386BB) FPU 69.95 525" HH 44MB DRIVE (SQ555) SCSI 199 t
N P o o Coul Oxcillaiors 1000 525 HH 88MB (55110C) (Rawe2) SCS 268 uantum
68040 Heat Sk 2500 3,5° LP 105MB IDE or
Noahji's Viab Y/C Internal/ External 389 [niel 486 DX2 - 66 17500 525" HH 200MB (505200) (RAW s4asg scs 309 395 ELS SO & HoriDE  11MS 2 ¥rs 123
Nuclous Personal editor v1.1 589 il 486 DX2 - SO 14500 3.5° LP 270MB SCSI (SQ3270S) 13MS SCSI 399 540 or
Nucleus Personal SFC Plus v3.1 ) 359 Inie] 486 DX 33 13500 5.25" 44MB Cartriges 41 730LPSSCSII&llorIDE 11MS 2Yrs 255
zm:&fﬁ?mfﬂlf&gw”ﬂm“ l}g Intel 486 §X 33 99.00 5.25* BSMB Cartriges 51 850 LPSSCSII&llorIDE 14MS 3 Vs 252
; e Pablo Video Encode 3.5° 105MB Cartriges & 270MB Cartridges 59 1080 LPS SCSI|1&llor IDE 12MS 3Yrs 43
Ve B NP SV I 70 MEMORY CHIES 525 200MB Cartriges 79 1075 Atlas 7200RPM 1MB 8MS 5Yrs 775
Cybervision 6423 2MB i, ixs 1B-Sumitas Lo e aCabig Add 89 +31G Aflas 7200RPM 1MB 8MS 5Yrs 999
RockCen Pho Cenloel 1o 4x8 1D SIMMS 2 LRI TGN 53 Ales 7200RPM 2MB  8MS 5 Yrs 1599
TWARE 4x9 120 - 60ns SIMMS 139+
ASDG - Ant Department Professional v2.5 149 1x4 Ig & gg“" ;:ImCTZ[E’P ’3’ Model Buffer Size Access Rae Amount Seagate
e - 3 S x4 120 - G0ns Page Z| 19+
ASDG - TRex Profeasiona v2.13 (Toaster) 19 1%4  120- 60ns Page DIP 39+ Himichi  Extemal 64k 320MS  150K/sec gp ETE1ASA 1ZOMEINELE IS ;¥: 5
Caligari - Caligari 24 . 9 13X 120- 60ns DIP 5+ Panasonic Int/Ext 256k  380MS 300k/scc 175/199
Cine Graphics - Powermacros for Lightwave 99 356x4 120 - 60ns DIP 5+ NEC3Xi Inlemal 256k  190MS 450k/sec 259 ST3491A 420MB IDELP 18MS 3Yrs 199
Crestline - Humanoid for Imaginc 169 356%4 120 - 60ns ZIP 5+ NEC3Xp Exterml 256k 150MS 450kisec 279 ST31200A 1050MBIDELP 9MS 3Yrs 299
Crestline - Humanoid for Lightwave. 169 356 % 32100 - 60ns (IMB Simm) 39+ Toshibadx InExl 256k 120MS 600k/scc 2997399 . A4000 Autobootable!
Dimension Technologies - Compaaile Studio Pro 169 356x 36 100 - 60ns (IMB Simm) 45+ Toshibad4xInVExt 256k  140MS 6G0k/scc 329/429 ST31230N 1050MB SCSILP SMS 5Yrs 519
Di Technologies - Fly Effects 169 5 3 rs
menmon (o ogics & Y 512x 32100 - 60ns (2MB Simm) 85+ Plextordx InVExt 1024k 1S50MS G0Ok/scc d15/515 ST32550N 2.1G Barracuda 8MS
[)-_.mmc.Rmhly- Impact! X 199 515536100 - 60ns (2MB Simm) 99+ Plextor6x InVExt 256k 145MS 900k/scc 499/599 *ST15150N Af-G B uda 8MS
Electronic Ants - Dehuxe Paint V I‘I‘9 1x32 100- 60ns Simm (4MB) 149+ 7 151 arrac
Foxa ‘;'1::“1":"-5%";11- v1.S 31 1x36 100- GOns Simm (4MB) 159+  ASIM CDFS 3.0 w/Fish&Photo CDs (AMIGA) 67 "ST410800N 9G Elite 11MS
cster - 2y 32 i Gt +
loplee-Immgloedd L RTINS SRSt Quantum 4.3GB SCSHI &I
vis - 4 i :
Innovision Technology - Bresdcas Tider IS Hikes 189 1335 100 cons St (0MB) 630+ CBM A3640 128 Buffer- 3.5" - Grandprix
A iy 8x32 100- 60ns Simm (32MB) 999+ 10 MB/ 3 Year
Metrografix - Motion Master Volume | 9 8x36 100- 60nsSi 32MB 1199+ E
e e [£°§ i~ Wl ACCELERATOR | 1048 (i3 1049.00
o bl e A4 POMCIA Ram Card 119+ e R
Nova Design - Image FX v20 2 POMCIA Ram Card 8M 229+ 68040@25M hz MiCI'OpOliS
Fhotogenics 70 GVPSIMM32 GONS 4MB 199+
Play - Brilliaoee 20 GVP SIMM32 GONS 16MB 79+ Y o $399 2217 AN 1.7G SCSI &Il 10MS 5Yrs 899
e T e Pam FX J5 GVPSIMM32 4ONS IMB 129+ 2217A 1.7G IDE 10MS 5Yrs 899
- | 1 -
Resloof’ Real 3D 424 350 31 pprads ki oo, sof i) 1290 | [ DERRINGER+ RCCELES 32438  4.3G SCSI &Il 8.9MS 5 Yrs 1499
. I B tar s Loty i) 2900 *3243 AV 4.3G SCSI &Il  8.9MS 5 Yrs 1599
Syndesis - SDROM Vol 1 84 30 Kickstart roms 199.00 | 68030 @ 33MHZ with MMU 71991 9.0G SCs| l&ll 12MS 5 Yrs 2395
Syndesis - 3DROM Vol 2 g4 2.1 OS Upgrade Kit (complete) 29.95 | 63882 @ 33MHZ (Math Co Processor) 3 1991 AN 9.0G SCSI |&ll 13MS 5 ¥rs 2499
Synergy - Hollywood FX 224 2.1 OS Upgrade Kit (software,mamuals)  79.95 | |Megabyte of 32bit ram (remap kickstart) C nner
Synergy - Hollywood FX Lite 49 205 Kickstart Rom 29.95 | Jnstall up to 32MB of 72 pin industry standard ram 0 e
Swipes 89 2.04Kickstart Rom 3495 | Ours is the only one 1o come standard with the CFA 1275A IDE (w/PAR) 12MS 3 ¥Yrs 399
Visual Inspirations - Visual FX for Lightwave Vol 1~ 114 13 Kickstart Rom 13.95 | modification to work with the DKB Megachip CFA 850A IDE 12MS 3 Yrs 265
Virtual Reality Studio v2.0 69 mg g&m‘-’ :g:%; ;gg; (a $25.00 valuc if purchascd scperately) CFP 540A IDE 12MS 3Yrs 199
" . us (8.3 *
Fixsi 3D Profestiooal v20 169 5 iper Donise (8373) 3495 |  4MB-499 BMB-699 16MB-999 3MB-1499 | CFA 540A |DE (w/PAR) 3Yrs 225
CBM AMIGA EMULATORS Paula (8364) Or Denisc (8362) 29.95 * Video Flver Certified Drives
A2088 XT/AT Bridgecard (2000) oppow SILEED. = 14.95 | 68030 @ SOMHZ with MMU 499 Hard D A C Il
/| . k! 'estern Digital Revision 08A A 68882 @ SOMHZ (Math Co Pro add 99.00)
&;ﬁiﬁﬁ"&?ﬁ v;ﬁ'mm‘ «1;.,-'4:3 Superbuster (revl 1) (4091) 58.95 | |Megabyte 60NS 32bit ram (remap kickstart) ar rive OﬂtI'O ers
ES86 Upgrade IBM Module “ 99 Ramscy (rev 07) 49.95 | Install up to 32MB of 72 pin industry standard am Commodore A2091 w/OMB Ram 199
Emplani Macrams 299 Fat Gary (A3000) 49.95 | Ours is the only one to come standard with t (For the A2000) w/2MB Ram 279
A-Max 11+ w/A-Max IV Color 329 im%%‘;%)«u. :jgg F-.cg_:;uog:crilo \_.}w'. with the l)hllui\ll A - Includes 7.0 Roms & WD rev 8 SCSI chip
E el b yai value 1 Cl nsodsc ra HH
CBM AMIGA'SYSTEMS & PRODUCTS  [Binws.ypeseenany 95 | B sn:,: - IG:B |y099 B 100 | 11O MegS of additional rams can be added
4000 68040 or 68030 25-40Mhz 262072630 upgrade kit (7.0) 4MB - 599 - 699 16MB- 3IMB - 15 Trifecta 500 LX w/OMB expandable - 8mb 225

2091 upgrade kit (7.0) - Controls seven scsi & two ide drives at

the same time. Fastest transfers for A500

A1200/600/5X12.5" IDE HARD DRIVES

CONNER 1060SCSI 1 &1l R ey i
BLOWOUT SPEC m%ﬁégﬂnéiiiiﬁ available 229

1200 Computer without HD

2000 Computer System w/ECS
500 Computer System w/ECS
600 Computer System w/o HD

520 Video Adapter (works w/ all systems)
2MB Ram For 2091 (256x4 dips)
23000 internal low density disk drives
500 internal low density disk drives
2/3/4000 internal high density disk drive

3 2

27374000 extemal high density disk drive DPS PAR (IBM) 9MS - 1060MB - 2 Year ey e $25.00 )
e 0 Keybeurly DPS PAR (Amiga) | 5To655A S0MB Seazate : 5
gﬁﬁnﬁﬁ"mﬁﬂm w/Conner 540MB up to 10 MB/Sec Synchronous AT TS e T T

2980 Flicker Fines (2000/4000) w/Conner 1275A 1.2G |__AMIGA NETWORKING |
223 sevenponm(inl card w/Micropolis 2217A 1.7G up to 5 MBISEC Async hfonous Interworks ENLAN-DFS (Five node licence) 209
2091 HD Controller card w/OMB Personal TBC IV 4:2:2 & Works great with all 395 00 CBM A2065 Ethernet board 22
3640 68040 @ 25mhaz for the 400073000 SVideo In & Out controller cards! - CEl 4066 ETHERNET PLUS 299

2630 w/2ZMB or 4MB (A2000 A ccelerator) Three network interfaces for 2000,3000,4000
2620 wi2MB or 4MB (A2000 Acceleralor) Personal VScope = - 10 BASE T, Thick AUL, Cheapemet (10BASE2)

501c 512K ramboard wiclock s Personal Componet Adapter 229 - Diagnostic LEDs & 1 Year Warranty
601 ¢ I mb ramboard w/clock 69.95 - 10MB/SECOND& s SANA TT compliant

( Please understand our policies )

A 5 DISCOVER / VISA / MASTER Card / American Express & COD Accepted. All
25 South Old Baltimore Pike Prices and specifications are subject to change without notice! ALL SALES ARE

— e = = = = FINAL - NO REFUNDS OR EXCHANGES WITHOUT APPROVED RMA#.
éompzt’?s? Lafayette B]dg‘ Suite 202 15% restocking fee on all refunds. Defective items replaced with same item only.
1 Newark, DE. 19702 Call 302.738.9267 for approval RMA# before returning merchandise, or fax an
Sﬂ%’SS (302) 738-9046 ORDERS ONLY RMA# request to 302.'{38.9259 pﬂ_s_erwise your return will not be accepted, We

e are not responsible for incompatibility of products. CODs are CASH ONLY
(302) 738-9267 Information & RMA Shipping & handling is non-refundable, S&H for chips is $5 COD Fee $6 Personal

(302) 738-9259 Fax 24 HOURS checks require 14 days to clear. Call for actual shipping prices on all other items,
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A2000 68060 @ 50MHZ

HIGH FLYER

Standard

With Power Supply
Fan Kit

Cable Kit

Dataflyer SCSI Card 4000SX

- SCSI Controller card supports up to
seven devices internally, can add external
port later

Dataflyer SCSI Card 4000SX-25

- Includes the DB 25 external connector
for external devices

Dataflyer SCSI + A4000

- Converts IDE Header into SCSI support
for SCSI devices w/ pass thru to work
with original IDE drives you already own!

Dataflyer SCSI + A1200

- Same thing for the A1200 series systems

Dataflyer XDS 1200 / 600

- External case supports 3.5" IDE hard
drives & allows use of original 2.5" hard
drive. Connector also uses power from
inside the machine.

Ramboard w/2MB Ram exp to 8MB

Dataflyer 2000 SCSI

- Supports up to seven scsi devices ,
internally mount a 3.5" hard disk drive
onto controller card

Dataflyer 2000 IDE

- Support two IDE devices, one can be
mounted onto controller card.

Dataflyer 2000 SCSI1 & IDE

- Two controllers in one card! Support
seven SCSI and two IDE devices!

Dataflyer 500 SCSI

- Supports Seven SCSI devices , one can
be mounted intemally and powered!

Dataflyer 500 IDE

- Supports two IDE devices , one can be

mounted internally and powered.

Dataflyer 500 SCSI & IDE

- Supports two IDE devices , one can be
mounted internally & seven scsi devices
can be connected!

100

119

99
69

199
95

95

125

149

149

179

VILLAGETRONIC

MainActor Professional
- Full featured animation program that
works with all Amigas with support for
Picasso Il owners.

Ariadne
- Zorro |l Ethemet card offering
10base-2 (cheapemet) & 10base-T
(twisted pair) Fealtures; 2 parallel ports
32k buffer; boot eprom option; SANA-2
Compatible drivers & Envoy network
software; DOS 2.04 or higher required.

Liana Network
- Connects any lwo Amigas togeather
via the parallel port

Pablo

79

299

179

JoU
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- True 68080 50Mhz Design - NOT A MODIFIED 68040 BOARD !!!

- Lightning High Speed Local 68060 Memory
- Supports Interleaved Memory

- Supports Posted Writes to Motherboard

- 32 Bit FAST SCSI Il Host bus DMA Interface
- Supports 10MB/second SCSI Transfers

- Over 90% of the CPU available at full Speed SCSI DMA

- Totally Autoconfigurable

- 84 BIT Ram expandable to 128MB

- Uses Industry Standard 72 Pin Simms
- Ethemnet - Twisted Pair & Thin Coax

- PCI Bus For Future Expansion supporting up to 100MB/Second

- Compatible with the Newtek Video Toaster & DKB Megachip

- Includes Manufactures TWO year full warranty

From A Company that listens to what the public wants! This is the

FASTEST accelerator available for the Amiga 2000!

Commited to the Amiga marketplace since 1980 & going strong!

VIDEO TOA TEMS

CBM Amiga 4000 Motherboard, Case, Power Supply, slotboard,

2495

1.76 Floppy Disk Drive, Mouse, Keyboard & 2MB Chip ram

Cyberstorm 68060 @ 50
mhz option now available

for the A4000 Series!

249.00
549.00

SCSI Option
1/0 Option

Processor Options -
CBM A3630 68030 @ 25mhz w/mmu & fpu
CBM A3640 68040 @ 25mhz w/mmu & fpu

Macrosystems Warp Engine 4028 w/CPU, SCSI 1&Il Controller

1249.00

299
499
999

Macrosystems Warp Engine 4033 w/CPU, SCSI 1&Il Controller 1099
Macrosystems Warp Engine 4040 w/CPU, SCSI 1&1l Controller 1299

Memory Options - (Minimum of 8MB Fast Memory needed)

- A video module for your Picasso ||
card permitting output to your TV
or VCR - Quality comparable to
high performance video broadcast

encoders; includes RCA - S-VHS -
SCART cables & 24 bit animation

program

Micro R&D

2000 Bigfoot Power Supply 159
1200/600/500 Bigfoot 89
Slingshot A500 (1A2000Slot) 3g
Slingshot Pro A500 69

X-Calibur A4000 Ram Unit

649

AdIDE 40MB HD System 269
w/2.5" Drive (500/2000)
AdIDE 130MB HD System 399
w/2.5" Drive (500/2000) 249
Flicker Free Video Il 275
ADRAMS540 w/4MB (A500)
» 0 ork on 4/8GB DAT TA

onne ernal 400 e o99

onne ernal 400 e Q99

O ernal 500 o 000

O erng U0 e U9

1x32 Simms 60ns 4MB 148+
2x32 Simms 80ns 8MB  (warp engine or extra ramboard) 299+
4x32 Simms 80ns 16MB (warp engine or extra ramboard) 499+
8x32 Simms 60ns 32MB (warp engine or extra ramboard) 999+
Newtek Video Toaster 4.0 1995
Newtek Video Flyer 3995
- 2.1 GB Quantum Allas Video Drive 999
- 4.3 GB Quantum Atlas Video Drive 1599
- 9.0 GB Seagate Elite Video Drive 2295

REMOVABLE MEDIA SCSI DEVICE CLOSE OUT

Richo 50 MB Removable HD 99.00

USRobotics modems

Internal Sportster 14.4kbps v.32 bis data
v.42, v.42bis, quicklink [l s/w, fax $109

Internal Sportster 28.8kbps v.34 data,
14.4kbps class 1 & 2 fax v.42/v.42bis

$259

quicklink |l s/w

AMIGA Llightwave 4.0 stand

alone Version 775.00

AMIGA RAM BOARDS

Paravision MBX1200Z w/20Mhz&1MB 159
Paravision MBX1200Z w/20Mhz&2MB 199
Paravision MBX1200Z w/20Mhz&4MB 299
Paravision MBX1200Z w/20Mhz&8MB 429
Paravision 8-Up! w/OMB (2000) 99
Paravision 8-Up! w/2MB (2000) 149
Paravision 8-Up! w/4MB (2000) 229
Paravision 8-Up! w/6MB (2000) 309
Paravision 8-Up! w/8MB (2000) 389
DKB 2632 w/4aMB (Requires2630) 399
DKB 1202 FPU & 1MB Ram (1200) 159
DKB 3128 w/4MB (3000/4000) 395
Exp. Sys. Dataflyer Int. w/2MB Exp lo 8MB 199
Supra External w/2MB (500) (500) 199
CBM 2052 w/2MB (2000) 99
CBM 2058 w/2MB Exp to 8MB (2000) 175
CBM 501c Clone w/512K (500) 49
Exp. Systems 601c w/1MB (600) 69

DKB Megachip 2000/500 wi2MB Agnus
-accesses & adds 1MB of chip ram. The
-must have for graphics & audio users

CSA 12 Gauge Accelerators

33Mhz wMMU & SCSI Board 399
w/4MB 80-70NS Ram 549
33Mhz wMMU & FPU & SCSI 499
w/4MB 80-70NS Ram 649
50Mhz wMMU & SCSI Board 499
w/4MB 60NS Ram 675
50Mhz wMMU & FPU & SCSI 599
w/4MB B0NS Ram 775

Amiga 2000 Accelerators

GVP 68040 @ 33mhz wMMU, FPU 1395
SCS8I Controller with Extra Serial,
Parallel Ports & 4 MB Ram 60ns
Expandable to 64MB ram using
16MB simms (799 each)

CSA 68040 @ 33mhz w/MMU, FPU
SCSI Il controller card w/OMB. Uses
72 pin 60ns industry standard simms
and is expandable to 64 mb using
16mb simm moduals.

GVP 68030 @ 40mhz w/FPU & SCSI
Controller & 4MB ram at 60ns expandable
1o 16MB ram total.

975

795

Megachip 249
Allows your A500 & A2000 series computers to have
two megabytes of chip ram. A must have for people
who use video, graphics and audio applications.
Included is the Megachip daughterboard with 2MB
Agnus chips with an extra one megabyte of ram.
(Requires A500 to have A501 ram expander +49.95)

A1202 board (A1200 Only) 99.95
A multi-function board for the A1200 Computer

that provides the maximum fast ram expansion plus
a battery backed up clock-calendar. Includes two
simm sockets for combinations of 1, 2, 4, 5, or 8MB
of fast ram using industry standard 32 bit simms with
72 pins. Optional plec math co processor can speed
upmath functions as much as 1000% or more.
A3128 Ram board (A3000/4000 Only) 249
Allows 32 bit ram expansion to 146 megabytes of
ram using 72pin industry standard simms. Four simm
slots accept either 4, 8, 16, or 32 megabyte simms.
A2632 Ram board (A2630) 399 widmb
Allows 32 Bit ram expansion onboard of 112mb

of mm using industry stanard 72pin simms. Has

four sockets allowing use of 4, 8, 16, or 32 mb
simms. Allows full burst mode support.
Kwikstart II (A1000) 54,95

A1000 owners can now add kickstart roms to their
machines with this device! Supports two different
revision roms & allows access to more system ram

Multistart IT 6a (A500, 600, 2000) 29.95

You can use more than one kickstart rom chip with
this device! Switchable by resetting the machine for
a few seconds.

Cobra 28 mhz & 4(ec mhz 159249

Accelerator for the A1200 computer system that
allows you to speed your machine up to 600%

faster. Includes capibility to add 128MB of fast am
using industry standard 72 pin simms & battery
backed clock-calendar. Optional FPU can be added.
Optional SCSIT & II Controller can be added +89.00

Mongoose (A1200) 68030 5S0MHZ  275.00

Accelerator for A1200 computer with 68030@50mhz
Expandable to 128MB of fast ram using industry
standard 72 pin simms, Increase in speed up to 800%
& has battery backed clock-calendar. Optional FPU
or SCSI I & 11 Controller can be added +89.00
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Buyer

The official news from New York is that Escom have
bought all the rights of ownership, technology, trade-
marks and patents to Commodore and the Amiga. After
the somewhat harassing two days of 20-21 April,
Escom's final bid of $10 million for Commodore’s core
assets was accepled over surprise bidder, Dell's, which
stood at £13 million for the core assets. Unfortunately for
Dell, their bid had certain strings attached to it which
would have meant delaying the buyout further.

In a shock move, one-time favourite, Commodore UK,
dropped out of the auction altogether, knowing they
didn't have enough money to take on Escom or Dell. The

of Commodore

found for

[ommodore

Escom: The new owners

other one-time favourite, Creative Equipment
International, made a hasty alliance with Dell on the day
but was unsuccessful and managed to upset Escom in
the process for going against them in the bidding
process.

As well as the bid being accepted by the US courts,
the deal has also been approved by the Bahamian
courts, making Escom'’s position as the new owners of
Commodore final.

For the full story, turn to our five-page breakdown,
starting on page 23, of the bidding day, and the
interviews with the winner and losers.

Head of engineering appointed

Gtop the press.
[=UR time bomb

An unconfirmed rumour flapping its
wings round the rumour mill is that if
Commodore UK ha buyer
qui-
ance
joint MDs of the

1ed in accounts

that the busi-

rvive up to the end of

t foun

by the end of ill file for

filed at Companie
ness can only s
May.

No-one was &
going to ¢

sailable at the time of

mment on the situa
tion. If the ¢ 5 true, one can only
hope that C=UK's negotiations with
Escom are successful.

With the recent buyout of Commodore, Escom would
appear not to be resting on their laurels by appointing
Dr Peter Kittel as the head of engineering for the
Amiga. Kittel, ex-head of Commodore Germany, has
released details on the new daughter company of
Escom AG which will be based in Heppenheim in
Germany and will deal with all developments
concerning the Amiga.

There will be an engineering department for hard-
ware and OS software. Also planned is an extensive
marketing department, and Kittel estimates there will
be a workforce of 50 people at the beginning.

If there are individuals reading this who are inter-
ested in working for the new company, they should
send their resumeés to: Escom AG, Personalabteilung,
Tiergartenstr. 9, D-64646 Heppenheim, Germany.

Initial plans are to restart the production of existing
machines (600/1200/4000) but because of Escom's

casing policy, the 4000 at least should receive a new

look. No immediate models will be altered technically
because Kittel doesn't want to delay the re-release
schedule — any alterations will come later.

As for the future, it can be confirmed that the way
forward for the Amiga is RISC-based. The two principle
systems being considered are Power PC and Hewlett
Packard's PA RISC. “It will be the first task of engineer-
ing to prepare this choice of paths into the future"
commented Kittel.

He also states that Escom have decided to be very
“liberal” in regards to licensing the Amiga technology
out to third parties: “Whoever wants to build, for exam-
ple, an Amiga lap-top or set-top box can get the chips
and OSI"

The new head of engineering is quick to point out,
though, that all the above “is still a letter of intent. The
points which are declared are still open.”

Whatever the case, it's good to see Escom are
moving so swiftly.

GUP saved

Parallels aplenty this month with
another German company stepping in
to save the day and revamp part of the
Amiga's heritage. The critically-
acclaimed hardware producers, GVP,
having bitten the bullet, have had their
intellectual rights bought by German-
based company M-Tec in conjunction
with Power Computing in Britain.

The only product available to buy at
present is GVP's RAM. For the rest of
the extensive catalogue, potential buy-
ers will have to wait another two
months. The catalogue at the moment
consists of the 68040/68060 accelera-
tor for the 2000/3000/4000, a 16-bit
sound sampler, the HC8 SCSI inter-
face and the I/0 Extender, among
others.

“This is a great day for the Amiga -
first the buyout of Commodore and
now GVP have been plucked from the
jaws of ruin” commented Tony laniri of
Power Computing. “There's a wind of
hope blowing through the Amiga com-
munity and this is just the beginning.
Things can only get better.”

For more details, contact Power
Computing on +44 1234 273000.

Amiga Computing
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More storage - A sonnet for the
with a zip fAimiga

Hot on the heels of the scorchingly fast

Cyberstorm 060 card, the Sonnet 50MHz

Utah-based lomega Corporation have Doubler 4000TM is a daughter board that
released the Zip drive and Zip disk — plugs into the 4000’s CPU socket. The dis-
the Zip drive is a compact, portable tributors, Blittersoft, claim the card delivers
solution for moving information across-the-board speed increases for all
between work and home, expanding applications and system functions.
hard disk capacity, organising and sav- Featuring an on-chip cache and maths
ing business and personal financial co-processor, the chip costs £399.95 and
records, and sharing large files. can be obtained from Paul Le Surf on +44
Basically, the system works along a 1908 261466.
similar line to floppy disks but offers a

The Zip drive - could this system replace far bigger storage capacity. Zip disks

the floppy drive In the future? are available in 100 and 25Mb capaci-

ties, and can be purchased in single FurthEr thtugu"its

packs or economical five packs. “Our new Zip drive is unlike any other storage product on the market,” said
Timothy L Hill, vice president of marketing for lomega Corporation. “It's like getting four drives in one. It's an
unlimited upgrade for your filled up hard disk; a high-capacity mobile storage solution; a personal organiser of
your stuff; and, it's an excellent backup drive.”

Every Zip drive comes complete with a starter Zip disk that includes ZipTools software to help consumers
organise, track and quickly locate their computer information.

Contact lomega Corporation’s UK headquarters on +44 181 899 1734 for more details.

Those busy bods at Almathera have
released another upgrade for their critical-
ly-acclaimed image processing package,
Photogenics. Version 1.2 has had a series
of new options added to it — warper tools
allowing you to distort, bend, stretch and
twirl parts of your image, printing capabili-
ties, CyBERgraphics 24-bit painting, trans-
parency gradients, the much-needed crop
facility and for those without AGA
machines, a HAM6 display option.

The call of the Big Smolse ot

A ; f ? 4 are also some new paintmodes (colourise,
fter last month's call for animators to submit work to the gamma, mirage, jitter), Newicon support,

European Festival of Animation, another exhibition has new GIOS (TIFF, PCX, HAMS, Retina,
appeared in the form of the London Effects and Animation ProGrab24 among others). If you're a 1.1a
Festival. Acting as a showcase for the best in creativity in owner, the upgrade will cost £15. For a
Europe, the show has attracted some high calibre competition brand spanking new copy, the price tag is
in the last few years from companies across the world. £50.95.

The event is split into several categories that include art. Call Aimathera on +44 181 687 0040 for
broadcast graphics, commercials, interactive entertainment, more information.

feature films, music video films and student work, among oth-

ers. The closing date for all entries is 8 September. These

entries will be judged by a panel of experts made up of media,

potential clients and fellow professionals, and the awards will "E‘tting ‘thE
be handed out on 29 November.

Also included during the festival is a three-day programme of h f'-t

seminars and screenings which takes place alongside the E“E I 5

Computer Graphics Expo at the Wembley Conference Centre

from 28-30 November. For more details and an entry form, call [ESRAUTERUERVEEIRE RIS E]
Debbie Brown on +44 181 995 3632. potential offered by the Internet for a vari-
ety of purposes, there are still sectors that
remain unconvinced, according to Future
Marketing.

London Effects
and Animation
Festival: Get
your work seen
by potential

employees

 Er-BT engineer fined for software theft

In another joint collaboration between ELSPA and the
police, a raid was carried out on the home of ex-BT engi-
neer, Alan Pirie, leading to a conviction and seizure of
£200,000 worth of illegal software. Pirie was found guilty
of six offences of selling and possessing, and was fined
£1000 and ordered to pay £100 costs.

“One the major aims of ELSPA is to crack down on the

illegal copying and distribution of pirated software” com-
mented John Loader, head of ELSPA's crime unit. *As an
industry, the computer and leisure software sector needs
to be protected against those individuals or organisations
that seek profit from its illegal activities.”

Anyone with information concerning pirated software
should call ELSPA on +44 1386 830642 in confidentiality.

JULY 1995

The company believe that the Net is
being seen by some as nothing more than
a fad, and those people need to be
informed about the benefits of using the
Web.

Aimed at IT and marketing profession-
als, Future Marketing are hosting a series
of day-long non-technical seminars. The
day itself begins at nine and runs through
to 17:30, addressing some of the most
common questions from a Net novice —
what exactly is the Internet? Are the com-
panies employing it being successful?...
and so on.

The cost of the seminar is £285 + VAT
per delegate which includes lunch, refresh-
ments and literature, and places can be
reserved on +44 1737 222615.
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Three million and rising

That on-line service, CompuServe, just keeps pumping out those press releases — in this
month’'s instalment, the company has now officially achieved over three million paying
users. They claim they are signing up as many as 60,000 new members each week

“In the past year. there has been tremendous interest in on-line services and the
Internet. And as the undisputed leader in on-line content, global networking and informa-
tion services, CompuServe has become the place to be for millions of people” stated

Barry Berkov, CompuServe's executive vice president.

CompuServe

CompuServe just keeps growing and growing

Read/write (D!

Massive storage capabilities are now avail-
able to the home user — Hi-Q have
announced the imminent launch of the
Panasonic PD System Optical Drive.
Coming with a quad speed CD-ROM, a
Hybrid 650Mb and an Optical Read/Write
system allowing access to stockpiles of
information at the click of a button, the
system costs £680 approx.

Call Hi-Q on +44 181 909 2092 for more
details.

Mega oops!

Our review of Easy Ledgers in the May
issue of Amiga Computing gave the price
as £29.99. Unfortunately, the suppliers,
Wizard Developments, have phoned up
to inform us that the package actually
costs £199.99. For those interested in
purchasing Easy Ledgers, they should
adjust the value for money score from
nine to six.

This is Apollo calling

Accelerators seem to be on the increase
as people want more and more power for
their upgrade-starved Amiga. New from
Siren software is a range of accelerators
with hooky title of Apollo.

The top of the range Apollo 1230

Turbo 50 for the 1200 runs at just under
10 MIPS. The card fits into the trap
door slot of the Amiga which isn’t too
healthy for memory upgrades. Call
Simon Cobb on +44 161 796 5279 for
more details.

IT illiterate

Over two-thirds of small businesses are admitting they aren’t as clued up as they'd like to be
with the ever-growing world of information technology. In a survey conducted by Lioyds
bank of 300 small firms, just over half the businesses said they were computer literate — lack
of technical support, suitable training courses and objective advice being the main problem
areas according to the small businesses contacted. ;

Also identified by the survey were several areas of missed potential — for example, one
fith of larger firms polled still don't use computers for invoicing and credit control.

John Spence of Lloyds bank commented: “It is clear from these findings that many con-
sider themselves inadequately informed on the subject. As we are increasingly moving
towards a world dominated by technology, the findings are clearly a cause for concern.”

(hange of number

For those interested in buying the
Advanced Amiga Analyser (reviewed in

the May issue), the company to order from
has changed. The new suppliers Dart
Computer Services can be reached on
+44 116 247 0059 and the price remains
the same - £49.95.

gtay tuned

For the latest news on Amiga Computing
and all things Amiga, take a look at our
home page. Tap in the following URL Web
address:
http://www.demon.co.uk/amigacomp

While you're there, take a look at our list of
top ten fave sites on the Internet and
access them.

Amiga Computing
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lightwaue has arrived

Lightwave 4, the package that everyone knows about, is now
available from Premier Vision, and owners of 3.5 can
upgrade to the latest version on any platform (Amiga, PC,
SGl, Dec Alpha) for a paltry £150. The price for the full ver-
sion is £695.

Call Andy Bishop or Andy Gould on 0171-721 7050 for
more details.

Anim update

For those interested in the European Festival of Animation
(as featured in last month's news), the organisers have a new
number for interested parties — 01295 264711. The closing
date for entries is the end of June.

Photographic print outs

Printers that can produce near photographic print outs are
highly sought after. With the wealth of Amiga art packages
such as Photogenics and Deluxe Paint 5, such a piece of kit
would be ideal for small design companies and artists.

The Primera and PrimeraPro colour printers from Chicago-
based Parallax Technology have been out for quite some
time now, offering a range of dye-colour sublimation colour
images for its users. With the arrival of their new Amiga-spe-
cific colour print driver though, 24-bit images can now be
printed out.

The driver is free to all existing Primera/Pro owners and is
available as standard to potential buyers. For more info, con-
tact Parallax Technology on 001 312 645 4835.

(D-ROM slash

For those with a yearning to move over to CD so that produc-
tivity CDs and CD32 games can be become a part of their
computing, the Zappo CD-ROM drive has received a rather
substantial price cut of £40. The unit can now be picked up
for £159.99 and features the latest software to aid CD32
compatibility.

For more details, contact Don Carter on 01543 419999.

Software upgrade

No sooner have Gordon Hardwood Computer's released ver-
sion two software for the ProGrab 24RT, version 2.5 is now
upon us, Featuring additional file format support, image pro-
cessing effects (emboss, convolution, oil paint and many
more), palette computing routines and dithering form the
main basis of the upgrade and can be obtained from
Harwoods on 01773 831040.

More price reductions

Further cuts in Amiga product prices have arrived with the
Nexus Pro Reference Library CD-ROM available at £19.99, a
significant reduction from the original £49.99
click of a button, the system costs £680 approx.

Call Hi-Q on 0181 909 2092 for more details.



A500/A600/A2000
A1200/A3000/A4000 Pt . N
| ] 79 0 TAHT A AMig) 0S§ 3.1
o - 'y -,L v il
I AL
L .,
4
Within North America contact |
Software Hut Expert Services (reative Computer Select Solutions Within Europe contact
Folcroft East Buisness Park 7559 Mall Road 2645 Maricopa St 109 South Duncan Road Wellweg 95 D- 31157 S‘-jgeml-ef:;:;n:mlim
313 Henderson Dr Florence, KY 41042 Torrance CA. 90503 Champaign, |1 61826-6512 g
Sharon Hill, PA 19079 Phone: 606-371-9690 Phone: 310-787-4520 Phone: 800-322-1261 o i
Phone: 610-586-5701 Fax: 606-282-5942 Fax: 310-222-5888 Fox: 217.356.0097 pal.
Fax; 610-596-5706

Picassoll RTG, Ariadne, Liana, Pablo, MaionActor are trademarks of Vilage Tronic. Dealet inquiries welcome, All prices are Suggested U.S, Retail Price (SRP). Dealer prices may vary. (c) 1884 Village Tromc. All rights reserved.
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BCI HURRICANE. CD ROM DRIVE KIT ~ $319
EXTERNAL CDROM DRIVE FOR A 1200/A600

‘|#Comes complete & ready to plug in! *Hooks up through your PCMCIA slot!
o Refurbished A500 |*Emulates CD32 & CDTV on A1200!  eEmulates CDTV on A600!
-|Complete system includes mouse, power supply, 1.3 WB ‘|ePlays all Audio CDs & ISO 9660 CDs!
d};sh;&MBtRAht:ld()snzlg snzSOl 12mb ctrg $25 ‘|*Consists of:External Chinon 525 Dbl Speed CDROM Drive, Squirrel SCSI Controller &
. -Fg: 2 0s gﬁm $30 ) Lk ‘|Software, 5 disk utility pack for your A1200/A600 & | year warranty!
L ol S i :|*Plus you can still add up to 6 other SCSI or SCSI2 devices!!
Refurbished AZ000 :3
Complete systems in several configurations available! BCI TORNADO CD ROM KIT $359
Call for more details! Same as above except it comes with an external NEC Tnplc Speed CD ROM Drive! :
External HD Floppy Drive “TRACKBALL FOR ALL AMIGAS Doo't fergst dlist ve. |

will always match any ]
competitor’s price on |
any produu!

INEW! DELL External HD Floppy Drive for all Amigas
|WB 2.04+! You won’t believe your eyes or ears! Tiny,
|thin, black, silent & only $119.95

SSORTED HARDWARE B oWt
*""*'xsuax‘mmm

-[CD32 Big Foot Power Sup, l¥ 04

Great, smooth rolling trackball with crystal clear ball that glows red/green
colors' Once you use one of lhese say goodbye to all mlce' $29 95

-: CD32 Competition Pro
8362 R8 Denise SH :-|[CD32 Stamg'd Replacement Jo}pad 38
%364 Paula $5 -!|CD Cadd : s e - .
gmdsu%u—mf:%lw I gho:nmnInleMBmDnvemﬁﬁ brkt for a2000 brgbrd §75 | © R T A ey T ST e S
83758 2MB Fattest Agnus $50 -.|CRT 1084 (Picture Tube Only) NEW! $10 g Y B V | MICROBOTICS
£175 2MB Fattest Agius $50 ; Buuonml"‘orhﬁm Int, Drive $3 : C e ER O SI?N MBX 1230XA 68030 50 MHZ] |
5721 A2000 Buster 325 . NT MAC Basic $259 : mEO B ARD w/MMU & FPU $279
1.2 ROM Chip $5 ::|EMPLANT MAC Deluxe $359 164 Z3:2MB: $469
1.3 ROM Chip $19 ::|EPYX Ergo Hand Held Joystick $13 -4MB Ram For MBX $165
721 B3 PLA'S10 |S86DX Upgrade Module Foc Emplant 5109 64 73'4MB $599 || ' MB RAM for MBX $299

. n imaj
2.04 ROM Chip $34.95 - Goldcnlma; ical 3 Bution Mouse w/Pad $25 DEFECTIVE E( EUIPMENT

-:[MONITOR 1807 (Slightly Used By CBM Tech's) $60

HARDWARE - IMONITOR 1702 (Slightly Used By CBM Tech's) $50 - |Through out the liq'uxdal:qn o'f Commodore, we obtained a
AS00 Keyboard $29 - PimlnHGmphimerz 2 5339 ton of supposedly 'defective’ equipment. The items listed,
IA500 Motherboard Rev 5 or 6A $99 .. |Power Supply (Replacement) A3000 $89 : 3 3 ;
A b Seoly 9 3 suppl)'( pasadii grgnon it £ 7 tx;rerarc_lte:‘nsr that wehhavc noé.t((j:sl?d yet. Over 50%lof lllwi
IAS00 Big Foot Power Su |y $89 - |QUA §2 B SCSI or IDE 3.5 Hard Drive NEW $50 K (- C(.:[IVC llCmIS that we 1d test, were comp ete y
A520 Video Adapter n(fp ! |Replacement 2 Button Mouse For A Aml%}l\(gm &  joperational (sometimes new!) . Items are sold AS IS! ‘

A590 PCB SCSIWDHD $59

IAGO0 Keyboard $39

AG00 Power Supply $39

A1000 Power Supply $45

A2000 Mother Board Asstd Rev’'s $150
(A2088 Disk Drive $49

A2090 HD Controller $25

A3000 Dauy mﬂom'l NEW $50
Exterral D! Drlve $90

3.1 ROM & D1 it AS00/2000/72500 $65
3.1 ROM & Disks KIIAmlm $95
nternal DD Drive §75

Dell (Black) Em”:u-mF Drive $119.95 |-

: imel SCSI2 PCMCIA Controller

-.|8X1 Expansion Box For CD32 $209
1|-4MB RAM for SX1 $165 -8MB RAM for SX1 $299

++ |--White Ke{bmrd for SX1 $40 -Black Keyboard for SX1 $49

+-[-Internal 2.5° 210MB IDE HD $290 -Cable for HD (44 pin) $15
.1|Video Adapter:15 pin to 9 Pin (For VGA, Multiscans..) $15

SERVICE MANUALS | SYSTEM SCHEMATICS
G4/64C * CDTV ¢ 1084-SD1 ¢ A2300 e 140203
AS00 e A3000 e A3000T  J0B4PAL +» A2058

$9.95 EACH

Defective A3000MB 25mhz $50
- {Defective A500 Int. Floppy Drive $15

There’s more!
Call/fax/send/email
for updated list!

' |Defective 40MB 2.5" IDE Hard Drive $15

Int. HD Floppy Drive (A4000) $135 :|ROM KERNEL Manual V2 $20 Defective 120MB SCSI Hard Drive $25
. HD Floppy Drive (Other Amigas) $140 .- |Commodore & Amiga Software Information Book $15 Defective 240MB SCSI Hard Drive $40

BAG O' 1084 Monitor New Parts $10
Cable for 1080/1084 Audio (RCA Y Cable) $3

bElTER CONCEPTS INC
S| PRESENTS HOMEMADE CD'S

DESKTOP PUBLISHING CLIP ART & FONTS CD $16.985

*SPECIALLY GEARED TOWARDS AMIGA OWNERS

*CLir ArT DirECTORY CONTAINS OVER 2500 B&W EPS STRUCTURED IMAGES, 1500+
IFF PLus OvEr 8000 PCX ImaGEs!

*10008 OF Trre 1 AoOBE FONTS & PosTsCmi T FOnTS!

*ALL YOur DEsxTOr PUSUSHING & WORD PROCESSING NEEDS On ONE CD!

/C0 334

FIRST OF IT8 KIND ANTWHERE ON THE AMIGA, AN ADULT ORIENTED, USER INTERACTIVE CD
For Youm CD32 om AMIGA CD. NOT ONLY ARE THERE 14 DIRECTORIES OF HOT
PICTURES, MANY NEW DIGITIZED HOT VIDEO ANIMATIONS BOTH CONTYROLLED BY A
COMPLETELY CUSTOM MADE THUME NAIL VIEWER FRONT END; THERES ALSO TONS OF

OGRS C e et oa MR X2 ' [Defective A2286 Bridgeboard $20

 |Defective Commodore MPS 1250 Printer $10
[MUSIC MOD & SOUND EFFECT CD $19.95

*SPECIALLY GEARED TOWARDS AMIGA OWNERS
*OveERr 2800 MusiC MODS (CLASSICAL, Por, ROCK, TECHNO, ACID, RAVE, MELLOW..)!
*OvER 6300 SOUND SAMPLES RANGING FROM SOUND EFFECTS, DIGITIZED SPEECH, ALL KINDS OF
INSTRUMENTS & mMORE!
*ALSO COMES WITH SEVERAL MOD & SOUND SAMPLE FLAYERS FOR YOUR AMIGA COMPUTER!

BCI-NET Il CD APRIL/MAY $1495

THiS CD CONTAINS OVER 1 GIG OF THE LATEST. GREATEST, MOST USEFUL PROGRAMS OFF OF THE
INTERNET, UTILITIES, GAMES, GRAPHICS, MUSIC, ENTERTAINMENT PLUS TONS MORE! ALL COMPLETE WITH A
CUSTOM BUILT INTERFACE WRITTEN JUST FOR THIS CD THAT WiLL LET YOU SMOOTH THROUGH THE
ARCHIVED FILES WITHOUT EVER LEAVING THE INTERFACE! PLANNED TO BE RELEASED QUARTERLY, THE
LATEST VERSION AVAILABLE 13 APRIL/MAY 95.

(BC: NET | DECEMBER D4 STILL AVAILABLE FOR ONLY $9.95!)

PLAIN BROWN WRAPPER CD $25
ADULTS ONLY PLEASE! THiS CD CONTAINS OVER 16800 IMAGES OF HOT XXX ACTION, COMPLETE WITH
VIEWERS, THIS CD HAS SET UPS & RUNS ON BOTH PCS AND AMIGAS!

ISEKUAL FANTASIES CD32/CDTV/CD $18

ADULTS ONLY PLEASE! THiS CD IS SPECIALLY DESIGNED FOR YOUR CD32, COTV or AMIGA CD ROM.

ADULT STORIES TO READ MGHT FROM YHE CO. ALSO A FULL VERSION OF KLONGIKE ) AGA LIy ) on witi 10008 OF XXX MCTURES AND SOME HOT ANIMATIONS, ALL COMPLITE WITH YIEWERS!

WITH 20 DIFFERENT ADULT CAROSETS. BEST OF ALL, IS A COMPLETELY INTERACTIVE
AME SCREEN WHERE YOU MUST PLEZASE ONE OF OUR MODELS BEFORE HER PATIENCE
RUNS OUT. YOU CAN NIBBLE, CARESS, RUB, KISS, LICK, SUCK... TO YOUR CHOICE OF HER
MANY BODY PARTS. LISTEN TO HER RESPONSES AS YOU PLEASE HER (iF YOU CANI),
CHOOSE FROM OVER 20 MUSIC TRACKS! THIS CD WiLL MAKE HISTORY!

NEW! Trus CD CONTAINS LATEST SPECTRUM EMULATORS FOR BOTH AMIGA anD IBM
WITH OVER 4000 SPECTRUM GAMES! ALSO CONTAINS KLONDIKE Hl CARD GAME WiTH
[OVER 100 CARD SETS! ANOTHER KICK BUTT CD FrROM BCHIT

. N

SHEER DELIGHT CD32/CD $22

ADULTS ONLY PLEASE! THiS CD 1S SPECIALLY DESIGNED FOR YOuR CD32 om AMIGA CD ROM. FILLED
WITH OVER 3800 IMAGES OF BEAUTIFUL WOMEN POSING IN BATHING SUITS, LINGERIE, SEMI NUDE PLUS
MORE! IMAGES ARE ALL UK. OK!. COMPLETE WITH VIEWERS!

MORE HO“EMZ\DE Cp's OV THE WZ\Y'

€D32 DEMO CD VOLUMNE 2 ‘ o x . 3 :
This CD was to be bundied with the CD32 when Aegis Anim. cg:;eroon (Game $5 JUG (Game TestDrrvezcaM Scenes (Data 55
CBM released it 1o the U.S.A.! Contains:Several Amiga Fort Set sU‘Data $5 Sﬁ) K I'Et of Cr)y-stallnn(Game) $5 Tetris $6 ( )
minute movie intro and playable demo of Am;&aTenCral‘t( lity) 51 Gileom A1200 $35 **HOT** Leathemeck (G The Godtather (Game
MICHOCOSM proview of RISE OF THE Authorm Pkg $19 Goﬂc llle (Gamn) 39 MAC MBL 529 Theme Park Mysle Gamej $5
ROBOTS Fm n of CO32 capabiities, Amya{Game) $10 Money Mentor (Utiity) $10 Unmrse Game
COXL &2 W"‘PUO FMV videos! Only $10% noid $8 Graphics smdto sl.m Prime Time (Game) $5 Virocop AGA or 330 "HOT*
— ASIMWAFIE 3.0 CD Driver $68 PHOTON PAINT 2.0 $19 VIVA u!honng Software $19

y ew inder Back To The Future |il (Game) $5 Hell ave Garne Project X (Game) $10 World Class Soocer (Game) $9
This Audic CD was completely made on an Amiga usin Blows AGA $8 Hot & Cool Jazz (WI%Dnla) $5 Qwak (Game) Zero Gravltgé ST)
Protracker and MED. 15 butt kicking Techno tunes by one ol | |Ca Games (Game) $5 Impossbae Mission A Test Drive &Gamd MANY MORE JUST IN! CALL!
todays hottest writers! Plays on any audio CD player! Only $15 | | Colonization $30 mpossibie Mission AS00 §15 Test Drive ars (Data) $5




100 PD GAMES I* 18
190 BB GAMES Ii* 1 c T T s SKELETON KREW* 532
S e B, CID32 TILLE e ™ B
LIEN BREED SEQWAR oA %‘% D/IGENERATION 10 &Eﬁhmiﬂ M pEciaL $2°  SUPERFROG > 18
LIEN BREED 3D* NEW $35  DISPOSABLE HERO* 15 LEGACY OF SORASIL s32  SUPER METHANE BRO'S 12
Lo NS BEDSGOWIOE . R EDOV I
ANSHEE® $27  EUROPEAN PGA GOLF 34 LOST VIKINGS SPECIAL §:132 SYNDICATE" | 536
ATTLECHESS 530  FIELDS OF GLORY 530 LOTUS TRILOGY 315 THEME PARK 532
ATTLETOADS 10  FIRE FORCE 26 MANCHESTER UK SOCCER 19  TOTAL CARNAGE®  SPECIAL $6
EAVERS 10  FLY HARDER' 12 MARVELOUS MARVIN® 50  JRIVIAL PURSUIT 16
ENEATH A STEEL SKY* 24  FAONTIERELITE Il 16 MEAN ARENAS  SPECIAL 10  TAOLLS 330
AIAN THE LION* 16  FURY OF THE FURRIES $10 MICROCOSM 19 UFOENEMY UNKNOWN 332
AUTAL SPORTS FOOTBALL 17  GAMES N GOODIES® $18 MORPH" 10 ULTIMATE BODY BLOWS 29
RUTAL SPORTS SOCCER SPECIAL 12 GLOBALEFFECT  SPECIAL $10 MYTH 13, yMVERSE . 15
UBBA & STIX® SPECIAL 15  GROLIERSENC. Il 25 OUT TO LUNCH" 12 VIDEO CHEATOR . 534
LR omuen G olon, | ten B et B g T seem g
CANNON FODDER 30  GUINESS CD OF RECORDS® 15 NIGEL MANSELL* 12 Z00LII 12
CASTLES Il 12 GUNSHIP 2000 BACKINSTOCK  $25 PINBALL ILLUSIONS® NEW 35
CD32 SPORTS FOOTBALL  SPECIAL 15 GUPPY 10 PINBALL FAN/SLEEPWLKRA SPCL 10 VERGIRL STRIPPOKER 17
O T R B o ooy SO U 2
CHUCK ROCK II* 12 IMPOSSIBLE MISSION 2025° 332 PREMIER" 12 STRIPPOT &ADULT SLOT MACHINE) ~ $29
A S Fo N A sy YomPICYASSIRRDHRY
DANGEROUS STREETS 10 JETSTRIKE 12 SHADOW FIGHTER® NEW 535 =PALonly!
DEATH MASQUE $32  JUNGLE STRIKE® 534 SIMON THE SORCEROR $32 IF YOU DONT SEE WHAT YOU WANT, CALL
DEEP CORE $10 KID CHAOS 12 SOCCER KID 28  USANDWE WILLGET IT!
DEFENDER OF THE CROWN Il S8PECIAL  §10  KINGPIN' NEW 20 SUBWAR 2050 30
DENNIS THE MENNIS $12
DIGGERS SPECIAL $8
CDTV TITLES|AMIC ROMS  LICENSEWARE
ADVANCED MILITARY SYSTEMS+ S8 Al 313
17 BIT 2CD COLLECTION $34.95
ALDOGSGOTOHEAVENs 88 | |17 BT ECRERUATON R LOPPIES
gﬁ&ﬁaﬂﬂ GOESTOSCHOOLe $8 mﬂlgﬂlggﬂv §:;3§ rgsl;rHE PITS! A BOLD MINER'S SLAUGHTER §12
. $8 , ] - it Felice. Amazing multi-level AMOS arcade game. REQ:Hard drive, 2
AMINET 111 JULY 94) SPECIAL $9.95 * '
CLASSIOSAARD GANES o4 AMINET IV (NOV 94) SPECIAL 5995 MB RAM, ECS or AGA, LHA decompresser, any Amiga OS. 3D tunnel
DEFENDER OF THE CROWN lle $15 m:gg vl(MARCH\)SI gtggg scenes are featured in this excellent arcade adventure game. Hours of fun!
E#Eecs??{-i'«%‘é?gﬁ?"""' s‘% AMINET SET (4 CDs) $29.95
EUN SCHOOL 3+ 3 OSPDCD 51995 TOMCAT _ s18 ‘ )
GARDEN FRUITS® s8 T S e e -By John B. Graham. Experience Amiga's first software based Full Motion
g:gg&ﬁ %fggf- ﬁ BCL.NET | €D (DECEMBER 94) SPECIAL $9.95 Video arcade game. Any Amiga with 1 MB of Chip RAM and hard drive can
GROLIERS ENCYCLOPEDIA Ile $25 ggl;rélﬁr‘llllcl?u\]zmm{»hv%: giggg play this thrilling arcade F-14 fighter game. Over 11 megs of hard hitting all
GUINESS DISC OF RECORDS* $15 DEMO CDTor Il 219,03 video action!
HOUNDS OF THE BASKERVILLE® s DEMO MANIA $19.95
INDOOR PLANTSe $8 DIRCLIPARTATONISCD: coootii,. D100 PSYCHO SQUARES DELUXE $15
IELS_'%'E')E}EC&NE#?EJS}EARE. gs FRESH FISH (LATEST) $19.95 -By Shane R. Monroe. So easy, you'll learn it in 5 minutes; so addictive you'll
SN IToe § | IR | [ e e e S v
MUD PUDDLE* i $8 T Haa g ; player m d much, much more! Complete with many
%ﬁgﬂaﬁ\e Bpflmcess gg GAMES NGOODIES Si8 awesome backround graphics! You'll love it!
B e &% GIF'S GALORE SPECIAL  $995
TALE OF PETER RABBITe 58 SOLDpIsH L PSYCHO SQUARES DLX:ADULT GRAPHIC DISK  $4
%%M{SBSLE%\;'%%%RW g?o LIGHT ROM 1 $3405 -By Shane R. Monroe. If you love Psycho Squares Deluxe backround
T e N AMES H) LIGHT ROM 11 $3495 graphics, imagine playing for STEAMY ADULT pictures! 13 levels of
WOMEN IN MOTION® s10 R b 3ty beautiful, hot women! Requires the registered version of Psycho Squares
WRATH oFEr&gﬁl,:ErM?N- $8 LSD & 17 BIT COMP. Il $17.95 Deluxe sold above.
ot NG AR Sios
COVER GIAL STRIP POKERe $17 . WAR GAME PROCESSOR  $25
MULTIMEDIATOOLKIT 2(2CD PACK)  §39.95 :
SEXUAL FANTASIESe 18 MUSIC MOD & SOUND EFFECTS 519,05 -By Sean Emerson. Your favorite wargame can now be played on computer,
: gg‘[’)"ﬁégﬂqﬂ AR ol Sootd g:ggg using a friendly graphic interface. Positions can be saved to disk, as well as
SERIAL CABLE FOR NETWORKCD $0.0% detailed histories of where each unit moved in the previous turn or phase.
%%EJE&‘E{'}%%CDS” g:\gg These can be sent e-mail to your opp?nen!, who will be able to replay the
b ) 3 o 34 turn, even seeing your comments as play unfolds! Or maybe your opponent
What? You still cant write [0y IR D R CLirA i3 doesnt have this program. Thats okay, Yecause the Wa: Game Processor
CDs? CD ROMs have long been an ) can generate your turns into summaries of plain English text! All you do is
essential part of Amiga compulln% ADULTSQNLY. | - \PPER - make your moves. Other features are:compatible w/most strategy board war
Many owners already own a C SEXUAL FANTASIES 518 games, play by mail/Email, full color graphics, scrolling play screen,
ROM drive and the # of software | |SHEER DELIGHT 22 replay/review moves, automatic dice rolls, customizable dice, stores any # of
ackages available on CD is ames/setups at once,..... too much to list! Also comes with a module editor
increasing steadily. Until now, it was that allows you to generate WGP modules for your favorite wargames and
never possible to write to your CDs. Jd edit the heck out of them! NEW!
Th|s|prob|em is sg[ved gghvsnrﬁ\g
revolutionary product. RETIN T T T TV A T T NI T Y
from Ralph Babel and Stefan ' B ¢
Ossowski's Schatztruhe enables you ‘ i 3 q Y
to virtually write to CDs with an - - The following is a list of NEW Adult XXX CD ROM titles
ordinary CD-ROM drive. From now || ay gur PD disks are now only 99¢ EACH! That includes all disks from our library,| | thet are made to work with your Amiga and/or any PC
on, you will be able to write, delete || Assassin Game disks (200+), LSD Utility Disks (150+), 17 Bit Software disks Campatible!
and modify data on your CDs. This || (3400+), Amos PD disks (600+), Fred Fish Disks (1-1000+) plus more! Thats about ADULT SENSATIONS __RED HOT
product will take you into a new era, || 10,000 PD disks available to you for only 99¢ each! Why bolherr_\'ing more when BODY LANGUAGE SEX & GAMES |
and vou will be able to utilize ||you can get it here for less? Send $3 for our paper catalog, 4 disks of disk catalogs CHEEKY CHICS SEX & GAMES 2
cD hnol its fullest! || & a sample disk from our library! See something we don’t have? Call us & we'll CLIMAX SEX & GAMES 3
ROM technology to its fullest! . i
Tieiairos Hard Dilve get it! ERUPTION SIXTY NINE
eq EXOTIC EXTASY SMOOTH LIPS
HOURS GIRLS OF PARJ:DISE SPICY PICS!
. : NTIES
Monda Through Frida SHIPPING & HANDLING HOTII;I]%.Q:E\,-"DC()L. SEX Tlggl;rl-[l,]é\w
S ALES 0.5 }:% ; y $5.50 MIN. Charge For UPS Service LUSCIOUS LIPS TROPICAL HEAT
- a7 . : A Y NIGHTS T DREA
Tech Help/Tnfo/Customer Service 1-5 Eastern | | Many other Shipping Options Available PARTY TIME WHITE UNDERWARE
bl o i € We accept Visa, M/C, Discover, PUSSY GALORE WILD WENDY
Saturday CK.MIO *MUST BE ATLEAST 18 YRS OLD*
A nl 2, . e $19.95 EACH
So SALES only .10' Saturd *Slight fee for Credit Card Users* ANY 5 FOR $89.95
rry, no customer service on Satur ays ANY 10 FOR $149.95

BETTER CONCEPTJ INC

36 PYE JTREET GARNERVILLE NY 10913
1-800-152-6441 SJALEJS 914-786-0LI18 INFO 914-786-1708 Fax

Email: betterc@jbl.com

WWW: http://commonys.j5l.com/bc¢i
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fieality bites

f you've worried that Virtual Reality Labs,
Inc.’s success in the PC market might
mean the end of the company’'s Amiga
support, you can end your fears. VRLI has con-
tracted with Chaocity to maintain, enhance, and
market their Amiga line of software. Chaocity is run
by Clint Woeltjen, one of the principle developers of

tmplant PC on hold

If you purchased the initial release of the
e586DX PC emulation module for Utilities
Unlimited’s Emplant board, you were probably
shocked at its poor performance and its inability
to run any Windows release greater than 3.0. In
mid-April, Utilities Unlimited’s Jim Drew respon-
ded to customer complaints on the GEnie online
network.

“About three weeks ago, we discontinued
work on the Amiga version of Emplant’s e586DX
emulation module,” Drew says. “We have been
working on the PowerPC version only. In the last
few days we have ported back the PowerPC
assembly code to 680x0, which has resulted in
an emulation that corrects the MMU problems
associated with some versions of Windows and
some memory extenders. The code is 750K
smaller, and is 20-200 per cent faster than the
v1.1 version (without CPU transcription). This
emulation is completely different code from the
previous Amiga version.”

Drew says that the back-ported code is being
worked on, but wouldn't give a release date.
“The only way we can continue to provide new
products and support for the Amiga community
is to expand into other markets,” he explained.
“Qur first order for ‘PowerCLONE’ (the PowerPC
version of our e586DX emulation) exceeded our
'gross revenue since we got into the Amiga mar-
ket place (in 1989), something we can not
ignore.”

While the users who have shelled out $99 for
an emulator that doesn't do much more than run
the DOS version of WordPerfect are obviously
distraught, it pays to remember that the original
version of the Emplant Macintosh emulation also
barely worked. Hopefully, Drew and company
will repeat history and end up providing us with a
PC emulator that works as well as the Mac
Emplant works now.

Yet more news from across the —
pond, courtesy of Denny Atfsin —

the Amiga version of VistaPro. Chaocity's first new
Amiga product is GeoMorph, a program which
reads VistaPro DEM-format landscape files and
MakePath scripts and produces sequences of
VistaPro DEMs, and a VistaPro script which
gradually morphs one landscape into another.
Also, tree growth and density, tree level, snow
level, sea level, and haze density can be controlled
across the animation.

Landscape colours can be changed indepen-
dently of other morphing. Multiple morphs can
occur within a single script, and multiple scripts can
be pasted together. You should be able to use
GeoMorph to create some dramatic effects,
whether morphing from a before to an after picture

of the Mt. St. Helens explosion or animating the
genesis of Earth.

The next product from Chaocity, coming later this
year, is GeoForge, which will let you go a step fur-
ther and design your own landscapes. For more
information, contact Chaocity, 221 Town Center
West #259, Santa Maria, California 93454, phone
(805) 925-7732; fax (805) 828-3128.

Aladdin’s out of the bottle

While you wait for PC emulation to be perfected,
you can spend your time building virtual worlds
with a product from a company that remains dedi-
cated exclusively to Amiga products. Adspec's
Aladdin4D version 4.0 is dramatically enhanced
from earlier versions of the 3D rendering pro-
gram, adding user-requested configurability and a
host of new features. Despite all of this, the com-
pany has been able to lower the product's price.

The revamped 3D user interface supports the
standard ScreenModes requester, so you can
now choose which graphic mode to edit and pre-
view your work in — and you can also use third-
party displays like the Picasso II.

Perhaps the most significant feature for folks
sending animations out to video is Field
Rendering. This emulates the interlaced scanning
of real video cameras, and can make for incredi-
bly smooth animation displays. Adspec say their
field rendering takes no longer than standard ren-
dering; on some competing animation systems it
can double the time needed
to create an anim.

Image size and screen size
are no longer synonymous,
S0 you can create letterbox
animations. If you're using
gas effects, you can now
move the camera into the
gas, making for some drama-
tic views. Multiple selections
have been improved, and
anim requesters can be more
easily reached from different
parts of the program.

Flares and Fountains can
now be either added for star

and flame effects, or set for a Aladdin 4D version 4.0, offers an
aiternative to 3D renderers

new transparent mode. This

allows you to use them for some outstanding con-
fetti effects. Transparency can be set to achieve
anything from barely there, to cellophane effects,
to completely opaque, and black flares and foun-
tains are now possible! You can also use the
Alpha channel type in the texture list to control
the shape and transparency of the flare and foun-
tain images. Flares and Fountains also render
significantly faster.

With the new batch rendering mode, you
choose the drawings you want to render and set
the target file names. Aladdin4D will load each
drawing in the list and render it, one after the
other, until it finishes or you tell it to stop.
Drawings and render files may be spread among
multiple devices and can be in multiple screen
modes.

There are many other new features, including
external operators, a faster shading tool, and an
interactive bevel tool. You can even add notes in
your drawing to reference why you did particular

= things to objects.

| The program requires 4Mb
and a maths co-processor.
Upgrades from earlier ver-
sions and from Draw 4D Pro
start at $119.50 plus shipping,
and new users can purchase
the program for $229.50 plus
shipping. You can order with
a MasterCard or Visa by
calling (216) 223-2255.
For more information, call
(216) 337-3325 between
11am and 2pm EST (five
hours earlier than GMT), or
write Adspec Programming,
PO Box 13, Salem, OH
44460 USA.
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Voted 1995 Product of the Year—Word Processing by readers of Amiga
Magazin, Germany’s largest Amiga magazine. Now you can upgrade your word
processor to the best on the Amiga. Call 800 247-8330 for information.
Copyright © 1995 SoftWood, Inc., PO Box 50178, Phoenix, Arizona, 85076.
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long time ago, James Watt invent-

ed the steam engine. But even in

those Internet-less days of no
communication between scientists, all
working independently on their own pro-
jects, there was a pretender to the throne.
Someone else stood up and said: “It was
me, | invented the steam engine.” And
later, just before the turn of the century,
bitter rivalry broke out between two men
an ocean apart over who was first with the
electric light bulb. Was it Edison? Was it
Swann? Do we really care?

The point that many philosophers have
made is that it was time for the steam
engine, so someone invented it. It was
time for the lightbulb, so that was brought
into being too. It's always happening, peo-
ple around the world simultaneously, and
independently, working on the same
notion.

NEW INVENTIONS

We've had personal computers for
between 10 and 12 years now, so maybe
it's time for someone to ‘invent’ the graph-
ical user interface. | can hear shouts from
the back saying that the scientists at Palo
Alto invented it in 1976, but that's not
enough. We have had 10 years of trying
to get to grips with computers and we

il time fo
Lllls =

flew boy Ben Upst has ———

been thinksing about the
way we use our computers —

have learnt to do so, but there are going

to be a whole new generation of computer

users and, more importantly, program-
mers, who never had to struggle with
Sinclair BASIC or MS-DOS,
Workbench 1.3.

There is always going to be
a place for the sort of beardie
weirdie who knows Unix like
the back of his hand, but the
future user of computers is
going to want to access the
information held within, and out
of, them as easily as she can o
use a TV. This process has a[||]|[at|]|]5
already started.

Look at some of the software you have
on your hard disk right now, then compare
it to what you had, say, three years ago.
Think about WordPerfect Amiga 4.1, then
think about Final Writer. See what |
mean? And the current Final Writer is
going to seem like a dinosaur in years to

Lhe Al team

EDITOR

DEPUTY EDITOR

ART EDITOR

NEWS EDITOR
FEATURES EDITOR
PRODUCTION EDITOR
STAFF WRITERS

IhmnEma
Tym Leckey
Adam Phillips
Ben Vost

ADVERTISING MANAGER
AD PRODUCTION/SALES

HARKETING MANAGER
PRODUCTION MANAGER

SYSTEMS MANAGER
CIRCULATION DIRECTOR
COMMERCIAL DIRECTOR

let alone

come. It's not just that we want pretty
interfaces, although they do make it easier
to bear some of the shortcomings of the
software at times, and it's not just added
features; after all, how are you ever going

Soon, when object-oriented programming has
reathed & greater fovel of maturity, we wil be
finding ourselues only buying modules to add onto our ensting
system without needing to buy complete

al the time

to use all that clip art, all those
fonts, all those words in the dic-
tionary and thesaurus.

It's about making those
things freely available for you to
use. Now, if you choose the
keyboard shortcuts — <right
Amiga> Q, X, C or V — you can
be pretty sure you are going to
quit, cut, copy or paste. And

this consistency is important. It means you
will spend less time acclimatising yourself
to the software, and more in actually
putting it to use.

Programmers are getting used to the
idea that they don't have to re-invent the
wheel with each program they create. Let
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somecone else take the strain of making
loaders for different file formats, or screen
gadgets for a colour palette. Soon, when
object-oriented programming has reached
a greater level of maturity, we will be find-
ing ourselves only buying modules to add
onto our existing system without needing
to buy complete applications all the time.
We might buy a dictionary module to go
with our text editor module and our page
layout module, and voila, a DTP package
is born of discrete parts. It will happen —
it's already started. But change should
not be made just because it can be.
There is a driving force for progress, but
let's not get carried away with new fea-
tures until we can make sure that the old .
ones are working in the best possible
way. This way to the future, all aboard

now.
LYy
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CD-ROM
INC. CD
EMULATIOY

$263

x2 CD-ROM

'$394

x4 CD-ROM

DOUBLE SPEED CD ROM

SCSI Connectors Audio In/Out

The new Power CD-ROM for the Amiga 600/1200 plugs
directly into the PCMCIA port and provides a direct SCSI-I
and SCSI-II interface, allowing up to six additional peripherals
to be connected, for example: Syquest Drives, Hard Drives,
Flatbed Scanners and Dat Drives. What's more the Power
CD-ROM features a ‘Hot-Plug’ and ‘Un-Plug’, which
allows you to connect/disconnect at any time the Power
CD-ROM and any additional devices, even when your
Amiga is switched on.

The CD-ROM comes with a SCSI interface, PSU, manual,
audio lead, mains lead* and software: Audio CD, CD32
Emulation, MPEG Film Decoder and PhotoCD software.

Amiga 600/1200

Double - Speed
CD-ROM .....$263

Quad - Speed

CD-ROM ..... $394

Amiga 4000 1o scsi interface
Double - Speed

cD-ROM .....$202

Quad - Speed

CD-ROM .....$343

QUAD SPEED CD ROM

110v  240v SCSIID Cooling SCsi
Switch Fan

CDBOOT 1.0 . ttesiieeerinnrinieereaeesnnsreareseess $38

Enables you use almost any CD32 games

PRESHFONTS Il . iovivavnndnionissiveisiavaisneisonivessnesion $22

632MB of fonts for almost any computer system

GAMERS' DELIGHT .....coiviiiniunetienreannnnesnenned $33

Contains 40 games for the Amiga

[ TH T o T E . £33

Volume 2 of the Goldfish series, contains a sclection of software

LIGHT ROM ....cccocucsreneirinssassnsssssssussaasaies $51

Contains almost 650MB of 3D objects, images ctc.
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3D stercograms on your screen!
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THELIGHT WORKS ....cccccouccecsctossstcacsncsancnee $45
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Drive into the fractal world of geometry
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1.1 gigabytes of software

AMINET SET | o0vvuuiieenrnrnrureesrrsnesnnnieseesnnss $33

4 CD’s containing freeware

COSWRITE ..ivcuivesosarsisonsessasnssssransasonnssins $51

Enables you to virtually write to CD's

FRESHFISHB .. ..cuivuniiniiiiinenasnnsensssnsansonnes $33

Hundreds of MB’s of frecware
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—|| COVERDISK

efore you even think of clicking on
those dinky little square icons in
order to extract those cool utilities on

CoverDisk 2, you had better click on that big
icon called Extract_Me_First. Doing this will
extract the Installer file and copy it and the
LHA program to your C: directory. You will
need to have at least 170k free on your boot
disk for these files to fit. You have been
wamed.

You will then be able to simply double-click
on the appropriate icons, which will result in
the files being extracted to your RAM disk.
After they have been extracted, they can then
be installed to a floppy disk or directly onto
your hard disk. Remember to delete the files

¥ Mflove
It's a kind

Amos(Mui

Author: Paul Hickman
Workbench: 2.04 or higher

Amos Mui is a set of extensions to the
extremely popular AMOS Pro BASIC
language environment. Obviously, you will
need to have a copy of AMOS Pro to make

from RAM once you have installed them to ”: ;",,':::;,.,.,; U piE P
your preferred destinations or they'll just take change the way your
o i oo e FalunMath
Also, beginners should be aware that ) ) ) )
some of the files are CLI commands which it's a good job we've got the complete regis- ; :
don't have icons. You must therefore ensure tered ver.sm.m on this month's Cov.arD|sI_<. Wodd)omh ao‘_ﬁm §q
that you have ‘Show all files’ activated from Double-clicking on the Extract_MUI icon will ]
the Window menu, otherwise you won't be result in a drawer called MUI being extracted Just to giveyou a mix of MUlmﬁnﬂ hale’s‘
able to see the files if you intend to copy them to your RAM disk. o
by dragging them to a destination. MUI is a large application and readers
Remember, also, that all the utilities here without a hard drive shouldn't even bother
are accompanied by documentation files extrecting Wne fles: I agthion; becsusa MU
which explain the various features and func- is such a large application, you will need a
tions in greater detail than can be covered in machine with at least 2Mb to be able to l'I'"." E 2
the disk pages. So, if you're having problems extract the archive to RAM:. If you don't mﬂlrE
or simply wish to know more about these have that much memory, you will need to Author: Karl Bellve
great utilities, check the documentation files Ie.dlt the “Extract_MUI" file and change the Workbench: 2.04 or higher
ine:
. e ST Just to prove that MUI isn't all technical,
magl[ USEr I"tE[ra[E cxthe x RUIZIAC. Lha RAN: utility-type stuff, here’s a strategy game
- completely programmed using MUI. Being a
Author: S.tefan Stuntz l starfleet management game, there aren't any
Workbench: 2.04 or higher : o R R pretty graphics, but that doesn't detract from
Stefan Stuntz's Magic User Interface is a Compare this - o e gamegiay.
program which lets you edit the look of an standard Amiga- where : is whatever your hard drive par-
hich | y here XXX: is wh hard dri
programs that use it. Programs like AMosaic looking window tition is called. IT"." E d
and DMS-Face can't be used without MUI, so b [[EE"["U B

opposite page

wmmzm«:rm
1 mussDMS?_lan‘tﬂapaIn?tfs

Author: Cyril Deble
Workbench: 2.04 or higher

Qur Cyril's a French chap and he decided
that the standard Workbench screenmode
preferences editor was a bit bland and boring.
So he undertook a project to revamp it and
came up with this little gem. Cyril's screen-
mode editor is so flexible, it can even allow
you to select HAM screenmodes.

Cyril says that his next conversion is
going to be the Locale preferences editor, so
you could say that it's today the screen,
tomorrow the world...
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of maqic

lhis month's (overllislss are going to transform the ——

way your Amiga Worksbench lookss and performs. ——
thecks out the awesome Magic User Interface and the ——
utilities which malse using your Amiga much easier ———

AddressiManager

Author: Michael Schikora
Workbench: 2.04 or higher

AddressManager is one of the nicest
address book programs available for the
Amiga. With the ability to search for
someone on any field and printing facilities
that would not look out of place in a com-
mercial package, AddressManager is a
great addition to anybody'’s list of utilities.

MUl Speaks

Author: Andreas Jung
Workbench: 2.04 or higher

This is a tool built with another excellent
MUI package — one which, unfortunately, is
too big to go onto our disks this month —
called MUI Builder. MUI Builder lets you
concentrate on what your interface looks
like, then goes away and generates the
code for that interface. MUI Builder comes
with built-in suppert for C and E, among
others, but there are external modules for
the support of other languages.

MUI Speak is a replacement for the
Speechtoy program on the Workbench
2.04 disks and as such requires the ‘trans-
lator.library’ file in libs:. Workbench
versions after 2.05 don’t come with this file,
so you will need to get it from somewhere.

MUI Speak also comes with its own
Gberstetzer library (ibersetzer means

translator in German) to make the Amiga’s
speech sound like a German adenoidal
dalek with its head in a bucket, rather than
an Australian one. Just like any other MUI
package, you can change the way the
interface looks to your heart's content.

MUl Enu

Author: Michael Suelmann
Workbench: 2.04 or higher

MUI Env is a very useful gizmo for people
who set a lot of environment variables
every time they boot their machine. It lets
you view your env: or envarc: directories
and their sub-directories, create new
variables or directories, and edit your
current settings.

Spot the major
difference between
this Screen Prefs
and the previous
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Magic Menu

Author: Martin Korndérfer
Workbench: 2.04 or higher

Are you fed up with the rather boring
look of Intuition's menus. Oh yes, they
work perfectly well, but there's room
for improvement in the aesthetics
department isn't there?

Well, this is where Magic Menu steps
in to dress things up a little as well as
enhancing functionality too. Once
installed and running, Magic Menu
transforms the look and operation of the
tacky white menu bar at the top of our
beloved Amiga screens.

Some of the visual improvements on
offer include a cool 3D look, complete
with optional borders. On the function-
ality side, you can configure the way the
menus are accessed.

As well as standard access mode —
where you have to hold the right mouse
button down to activate the menu, then
release the right mouse button with the
pointer over a menu item to select it —
you also have Press once and Select
modes.

Press once allows you to simply press
the right mouse button once to activate
the menu bar, without the need to hold it
down to keep the menu bar active.
Moving the mouse pointer over the
various menu titles brings up the respec-
tive menu items which are also high-
lighted as the mouse pointer moves over
them. You then simply click a menu item
to select it.

Select mede brings up the menu with
a single right mouse click and then
requires you to actually click on each
menu title to bring up the menu items.

Magic Menu also has a neat keyboard
facility for accessing the menu bar and
its items — useful if you find yourself
suffering from a dead mouse. But Magic
Menu's main feature is that it frees you
from having to move the mouse to the
top of the screen all the time, because
Magic Menu lets you hit the right mouse
button anywhere on the screen to bring
up the menus.

Magic Menu is best placed in the
WBStartup drawer so that it activates
automatically at boot up. Once running,
you should find your menu life that much
classier.

>
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(acheFont

Author: Adam Dawes
Workbench: 2 or higher

For those of you who have a healthy
collection of fonts stored in the old Fonts

drawer(DTPusershp&tﬂmlaﬂ youh\cm'

how slow and irritating it is when a program
has to read the fonts prior to displaying
them. And if there's a lot of them, things
tend to become tedious.

CacheFont inIecls a ma;or spaad

afmtsﬁstwhlchcadwm'“ refers to.
Once installed, any access to the fonts is
extremely quick and efficient. You will
wonder hawyouevardldwﬂhwtit
Installing CacheFont squlrea you to
place CacheFont and

will use. You can the
CacheFont manually, or ]
the user-startup script in the dlawer

Uirus (heckser

Author: John Veldthuis
Workbench: 2.0 or higher

The threat of a virus is one which all comp-
uter users, both big and small, have to be
aware of. These small nasty little blighters,
written by equally small minded nasty little
people, can find their way onto floppy disks
and hard drives and do untold damage in a
variety of different ways.

Of course, there are various virus killers on
the market, but there are few which are as
powerful and versatile as Virus Checker,
including some commercially available pack-
ages. Once installed, Virus Checker searc-
hes your Amiga's memory for any dubious
programs lurking in RAM. After that, Virus
Checker lies in wait, keeping tabs on any
disks inserted to see if they are clean - if not,
Virus Checker let's you know.

Of course, virus killers are only as good as
the library of virus programs they recognise.
For instance, if a virus killer doesn't recog-
nise a boot sector on a floppy disk, it will flag

I the

dard Workb 2o

Information facility with a much more powerful
version featuring a drag and drop ability

This neat utility turns
cycle gadgets within
programs into pop-up
lists for faster and
easler access.
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it as suspect. Now, this doesn’t do your
peace of mind any good. It may well be that
the boot sector is safe and that it merely
contains some code essential for the program
on the disk to run, such as game disks.

However, it could be a new virus that the
virus killer doesn't know about. Virus Checker
gets around this by utilising an external library
file of all known viruses it uses when compar-
ing strange data found on a disk. This file is
constantly being updated as new viruses are
found and means you only need to get hold
of the new file instead of updating the entire
virus killer program.

To install Virus Checker, simply click on
the InstallVC icon and follow the installation
programs instructions.

Alert Display
 Fieplacement

Au‘ﬂlor:‘Mn'!lam
Workbench: 2.04 or higher

We've all had those dreaded guru alert
nmessages thrown at us by our Amiga at
some time or another. Unfortunately, these
so-called messages displayed on our
‘screens might as well be a hitherto
‘unknown form of ancient hieroglyphics —
theydon'temctiyteilyuu much about what

(rdmw Then Using the CLI, enter:
‘addmodule cznevalerthook INIT

firg

Author: Martin Laubach
Workbench: 2.0 or higher

Requesters. Those little windows of wisdom
which appear, quite often before an

Notice the time and date display at
the top-right of the screen. This is
provided by Title Clock

unrecoverable operation such as deleting or
formatting devices.

Although they do the job of asking for
confirmation, they are a little irritating
because the buttons, which are usually an
OK or Cancel affair, have to be clicked on
with the mouse.

It would be nice if they were dressed up a
little and were given keyboard shortcuts for
any buttons they contain, wouldn't it? Arg
does just that, adding useful keyboard
shortcuts with a smattering of animation to
make life a little more interesting. Simply
drag the Arq icon into your WBStartup
drawer so it is loaded automatically.

Assign lWedge

Author: Olaf ‘Olsen’ Barthel
Workbench: 2.04 or higher

This neat utility is good for situations where
you find yourself or a program trying to
access a volume name which hasn't been
assigned. Instead of the usual ‘Please insert
volume ?7? in any drive requester’, Assign
Wedge is called up, giving you some extra
options to choose from.

The options include Retry, which you click
on if you have manually taken care of the
assignment, Assign, which lets you choose
a drawer to assign to the name currently
shown in the requester, Mount, if the name
in the requester is a device you can mount it
and try again, and Deny, which tries to deny
the program from calling the device again.

Just drag the program icon to your
WBStartup drawer and you're away.

[ycle to menu

Author: Frederico Giannici
Workbench: 2.0 or higher

Cycle gadgets are buttons which cycle
through the various items in a list. However,
if you have quite a few items to choose from
in the list, it can be slightly irritating to have
to scroll through the entire list one at a time
per mouse click to get to the item you need.

Cycle to menu changes all that by trans-
forming the cycle gadgets into pop-up
menus which display all the items at once
for you to choose from when you click on



the item name. For the die hards, clicking
on the actual cycle symbol makes the
gadget behave in the normal way.

MultiCk

Author: Martin Berndt
Workbench: 2.0 or higher

MultiCX is a multi function commodity with
lots of features and functions — too many
to list here so check out the documenta-
tion. Some of the features include a
Screen blanker and mouse accelerator.

MultiCX must be started from the
Workbench, as CLI or shell is not suppor-
ted. The majority of MultiCX's features can
be configured by altering certain parame-
ters — you can do this by selecting the
MultiCX icon and selecting Information, or
you can use the MultiCX Prefs utility also
included on the CoverDisk and described
elsewhere on these pages.

MultiCH Prefs

Author: Michael Barsoom
Workbench: 2.0 or higher

This utility complements MultiCX.
Changing the parameters of some of
MultiCX's functions requires altering the
tooltypes. MultiCX Prefs provides a more
intuitive method utilising pop-up menus
and slider bars.

MultiCX Prefs needs to know where
you have MultiCX stashed on your drive
and you can tell it by entering
MultiCXPath = <path> as a tooltype or
CLI argument.

gwaglnfo

Author: David Swasbrook
Workbench: 2.0 or higher

Swazlnfo replaces the Amiga's standard
icon information feature offering major
benefits and extra features. One of the
most useful extras which Swazlnfo offers
is an excellent drag and drop facility.

This allows you to do such things as
drag icons into the icon display window to
assign it, or you can drag an icon to the
tooltypes window and all tooltypes associ-
ated with that icon will be loaded into the
tooltypes window. There is also the handy
feature of assigning a default tool to the
icon using a file requester instead of
having to type the program directory and
name manually.

Other cool features include the ability to
toggle tooltypes between active and inac-
tive states at the click of a button, instead
of having to enclose the tooltype in
brackets via the keyboard. In short, this is
one utility you shouldn't be without if you

Faulty (ouerDisks

If you should find your Amiga
Computing CoverDisk damaged or
faulty, please return it to:

TIB Plc, TIB House, 11 Edward
Street, Bradford, W. Yorks
BD4 7BH.

Please allow 28 days for delivery

find yourself regularly changing tooltypes.
To install Swazlnfo, simply click on the
Install icon.

TitleClocks

Author: Anders Hammarquist
Workbench: 2.0 or higher

If you want to know the time, you don't have
to ask a policeman, just put TitleClock in
your WBStartup drawer and you have a neat
clock in the top-right comer of the screen.
TitleClock can be configured via a number
of tooltypes which allow you to change vari-
ous parameters such as update speed,
whether the date should be shown, what for-
mat the date should be in, and many others.

Datatypes

Author: Various
Woarkbench: 3.0 or higher

‘Datatypes is a feature of Workbench
3.0 and above which provides a method
of enabling the Amiga to recognise and
use alien file types. For example, the
Multiview utility allows you to view IFF
picture files as standard (as well as
other different files such as text and
sound files) — however, it doesn’t let you
view picture files in, say, Targa format.

Thanks to Datatypes, it is possible to
essentially tell the Amiga how to read
these files by simply dragging the
appropriate Targa datatype files to the
datatypes drawers. The Amiga will then
be able to understand Targa files.

There are a collection of datatypes for
you to install. Some of them have their
own install utility, which copies every-
thing to the correct drawers for you, but
some of them require you to do the
copying yourself. 4

Refer to the associated documentation
files for instructions on installation for
such files.

llext month

On next month's CoverDisks we have the complete Personal Paint 4 art package as well as
more MUI applications. So make sure you don't miss out, ~ order your copy now or better still,

why not subscribe and save money too?

Magic Menu lets you alter
the way your Amiga
menus look and how they
can be d

As you can see here, the
Amiga menu bar has a
much cooler 3D look to it

Magic Menu also provides
a pop-up facility for
accessing the menu from
anywhere on the screen
by clicking the right

No Amiga owner should
be without a good virus
killer and this is one of

the best available

Arq makes dealing with
those unassigned devices
and volumes a lot less
infuriating

MultiCX provides you with
a host of features which
can be configured easily

using MultiCX Prefs

h here
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Zipperware — NorthWest Public Domain

“Seattle’s Last Great Amiga Store”
76 South Main Street, Seattle, WA. 38104
(206) 223-1107 (206) 223-9395 FAX

We accept Visa/Mastercard/AMEX with NO “slight fee for credit card users®!!
Minimum $3.00 shipping/handling. Magazine shipping 52.00/magazine
Next Day/Two Day/Thres Day Shipping available! C.OD. $5.00.
Hours: Monday-Friday 10am-6pm Saturday Noon-Spm PT

Amiga Productivity
3.1 AmigaOS (500/2000)..............
3.1 AmigaOS (3000/4000) ..
AmigaVision Professional ...
AMOS Pro...
ASIMWare 3. 0 (CD Driver)
BlitzBasic 2 ..
Brilliance 2‘0
CrossDos Version 6 .....
Crouton Tools (toaster) ...
Datastore ..........
Deluxe Music .
Deluxe Paint V ..

Disk Salv 3.0.. $39.95
Disk Expander .. $49.95
Devpac3..... 109.95

GameSmith....
GuruROM v6 (GVP SCSI).
Octamed Pro 6.0.............
On the Ball (Personal Info.
PageStream 3.0....

HiSoft Basic 2. $129.95
HighSpeed Pascal $159.95
MaxonMAGIC ... $34.95

Photogenics.......
Proper Gramma
Scala MM300....
Sequencer One,
Termite ..........

Hot Amiga floppy games”
[All games ECS unless

otherwise noted]
Tower of Souls AGA
ViroCop (AGA/ECS).

Blitzkrieg .........cccocees .$24.

Voyages of stcovery $34.95
Kingpin ... .$24.95
SuperSkldrnarks .$39.95
SimCity 2000 AGA $39.95
ATR i .$39.95

Dawn Patrol ..
Pinball lllusions AGA ..
Skeleton Krew AGA .
Guardian AGA...

Dragonstone . .$39.95
Roadkill AGA. .534.95
Dreamweb..... $34.95
Xmas Lemmings .. $24.95
Lion King AGA .. .$39.95
Aladdin AGA ..... .834.95
Subwar 2050 AGA ... .$39.95
PGA Euro Tour (AGA/ECS) $39.95
Jungle Strike (AGA/ECS)... $39.95
ZeeWolf... i $34.95
Theme Park (AGNECS) X

Top Gear 2 (ECS/AGA)... .

Tower Assault (Alien Breed 3) (A.'E)Szg 95
Clockwiser... $34.95
Detriot (ECS/AGA) 34.95
UFO (X-COM) AGA . $39.95
Fields of Glory .. .§39.95
Ruff 'n’ Tumble...... .§34.95
Super Stardust (AGA}. .$34.95
Universe... .$34.95
World Cup Soccer $39.95

CD32 New(er) titles/
Hot sellers

Pinball lllusions....
Syndicate.......
Speedball 2
Akira.......
The Clue ....
Roadkill (PAL) ...
Dragonstone (PAL,
Marvin's Adventure ..
PGA Euro Tour..
Theme Park ......
Universe (RPG)....

Other CD32 titles
Arcade Pool ..
Battletoads....
Bubble & Squeak ....
Castles Il

Chaos Engine .. $19:95
Fields of Glory . .$34.95
Global Effect ........ $19.95

Guiness Book Records (PAL)
Impossible Mission: 2025
Insight: Technology .

Lemmings ..... ..$19.95
Liberation ...... ..$34.95
Lock ‘n' Load.. 514,
Microcosm.....

Nick Faldo Ch

p
Pirates! Gold...........
Rise of the Robots..
Subwar 2050.......
Summer Olympix
Super Putty (PAL) ...
UFO (X COM)

Zool... i

3.1 AmigaOS (A500/A2000) ........ $124.95
3.1 AmigaOS (A3000/A4000)......$144.95
A520 Video Adapter..........
A1200 Internal HD floppy.
Bigfoot 500 Power Supply.

CDTV GenlocK.......ournsenns $24.95
Commodore CD32 Joypad .$9.95
Joystick ..... $14.95
IDE 1GB drive. $299.95
Liana + Envoy .. $99.95

Megalo Sound.....
M-Tech 68020 board for A500.......
A10B4S Monitor (refurbished)......$225.95
Optical Mouse (3 button) -

Mouse, Eklipse (2 button).
540MB Fujitsu SCSI........
SCSI A2091 A2000 Interface :
SX-1 Expansion Interface............
Trackball, 3 button
Video Backup System

| anperware/ NPD | |

| SUPER SPECIALS! | |
Sanyo 4x Internal |
SCSI CD-ROM :
$249.95 ,
External Case 554.95 I
NEC 1GB SCSI :
$349.95 i

I

I

I

LAST 3.10S Kits
A500/A2000 5125.85

A3000 5144.85 ]
Amiga Magazines

Amazing Amiga (US) .....cceeeeueecnnees
Amiga Animation (US, 3 disk)..
Amiga Action...........
Amiga Computing
Amiga Format ..
Amiga Power....
Amiga Shopper
Amiga User .........
Best of Amiga (US, 3 disk)
CD32 Gamer
CU Amiga

Books

The Amiga GURU book...
Amiga Workbench A-Z.
A-Rexx Cookbook... i
Connect Your Amlg&' A guide o
BBSs and the Internet .....
Connect Your Amigal (T-shirt).
Mastering Amiga Assembler
Mastering Amiga C..........
Mastering Amiga System.
Mastering Amiga AMOS ..
Mastering Amiga DOS 3
Mastering Amiga DOS 2
Writing RPG's in AMOS
CD ROM
17 Bit Collection (2 discs) ...
17 Bit Continuation ...
17 Bit Phase 4...........
LSD/17 Bit Compendium .
LSD/17 Bit Compendium 2.
Aminet 7 (August 1995)
Aminet 6 (June 1995) ..
Aminet Set 1 (Discs 1-4).
Aminet 2 (Walnut Creek)
Amiga Desktop Video CI.
Amiga Ultilities Pro
Amiga Hottest 4 ...
Berliner Splelkleste Game
C User’s Group Library.......
da capo (Music & Mods).
Fractal Frenzy ...
Fresh Fish......
Frozen Fish (1-1000) ...
Gateway (Amiga UNIX)

Gold Fish #2 .. $19.95
Gifs Galore. $19.95
Internet Info $24.95
Light Rom 2

Light Works
Meeting Pearls
Micro R&D Vol #3 .
Micro R&D Vol #4 ...

PDSoft Pro Fonts and Clipart
Photo Session: 1000 Adult pix
Space Shuttle Encyclopedia..
Space and Astronomy .
Source Code CDROM ....

Visions (500 royalty free pix) .........

Weird Science Lid.

Amos PD CD V2.0... - $34.95
Animations CD.. .$34.95

Assassins... .$19.95
Clipart CD .. $13.95
Fonts CD........ .$13.95

524,95
.$29.95

Multimedia Too

Network CD ......

Sounds Terrific .. .$24.95

UPD Gold CDs (4 dlsks)... ....£39.95

ENTIRE United Public Domain collection:
Over 4800 disks!)

PD/Shareware Disks:

$1.00 each
3666 AMIGADOS GUIDE V1.5
3668 WORD SEARCH DESIGNER
3669 ICON TOOLBOX V2.12
3670 (AB) BIG GIRLS 2 AGA
3671 DOMINOES
3674 (AB) GLOBAL FACTS
3675 (ABC) CARD GAMES DELUXE -
Compatible with the REKO cardsets.
3681 GLASSBACK 2-platform game.
3685 MAN. OVERRIDE DEMO-AGA
3686 HYDROCEPHALUS DEMO
3687 (AB) DEEP DEMO-AGA
3688 SWAZBLANKER 2.7 AGA Screensaver
3689 MR. BACKUP PRO V2.20
3691 TSMORPH V3.2
3692 LAST LAP V1.0 - racing program
3694 (AB) BLOX - Sliding puzzle game
3695 SUPER DMS-GUI front DMS
3702 SCORCHED TANKS 1.85 (SW)

3703 SPRINGTIME Puzzle Game
3704 BATTLE DUEL AGA Sco. Tanks
clone
3705 BATTLE DUEL ECS
3707 VIRUS WORKSHOP V4.8
3708 VARK CLI UTILS #7
3709 IMAGEDESK V1.5
3710 (A-F) PROJECT UFO - 6 disks with
UFO related files from around the world.
3714 (ABCD)M ON THE MOON AGA Demo
3715 (AB) DREAM WALKER
3717 (ABC) GREENDAY DEMO AGA
3724 INTERNET UTILS 2
3628 DISK COMPRESSION SYSTEMS*™*
NOT FOR BEGINNERS**
3730 SPONDULIX MK 5 - personal acc.
system
3731 KING HIGH: CARD GAME
3732 PCTASK V3.1
3734 TEXTURE STUDIO V1.0.2-Supports
Imagine3 format
3738 TEMPLE OF DECEASE AGA-demo
3743 VIRUS WORKSHOP V5.1
3744 DELITRACKER 2 V2.14
3747 TERM V4.3 + LOCALE
3748 TERM V4.3 030 VERSION + LOCALE
3749 TERM V4.3 EXTRAS + LIBS
3751 BROWSERII V3.03 - file manager
3754 NEW UTILS #11-AmigaNCP V1.5,
MCP V1.02, AssignZ V2.7 NaeGrey V1.1.
3755 NEW UTILS #12
3761 HARDWARE PROJECTS DISK
3762 MORSE CODE TUTOR V1.2
3772 MOSIAC V1.3b
3766 THE X-FILES GUIDE
NEW .REKO CARDSETS
3722 BIRDS
3723 DREAMGIRLS 2
3745 NEW ROSES
3756 EROTICA
3757 FRACTALS
3764 REN + STIMPY
3768 DOOM 2
3679 NIGHTMARE BEFORE CHRISTMAS
3690 DRAGON'S LAIR
3696 RECORD
3697 STEPHANIE SEYMOUR
3698 BASKETBALL
3699 OCEAN
3700 PB COVERS
3701 KYLIE
3736 PREHISTORIC
3737 ST: GENERATIONS

F1 LICENSEWARE

F1-094: AMOSZINE Issue 7 AMOS dedicat-
ed disk magazine with hints, helps, and tons
of source code for AMOS! ................... $10.00
F1-089: Absolute Beginner's Guide to
AMOS v.3 Excellent Tutorial for AMOS! $7.00
F1-088: Ghostslayers Amiga version of the
CLASSIC C64 “Ghostbusters” ... ...57.00
F1-086: Legions Of Dawn Final best of
the Black Dawn Series, 3-D roleplaying.$7.00
F1-081: Aquakon “Doom" on water 50 levels,
10 weapons! Requires 2MB chip mem$10.00
F1-077: Absolute Beginner's Guide to
WB3.0 Don't be lost in the Workbench!.$7.00
F1-076: Obstickle 100-level arcade platform
game, with editor! Got a great score of 85%

in Amiga User .-..57.00
F1-074: Amiga Assist in—depth quide for
NeW AMIga USEIS! ........ccccrmmmmsivunsiisesiasias $7.00

F1-066: G.R.A.C. Create your own graphical
advenlure game! This great program raled a
whopping 92% in Amiga User! .............. $8.50

Get our B disk catalog that has all
of the NPD, Zipperware, F1
Licenseware, 17hit catalogs, sam-
ples, and more! ONLY $5.00, or get
any one disk for $1/each!
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Judgement day

avid Pleasance looked glum.
The bidding for the remains
of Commodore International
Ltd. had not even begun, but the man-
agement team from Commodore
Business Machines UK was throwing
in the towel.

“We can't compete with Escom and
Dell,” said Pleasance. “We are going
to try to settle with whoever wins.”

Commodore, once a world leader in
the production of home computers,
had been reduced to corporate
corpse. Circling in those law offices
were  small
groups of
men in dark
suits, picking at
the remains. They
were hoping to
revive a pulse — the
company’s name which
once stood for innovation
and quality at prices afford-
able to the average
consumer.

For months there had been
speculation about who would wind
up with Commodore and what they
would pay. Commodore’s UK sub-
sidiary had been among the most
prominent suitors, as had Creative

Equipment International of Miami, the
largest Commodore distributor in
North America. Other names
emerged and faded.
. Amstrad,

(ommodore was finally bought

— lan Stets reports from Mew Yorks about the —
—— date wed all being waiting for - the day ——

Philips, Samsung. Estimates of the
sales price ran to more than $20
million. The company’s American

creditors, owed more than $100 3
million, were keen to get as much |

back as possible.

The American creditor had resis- §
ted allowing the bankruptcy to go §
ahead in the Bahamas as they were 3

sceptical that Bahamian law would §
protect their interests. After
months of bickering, a joint
approach was agreed upon,
allowing a blend of US and
Bahamian law.

The Bahamian liquidators

would sign a sales agree-

ment with one potential

buyer and then an

auction would be held to convince
American creditors they had got the
best price. The first buyer would be
a stalking horse. It was assumed the
first price would be no more than
an opening bid. Others would

surely top it.
Escom AG, Germany's second
largest computer company,

became the stalking horse. The
company, which had offered $12
million for Commodore in
September, agreed six months
later to pay only S5 million, in
addition to $1.6 million - already
paid to a German bankruptcy
trustee for the right to use
the Commodore trade-
& mark in Germany,

-Amiga Cm'l-l;iil;g _
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one of Commodore's best markets.
As events unfolded in New York on
20 April, it was clear the Escom offer
was worth much less - only §3.5
million for the company’s core
assets. There was another $500,000
in the price for the UK assets and $1
million for the manufacturing inven-
tory in the Philippines, but the
Bahamian liquidators were not in a
position to guarantee delivery of
either of those. Jurisdiction was
claimed by a Dutch liquidator
conducting his own proceedings.
Escom came to the auction with a
small army led
by company
president
Manfred Schmitt,
who owns 51 percent
of the firm's assets.
Schmitt is a tall, lean,
sandy-haired, boyish but
stern looking 44-year-old.
He was in a white shirt, silvery
tie, and a black suit so well tai-
lored it seemed he might have
been born in it and it grew with him.
Along with Schmitt were two top
Escom executives, two American
attorneys, a German attorney, a
German financial consultant, and
four Chinese representing Tietsin
Trust & Investment Co. — the par-
ent firm of a Chinese
electronic game "
>
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company. If Escom were successful in the bid-
ding, the Chinese had agreed to build all the
Commodore products at a factory outside
Beijing.

The UK effort was represented by
Pleasance and the subsidiary's other manag-
ing partner, Colin Proudfoot. Alex Amor,
president of Creative Equipment, arrived with a
tall, dark-haired female assistant.

As the hour approached for the auction to
begin, the dark suits which had been pacing
the corridors crowded at the one long table and
in chairs around a conference room. The
Tientsin team had been seated for an hour.
Amor and his assistant had a place at
the table.

Next to Amor was a new figure in the drama,
Dalton Kaye, Dell Computer Co.'s vice presi-
dent and treasurer. Dell, a Texas maker of
IBM-compatible computers, were suddenly
interested in Commodore, but Kaye never
would spell out just what the interest was. It
was clear Dell were allied with Amor, who had
tried for months to get IBM to back him,
because he wanted to salvage his efforts with
another American computer company.

Also around the table were representatives
of several small and obscure American
technology companies, but about half the
places were taken by lawyers representing
Commodore creditors and the liquidators, as
well as the lead liquidator, Franklyn R Wilson,
an accountant for Deloitte & Touche, who in
the midst of the liguidation proceedings had set
up his own firm, F R Wilson and Co.

There were more than 65 people in the room
in all, a standing room crowd. Incongruously,
among those left standing were Schmitt and
most of the Escom team.

STARTING POINT

The proceedings were supposed to begin at
10 am. As lead lawyer for the liquidators,
William J Rochelle IlI, the pin-striped essence
of an American preppy eaming at least six-fig-
ures a year, opened the meeting, asking for
names and explaining the process.

Proudfoot asked to speak. He said
Commodore UK was out of the bidding, but
that the equity of the UK subsidiary was up for
sale. He promised there would be tax
advantages for whoever bought the concern.

Then the problems began. Rochelle and
Steven Richmond, lawyer for the creditors, had
set up a bidding process the likes of which no
one had ever heard of, and the details of which
had not been contained in the announcement
of the auction.

The auction would be held in two parts, with
the entire company — or at least that part of
Commodore the liquidators could deliver — put
to the bidding process first. Then the parts
would be auctioned off separately. If the parts
brought a greater price than the whole, then
the highest bidder for the whole could up the
anté until a winner emerged.

That was all known beforehand, but then
came the tricky part. Rochelle and Richmond
had decided there would be ‘a reserve price,’ a
magic secret number scribbled on a piece of
paper. It was a minimum price the liquidators
wanted for the core assets.

In the first round of bidding, if one and only
one bidder exceeded the reserve price, that

+

fuen before the

wourt  recon-
uened, Amor announced his
defeat. I guess we'll sel
flowers™ he said. His support
for Dell had earned the
animosity of the [stom
representatives
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bidder would be the winner of
all the assets. The idea was to
pump up the price on the first
round. If more than one bidder
exceeded the reserve price,
then they — and only they —
would be allowed to bid in the
next round.

Escom would have to sub-
mit a bid, in effect bidding
against itself, to ensure it
stayed in the competition to
the end. Carlene Gatting,
lawyer for Escom, objected.
She and Richmond, a burly
Boston lawyer, squabbled on
several points of procedure.
Escom reserved the right to
object to the whole process.

After three hours, Rochelle finally managed
to hand out bidding forms, single pieces of
paper calling for two numbers — one price for
the core assets and another for everything
else. Representatives of seven firms raised
their hands requesting forms.

A period of muttering and scribbling ensued.
There was a break for lunch, and then at 2pm
Rochelle collected the forms. To his obvious
constemation, only three firms returned bids.
The liquidator, Wilson, began to look nervous.

The bidders were Escom, Dell and an
obscure Commodore distributer from
California, Computer Connection. There was
then another break as the liquidator and
lawyers evaluated the bids.

A shaken Rochelle announced the results.
Computer Connection's bid was invalid
because it was not accompanied by the
required $1 million deposit. Dell's bid also was
invalid because it had been conditional - the
conditions were not then specified. Escom
seemed to be the winner with its original
proposal, $3.5 million for the core assets.

There was another pause as the lawyers
met with Kaye of Dell to discuss his conditions.
Finally, Rochelle had to declare Escom winner
of the auction. No cne wanted to bid
separately for Commodore’s parts.

In a bit of gallow’s humour, Rochelle joked
that he had never seen so many people show
up for an auction and prepared to pay so little.

Schmitt, who had been quiet throughout the
day, had one comment for Wilson as he left
the conference room: “It was unfair what you
did here.” But the young German had not yet
seen the worst of it. As the room emptied,
Wilson was already talking with Kaye. And
then the lawyers began talking to him.

As Wilson would describe it later, the real
auction had just begun. The meetings with
Kaye lasted until just before midnight when
Dell finally agreed to pay $15 million for
Commodore, including $13 million for the core
assets, another $1 million for Dutch and UK
assets, and 81 million for the Philippines
inventory.

A hearing to approve the sale had been set
for the next morning in a US Bankruptcy Court
down in Manhattan's financial district — it was
clear something was afoot. The Escom troops,
who had managed at least faint smiles after
the auction, were stem once again.

Richmond asked Judge James L Garrity Jr.
for permission to speak. He announced that
the creditors would oppose the sale to Escom

Founder of Escom, Manfred
Schmitt told Frankyin Wilson,
the liquidator after the first
day: “It was unfalr what you
did here.”

at the original offer price, which
he called “shockingly low,
grossly inadequate.”

He said a better offer was on
the table from Dell, with a
condition that was acceptable
to the creditors. Dell wanted
a month to evaluate
Commodore's assets and had
agreed to pay a $1 million
non-refundable deposit to buy
that time.

More than an hour of debate
followed. The issue was
whether the judge had the right
to reject the price produced at
the auction. But Richmond had
offered an alternative. The
creditors would drop their
objections if Escom would substantially up its
bid for the core assets.

An hour-long lunch break was called, It
stretched to two hours., The Escom group
felt tricked, and they suspected a conspiracy
aimed at driving up the price. Their lawyers
assured them that such a thing was
illegal, and therefore impossible, in an
American court.

Neither Schmitt nor the rest of the
Germans were really convinced. But they
were stuck. They had big plans for
Commodore. Resumed manufacturing of all
Commodore products in China; manufacture
of IBM-compatibles that would be sold under
the Commodore name in European
department stores; and a new PowerPC, an
Apple clone, for the European market.

One of the Escom team explained the
problem. Schmitt didn't really understand
Commodore or its products all that well. He
was being driven along by former
Commodore employees who were now part
of his management team, such as Bernard
van Tienen, a former Commodore VP who
was in charge of world-wide distribution for
Escom. These former Commodore troops,
more than 100 in all, wanted the Commodore
assets badly.

Schmitt would have to take a leap of faith.
He would have to spend more money for the
assets and then be left with less money for
the serious business ahead, an expensive
marketing program to polish Commodore's
tarnished image.

He decided to take the chance, agreeing
to up Escom'’s bid for the core assets to $10
million — an increase of $6.5 million.
Richmond, really not sure whether the
creditors would ever see Dell's $15 million,
quickly accepted.

Even before the court reconvened, Amor
announced his defeat. He had backed a
loser. “I guess we'll sell flowers,” he said. His
support for Dell had eamed the animosity of
the Escom representatives, who had refused
to talk with him over the two-day auction.

The UK team was in a decidedly different
position. Pleasance hadn't even bothered to
attend the court hearing, taking a tour of the
city instead. But Proudfoot was in there until
the very end. He quickly made plans to meet
with Van Tienen to discuss the future of the
UK subsidiary and its 22 employees.

He predicted the UK team would have “a
good future” with Escom.



fibout time

n the eyes of everyday business,
the Commodore story is a mere
blip of insignificance as yet
another company that bit the bullet had a
wretched, strung out liquidation process.
To the people who care, though, the
recent buyout now means that one of the
computer industry's most popular
machines has a chance to make its
presence felt in the international scene
as it has in the past.

What follows are a series of interviews
with, and details on, some of the key
players over the last year. Whether
winners or losers, most have had to put
up with constant setbacks and delays
along the road to keeping the Amiga alive
and kicking.

The uictor

After dropping out of the spotlight a few
months ago and letting CEl and
Commodore UK grab the headlines with
their fighting talk, Escom produced the
trump card on 20 April, buying out
Commodore's intellectual properties,
technologies, trademarks and patents.

Bernard van Tienen, an ex-vice president
of Commodore and now managing director
of Escom Holland, commented on the
auction and their philosophy: “We are a
company of action — we do things, we don’t
sit around and talk about them... as for the
auctioning process, it's very different to
what we're used to in Europe, but | think
at the end of the day everyone came out
of the proceedings happy with the way it
had gone.”

While the Amiga industry and users
breath a sigh of relief that the business of
bankruptcy is over, the previously-felt anxi-
ety has been replaced by a mixture of
anticipation of better things and a few
niggling worries — Escom may have a
money pit the size of the Bundersbank, but
what are they going to do to that darling of
the computer industry, the Amiga. To quell

— Ue asks the winner and
— losers after
— that fateful
— day about

— their views and
— plans for the future.
— Adam Fhillips reports

- Estom

E: - the ful buyer of C: dore’s
intellectual properties, technologies, trade-
marks and patents. Founded in 1987 by
Manfred Schmitt, it's the second largest
European PC manufacturer. With a turnover of
over $500 million a year and 750 stores across
Europe, Escom are in a prime position to
launch an Amiga comeback

any fears, or even worse, the rumour mill,
Escom have taken the wise step of laying
out a general plan for the future use of the
Commodore trademark and assorted
technologies. The most immediate question

y HOME PAGE
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A_D\"LANCED (OMEVUI’ER TECHNOLOGY

Escom currently
have an on-line
service on the
Web for their
German
customers. An
English
translation should
be appearing
soon. Take a look
at the sight by
typing in:
http://www.veroni-
ca.nl/escom/
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on everyone's
lips is the production
of new Amigas -
Escom have confirmed
that they will be producing
600s, 1200s and 4000s again
within the next three months or,
by the very latest, October (see late
breaking news story for more details).
Not only will Escom’s 255 shops sell the
Amiga, but any independent retailers are
welcome to step back into selling the tech-
nology. The CD32 will be reappearing and
Escom’s Dr Wirsing, head of PR, has
confirmed that there are plans for a 64-bit
version of the console.

One surprise move that could drag
money out of wallets as quickly as the
Spaniards trawl fish from the sea is the
news that the C64 will go back into produc-
tion to be sold into the Chinese and East
European markets. While the Western
world crave for money-hungry Pentiums
and Alpha Dec machines, China is a
technological wilderness awaiting the arrival
of an inexpensive computer,

CHINESE CREDENTIALS

The country is also playing a vital part in
producing the Amiga. Chinese firm, Tianjin
Family-Used Multimedia, has won the
licence from Escom to produce and market
the Amiga platform. Its credentials include
being the largest producer of 16-bit games
machines in China, with a market share of
80 per cent, and have an installed user
base of one million consoles.

As for the Far East and US markets,
Escom are currently in negotiations with
major distributors for the Commodore
licenses.

The other main financial magnet that
pulled Escom into parting with its money,
other than Commodore's established name,
is the Amiga's multimedia capabilities. The
company sees the machine as a key
technology for private users in the future of
the multimedia industry. To further their
plans for the Amiga, the firm have aims to

>
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integrate the technology of the machine with
the PC by producing PC cards that emulate
the multimedia functions of the Amiga, such
as audio and video. To add to this, Escom are
also planning an Amiga TV set-top box that
they hope will form the basis for interactive
television.

This plan has added muscle, as one of the
major shareholders in the German-based
company wants to make a move into the
interactive television market — with Escom'’s
wealth, it could be a force to make the
Murdoch’s of this world look over their
shoulder while they squabble for the rights of
Channel 5.

The impression that one gets from the firm
is that they are considering anything at the
moment — Power PCs and Macs with the
Commodore logo slapped on them are both
on the cards.

Escom's Bernard van Tienen is eager to
point out that they are open to all ideas from
people who know the Amiga industry inside
out. Indeed, any fears that third-party hard-
ware and software may be a problem have
been quashed: “We're very open to third-party
licensing” commented Tienan. “We see
ourselves as a very open company”

EARLY NEGOTIATIONS

The firm are well aware that there are
many loyal developers, public domain pro-
grammers and consumers — perhaps as a
sign of Escom's commitment to the platform,
they are already negotiating with Commodore
ex-employees to bring them back on board. In
fact, with an estimated 100 Commodore ex-
employees working for Escom already,
there's a real Amiga family buried away
behind the previously PC-only company.

Support for consumers will hopefully be
placed high on their agenda - they already
have a homepage on the Internet for their
German customers, and Tienen told Amiga
Computing that this will be resurfacing in
English at some point in the future, along with
a possible magazine based round Escom’s
products and services.

With all this seemingly good news, the only
remaining hurdle is the residual stock in the
Philippines which is being held by the
government. Rumour has it that it can only be
sold to Escom, and industry insiders estimate
that the inventory will go for $1 million at
some point in the near future.

ERTIRRTE R

More customer support
comes In the shape of a
magazine detalling
Escom’s products and
services

Escom’s head-
quarters based in
Germany. Escom
UK are based in
Irvine, Scotland and
can be reached on
01294 222600
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Ask many a magazine PC
critic to name four top PC
manufacturers and Dell
are usually placed some-
where in the list. The
company has been selling
PC clones for several
years and made $8 billion
in sales in 1994,

When their bid came
out of the blue on 20 April,
there were plenty of sur-
prised people = why had
they done it? Michelle
Moore, vice president of communications for Dell in the US, clarified matters for Amiga
Computing — but not by much. “It actually came up quite suddenly here also... we had just
heard about the auction and we saw an opportunity. We had a late breaking review of some of
Commodore's intellectual properties and decided that while we weren't interested in the
company per se, we possibly would be interested in acquiring some of its patents.”

Which patents they were interested in was not revealed but, despite Escom’s success, it
would appear that Dell are now considering approaching the German-based company. “We
are still interested in their patents portfolio and possibly acquiring part of that. Buying from

Dell after the auction: Still interested in
buying certain patents from the Escom-
owned Commodore portfolio

Escom is a possibility and we're exploring our options in that area.”

Despite Escom beating Dell to the jackpot, we may well see the Stateside company
producing some Amiga-related products in the future. It's interesting to see how a machine that
is regularly ridiculed by the PC business has managed to attract quite so much attention on a

global scale — it can only be a good sign.

One of the most active bidders and main
competitors to Commodore UK over the last
year has been Creative Equipment
International, based in Miami. Headed by
Alex Amor, the company first came into the
liquidating limelight when announcing it had
a silent partner that would turn the Amiga
into a household name — that company was
IBM. Unfortunately for Amor this fell through,
so CEl had to arrive at the auction day with
only its own financing.

Amor is stoical about the day: “Obviously
we're a little disappointed we were not
successful, but it was a procedure that was
agreed upon and it was carried forward and
will move on... | believe that based on the
procedures and what the judge decided,
Escom have rightly got the technology.”

PARTNERSHIPS

One of the surprise moves on the day was
the hasty alliance drawn up with Dell: “Our
relationship happened two to three weeks
before the actual auction, and Dell was very
aggressive and looked like a good partner to
move the Amiga technology forward.” Amor
commented. “They came to the auction inde-
pendently of us and it was decided that it
was best to join efforts at that point in time.”

It would seem, though, that, like Dell,
Escom’s success has ultimately put CEl in a
place to perhaps approach the German
company at some point in the future for
potential licensing: “At this particular junc-
ture, the ball is in Escom's court — obviously,
we understand where the Amiga needs to go
and we'll be interested in moving the Amiga
forward and the Amiga technology forward.”

Amor continued: “We are standing by to see
what Escom is going to do with the
technology — if their intentions are to really
make C64s in China and use the
Commodore name, they might have inten-
tions to move forward with the Amiga
technology. If they don't, obviously we would
like the opportunity to do that.”

Is he glad the whole thing's over? “Oh, no
question about it — absolutely. Now we need
a few answers, and Escom hold the key to
those answers and the Amiga can move
back to where it rightfully belongs.” And
does he have hope for the machine in the
future? “Absolutely.”

While Amor remains upbeat, the friction
caused between himself and Escom over
the partnership with Dell could cause
problems — Amor may well have his work
cut out.

_I]n their way back

Other than the C64 which is only for the
East European markets, the 600, 1200 and
4000 will all be resurfacing internationally
by August, or the very latest in October




(ommodore UK MB0

Perhaps the biggest surprise, and some
would say disappeintment, was the
withdrawing of Commodore UK from the
auction on 20 April. After months of
positivity from the ever-optimistic mouth of
David Pleasance, MD of the UK
subsidiary, the company appeared to put
its tail between its legs and scurry out of
the bidding process, claiming they lacked
the financial muscle to make a viable bid
the night before.

Pleasance is happy to explain the full
circumstances of this decision. “Three
days before the auction, there was news
that the other bidders had more money to
bid with than our entire working capital. It
was an agonising decision — one brought
about on behalf of the staff.”

It transpires that Pleasance and Colin
Proudfoot, the other half of the joint
managing director team, didn't want to put
their employee’s jobs at risk by bidding.
Pleasance believes that by placing such a
bid, he would have alienated Commodore
UK from Escom and any future

negotiations may well have been affected
- some would say that's exactly what
CEIl have done.

In case you're wondering, Escom don't
own Commodore UK at present — the UK

While Commodore UK backed out of the
auction, Colin Proudfoot, joint MD of the
company, commented that the UK team
have “a good future” with Escom

David Pleasance, MD of C=UK: Currently in
talks with Escom concerning the future of
the UK-based Commodore subsidiary

subsidiary was specially excluded from
the contracts drawn up by the liquidators
because Escom was uncertain whether
they would want C=UK as an ongoing
concern, Because of this, both Pleasance
and Proudfoot have made two trips to
Germany to discuss their potential future
in the new company set-up. According to
Pleasance, he is very hopeful that an
arrangement will be found - he and
Proudfoot have created a plan for Escom
that he feels is a great opportunity for the
Amiga, and shows that C=UK could be a
valuable asset.

NEGATIVE FEELINGS

While they have their plans set out for
the immediate future, Pleasance is well
aware of the negative feelings coming
from the Amiga community who were hop-
ing that Amiga International, the proposed
title for Pleasance and co’s new company,
would become a UK-based reality.

“We know that certain parties are disap-
pointed that we just gave up — they feel let
down, but | believe they will be more than
happy with the outcome eventually”
commented Pleasance.

On the subject of Escom itself, he only
has kind words for them: “They're the
fastest growing PC company in Europe
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and their plans for Escom UK are very
aggressive — 100 stores are being
opened on 11th May."

He continues: “The Amiga user base
knows that somebody with tremendous
resources has taken the Amiga on board
and are committed to the long-term
development of the machine.”

With the conclusion of this chapter in
Commodore's chequered history, is he
glad it's all over? “Unquestionably.”

And finally

From where this journalist is sitting, there's
an undeniable air of determination and
hope for the future of Commodore and the
Amiga. While the losers in this first
important phase of re-establishing the
Amiga aren't likely to start spitting nails at
Escom because they all seem to have
plans for approaching the company at
some point, the general moad is distinctly
upbeat and co-operative — that attitude in
itself is alien to the Amiga world of over a
year ago, where doors were closed to most
third-party developers and the other
unsung heroes that have stood behind the
machine.

Cynically, perhaps this could all tum out
to be nothing more than concealing PR
from Escom - after all, the company was
only interested in the trademark two
months ago and have now produced a
long list of substantially different plans for
the future of Commodore. One gets a
feeling that some of the comments coming
out of Escom’s PR factory and interviews
are still generalised and by no means set
in corporate concrete.

For the time being, though, while
question marks remain and the road to
recovery has several large and unchar-
tered potholes dented out of its tarmac, the
simple fact that Escom has plans, and has
a substantial amount of money to back
them up with and a soon-to-be-in-place
world-wide distribution network, means the
Amiga, even comparing back to its old hey
days, has never had it so good.

Escom has a lot to live up to. For
everyone’'s sake, Amiga Compulting wishes
them the very best for the future.

On its way
put?

The CD32's future is still in
question - there is no mention
of it in any of Escom’s plans
but there is an rumour that its
production will be resumed

IH Thanks to Tim's Megastore (01625 434118) for loan of C64
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n the ‘80s, no self-respecting yup-

pie could be seen without a smart

black filofax in their hand. You

might have been hopelessly incom-

petent, a person so muddled you couldn’t

organise a beerfest in a brewery, but if you

had the filofax at least you would look the
part.

Fashion statement aside, these articles
did prove to be pretty handy. It's good
news, then, to see a new personal informa-
tion manager on the Amiga that embodies
the same handiness and visual appeal in a
computerised package.

Created by Digita International,
Organiser is intended to surpass their own
Day by Day commercial diary program and
improve on all the shareware and PD
options available. Its most immediately
obvious advantage will be its attractive,
colourful front-end boasting the sort of
user-friendly interface that has proved so
successful in other Digita products.

Organiser can be run from floppy or can
be installed onto a hard drive using the
Commodore standard installer. Once up
and running, the user is presented with a
ring-bound filofax surrounded by a colourful
toolbar reminiscent of that found in
Wordworth 3.1.

As might be expected with a product
from Digita, a lot of emphasis has been
placed on making the package as simple to
use as possible, so this software should be
of general appeal. Consequently, finding
your way around the organiser should be
intuitive, with functions like page turning
performed by clicking on the corner of the
filofax.

Like Wordworth, Organiser features
Digita's Human Interface Protocol, which in
practice means the package can be

supplements

One of the key attractions of the filofax
was the fact that you could buy infor-
mation supplements that could be
clipped into the folder as required.
Imitating this, Organiser comes sup-
plied with its own range of supple-
ments covering a wide range of topics.

There are items you'd expect to find
at the back of a proper diary, like con-
version tables, dialling codes and world
time zones. Less useful but more inter-
estingly, there are lists of restaurants
or wines that could be tagged on to the
end of your Organiser.

This is yet another feature that
allows you to build up a filofax with
quite a customised, personal feel.
What's more, it's possible to create
your own supplements in Wordworth or
any text editor. Though there are about
30 supplements to choose from, how-
ever, it's not really practical to use
more than a few at any time. In fact,
because the supplements use up your
Amiga's RAM, they'll slow the program
down if you use too many.

[he time,

+

It's easy to

fseep Drganiser
much neater than its pen and
paper counterparts, and
uarious tasks are under-
taken automatically. For
some peaple this could prove
Quite a time
AR
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3 Worctay

contrelled in numerous ways according to
preference. Beginners may prefer to use the
representational icons, for example, where-
as those who want speed will probably pick
up on the keyboard shertcuts available.

Following the approach of a real filofax,
Organiser is divided into five main sections,
each accessed instantly by clicking on the
coloured tab dividers. Naturally, the diary
constitutes the main part of the package.

A novel addition to this section is that
users can choose from a number of sup-
plied themes to give their organiser a more
personal appeal. Sporting events, historical
entries or celebrity birthdays are just a few
of the themes that can add a bit of interest
to the diary.

REMINDERS

Entering information is simply a matter of
selecting the required day and going
through a familiar looking requester. At this
stage the program allows you to choose a
priority level for each date and, if required,
select an alarm to remind you an hour, day
or week before the event. This can be in

views are from
a page a day to a page a week

The diary can
be made more
interesting by
including some
of the event
themes
supplied as
part of the
package

the form of a flashing message or a noise
sampled through Workbench 3 sound
preferences.

The diary allows users to select various
ways of viewing their entries. If small
entries are only being made you can select
the option which puts a whole week on a
page, whereas those requiring more space
can have diaries with a whole page
reserved for each date.

One of the benefits of having the filofax
on your computer is the way repetitious
tasks can be automated. It's possible to
repeat events as necessary — for example
your twice monthly squash game.
Alternatively, the program allows event
repetition on the same day every week.

A calendar section precedes the diary
and highlights, in bold, any days with
events for an at-a-glance idea of what lies
ahead. Clicking on a particular date will
instantly bring up the correct page in the
diary — a simple but user-friendly touch.

The task list constitutes a separate sec-
tion allowing users to generate a plan of
things that need doing. When completed,
these tasks can be ticked off on screen,
and as in the diary there are five levels of
priority to choose from for each item.

As you'd expect, addresses have their
own section, and this part of the organiser
again benefits from automisation. When
you want to enter a new address, it's sim-
ply a matter of inputting the details into a
database-style requester and it will auto-
matically be filed under the correct letter in
the book. Alternatively, addresses can be
imported from other databases providing
the files are in ASCII format.

A final quirky touch comes in the addi-
tion of Fortune Cookies. This will give a



the place

Amiga diaries are nothing new, but up until now —
they've been rather dull Lareth lofthouse previews —
Organiser 1.0, Digita’s electronic filofax for the 905 —

word of wisdom for each day, though at the
moment Digita have yet to complete this
section of the program.

One of the most important aspects of
Organiser is its printing facilities, since you
may want to carry a hard copy version of
your filofax. Thankfully, this software sup-
ports a huge variety of printers in the same
way as Wordworth 3. It's possible to simply
print pages in A4, but the best feature is
the fact that it will print in the size of
portable organisers like Fileofax, Rolodex,
Day-Timer and Time Manager. Crop lines
will appear showing users where to cut the
page to the right proportions, and it's also
possible to print on the other side.

WELL READ

Digita’s manuals are always exemplary
thanks to the fact they assume virtually no
knowledge on the part of the purchaser.
Organiser's documentation is very read-
able and includes the sort of step-by-step
tutorials that will get anyone started very

quickly. Having said that, the same infor-
mation is repeated so many times in this
product's literature that it sometimes
seems like an exercise in padding.

Apart from this, there are the miscella-
neous general features that can make a
competent program into a classic.
Digisense, for example, is a built-in intelli-
gence facility designed to save time when
inputting data. The auto date feature, for
example, will automatically complete the
date you are typing.

More laborious repetition can be avoi-
ded thanks to the cut and paste tools that
have been included — these work just like
in a wordprocessor. Digita have also
included a powerful search tool that will
find events, tasks, addresses or any other
text.

File handling is another powerful and
flexible element of the program. It's possi-
ble to share data with Wordworth, Mailshot
Plus, Datastore and most other programs.
These small details don’t mean much
in themselves, but they are bonuses
that show how much Digita have learnt
from their enduring experience in Amiga
development.

With Digita's Day by Day being the only
commercial personal planner available
prior to the release of Organiser, it's cer-
tainly good to see the new product shines
in comparison to its rather dismal prede-
cessor. Organiser 1.0 is colourful and
appealing to view, and quick and easy to
use — and that's how it should be.

The only problem is whether anyone
really needs a computerised filofax in the
first place. After all, it could be argued that
what the Organiser gains in novelty it
loses in true portability.

On the plus side, it's easy to keep
Organiser much neater than its pen and
paper counterparts, and various tasks are
undertaken automatically. For some peo-
ple this could prove quite a time saver.
The option to import information from
other programs, the alarm reminder sys-
tem and the various diary themes gives
this software some valuable advantages
over a real filofax.

On the other hand the point about

filolaxes is that you can consult them on
the train, take them into meetings, or use
them to find phone numbers at a pay
phone. This is not possible with Digita's
Organiser. True, it allows users to print up
information in a portable form, but that's
going to take a fair amount of additional
effort.

Other problems include the fact that
while you can have a number of people's
filofaxes saved in Organiser, they will
never be as accessible as the real thing.
What happens when Dad wants to view
his appointments for the next day but his
son Nigel is hunched over the Amiga play-
ing Alien Breed well into the evening ?

There's no doubt that Digita have done
a very professional job with this package,
and it's so simple to use that members of
the family who've never touched a com-
puter could quickly compile there own
computer filofax. But whether it was worth
the effort will depend very much on the
individual customer.

[sorTware [

Addresses are entered using this
imple req and ically
filed in the correct place
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Amigas’ Best: TLAS - FISH - TBAG - EUROPEAN - LICENSEWARE - COMMERCIAL

AMIGAVISION $24 NO-BOX COMMERCIAL SOFTWARE HITS
V1.7 Release 2 Archer Macleans Pool...$11 James Pond 2, RoboCod .39 Ports of Call SWIV (nice combat game)$ |0}
Armalyte (Space Gm)...... )-Pond 2, RoboCod AGA..$9  Railroad Tycoon = The Combo Disk...
GRAPHICS BUNDLE Bt e Ene il Kind Words ... $4  ShadowWarriors..—— $14  Toyots Celica-PAL 2
TYTEXT PRO Batdetech.... Lit Comp. Peopl $5  Shanghai.......... X
DELUXE PAINT 3$ 2 9 Blaster........ Master Type $5  Shurde
Blob Nigel Mansell Racing AGA.$9  Sinbad...
GOLDEN IMAGE $12 50 Body Blows Galacti Hacker 2.. 35 Overkill AGA ... .$9  Spindizzy Worlds $5  Wicked
CAL USE Crazy Cars. Hole in One $5  Perfect General. Super Ski 3-D... Who/What/VWhen .
OPTI MO : Cyber Punks... InfoFile Populous 2..... Super Off Road. Wonder Dog
GREAT TLAS DISKS FOR $1.50 EACH OR 20 FOR $25 | LicEnsEwaRe Procrams | [u j W
$ $ LED-10: ALAPHABET TIME. Ages 3-6...__..$450 N—o——
HOME & BUSINESS: GAMES: GAMES: EDUCATIONAL: LED-20: EARLY NUMBERS. Ages 3-6 $4.50 OPEN
116-SPREADSHEETS 12-DISK 3 OF TREK #2 $07-LION KING DEMOAGA 39%:3255 éﬂ_lf_‘lul?mﬂ;”s tEg ig mcwgﬁﬂ r: ::: 3; ?ﬁg M LN
261-C MANUAL Par | 13-WANDERER 908-ALADDIN (AGA) Crgaben i 5 graphs and chares @ i) 3650 7=-DAYS
262-C MANUAL Part 2 I4-STARTREK #3 DISK | 911-Georg Glaxo (AGA) #1200 STATES/MATH 1 3 LED 0: THE MUSIC CONNECTIO s
263-C MANUAL Part 3 15-DISK 2 OF TREK #3 912-Georg Glaxo Disk #2  201-SPACELOG i%?:"-‘u‘)-‘?slﬁ'rfﬁ' ;hmgm_arb-% e :"50 A WEEK
286-LABEL PRINTERS 21-SEALANCE SUB GM  &73-DEFENDER 338-CROSSWORD GEN. | oo t’us oot e 15 s
2RICE Y BAMICE 22-YAHTZEE (3 GAMES)  676-MECHRGHT DIsK #|  345-COMPUTERTUTOR | | FD.g0: CATS. History, Breeds, Care, etz....§4.50 A-55 Template for
288-PENNYWISE 24-WHEEL OF FORTUNE  677-MECHFIGHT DISK #2 gSO-DFBSLER;fR%TgE: LED-250: PRIMER FOR IMAGINE. 2 disk set D. Paint 4. Gives you
s 44-DOWNHILLSKING  679-TALSMAN 2MEG #1320 b paoatien e et mees Imagine. Has pics, tex 500 | | Keystroke Aid. Durable
396-BIZCALC S5-ZERG D&D ADV. 680-TAILSMAN DISK #2 495-MATH PLUS LAP-10:THE LOTTO. Based on Texas but can be Lexon fits top of the
S e 62-DRIP (ARCADE GAME)  684-ULTIMATE RIDE 637-WEATHER (AGA) #1 | used by others. 1-50 Edit Screen Display 9 keyboard G0
70-MISSILE COMMANDS  728-TRODDLERS 638-WEATHER DISK #2 | Graphic/Chart. Nicely done.... 36
449-BUDGET 5 LAP-20:VIDEO TITLER. 736x560 Screen. Use an
635-WEATHER DISK #3
455-B-BASE 3 72-DRAGON CAVE 766-DESERT STRIKE (DEM) 669-MATH-BODY-COLORS | font - even colour fonts... 316, WE ALSO HAVE FRED
472-MULTIDOS & SID 78-PETERS QUEST 772-POPEYE 688-SOLAR SYSTEM LAP-30: DAILY LIVING. Has Schedu!er ]ourl\al FISH - TBAG- ASSASSINS
473-COOKBOOK 79-MEGA BALL 784-GIGATRIS (AGA only)  719-ASTRONOMY fg;:s Al ghgs; P e b EUROPEAN:ALL $1 EA.
520_TURBO PAL F/1 3 80-PAC MAN+ 796-MEGABALL 3 (AGA)  779-COMMUNICATALL | 2o c o o o i Pe6.
620-QUICK-PAL F12.0x 96-TANKSINTERFERON  812-SCORCHED TANKS  7B3-LITTLETRAVELLER LGM-20: Q-BERTA. Like Q- Berc -PA $ 5 GeET our $ 5
635-SONIX DRUM KIT 103-TETRIS GAMES 816-INCINERATOR 800 HATHWVIZARD LGM-30: STRESS. Tetris for young "PAL"......$6.50 o
14-LEMMINGS PLAYABLE  837-REUDA & TANKX SR LGHM-40: DELUXE HANGMAN.Age 10 & up.$4.50 A-oklnme
ERISHCIIESIL 1 Hdrt s SeTigIs 853-NIGHT MATHATTACK | LGM-60: JOUSTERV 3.11... 3550 | | GAMES & CATALOG
716-SCREEN BLANKERS 128-SPACE GAMES 925-ZAXXON F/2.0-3.0x 889-FRENCH VERSE (2.0) | LCC-BELOW: 8 Color glp Art-All..$4.50 each
720-JR-COMM 136-HATE (Zaxxon clone)  926-CHARR (Tanks) 890-BLACKBOARD (2.0) | LCC-20: FLAGS. Of the countries of the world BIBLE SEARCH
741-PK-ZIP CRUNCHER  |37-BLACKJACK & BANDIT ~ 936-SPACETAXI 2715 Meg  891-AWARD MAKER 2 | LCC-30: RELIGION/STRUCTURES. Mostly religion
788-BEST DISK COPIERS 892-PAINT IT (2.0 only) LCC-40: BIRDS. About 25 birds and others $ 6 3-DISKS $ 6
143-NEBULA 893_PICTURE MATH F20x | LCC-50: FUNNY ANIMALS AND MONSTERS -
BIS-MAGICWORKBENCH  |47_INTREDIP (TANK) EURO GAMES 894_KIDS DISK & F.0x | LCC-70: LOVING CLIR Hearts, Flowers, etc.
821-DISK SALVAGE 2+ 148_BOULDER DASH “FATTER AGNUS REQ* B e LCC-200:VARIETY. 100 {, pieces. Nicely done

843-NCOMM 1.92
895-BLITZ BLANKER*AGA
901-VLT FRR.O0TELECOM
902-5 KICK F/2.0 a3.0X sim
905-NEWICONS F20X HD
913-Screen Blankers F/2.0X

791-METALLICA | OF 3
792-METALLICA 2 OF 3
793-METALLICA 3 OF 3
830-OCTAMED V2.0
844-HEAVY METAL MUSIC
846-CRAZY MEDS
852-CHURCH MUSIC
856-DOS TUTOR F/2.0x
857-TERM V4.0 DISK |
B58-TERM V4.0 DISK 2
862-CHRISTMAS CLIPART
863-PLANTS/CHRIST-CLIP
864-BEAUTY-GALS #3
B65-BEAUTY-GALS #4
9-ADVENTURE MAKER

162-VIDEO POKER
176-GALACTIC WORM
190-MORIA D&D ADV.
191-KINGDOM AT WAR
194-SINKING ISLAND 3
240-CHESS & PACCER
245-CHECKERS
255-PINBALL

282-SYS (ARCADE)
328-WANGLE & TRIX
349-OXYD
378-DOMINOS & CARDS
398-LEGEND OF LOTHAN
403-INTRUDER ALERT
433-5CUD BUSTER +
468-LEMMINGS TRIBES
PLAYABLE DEMO
470-SEUCK GAMES
492-WALKER (Playable)
463-CATACOMB (Adv)

500-NO MANS LAND
501-STORYLAND 2
502-PONTOON
S05-WASTELAND
509-BALLOONACY
514-SUPER PACMAN
515-COLORING BOOK
517-LEAP'N LARRY
523-LANGUAGE TUTOR
524-DONKY KONG *1.3
528-SPACE MATH+
533-PINBALL FANT. DEMO
535-FIRE AND ICE
526-TANX & DRAGONTILE
561-PARACHUTE JOUST
S575-STARBASE 13 #|
576-STARBASE DISK #2
634-KISSIN' THE CANVAS
646-XENEX (Asteroids)

647-JUDGEMENT DAY F20x

916-STATES OF EUROPE
917-VWWORLD WAR 2
935-TYPING DRILL

LCC-210: CRITTERS'N SUCH. Horses, Silly-
Dudes, Cartoons, Motorcycles, Tools, Outdoors,
Birds, Animal-ABC's Misc. - This disk is $5.50.

WE HAVE FRED FISH, ASSASSINS,
EUROPEAN, TBAG,ALL FOR JUST

$1.00 Each

FRED FISH NOWTO 1060+

C-83 BLACK MAX JOYSTICK$4.00
C-86 MARATHON JOYSTICK $4.00

VERSALITE LOTTO
Great Lotto number-picking
tracking program. Digitized

graphics and sound. Full num-
ber editing. Can be set for
States with numbers 0-51. Pick
| to 8 numbers, displays graphs
and charts, allows picking num-

DIGGERS-CD-32

* €D-32/CP-TV CLEARAMNEE SALE *
AM. HERITAGE DICTIONARY-CD-32/CD-TV
CLASSIC BOARD GAMES-CD-32/CD-TV...
DEFENDER OF THE CROWN-CD-32/CD-TV.
GROLIER ENCYCLOPEDIA-CD-32/CD-TV.
INSIGHT TECHNOLOGY-CD-32/CD-TV
LEMMINGS-CD-32/CD-TV ...
WRATH OF THE DEMON-CD-32/CD-TV..

GLOBAL EFFECT-CD-32

TOTAL CARNAGE-CD-32

GUINNESS BOOK OF RECORDS-CD-32...
NAUGHTY ONES ARCADE GAME-CD-32
PINBALL FANTASIES & SLEEPWALKER-CD-
RISE OF THE ROBOTS-CD-32............
SUPER METHANE BROTHERS-CD-32 ..

630-KLONDIKE2AGA #1  894-Missiles Over Xerion-A | bers by random, low%, or high%.
:!l)g.;\: I?E)EJ; T?E Ei:i | 31KLONDIKE2DISK2  B95 Missites Over Xerion8 $ 9 s 0 WEMBLEY INTERNATIONAL SOCCER-CD-32 ... $I3
632-KLONDIKE 2 DISK 3 506-XMAS OBSTICKLE ® SPACE AND ASTRONOI"IY—CD-ROM.......................A.$ 14
GREAT SOFTWARE * GREAT FUI.LY BOXED COMMERCIAL SOFTWARE *
ADV D&D “Hits For" PAL.§12  D-GENERATION... ..$12  HILL STREET BLUES.... TABLETENNIS..........
BUNDLES AMIGAVISION $24 D-PAINT-2 HOUSE OF FLUX [Space}
AMIGAVISICN PRO D-PAINT-3.... HUDSON HAWK.
VALUE-PACK #6 - BT FIRETEAM-2200 INDY HEAT....
INCLUDES BLUES BROTHERS... FULL METAL PLANET ..

INFOFILE - Database
rogram
F-40 PERSUIT *PORTS OF

BRAVO ROMEO DELT/
CLEVER AND SMART ..

514

COVERT ACTICN ...
CALL* CLOWN-O-MANIA
CRUISE FOR A CORPSE ..
w:gﬁm'}gggﬁ% DELUXE CLIPARTVOL-2....§
Get all F’ P. f % DELUXE CLIPART SEASONS$7
et ive Frograms for DINO WARS ..
DONK...

DOUBLE DR.AGON 3y

GLOBDULE-(PAL)

$5  GUNSHIP-2000
s 12 GUNSHOOT
HARLQUIN...

F-1 RACING ............
F-15 STRIKE EAGLE 2.

—$
T CAME FRON?HE DBERTNS
INTELLITYPE (Tutor).........$19

GLOBAL EFFECT.
GREENS 3-D GOLF .

STAR-RAY (PAL).......
SYNDICATE

VALUE-PACK #10 -
INCLUDES
MAXIPLAN PLUSV2.70

TAC-30 jOYST!CK...........sI 2.95
TAC-3 JOYSTICK.....
ERGOSTICK JOYSTICK.$14.95

..$10.95

DISK DRIVE CLEANING DISK ..
MOUSE CLEANING KlIT.........c.ceueeeee. $4.50

-..$3.50

*PORTS OF CALL* ZANY
GOLF (Miniature)
Get all Three Programs for
only

$19

WE DO NOT CHARGE
A CREDIT CARD FEE
LIKE SOME DO!!

FOR C.O.D. ORDERS ADD

TLAS, PO.BOX 30499, MIDLAND, TEXAS, 79712

POSTAGE AND HANDLING

Informatlon and Orders:

$5.00

Call 915-563-4925

$4.00




irectory Opus has been long

awaited. Since the first murky

screenshots appeared in maga-
zines late last year, breath has been baited,
wallets clutched, murmurs of concern were
heard when Jonathon Potter announced he
wasn't going to be using his stablemates of
old, Inovatronics, to distribute this
multi-tasking beast.

But here it finally is, and the metamor-
phosis has been even greater than could
be imagined. We were all ready for a larger
amount of configurability, prepared for a
new windowing system, we had even set
our shoulders in grim determination when
we heard you could have more than the
standard two directory windows open at the
same time. What | certainly wasn't pre-
pared for was the fact that Directory Opus 5
could replace Workbench altogether, That's
right, you don't even need to load
Workbench at all.

ANOTHER WORLD

If you choose the ‘Replace Workbench’
option, everything seems perfectly normal,
there doesn't seem to be any difference.
But as soon as you open a window on your
Workbench screen, oh boy, you sure are in
a different world. By default, DOpus doesn't
fill its windows with icons. Although you do
have that option, the default is actually to fill
the windows like, well, like a file manager
should. A burst of little icons fills the top
edge of each window, letting you perform
all the essential operations any file mana-
ger should be capable of such as copying,
renaming and deleting.

Running DOpus as a Workbench
replacement seems like a really neat idea
at first. Anyone who has played with Norton
Desktop for Windows will know what |
mean. It's funky to open your hard drive's

How many button bars did you say you wanted?

Glight confusion

sortwarcl[EE

[llagnum

[pus

window and find everything listed as text,
with the ability to copy, move, rename,
delete, etc. right at your finger tips in the
window itself.

It's also nice not to have your entire
Workbench screen filled with windows as
you move through sub-directories.
DOpusbench will let you do this if you want,
but normally it will only replace the files
shown in the window with the sub-directo-
ry's contents, as you would expect. But
soon you get a bit fed up at the loss of all
those customisations you had on
Workbench.

Apart from its looks, things have changed
under the bonnet tco. Directory Opus 5 is
now a fully multi-threaded, multi-tasking
package with the ability to perform several
operations concurrently. One of the screen-
shots on these pages shows the contents of

Frants Mord closely examines the latest —
episode in the Oirectory Opus saga —

The manual could stand some improvement. It's very
nicely laid out, but the index is fairly poor and there
are several typos and things that look like typos, but
are, in fact, design elements. They have used the
Right Amiga symbol that appears in menus to show
that you are reading about a menu item. But this sym-
bol is usually used in a manual to show the keyboard
shortcut for that command, which makes things even
more confusing because they don't show the
shortcut — they are just in the manual on their own.
One of the real disasters comes when you read the

information about the internal ‘Finish Section’ com-
mand - it gave an example that sounded very useful
indeed. The manual said you could get DOpus to
beep when it had finished an operation, and the
example given was using LHA.

I use LHA all the time and thought that given
DOpus 5's ability to multi-task, it would be very use-
ful to get it to beep on finishing the LHA compressing
or decompressing. | followed the instructions down
to the last letter until | came to the internal command
‘Beep.’ There isn't one.
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Cock a snoak at
DirWork, would you? I
bet Chris Hames is
working feverishly on a
riposte!

The directory manager is faster than the
eye as DOpus 5 copies between two
pairs of directories at the same time

a disk being copied to a directory on my
hard drive, while another pair of windows
are being used to copy some files from
another partition into RAM:. This ability is
particularly useful for anyone who wants to
copy files onto several disks at once,
because you would be able to have as
many copy operations going as the number
of floppy drives you had.

OUTSTANDING

There are some really nice features with
this new version. The ability to perform sev-
eral operations at once must rank highest
on the list, but there are some outstanding
tools that vie with multi-tasking for attention.
The ability to drag and drop more than one
file at a time is a definite bonus, along with
filetypes which are saved out with icons.

| think we will soon be seeing collections
of these filetypes uploaded to Aminet, per-
forming such esoteric functions as display-
ing imagine objects or HTML pages and so
on. The fact that the built-in viewer now
supports datatypes should be applauded
and will certainly cut down on the amount of
configuration that needs to be done to show
GIF, PCX and Jpeg pictures or play VOC or
WAV sounds. | liked the new ability to use
the keyboard to navigate DOpus' interface.

>
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Your Dopus could look like this...
>

Instead of swapping source and destination
windows as it used to do in DOpus 4, the
space bar now switches on keyboard mode.
To show this you are given a little arrow
cursor in the active directory window which
you can move up and down with the cursor
keys. Selecting files is done with the return
key and double-clicking on them can be
emulated with the Enter key on the numeric
pad.

The context sensitive on-line help is also
useful, although | would have liked to see
slightly more index entries. One other thing
| liked was that DOpus 5 now caters for the
three button mouse owner too. Most
buttons can be configured for three different
operations depending on the mouse button
used, giving even more flexibility (all the
same, | think I'll still use my middle mouse
button to swap between screens rather than
use it in DOpus).

However, if you've seen the requirements
for DOpus at the bottom of this page, you
will have noticed that you can no longer
take it with you when you go to rescue a
friend’s hard drive. The price for all these
added elements is the increased size of the

In the wrong directio

As you can probably guess from the text on these
pages, DOpus 5 has got me really frustrated. It cer-
tainly is different from DOpus 4 and pretty much any
other file manager, and is a lot more ambitious in its
scope. But it is so much of a paradigm shift that it
makes me wonder if anyone is going to use it to its
full potential.

| have always plugged DOpus 4 in my various
reviews and features, basically telling everyone that
if they were to only ever buy one piece of software,
then that should be it. So |, possibly more than oth-
ers, feel disappointed that the clean interface
DOpus 4 presented to the world has been swapped
for something that could almost have been
designed by Macro Systems (no offence, guys).

...but I think most people’s will end up looking like this.

application. It still comes on one disk — it
only takes up about 800k of hard drive
space — but that doesn't really leave
enough room on the disk to install
workbench as well.

One of the other features which had me
slightly confused until | ran DOpusbench is
an icon on DOpus's screen called
‘Favourites.’ This is a ‘Program Group.’ The
reason for it became clear when | realised
that running DOpusbench means you lose
ToolsDaemon and ToolManager even
though DOpus has the ability to show
entries added to the Tools menu.

PROGRAMS

These program groups are where you
are supposed to drag your most-used pro-
grams to to save you having to click
through directories to get at them. You can
have as many as you like and they can be
called whatever you like, but it reminded me
too much of Windoze, so | gave up on the
idea of using them almost as quickly as |
did on using DOpusbench.

The default configuration is, unlike
DOpus 4's, pretty unusable, so there is no
alternative but to configure the program to
meet your needs. However, configuration
has gone from one button in the bottom-
right cormer of the DOpus 4 interface to not
one, not two, but eight separate menu items
scattered from one end of the title bar to the
other. | understand that each of these

Directory Opus’ changes make me wonder about
change for change's sake. Progress has once again
triumphed over common sense, and what was an
incredibly good file manager with only two flaws
(not selecting .font files when the font directory was
chosen and not being able to discern between two
floppies with the same name) has become some-
thing that will require more maintenance than your
hard drive.

I think what will happen for the vast majority of
people is that they will load their old DOpus 4 config
file and then not bother with the new configuration
abilities of DOpus 5. And guess what? DOpus 5 still
can't tell the difference between two floppies with
the same name.
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preferences tools are discrete, multi-task-
ing programs in their own right, but
couldn't we have had them all in one
place?

One of the really annoying problems
with this schizophrenic configuration
method is that keyboard shortcuts get
duplicated. On my DOpus | like to have the
Delete key as the shortcut for deleting
files, surprisingly enough. When | hit the
Del key in DOpus 5, however, | get a Lister
Format window appear. Now, I've scoured
the manual for a way to stop this from hap-
pening so that | can be re-acquainted with
my Del key, but all it smugly tells me in the
manual is the fact that not only can | use
the Lister Status PopUp menu to call up
this Lister Format window, | could also
double-click with my right mouse button in
the lister.

What it doesn't say is that the Del key
also works, nor does it tell me how to stop
it from working. Two methods for calling up
this window seem ample to me, why /f7oF

aYo TEM ESSEMTIALS

RED - Essential  BLACK = Recommended

Kickstart RAM Hard drive

an @

RAM 68030

The bottom line

Product: Directory Opus 5
Supplier: Wizard Developments
Price: £49.99
Tel: +44 1322 277908

Ease of use

Implementation
Value for money
Overall
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pring has brought good news for

Amiga musicians, not least with

the release of version six of the
ever popular Octamed reviewed else-
where in this issue. The high-end Amiga
user, however, is more likely to be tanta-
lized by a surprising new product that has
already caused quite a stir in the Amiga
Computing offices.

Created by Airworks Media, it's
claimed TuneBuilder will revolutionise the
way music is edited. With video and film
makers particularly in mind, the package
offers CD backing music which can be
timed, cut and rearranged as required
using the supplied software.

TuneBuilder is designed for use with
CD music libraries specially embedded
with edit points that allow each piece to
be rearranged, shortened or expanded.
Once loaded into the program, the user
can specify a required length of playing
time to fit almost exactly a sequence of
film footage.

The system’s benefits don't stop there,
however. A musical piece might, for
example, have a percussive effect that
would suit a particular moment of action
in a video. Using the editor, Amiga own-
ers will be able to rearrange the tune so
that the required sound effect comes ear-
lier or later in the piece to fit in with the
film — a feature that should prove to be an
amazing time and cost saver.

SIMPLICITY

Though this is a package worthy of
professional use, the interface lends the
process childlike simplicity. Music
appears in the editor broken down into a
series of blocks, and rearranging it is sim-
ply a matter of dragging the blocks into
the desired position using the mouse.

The ingenuity of the system lies in the
fact it can play new versions of recom-
bined music segments instantly, without
any hint of a pause or a clash between
sound blocks.

This is largely down to Airwork's use of
professional musicians for the task of
selecting the edit points on the CD -
apparently every minute of music has
taken two to three hours of work to

Brealsthrough

accomplish successfully. Setting the
length of the piece is even simpler than
rearranging it. In the preview version, cre-
ating a new tune accurate in duration to a
specific frame was not possible, but
TuneBuilder will automatically generate a
sequence that comes within tenths of a
second of your specified time.

Music is retrieved from the CDs and
manipulated in the editor as 8-bit sound.
However, once satisfied with your new
version it can be exported for video appli-
cations as 16-bit stereo if required.
What's more, the software supports an
impressive range of audio file formats.

For example, Sunrize, Sun audio, WAV
and Toccata formats are all available. The
latter should prove a boon to VLAB
Motion owners who will be able to load
edited pieces directly for use with the
Toccata board.

TuneBuilder will be packaged with the
Arpeggio music library, AirWorks' collec-
tion of 345 music cuts covering 12 CDs,

ke

A certain amount of product hype from the developers is to be expected, but for once

the implications of this new technology could be as dramatic as the owner’s hope if
it's marketed correctly. Previously, the only way to match music to video effectively
has been either to hire sessions musicians or to create your own tunes by investing
in midi equipment, and either of these options can cost the videographer an arm and
aleg.

By contrast, TuneBuilder puts control over music into the hands of Amiga users in
a way that's not been possible before. Thanks to the efforts of Airwork’s professional
editors, even the tone deaf will be able to produce a background soundtrack to very
high standards.

Ever keen to keep our readers abreast of the latest and most prestigious software
available, Amiga Computing will be giving TuneBuilder a full review as soon as it's
finished. Looking ahead, however, Airworks envisage a time when the likes of the
latest Madonna CD will be released on CD-ROM with pre-embedded editing points
for arrangement with this system. Perhaps now you're getting an idea of just how
important TuneBuilder could be.

Music tracks are
loaded into the
editor where the
playing length
can be specified
or blocks
recombined

Sound

uusiclIEe

Supported by some of —
the best creative —
packages available, the —
Amiga is the first choice —
computer for video and —
musit professionals. —
Now Gareth lofthouse —
previews TuneBuilder, a —
music editor that —
promises to amage —

The export r » and TuneBuilder boast
about all the options you could ask for

with a variety of themes for all sorts of
purposes. The asking price of $950 for
non-broadcast material or $1800 for
material to be broadcast may make some
readers quail, but it represents real value
for money in comparison to alternative
methods.

Other companies are creating large
libraries for use with TuneBuilder. A Killer
Tracks demo CD was supplied to us with
the required edit points, and if the pieces
are typical of the standard we can expect,
then the professional is in for a treat.

VAC 4
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mmllGRAPHICS

VPaint has been part of the power

graphics scene since the early days.

In that time it's seen a number of
revisions which have always brought the cut-
ting edge of painting technology to the Amiga.
Not surprisingly, this tradition continues, but on
the face value you could be fooled into thinking
the update applies more to the price rather
than performance. The assorted buttons and
icons look worryingly familiar. However, dig a
little deeper and the price to performance ratio
improves dramatically.

The key to this latest incarnation is the
arrival of layers as the pinnacle of the TVPaint
environment. In the past TVPaint, like the
majority of Amiga packages, used the tradi-
tional paging approach — taking the form of a
double buffer primary and spare page.
However, with the arrival of TVPaint 3.0 the
Amiga takes its place in the forefront of paint-
ing technology, alongside the latest
PhotoShop 3.0 and Quantel's Paintbox.

In simple terms, layers offer the ability to
view multiple 24-bit images on the same
screen while retaining the ability to edit them
independently. In reality, this is achieved by
stacking the buffers one behind the other.

SHARING

In TVPaint's case this translates to fore-
ground, middle ground and background layers
denoted as buffers A, B and C, with all three
sharing a user-definable background colour. In
addition, you also retain a spare page for work
in progress and the application of specific spe-
cial effects. This means you can paint on layer
A and then switch to layer B. If you then add
more paint to this layer it will appear behind
anything in the first.

The same applies to layer C, the end result
being a 24-bit graphic sandwich with layer B
as the filling. And of course, these multi-layer

A typical example of filters in action, with the
bump option adding texture to the blue back-
drop and embossing the orchid onto the barrel

With the availability of such comprehensive alpha support,
the actual process of applying paint to paper can be much
more subtle than simply clicking on a mouse button. As a
result, TVPaint offers extensive support for pressure-sensi-
tive tablets, with Wacom being particularly well supported.
Equipped with an appropriate tablet, TVPaint truly ranks
among the very best painting environment on any
platform.

As you've probably gathered, this is pro product from
start to finish, and nowhere is this more apparent than via
the program'’s built-in virtual memory facility.

For commercial artists, resolution is a constant irritation,
especially for those working in print resolutions — Amiga
Computing cover images are never smaller than 1500 x
1000 pixels. Imagine if you were commissioned to produce

The arrival of built-in
image processing is a
major innovation

Perspective, re-cut-
ting, soft edges, scal-
ing and orientation -
bliss with burshes

Excellent scalable
and bitmapped font

A touch
of class

The art of

A typical example of a
user-definable filter

Possibly the most important
requesting in the entire package
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projects can be saved just like a single
image, but when reloaded you can disassem-
ble the image, rearrange the layers and edit
them with complete freedom.

Not surprisingly, you're free to tumn layers
off and on as required, swap, merge and
rearrange their position in the stack via
requesters or hotkeys. Put in such simple
terms, it's easy to be unimpressed by the
degree of added freedom and flexibility this
gives the artist — only when you get some
hands-on experience does the true impact
really hit home.

Like its predecessors, the latest release is
actually a 32-bit rather than 24-bit environ-
ment - with the additional 8-bits providing
built-in alpha channelling. In short, built-in
alpha channelling allows you to generate a
seamless fade from one image or brush to a

an image twice or perhaps four times this size. The on-
board memory requirement would be massive. Fortunately
that isn't a problem thanks to TVPaint's Big Edit option.

It's true that using Big Edit can slow the creative
process, but the benefits for any serious commercial artist
are immense. In fact, the only limitation is the amount of
available hard drive space on the partition you've chosen
to contain the Big edit swap file.

The process works by defining the size of the project
and then selecting an area equivalent to your present
page size from a scaled representation of the entire pro-
ject. Once your edits are complete on a particular area,
you simply save the changes and reselect another area to
work on until your masterpiece is complete. Simple,
efficient and often essential.
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Bitnap fonts

freely definable level of transparency. In fact,
every single pixel has its own alpha or trans-
parency value which can vary between 0 and
256.

Classic examples of alphas in action are
Movie trailers and promotional material which
invariably feature multiple scenes and charac-
ter close-ups, all crossfaded and blended into
a montage - all of which could be captured
via TVPaint's direct support for VLab.

APPLICABILITY

This essential commercial skill has always
been a part of the TVPaint repertoire, and
indeed still is, but it now applies across mul-
tiple layers in real time. If you apply an
alpha channel transparency to an element
in layer A, its affect is carried right through
all the subsequent layers.

Combine alpha effect with density fills,

Although not detailed in the article, you can
see TVPaint’s new scalable font handling is
superb in any size, aspect or angle



Faul Austin explores the latest update to the ——
Amiga’s ultimate painting environment ———

a user-defined direction and amount.

Filters For all

As mentioned briefly before, filters — in the style of Kai Power Tools on the Mac - are
now a part of the TVPaint environment. At the moment the package ships with 20 assort-
ed filters — with more in the pipeline — which either work directly on the selected layer or
operate in concert with an image on the spare page.

Each filter produces its own dedicated requesters for fine-tuning the effect and defining
whether it is to be applied to a single layer or over the entire project. Classics include the
shadow option, which applies a user-defined shadow to the layer of your choice. Panning
is another excellent addition which will pan either individual layers or the entire project in

the assorted drawing tools, soft edge brush
cutting, and a multitude of image manipula-
tion options and you could have a master-
piece on your hands before you've applied
any paint.

The actual application of paint and effects
is also beautifully implemented, and now
boasts the left mouse button erase feature
as pioneered in Photogenics. Unlike
Photogenics, though, complete ARexx
automation is available across the board for
those boring jobs.

In addition to the aforementioned button,
you also have full undo and redo options -
redo being particularly useful because it
allows you to reapply existing strokes with
different colours, modes and effects.

Quite literally, everything can be com-
bined; drawing tools such as pens and air-
brushes, and drawing functions like straight
lines, filled shapes, bezzier curves, bucket
fills or freehand can all be used in combina-
tion with the drawing modes - colour,
merge, erase, pantograph, and so on. By
mixing all the possible options, over 2000
combinations are available - all with user-
definable parameters.

POWER

A classic example of this is the combined
power of a bucket fill in erase mode. If we
assume an image has been loaded which
contains a specific element amidst a pre-
dominantly dark background, a bucket fill in
erase mode — given an appropriate fill toler-
ance — would remove the unwanted areas of
the image. revealing any layers beneath.

The element could then be cut out as a
brush, scaled, given perspective or image
processed, used as a painting tool in the
mode of your choice, pasted into another
layer or perhaps applied as a soft edged,
user-defined density fill for a drawing

I 12 Mb, Graphics tablet

An att

pt at a Jazzy logotype, with gradi-
ents, fonts, and real-world images dropped
in as density fills. And of course the
ubiquitous drop shadow

function. Things get even more funky with
the aid of the spare page. Take a quick
glance at the gun image and you'll notice
the blue density fill in the background has a
texture. To achieve the affect a separate

oy LM ESSENTIALS

RED = Essential  BLACK = Recommended

8Mb Ram, 030 with FPU
Graphics card, Picasso I, Retina,
Retina Z3 EGS, Rainbow 3 or Spectrum

The bottom line

Product: TVPaint 3.0
Supplier: Activa
Phone: +44 181 402 5770

Price: £495
Easeofuse___________ 10
Implementation__ 10
Valueformoney__ 7
Overall 9

G rapics]IEs

Brush cutting, perspective, scaling,
colourisation and tinting provide the
variety, while the wave filter and
ARexx bubbles add the finishing
touches

greyscale was loa-
ded directly into the

spare page. The layer containing the
density fill was selected and the bump filter
applied, at which point the former smooth
blue background regenerated behind the
gun and orchid as you see it.

Just as easily, | could have applied the
effect to either the orchid or the gun by
simply selecting their particular layer —
and, of course, you can also apply the
effect across the entire project if you wish.

Of course, you're not limited to simply
loading images into the spare, as you're
free to cut and paste and copy elements or
entire layers to the spare.

Uerdict

At risk of stating the obvious, the new TVPaint is without doubt the
best paint package I've ever had the pleasure to use. In fact pleasure
aside, usability and effortless power are the real issues.

You don't have to compromise, you don't need to make masks,
stencils or all the other things that make computer-generated art a
pain rather than a pleasure, you don't have to save out at every
stage in case of accidents, you simply do whatever your imagination
can dream up with the minimum of effort. The program has obviously
been designed for artists rather than computer users. No matter what
springs to mind, actually achieving faultless and accurate results is
both quick and simple. i

Obviously, with the arrival of Photogenics at a fraction of the price,
most users will choke at the prospect of coughing-up this sort of
money for a paint package. This is a factor which may be compoun-
ded by the arrival of the next Photogenics update, which promises
full 24-bit on Picasso II, Retina Z3 and so on.

However, TVPaint isn't designed for most users. For those who
require, and can afford, this kind of flexibility and power it's quite sim-
ply an essential. In fact, my only real complaint is the ‘so you've
never used a computer befare approach’ in the manual, and the
almost fourfold increase in the asking price. However, if you can
convince yourself there's even a slim chance you'll make good on
your investment, I'd sign the cheque without a second thought.
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The dispeller of despair, the —
light at the end of the darks —
tunnel. Yes, it's the A(AS —
pages in time to save all you —

Baclsup blues
:‘I—

| am shortly to buy the much
praised SquirrelSCSI adapter
"> from HiSoft to connect a
540Mb SCSI hard disk which
was given to me by my father. As you
can guess, this is a drastic change from
my simple dual floppy-based system and
| am looking forward to no more disk
swaps and having Workbench available
instantly.

My father has also suggested | get
hold of some disk backup and mainte-
nance software and | have decided on
AMI Tools and backup software. He also
says that ideally, | should invest in a
tape drive device for a fast and conve-
nient backup storage device. Will
SquirrelSCSI and, indeed, AMI Back
work with such devices?

J Samuels, Prestwich

i

anguished Amiga owners in —
need of help -

Coloured screens usually mean a com-
ponent problem. Most of the major chips
in an A500 are socketed, so it's possible,
but not guaranteed, that one has come
loose. Open up your A500 and push all
the socketed chips down, making sure
you have switched off the power and
touched something earthed to get rid of

any static first though.
The SquirrelSCSI software
doesn't explicitly support

g

Iiassat then?

as SCSI devices on the SCSI '\j Having recently bought a second-
chain and it's simply a matter for g ha:d_MZOlO and belrl;g .veryffnew
third-party software, AMI Back in your lo Amigas, | was wondering If you
¢ i ) could tell me what the rectangular hole at

case, to access this device directly. .
Tape devices are certainly one of the back of'my A1200 (rlgh:. ne‘xt to the
the best methods of backing up hard mouse port) is for. Has something important

drives and | would think that you been removed?
shouldn’t have any problems with
SquirrelSCSI and AMI Back communi-
cating with such devices. If you do,
HiSoft, the suppliers of SquirrelSCSI,
have a customer support service sec-
ond to none and I'm sure they could
help with any problems should they

Don't worry, nothing important
o is missing. Usually, that hole
- is covered by a blanking plate.
The hole is simply there for any third-
party hardware developers to use for
their expansion boards if needed,
although | don't know of anyone who

M Timperly, Warrington has taken advantage of it yet.

[licksless

I'm not an impatient person, or even one
_given to bouts of violence, but if | have to
listen to the floppy disk clicking noise anymore

eature in your case is the NoClick function
which can be easily activated via the MultiCX Prefs
utility which accompanies MultiCX on our

arise.
i when the drive is empty | will be driven to taking an  CoverDisk.
= — 123 implement of substantial mass to my newly acquired Once activated, you can say good riddance to
B Metit | et ] A1200. Please, please tell me how to stop it before | those clicky drive blues. Hurrah for MultiCX.
B bmctesnons | 4 snap.
(| mbn) A Cowley, Bedfordshire  one of MulticX’s many features is the NoClick function
Beowme which turns off the annoying drive clicking
3 8 iml] [ ~; Oh dear, this 01 4 tiCX Preferences i ==
= ~ age old and |+ e ——— :
— understandably Page [ Misc l =
- [ annoying clicky drive e
- = probl:m.rearsklyts ugly Enter ASCIH
Tead befaally famcel |
head once again. It's Cap Shift
Using a SCSI tape streamer connected g°°d to see Nn capa Lock
to the A1200 via the SquirrelSCSI host
.l:.lp:cr lﬂﬂuf‘;‘wﬂ:ﬁ ﬂn:::m A..Ill'o:ck EANComers ate Sﬁﬂ -
backup utllity entering the Amiga || PopCLI hotkey |
scene and this is a Po CLi : =
good reason for RS command |
nEHd HEDU'J Escom to get Amiga PopCL| stack lo
] production up and -
- running again as fast Black border [¥| O
X Every time | switch on my Amiga as possible . T o
"2 500, the power light flashes and Your should refer to NoClick ] =~ On
the screen goes green. What's a brilliant utility called wildstar ] = Off

wrong? |s it time to buy an A1200 now?

H Moore, London

F Go on, be a devil and treat
= - yourself to an A1200, you won’t
4 regret it — they're great. Your
A500 is probably dead, I'm afraid.

MultiCX. This little

wonder of wonders

DoMotwait |

has many features

built in to one
program.

The most important
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Do you have a problem? Do you sometimes
find yourself poised over your Amiga
with axe in hand, spouting profanity at the
stubborn refusal of your Amiga software or
hardware to behave properly?

Well, calm down and swap the axe for pen
and paper, jot down your problems, along
with a thorough description of your Amiga

setup, and send it off to Amiga Computing Advice Service, IDG
Media, Media House, Adlington Park, Macclesfield SK10 4NP.

Any
guestions?

lirus info

=g As a pensioner and new to the

i) Amiga 1200, | would like to ask

. some questions about something

I have heard much about - viruses.

Am | right in assuming that all viruses

stick to the disk which is infected and are

not destroyed it the computer is switched

off for a while and the infected disk loaded

again? If they are as widespread as |

think, how come commercial companies

have not researched anti-virus techniques

they can put on their disks to stop a virus
from getting on it in the first place?

C Burley, Dronfield, Sheffield

Don’'t worry about asking
® | - questions in this magazine -

TECHNICALJ]

Mind your language

| am 14-years old and have set
my sights on a career in computer
programming. | currently have an
Amiga and would like your thoughts on
which programming language to choose
from.

| am interested in C and assembly lan-
guages as these seem to be the choice
for most games programmers. Which one
would be the one to learn for a games
programming environment?
G Watson, Essex

2.

r . Today’s games programmers
45 are generally using a mix of the
* " two. The core of the game code
is often written in C to aid portability and
reduce development time. Then, any
areas which need to be fast and efficient
are written as assembler routines and
incorporated into the main game code.
Therefore, to have an advantage over
other people pursuing careers in games
programming, you should ideally have
good working knowledge of both.

You are right in assuming that a virus
‘sticks’ to a disk and is not destroyed.
This is because it is written to the
disks and stays there unless it is
erased with a virus killer program, It
will remain on the disk and will re-
infect your Amiga, and other disks.
Commercial software companies
check their software for viruses prior
to sending their master disks off for
duplication. It is down to the user to
ensure infected disks are not played
in the machine. To safeguard do the
following:
1. Always write protect your disks,

particularly commercial software such
as games. Most commercials software
seems to be write enabled these days,
even though data will not have to be
written to disks. Only remove write
protection if you need to write to the
disks or if you are instructed to do so
by a message.

2. Always check new disks, especially
those given to you by friends.

3. Make sure you run an up-to-date
virus checker program such as
John Veldthuis' Virus Checker, avail-
able on Aminet, BBSs and PD
libraries.

we all started out as beginners.

B | | have recently lost a disk with some impor-
)= tant information on it due to a spillage acci-
> dent involving a coffee mug and my way-
ward elbow. | was wondering if there is any
cleaning kit which can clean the actual magnetic

media inside the disk casing for situations like this?
L Peters, Somerset

There are no such cleaning kits available

E - I'm afraid. The magnetic material inside

=~/ floppy disks is rather delicate and
~  susceptible to scratches.

However, | recently had a coffee incident with
my LightWave installation disks but did manage
to save them. | shall relate the whole sorry story
to you, which begins shortly after | recovered
from the shock and managed to stop swearing
profusely. Once upon a time...(let's not get too
carried away eh? — Ed). '

The first thing | did was soak up the excess
coffee on the exterior of the disks using simple
kitchen roll. Next, | grabbed the bottle of
cleaning fluid which comes with the many disk
drive cleaning kits on the market. Such fluid is
often alcohol based and is good at dispersing
unwanted stains, while quickly evaporating.

At this point, my coffee-stained disks were
starting to get a little sticky, so | proceeded to
put drops of the cleaning fluid on the disk cov-
ers, rubbing it in with my finger. This seemed to
disperse the sticky coffee residue and, because
most cleaning fluid evaporates quickly and eas-
ily, it left the disk covers dry and a lot cleaner.

The next tricky step was dealing with the
metal slider which protects the magnetic media
inside the disk case. As you can probably
guess, the slider was not at all well. A healthy
slider quickly snaps closed when you release it
thanks to the little spring hidden away inside.

[lean up

The coffee saw to it that this was not going to be
the case any more and made the slider stick
open and feel as if it was moving over a layer of
treacle.

Carefully, | doused the outside of the slider
with cleaning fluid and gently rubbed it in to the
particularly sticky spots, letting it dry. Next, |
carefully lifted the slider so | could get under-
neath it. Be careful not to bend it too far or it
won't lie flat anymore, causing it to stick in the
disk drive. It could also spring completely off.

Now that I could get under the slider, | pro-
ceeded to douse the underside of the slider and
the surface area of the cover which the slider
moves over with cleaning fluid - release the
slide and try moving it back and forth a number
of times, and keep adding more cleaning fluid
until the slider starts to move freely. it may take
quite a few minutes to get rid of all the sticky
coffee residue, so be patient.

The next nail-biting step was to tackle the cof-
fee which was actually on the magnetic surface
of the delicate disk inside the casing. The first
thing to remember is to never touch the magnet-
ic media with anything that can scratch the
surface — you can't get rid of a scratch.

Looking at the spots of sticky coffee on the
magnetic surface of my expensive LightWave
disks made me cringe at this point. So, with
trembling hand, | started to put drops of clean-
ing fluid on the disk surface, rotating the disk as
I did so. You will probably notice that the clean-
ing fiuid quickly spreads across the surface.

| then began to turn the disk using a pen on
the round metal hub at the back of the floppy
disk. Inside all floppy disk cases is a layer of
soft white fabric which, | presume, helps keep
the surface clean. This helps clean up the clean-
ing fluid (and hopefully the coffee stains too) as

the disk rotates. Keep doing this until the clean-
ing fluid has dried and there don’t seem to be
any coffee stains in sight.

Eventually, you should end up with a much
cleaner disk. The next step is to find out whether
it still works. At this point, | must point out that
there is a risk that any coffee residue still on the
disks will probably find its way onto your floppy
disk drives heads. The risk is yours and will
depend on how desperate you are to retrieve
your disks, so keep that disk drive cleaning kit

‘handy.

You should now dig out your best disk copier
and, making sure the verify option is enabled,
proceed to back up your disks. During this
process, you will soon find out whether there
are problems with your disks because the copier
will probably display errors.

However, if you are lucky, the disk will copy
without problems and you can then try and use
any programs or data using the backups. In my
case, | simply ran the LightWave installation
process to a temporary partition to see if it
worked.

And it worked perfectly indeed. Frankly, | was
pleasantly surprised and would not recommend
this process unless the data you are trying to
save is worth the risk of mucking up your disk
drives heads. | would guess, though, that any
liquid finding its way onto the heads will easily
be cleaned with a cleaning kit, and replacement
disk drives are quite cheap anyway.

Certain things this incident has taught me is
that there is hope of rescue should this unhappy
state of affairs re-occur, that floppy disks are
best kept in floppy disk cases, coffee best kept
in the mug, and always to make backups. So
invest in a good quality disk box and take extra
care when drinking at your computer. The end.
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lug into the Amiga g

Here's an idea. | use Macs and PCs fairly regularly and am extremely
impressed by the idea of plug-ins. For those who don’t know, plug-ins are
pieces of software, like datatypes for the Amiga, which can be added to any
program that supports them.

For instance, Kai's Power Tools on the Mac is a plug-in for extra image processing
effects. It not only works with Photoshop, but also with Quark XPress, the foremost DTP
program in the world. This means that you get Kai's Power Tools effect within XPress,
without having to take your images into Photoshop first.

Wouldn't it be great if ADPro worked the same way? Then we could use its loaders and
operators inside packages like Wordworth and PageStream. | think that if Commodore ever
gets resurrected, one of the first things it should do is try to get some sort of standard set up.
William Russell, Colchester

Plug-ins are indeed a superb idea. However, it seems that none of the Amiga software
companies are too willing to talk to one another when it comes down to it, so, as you
say, a standard will probably need to be set by whatever entity Commodore becomes.

That being said, | think the ‘new Commodore’ will have other things on its collec-
tive mind than plug-ins. Like getting machines into shops for instance. But perhaps
LightWave will lead the way as the new version supports plug-ins, but unfortunately

not the standard ones used by 3D Studio, Photoshop, et al.

Faulty FastRAM

While reading your April letters page, |
found a striking similarity between the sit-
uation experienced by Mr. Colin Smith and
myself.

| ordered a 4Mb RAM board from Siren
Software back in December. Upon receiving
it | found it to be faulty and sent it back,
demanding a refund. | expected to receive
one soon — if the goods are faulty the com-
pany must cough up. It was several months
and phone calls later before | was offered
any sort of refund, and they suggested a
credit note to the value of the board. After
such a long wait | was in no mood to try my
luck again. After all, who's to say the sec-
ond wouldn't be faulty too?

| took a trip down to my local trading
standards office for a chat. They said that
if the company maintained that the goods
were not faulty, they (Trading Standards)
could do no more for me. It came as no
great surprise when they later informed
me that they had received a letter from
Siren Software saying | had returned
goods which worked perfectly.

In the end | got my money back. It was a
long complicated process which | don't want
to bore you with now. Suffice to say, | won’t
be dealing with Siren Software again.

Please print this, as | see no reason
why anybody else should go through the
same struggle. Expanding your machine
should be fun, not a constant worry about
your legal standing.

Kenneth Lyon,
klyon @touchdwn.demon.co.uk

| appreciate the difficulties you have had
with Siren, but would just like to ask why
you felt it necessary to ‘demand’ a
refund. We don't live in a perfect world
and it wasn't necessarily Siren’s fault
that the RAM didn’'t work in your
machine. What was the matter with them

(ompact
congratulations!

Congratulations on the first CD for
the Amiga that is really worth mentioning.
Any qualms of yet another software let-
down were swiftly dispelled when | switched
on my A1200 with the CD Toaolbox in sit.
Terrificl More of the same please, even

if you do have to up the cost of the mag in
consequence — it would be worth it, at
least in my opinion.
Just to reiterate, well done AC!

Frank Doswell, Crawley

Blush! Gosh, thanks. We do try our
best. As to raising the cover price of
the magazine, I'm sure the majority of
our readers would have to disagree
with you there

simply sending you a replacement
SIMM? That having been said, you do
seem to have had an awful lot of trouble
actually receiving a refund, which is not
good in anybody’s book.

EZRA

SURF'S

Bookslet blunder

Please can you help me? | have just pur-
chased an Amiga 1200 and a friend has
lent me some booklets which | would love
to be able to purchase: Amiga Answers,
Mastering the Amiga, Amiga Format
If you could let me know the cost | will
send a cheque by return.
Deryck Marston, Leicester

Well, Deryck, if | remember rightly, the
first and last booklets you mention
were published by our Bath-based
competitor, Future Publishing, while
the second one was published by
Bruce Smith Books who can be
reached on 01932 894355. Good luck
with your new machine.

LightWave!

3D page, But something to get yourteem into. My only

other problem is getting hold of the items you review. it
sammmemlyuxwppuerlstmerwslonand
they charge too much and don't carry enough stock.
Padtapsyoucansuggeﬂmoh&tdealar? - =

: Mike Perrie, Sundarland =

| just can't get enough

I'dmwtodisagreewimMr Hawkins' views in March -
issue of Amiga Computing. | use LightWave every day
and find that only AC's coverage of the various add-
onsforitarein-depmemughformyllkhg.Isnymore:' :

Computing!

The lnck of UK avaﬂahiuty of some of the
LightWave-related products we review can be a
problem, especially for readers without a credit
card, but we can only hope that as LightWave
gnins further grousid in this

As to the likelihood of a contlnulng tutorial for
LightWave users, | think it is unlikely at the
~_moment, unless, as per Mr. Hawkins suggestion,
‘'we do change our name to LightWave

untry, their will
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A clean bill of
health

| would just like to say thanks to Frank
Nord for his Amiga Medical articles. They
have helped me no end with configuring
my system, which consists of an Amiga
1200 with 65Mb hard disk: As | run lots of
programs that have an ARexx interface,

his advice on moving the REXX: directory
has proved invaluable.
Bill Reason, Northwich

Frank says: I'm glad my hints have
proved useful to you. They were culled
over a great many years of messing
around with not only my own Amiga,
but other people's, to make things run
a lot smoother, especially for people
without a technical bent.

et worth

Thanks very much for the Demon Internet
CoverDisk — it was superb. | had been con-
templating having a go on the Internet and
this was just what | needed to push me into
it. AmigaNOS is somewhat complicated in
use, but I've found that as long as you
leave it pretty much alone, although you
might not get the best performance from it,
at least it actually works.

It does seem a little strange that you
have to edit three files to change the news-
groups you subscribe to, but ours is not to
reason why. My next step is to jump to
AmiTCP thanks to the hefty article you
published last month. | just hope | find it
easier than AmigaNOS, (| can't wait to use
Mosaic though). Finally, keep up the good
work. Amiga Computing is by far the best

of the Amiga mags; all the others either
aim too high, or too low. Yours has just the
right balance between the two.

Kevin Bryant, Southall

The response to the Demon freebie has
been phenomenal. We have been inun-
dated with e-mail and snailmail to the
effect that it has been the best give-
away any magazine has ever put on the
cover — ever. We assume from this that
you lot actually quite liked it.

0012007

| have an Amiga 1200 and | have been
saving up for ages to buy an accelerator
card for it. But now | am worried that a
68040 accelerator will become available
and | will have bought the 68030 one. Can
you advise me on what to do?

Mr B Caldwyn, Falmouth

Rest easy Mr Caldwyn, there won't ever
be a 68040-based accelerator for the
A1200 unless someone can do some-
thing about the size of the 68040 chip
and the amount of heat it generates.
Get your 68030 board by all means and
try to get one that offers two SIMM
slots, if possible, as they offer more
flexibility when it comes to upgrading
your RAM.

ALA Flickser

After having ‘upgraded’ from my A3000
last year to an A4000/040, | find it really
annoying that | need to have two monitors.
| kept my NEC Multisync from my A3000,
but the A4000 doesn't have a built-in flic-
ker fixer so I've had to buy a 10848
monitor to play games and use programs
that don't promote to my EGS Spectrum or
DoublePAL (which is horrible anyway).
Are there any companies out there
making a flicker fixer for my A4000? | have

>

(LETTERS [IE

(ommodore
Wworries

| have been a loyal Amiga owner for
the past four years, but am wondering
whether or not to keep up my commit-
ment. | have a 1Mb A500 with
Workbench 1.3 and a second floppy
drive, but am looking at buying a 486-
based PC. Commodore just don't seem
to be getting back together, and the
games companies are dropping the
Amiga like a rock, unless you have an
A1200. Why can't they convert the
games from the A1200 to the A500. I'm
sure there must be many more A500
owners out there than A1200 ones.
Matt Coverton, Slough

To be brutally frank with you Matt,
your ‘loyal commitment to the
Amiga’ doesn’t strike me as that
impressive. There are many Amiga
owners out there who have spent a
great deal more money on their sys-
tems. The bottom line with all these
PC versus Amiga arguments is,
does the machine do what you want
it to? If it does, it doesn't really mat-
ter that some people call it obsolete,
it suits your needs.

If you want an A1200, Matt, go out
and get one, there are certainly
plenty of people who are willing to
sell their machines, but if you want
to get a PC, then | guess we proba-
bly won't be hearing from you again.
As for your complaint about games,
there certainly are more A500
owners around at the moment,
but the games companies like
the added power and memory
that come as standard in an A1200,
not to mention the fact that games
on the PC can be converted much
more satisfactorily to an A1200
thanks to its increased graphic
abilities.

With reference to the letter by James Radcliffe and
your reply, | would just like to point out that
although porn is indeed widely available on the
Internet, via the alt.sex.” and alt.binaries.” news-

‘winge on about *vile perverts on the Internet” have

resources.

First of all, as stated by.Ezra. you have to have a
dial-up connection to the net, then you need to be
willing to suffer an Increased phane bill, the cost of
downloading all those large p
you need some way of n
high resolution, true colour display. It is extremely
unlikely, perhaps even lrnposslble. to see anyone
coming across this material accidentally, much less
so than traditional pornographic materials in this
country, namely nowspapers, magazfnas or
videos.
It seems that the natimjal tablmti preu in this

groups, | wonder how many of the people who

“actually taken the time to try and find these

p_icturaa. and lastly,

ing thase pictures ina govemmem

couﬁ:r-y“is‘ scare mongering and pandering to the
David Alton's of this world who would like to ‘pro-
tect’ us from the vaguest dangers. Censorship is

_ not the answer in my opinion, but education. Bring
 information to people, not propaganda and dogma

~ Reading back over the last paragraph, | sound
like a raving nutter, but it's beca
ate about protecting our rights to self-censorship.
Personally, | have no interest in the newsgroups
mentioned, but there are people who do. It doesn't
bother me that this is what they are interested
in and in my Dpll‘liOl‘l. nor sh d it interest Iha

It seems like you have made quite a study of
this subject Adam. | agree with you about the
national media, but | think the topic is much

 further ranging than you give it credit for. There
~ is definitely some :mtadal ﬂoaﬁng amund the

‘sadistic story about one of hls fellow st

| am passion-

-A_o‘am Savant, Ealing

nmsgmupa that has saﬂous repemussiona in
the real world.
- Take Jake Baker as an example. Ho wrote a

merely fantasy and harmless. Eﬂher way, it will
mean a greater concentration of interest in the
sex-related aspects of the Internet. Whethor
this Ieads to outright censouhlp ramalnu to be

lthlnk you are right whan you aay ihat edu-
cation is the way forward, but that would
require a political party in power that was will-
ing to look past the next general election and

: ‘;eoncerm-ate'qn a time maybe 20 aars.in thet
fulure‘ '
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been offered an A2320 flicker fixer
from an A2000 but a friend said that
it wouldn't work properly in my
A4000.

David Style, Northampton

You are in luck, David. Power
Computing's are producing
an AGA flicker fixer which we
will be reviewing very soon.
Alternativel, you could use the
A2320 flicker fixer, but you
wouldn’t be able to see any
HAMS screens on it.

Amiga bugs?

Watching the BBC TV program ‘Bug’, |
noticed they seem to be using 1084 moni-
tors for an awtul lot of screens, but there
seem to be PCs controlling them. Does
this mean they are using Amigas for the
production of the graphics or are there
PCs that can use the 10847

Julia Smith, Oldham

What quite often happens is that the
production company want the
machines producing the graphics to
look like PCs, so they put a PC on the
desk with its keyboard, mouse, etc.,
but under the desk there will be an
Amiga pumping out the graphics.

The reason for this is that the Amiga
can put out a video signal at the same
speed as the video camera reads it in,
so you don't get any of the deeply ugly
horizontal bands crossing the screen
that you so often see when actual PCs
are shown on television.

[0-ROM or bust

More letters

You asked for more letters pages,
but what you don’t seem to realise
is the fact that you have to write into
us. Ta give you a further incentive,
we will offer £50 from Adam
Phillips’ wages to the best letter
written. But please keep quiet
about it, as Adam doesn’t
know...

manual \woes

| recently acquired an AS00 upgraded to 1Mb.
As a complete beginner with computers and
trying to learn BASIC, | was very pleased to
see Easy Amos on the CoverDisks of the
Christmas "94 edition (issue 81). My first disap-
pointment was getting a ‘Sold Out' letter in
reply to my order for the user's manual, as it
had been described as “Vital to get past the
basics.”

| partly accepted the fact that this might be
the case as we are two months behind you in
getting the magazine. | tried a different
approach by contacting a relative in the UK to
get me the full program, but she was told that
the program was obsolete, and that she had
no chance of getting a copy. Europress told
her the same story.

The question | would like answered is: Why
is a CoverDisk advertised with such glowing
terms and all the time, after buying your mag-
azine on the strength of it, is obsolete so |
cannot follow through with what is obviously
agood language?

M F Jacquemin, Kelmscott,
Western Australia

Firstly, | would like to say that Easy
AMOS hasn’t been made obsolete by

think the CD1200 will be high on whoever takes over
Commodore's list of things to do? | do want to buy a
CD-ROM for my A1200, but would rather have
Commodore’s own model rather than some third-party
CD-ROM that probably won't be compatible with my
Amiga.

“than the Amiga CD magazines.
1 think you would probably be better off just going
for the excellent Squirrel SCSI interface and an
rather than wait for Commodore to be resurrected.

ves have proved to be fairly successful in the main
when it comes to running CD32 software.

| know that Commodore has disappeared, but do you
.programmersandi’m sure that now there are several

Also, | keep seeing CD-ROMSs on the cover of vari-
ous PC magazines and was wondering if | could use

anything from them as they are usually a lot cheaper  lucky enough to own a Picasso graphlué card), and

Alan Barton, Chelmsford

external CD-ROM drive with Amiga CD32 emulator : ]
“mous phone bill by buying the Aminet CD Set 1

The tests we have run on third-party CD-ROM dri-

- Amiga, but you could try PCTask 3.1 which is a
 software-based PC emulator, but be prepamd for it
to be very slow. -

The only problem lies in the fact that most cbsz
programmers don't bother to check the hardwara
they are going to be running on so there ‘might be

memory conflicts, but this is down to the individual

CD32 emulations available, they will be working on
these aspects of their craft a little more from now on.
As to the usefulness of PC CD CoverDisks, you
should be able to get some stuff off them with no
trouble. If you want to go to the bother of setting it
up, you could run Xanim to show quicktime and
AVI movies from the disk (or TAPAVI if you were

there are datatypes aplenty for the support of pic-
tures like .BMP, .PCX and Jpeg, and sound samples
in various different formats including .WAV, .VOC
and MacSound.

These are all available on the Aminet and if you
get a CD-ROM drive you can save yourself an enor-

which contains practically every single file ever
uploaded to the Aminet. You obviously won't be
able to run any of the programs directly on your

types and does so by bypassing Workbench's
printer.device and replacing it with true 24-bit output. Studio Ilis
available Irom JAM on (01 895) 274449, :
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Printer problems

| have just bought a Canon BJ-C4000 to Qo with my 6Mb Amig
am pretty disappeinted with the results | am getting from the standard
Work-bench pr:mer drivers. What am | doing wrong?

Steve Jones Wafthams:ow

The other thing to get would be Walf Faust's Studio Il t
tem. This gives the best possible quality output for nearly al prirlter

rather crude

another program. It is still just as
useful and powerful now as the day
it was released. Having said that, it is
no longer sold, and unfortunately, as
has been said in the letters pages
before, Europress ran out of the manu-
als very swiftly, and won't be printing
any more.

Amstrad Amiga

I've just seen an offer to get an Amstrad
NC100 at what seems a very reasonable
price. It would be ideal for me to sit on the
train writing my correspondence then
download it to my Amiga for final prepara-
tion and output. Can you tell me it this is
possible, and if so, how?

Simon Robertson, Dulwich

First off, Simon, see if the place that's
letting these NC100s go cheap have
any NC200s for sale. The NC200 has a
standard high density 3.5” floppy drive
that will format high or double-density
PC format disks which can then be
used with your Amiga, provided you
are either running Workbench 2.1 or
higher, or have a copy of CrossDos,
MessyDos or DOS2DOS.

If they don't have any NC200s you
can still use the NC100 with your
Amiga, but the process is a bit trickier
because it works via the serial port of
your computer. Either way, they make
a great (and inexpensive) alternative to
PC-compatible laptops, and the word
processor on the NC100 and NC200 is
none other than a version of that
Amiga favourite, Protext.

g i e
(et writing!
In the last survey more than half of

you said that you wanted more of the
letters pages. That's fine, as long as |

you readers increase your output 100.
Send us your letters by the sack ful)
and we will be only too pleased to
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Bug HKiller

Ben Uost lookss at an add-on for (anlo 7

s a follow up to our recent review of

CanDo version 3, here's an add-on

that will become essential to me as
my expertise grows with CanDo. CanDebug
is, as its name suggests, a debugging tool for
your CanDo scripts. It requires version 3 of
CanDo, or better, along with 500k of hard
drive space for installation.

CanDebug's forté is to run through the
scripts that go to make up a CanDo applica-
tion, testing the integrity of each before pro-
ceeding onto the next. You can keep an eagle
eye on the variables and arguments that your
application uses, as well as checking on
memory usage. Normally, you won't have a
problem dealing with the more obvious bugs

a5 TEM ESSENTIALS

in your script, and see what is making them : RED - Essential BLACK = Recommended
8 bl s heliher iy 9 that malses sure your code is up to scratch
One bad thing about CanDebug is —]D
Inovatronics’ choice of colour scheme for the colour would be really settling for the eyes, ‘
screen that CanDebug uses. For some rea- especially when the file requester is used. | T
son, they decided that a sort of neon peach As it stands, nothing could be further from I S | T R CanDo
the truth. It might have made sense to use

the same screen palette as CanDo, or even +|
just the four Workbench colours. After all, it's
not as though CanDebug really gains from
an eight colour palette — the extra four
colours are solely being used to prettify (if
you can call it that) the screen.

Other than this fairly minor complaint,
CanDebug does what it says it will, just like
the advert for wood vamish, so you won't be

disappointed if you maintain large CanDo

The bottom line

Product: CanDebug v1
Company: Inovatronics GmbH,
Lise-Meitner-Str. 1, 85716
Untershleissheim, Germany
Tel: 0049 89 3173164
Price: DM198 (roughly £75)

scripts that have evolved over a long period. Ease of use 8

e It's a little overpowered for my current needs, Implementation 8
R but I'm sure that when | become a power Value for money. 6
This cluttered interface hides the CanDo programmer | will really be thankful Overall 7

power that underlies CanDebug for its many abilities.

FAC

(anDebug’s tools

One of CanDebug's informative icons is the
small stack under the ‘g’ in CanDebug. This
shows CanDebug's current status and can

ScriptCommon — is a special case. Because
CanDebug’s many windows can really clutter up a
standard resolution screen, ScriptCommon lets you
open just one script window into which every script
is piped.

ScriptSkip — lets you define scripts in your
application that can be automatically executed at
top speed.

ScriptStack — shows the current script in an
opened window topped by iconified windows of all
the scripts, hence the name of the script.
SystemWatch - gives a general view of the
application being debugged, with specific topics for

ArgWatch — shows the arguments in the current
line of the script you are debugging. BreakPoints
are places in your CanDo application that can be
singled out for special attention. This icon brings up
a list of all the break points defined for your script
and lets you edit them, show them or remove them.
Buffer List — lets you check out information relat-
ing to the buffers loaded by your program. Buffers
in CanDo can be anything from a sound to a text
file.

CmdPerform - lets you try out changes to a pro-
gram without actually having to change the script
itself. This makes it easier to try a different setting for

be in one of several states. Most important-
ly, this icon lets you know if CanDebug is
single stepping a script or letting it run
through. It will also let you know when
CanDebug is attempting to stop a script (or
it is waiting for the end of a particular script.

a variable to see if the new version works better,
before committing yourself by changing the script.
Unfortunately, although this module has an edit
menu with cut, copy and paste commands, they
are implemented in an even worse fashion than
CanDo's own text editor. CmdPerform is limited to
cutting, copying and pasting the entire contents of
the CmdPerform window only, and doesn’t use the
standard Amiga clipboard to do so either.
GrabDeck - is a sort of task watcher which looks
for any CanDo applications running on your
machine and if they are unbound (not compiled into
a standalone application), then you can choose to
debug the. Even if they are bound you can still use
GrabDeck to shut down CanDo applications.

MemoryWatch - is a chart showing the memory
used by your app. It has a cycle gadget to let you
move between different scales from 64k to 16Mb
and shows not only the amount of memory alloca-
ted as a whole to the program, but also the amount
actually being used.

ObjectList — shows all the objects contained within
your program. Objects may be defined as the
buttons, text fields, cycle gadgets and so on that
your deck actually uses. The objects shown in the
list are furthér subdivided into ones that are
currently ‘attached’ (in use) — shown in white — and
those that aren’t — shown in black.

information like Memory, Graphics, System, etc.
VarList — gives you a list of all the variables being
used in the deck as they appear and lets you trace
them through the scripts as they execute. It tells
you the name of the variable as well as its type.
VarWatch — is the complement to VarList and lets
you examine specific variables and add new ones
to the list.

Most of these windows are actually separate
program modules and as such have their own
menus and settings, etc. Most importantly, with
most of the modules you can set them to auto
refresh, saving you the hassle of having to
constantly hit the refresh button in all the windows
on the screen.

CANDEBUG.1[...]
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lave (usicks opens the cheap and
theerful chest once more and ——
grunts approvingly at the contents —

utside the weather is fine, but time and tide and
Public Sector deadlines wait for ne man. Once
" more | find myself hunched over d
humming Boo Radleys’ tunes and sifting r
the PD pile

Pro lottery 11

Programmed by: Ali Prior
Available from: Ali Prior

Some nights | wake up in a cold sweat,
shuddering after suffering through a terrify-
ing nightmare. In it | am sitting at my Amiga
with a pile of jiffy bags. | select a particularly
inviting bag and tear it open, eagerly antici-
pating a stormingly original piece of high
quality software. But the disk label says
‘Lottery Predictor.” The more cunning

The bers’ d. isa
couple of weeks out of date now, but
it seems 28 has yet to come up

PD

The Word 5

Programmed by: NFA
Available from: SAdENESS PD

This is the most outstanding disk maga-
zine Public Sector has received for some
while. The whole thing starts with a
decent intro which, as the authors are
keen to point out, is all the more impres-
sive for being totally written in Amos
Basic.

From the main menu, articles are on
offer covering a whole range of topics.

CHAHPAGFE SOCIALISY
0r ny Imag

4

You may not necessarily agree with some of
the views expressed within, but The Word is
worth a read

Included are a couple of games reviews,
a Coders’ Corner, and numerous offbeat
features ranging from Sponsored
Resignations to a Brief History of Booze.

Pro Lottery's suggested numbers for
next week. If they win you some

are

Lottery Predictor authors have obviously
finally realised that many innocent PD
reviewers are in a state of despair. In an
effort to avoid being responsible for possi-
ble suicide cases, they are now resorting to
more subtle methods of presenting their
labours of love. The two disks inside this
particular jiffy bag were cryptically marked
only with a giant question mark.
Unfortunately, the concern for my welfare
stopped there, and | was lucky to avoid
being blinded by the fluorescent orange
disk labels and the accompanying luminous
yellow letter.

Still, as the introduction (which takes up
the entire first disk of the review copy) is
keen 1o point out, this predictor is slightly
different from the rest. For a start, it fea-
tures the same attractive presentation as
Mr Prior's previous offering ‘Pro Gamble.’
But most usefully, it is capable of producing
lists of numbers for syndicates, covering as
many likely winning balls as possible.

The whole package has an air of profes-
sionalism about it, although as with all such
programs, it is difficult to know how effec-
tive Pro Lottery is without using it over a
long period of time. Before making the deci-
sion about whether to purchase the regis-
tered shareware version of the program or
not, you might, therefore, like to try out the
free demonstration version. This can be
obtained from the author by sending a
blank disk and an SAE.

TentureStudio 102

Programmed by: Graham
and Andy Dean
Available from: Graham and Andy Dean

Raytracing is a popular pastime among
members of the Amiga community but the
main problem, with getting into this area, is
the prohibitively high cost of software.
Accelerator cards and floating point units
cost enough, but then there's the expense
of buying top quality software packages like
LightWave and Imagine 3.

Users of the latter package could, there-
fore, be very interested in this release from
the creators of ImageStudio. TextureStudio
is capable of loading Imagine 3 format
texture modules, which can then be
modified and mapped onto planes, cylin-
ders or spheres and rendered to a preview

A vast range of features are at your
disp I within Tex di

Setting the rendering preferences prior to
producing a quick rendering of a texture
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There are even several strange lists such
as ‘13 Movies with Armadillos in them’ and
‘10 rivals of the Teenage Mutant Ninja
Turtles' (of which ‘Pre-pubescent Irradiated
Jujitsu Wildebeast' is among the top
picks).

The articles are generally quite short but
there are plenty to choose from. The pro-
gram helpfully ticks the articles you have
viewed so you don't end up accidentally
reading the same one twice. While there
are quite a few spelling mistakes knocking
about, The Word is certainly less guilty in
this area than many disk mags.

When reading The Word, it is easy to
see that a good time has been spent on
presentation and feel. Articles are written in
attractive and readable fonts, and are over-
laid on a neat smoothly-scrolling backdrop.
The whole interface is charmingly straight-
forward and using the program really is an

enjoyable experience. If you're after an
interesting and frequently amusing read
and you don't mind the occasional bit of
bad language, The Word could well be
worth a look,

Take your pick from the lengthy
scrolling list of articles on offer

screen. The principle benefit of this is that
texture characteristics can be altered with-
out the need to raytrace an entire image
every time. Textures can also be saved
to disk as 24-bit images in IFF24, Jpeg
or Targa format for loading into other
programs.

All of the program's main functions can
be accessed from floating windows, and
the attractive Workbench 2 interface makes
getting to grips with the powerful functions
on offer a painless affair. The program
requires an FPU which it makes full use of,
containing optimised code for 68881 and
68882 units.

There is a commercial alternative, Forge,
which comes bundled with a ready-made
texture collection Essence but has a fairly
hefty price tag though. In comparison, the
£10 registration fee for TextureStudio
seems pretty attractive.

"of the mont

ply adding to Iogghg or squal :

UTILITY

Jump ‘tm

Programmed by: A. Cashmore
Available from: OnLine PD

This is a 10-level demo of a cracking 40-
level puzzle game. It's got everything —
cheesy, chirpy music, cute and attractive
graphics and gameplay that will have you
tearing out your hair. The objective on

Good looks, alright to
listen to, good to
pass a bit of time
with... it's not Andy

Maddock, so it must
be Jump ‘Em

Amiga Computing
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'Ws 'wanl to hear from you if you have any

prograrn. whatever its purpose, which you
consider warthy of review. Whether it will
be frealy distributable public domain,
; ceware, if you feel it's of

and send it in with all hasta 4z promisa 'l
at least look at your work. Please clearly
label the disk, and include a cover letter’
supplying & description of the disk con-
tents, price and some basuc instruchons

PDsubmisalous
Amiga Computing
Media House

= Adlington Pa_rk- =

= uaccresﬁem'sxm 4NP

each level is to reach the exit, clearing the
screen of tiles along the way. This is
achieved by walking on the tiles causing
them to fall away into space below. Some
tiles must be walked across two or three
times before they disappear. On later lev-
els there are also teleportation tiles to
make things that little bit more tricky. If you
get stuck, you have three emergency
bridges at your disposal — but once these
have been used, stepping where there are
no tiles results in the loss of z life.

The game features a password feature,
which | can see proving very useful on later
levels. Considering the full game costs just
a fiver and includes extra features such as
two new sub-games and an end-of-game
sequence, Jump ‘Em comes highly recom-
mended and is sure to provide hours of
brainbending amusement.

Highwayman

Programmed by: Dave Kirk
Available from: Saddie Tramps PD
Disk No. E88

I'd guess that driving tests would come
somewhere between job interviews and
moving house in the stress-inducing top
ten. While Highwayman won't sort out sub-
standard signalling or pitifully poor parking,
it should certainly be of assistance to those

>

HIGHU vl

Highwayman - lots of ‘No motorcycles on roof
racks' jokes will inevitably abound
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who struggle with the Highway Code.
Highwayman is a quiz program featuring a
total of 150 multiple choice questions, some
based on pictures of road signs and others
being text-only. Before beginning the quiz, it is
possible to select the number of questions of
each kind you will face. When you've finished
struggling to remember the typical car stop-
ping distance at 60mph and other such
details, the program will present you with a
percentage score.

I's a very simple idea but one which I'm
sure will prove immensely popular. If there's
one criticism | would make it is that often, two
of the three possible answers to a question
are so obviously wrong that they stand out a
mile. Still, even when this is the case the
actual selection of the correct answer serves

SplatterPaint

Programmed by: Pete W Storonskij
Available from: Roberta Smith DTP
Disk No. CU107

| suspect SplatterPaint is aimed at younger Amiga
users but that does not stop it being an immensely
entertaining program for children of all ages. That it has
much in common with the grandfa!her of paint pro-
grams, DPaint, is not especially surprising — practically
every art package does. However, SplatterPaint has a
special twist — it has a selection of messy drawing tools
that are the Amiga equivalent of those reception class
aprons-on slopfests. . :

Big coloured polygons can be slapped onto pictures

with a couple of clicks, and flower shapes are equally

easily applied. But the real fun begins when you select

fills are inciuded too. For detailed work there is a basic
magnification option and it is possible to cut, paste and
flip blocks. The 64-colour palette is fully selectable and
colours can be swapped, copied and spread over a
range shades.

Admittedly, you are unlikely to produce a master-
piece using SplatterPaint, but to be fair | am sure it's
not aimed at experienced graphics artists and it's hard
to find fault with such a diverting program, especially
when it's free.

the Spraycan. Scrawl some barely legible letters across
the screen and they will drip and splatter as if being
sprayed on a wall. Adjust the nozzle size and shape
and then have another crack — it's great fun and is sure
to keep little fingers happily mouse clicking for hours at
a time.

SplatterPaint can also be used for more serious art-
work. All the normal drawing tools such as dotted and
continuous freehand lines, rectangles, circles and area

to aid recall at a later time. If the big day is
looming and your confidence is a little lacking,
getting hold of Highwayman would be a good
move.

International Golf Demo

Programmed by: Summit Software
Available from: Saddle Tramps PD
Disk No. G294

Golf is a difficult game to simulate effectively,
which could be why | found a certain some-
thing lacking in this demo of Summit
Software's new release. Perhaps I'm being a
little harsh, but since you'll only get a penny
change out of fifteen quid for the full commer-
cial release, | was a little bit frustrated by
some of the gameplay limitations. | just can’t
put my finger on it though. The interface is

[What do you
want from me?

Graham and Andy Dean
14 Fielding Avenue, Poynton,
Cheshire SK12 1YX

KEW=Il Software
PO Box 672, South Croydon, Surrey
CR29YS
(Tel: 0181-657 1617)

I've a chance for a score in single figures
- you can tell this isn’t real life

functional enough, so it can’t be that.
Admittedly, sometimes it can be easy to for-
get to alter the shot direction because the
program only does this automatically when
you are standing on the tee, but to be fair
this is only a problem because | am used to
the slightly different control systems of other
golf games.

I don't think it was the graphics, which are
attractive enough, if a little disappointing,
considering the price tag. It might have been
the sound effects, although the fact that all |
got was a high-pitched screeching noise
may have been due to machine incompati-
bility problems, and these could be ironed
out by the final version.

It could be that | was just hurrying too
much, because the demo only lasts for three
holes or five minutes. After several re-runs |
did make it onto the third hole, but the first
couple of times | ran the program the five
minutes was spent deciphering the control
system anyway.

The full version boasts two full courses, a
tournament option and 64 computer con-
trolled opponents. Unfortunately, based on
this demonstration | don't think there will be

Simon Lee
Lupus Productions, 4A Brecon
Square, Ramsgate, Kent CT12 6NS
(Tel: 01843 583756 after 6pm)

OnLine PD

I don’t want to give it too much
strength or I'll overshoot the green

tuen better than the real thing

Regutarreadersmayremembetmatbackln issue 82, the Art Of The
Month accolade was awarded to Simon Lee for some stunning raytraced
graphics. He recently wrote
again enclosing a selection
of his latest work, which is
of an equally high standard
and which he hopes to
make available soon through
the 24 Bit Club. Meanwhile,
Simon is offering his services
at very competitive prices, for
instance he anticipates charg-
ing around £30 for a highly
detailed model. Anyone inter-

1 The Cloisters, Halsall Lane, Formby,
Liverpool L37 3PX
(Tel: 01704 834335)

Ali Prior
10 Lovell Park Heights, Leeds
LS7 1DP

Saddle Tramps PD
1 Lower Mill Close, Goldthorpe,
Rotherham S63 9BY
(Tel: 01709 888127)

SAdJENESS PD

13 Russell Terrace, Mundesley,
Norfolk NR11 8LJ
(Tel: 01263 722169)

Roberta Smith DTP
190 Falloden Way, Hampstead Garden

e snoule contact N &1 o of simen Lee' atest icture, Okl of G PR e ss, Silaen Loodol W1 60
address on the rig ity sty ;
fod Jisitoo and PGA Tour Golf these days. MEHOIBETR20)
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Telecommunications
Everything you need fo start cruising the Information Super Highway
in one easy fo use pnckuﬂe. Termite is so easy to use a novice
telecommunicator will feel ot home, yet it has ol of the power
and high end features to satfisfy seasoned modem wariors.

o New version 1,10 features intemal Zmodem, ANSI, ond VT102
emulotions optimized in assembly laguage for maximum performance
* Flexible Phone Book with unique configurations for each number © Supparts
all modems /serial cords St

» Support for Multiple Ling BBSs kit T
* (o ﬂurubie multi-tasking =
review buffer with cut and paste

» Multiosking chat window w/
history & cut/paste fo prepare
text before sending it. Great for
those real time conferences.

» Configurable Funcfion Macros
= Font ond Screen sensifive,
supporfs high rez graphics cards,
use Workbench or custom screen]f=
® Fully ARexx programmable |
* Aytomatic Call toﬂging. Know =5
where you were and S's spent

» Configurable button bar! Assign any program function/macro a button. Do you wanf your .

own custom icons? No problem, just assign your own IFF brush to the button! ! COOL!

° Sugpum Amiga XPR libraries Eiving you o wide range of fransfer protocols including Xmodem,
Imodem, Kermit, Compuserve B+, efc. ® Supports Amiga standard XEM external terminal
emulations. Support for RIP XEM. = New Quick Reference Card = Many New Feafures

Ungrades fo Version 1.10 are availuble to current Termite owners in two forms:
» Upgrade Disk and Termite Quick Reference Card $10 + 52 SEH
* UUpgrade Disk, Quick Reference Card, and 2nd Edifion Manual S15 + $2 S&H

Plug and plur SCSI 2 solution for your A1200 and A600!
The Squimel SCS! interface simply plugs info lyour PCMCIA
port. Attach up fo 7 different devices ind
Disks, Tape Drives, Syquest, Floptical, and any SCSI CD-

ROM drive including 3 and 4x drives. Comrlateiy compatible

with nnY SCSI 1 or SCSI 2 device, Squirrel SCSI can achive

or removed ot any fime ond softwore auomatically

50 you can run your fovorite CD32 titles! Squirrel comes
complete with SCSI software drivers and a host of utiity programs.

ﬁ m/}gz Soon;

- Full featured Zip driver including write protect and password functions plus Diomond &
Disk Tools Cataloging, Syncronization, and Duplication software! §

0

The fantastic new 3 dimensional modeling, roy fracing, and animation §  Professional gome development
packoge from E}re%c)m Research is about fo arrive. The eosyto & mode easy! Fasf Porallox 2
use and unbelevably powerful real fime modeler gives & SUU"!HF? No problem. Dual
you unpurrullelled frgedom and power to bring Playfields?? A piece ﬁf Cﬂk;!
your scenes to life! Eosy object NSRSV ||, porfoch
definition, object hierarchies, o RE G o N solution for
movable tool, object, shoot 'em ups
ond fexture paletes ' to graphic
ondmuch ™ more! Be § adventures.
sure fo get your RESEARCTF Includes FREE
demo disk now 0isen [ Ml et Compiler and
the new standord in Amiga onimation. M #50: Assembler!

uding: Hard £

a franster rate >1.2Mb/sec on a stock A1200 ond >3 §
Mby/sec on o 68030 accelerated A1200. Can be inserted §

mounts/unmounts the drvies! Drivers are all CD32 compatible §

CAUESUITH

Personal Information Manager
Your Amiga is a powerful ally in the quest for increased producﬁvi?.
On The Ball allows you to tke control of your busy schedule an
information so you always accomplish your gluals with the fimesaving
features that let you organize your life! Calendar and Apruimmem
Manager, Address Book and Contact Manager, To Do
FreeForm Notepad. Get On The Ball!

ist, and

* Load and save notes with the
handy builtin Text editor with |
cut/copy/poste, search & |
replace, copy to clipboord.

» Attach notes to calender,
appointment, to-do list or

addressbook.

= Contoct Management with

- Auto dialer ond Auto
dote/time stamp of nates.
* (reate Tour own lbels(e.g.
Personal, Business, Birthdays, 1£
efc.) to organize your data. |

= Extensive ARexx support. =

TWIST 2

Grophically create your databases and reports with the easy to use, uncluttered user
interface. Twist is the perfect database for your (D collection to a full double entry

business accounting

system. And it's fully £
relotional and REALLY

REALLY FAST!!!

Import/Export to other
database Furmuts. Full
clipboard support for data
exchange with other

programs.  Full ARexx |

support for tofal
gutomation of dotobase
tasks. Much more!!!

= = Runs on WorkBench - Aways
ovailable! Iconifies to a
convenient monthly calendor
= Vigw and print configurable
appointment schedules from
day, week, month, or year
el nHJpoinrmem repect modes
1 Configurable reminders with
"snooze"can also lounch
ARexx scripts, programs
* Flexible oppointment search
= Convenient Rolodex layout for
locating oddresses. Sort and
search by ony field

The Friendly
ational Database
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aking a game in 1995 is a tough

business. Back in the '80s the

classic game releases were con-
ceived by teenagers and brought to life on
the cheapest, most popular home comput-
ers of the day. But the time when game
design was the preserve of the spotty bed-
room programmer is gone forever; in the
‘80s the suits have moved in on game
development and a vast money-spinning
industry has been well and truly estab-
lished.

As the technical standards of game
design have increased to the point where
the latest releases boast film-like production
values, it's not surprising that the amateur
has been pushed aside and replaced by
professional development teams.
Interactive multimedia , fast-paced texture-
mapped graphics and cinematic sequences
are the order of the day, and such hi-tech
projects can require teams of artists, pro-
grammers and sound specialists working on
costly workstations. Small wonder if the
average Amiga enthusiast feels outclassed
and shut out.

MAKING A HIT

Yet against all odds, there are amateurs
who dream of making a name for them-
selves with a hit game. In bedsits dotted
around the nation, there are still people who
will spend every moment of their spare time
plugging away on that most affordable
home computer, the good old Amiga.

It would be natural to assume their efforts
are doomed to failure, or that at best these
naive enthusiasts will get some brief fame
on the PD circuit. Is it possible, then, that
potentially the biggest game of the year
could have been made by one single man?

The tactical multiplayer game, Worms, is
due to be released by Team 17 in
September. Originating from PD titles like
Scorched Tanks, it has simple two dimen-
sional graphics that set it a million miles
away from the latest multimedia extrava-
ganzas — and it looks set to take the game
playing world by storm.

Though Team 17 are publishing the
game, it's entirely the work of 22-year old
Andy Davidson. Developed over a period of
four years, the story of its success is proof
that the bedroom coder can still take on the
professionals at their own game.

Davidson is a typically self-taught com-
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A5 the industry behind interactive entertainment —
matures, game design is undertaksen increasingly ——
by professional development teams. But, a5 —
Lareth lofthouse discovered, the individual —
enthusiast can still make a marks ——

hard to believe, particularly for
Davidson himself. Asked if Worms
is going to make him rich he said:
‘It's very difficult to compre-
hend. When | went to Team 17
| was just thinking of selling
Worms as an Amiga budget
game.’ Instead, Worms is
going to be released as a
full-priced game across an
incredible 16 platforms, and
Davidson stands to gain roy-
alties from sales of each of the
game's versions.

Even more encouraging for the

puter enthusiast who started program-
ming games purely for his own plea-
sure in the hay day of the ZX
Spectrum. It wasn't until he'd
bought an Amiga and started
coding Worms that he even
considered trying to sell one of
his games commercially.
During its development he
was running a shop in
Bournemouth selling Amigas,
a job which proved helpful
when it came to playtesting and
gaining suggestions from cus-
tomers regarding the game.
However, he only really raised his individual enthusiast is that
ambitions for Worms when he Davidson believes amateur program-
heard that Amiga Format were Limbo of the Lost Souls was  mers can compete against
running a competition for read-  repsevent eamenioety € Visually glossy produc-
ers’ games. tions produced by major

Amazingly, though Davidson got an
Protecting your

impressive version of the game ready for
the competition deadline, Format over-
looked this gem — in fact, Davidson heard .
nothing more about the competition and Ideas
had to find out for himself that Worms had
been rejected. Team 17 obviously thought
this was an error of judgement, so it'll be
interesting to see how Format rate the
game when it appears commercially.

Fortunately, this setback didn't mark the
end of Worms, though it was quite a close
call. 'l was getting a bit fed up,” Davidson
told us, ‘so the ECTS in September (1994)
was going to be my last attempt to get it
published.” His first choice was Team 17,
who to his surprise immediately realised
they had a classic in the making; after turn-
ing up at their stand and showing them
Worms for just five minutes, Team 17's
Creative Director, Martyn Brown, asked him
if he'd like them to publish it.

The astounding way in which Worms has
snowballed from its humble beginnings is

Ensuring that the copyright on a game
is kept safely in the designers' hands
is an issue that naturally raises con-
cern with game makers. The fear that
unscrupulous publishers will steal a
good idea and claim it for their own is

enough to make any programmer ner-
VOUSs.

Fortunately, protecting yourself
legally is a simple procedure accord-
ing to the game makers we spoke to.
Tri-logic, for example, were advised by
their solicitor that posting a copy of
the game to themselves is a perfectly
good way of registering copyright.
Thankfully, this method has the added
advantage of being virtually free.




companies,

prawdlng they concentrate on
gameplay. Criticising multimedia and
games featuring rendered animations, he
said, ‘| haven't seen one of those type of
games that | want to play. The game itself
is the essential thing. I've been playing
Worms for nearly one and a half years and |
still enjoy it. *

‘If Worms relied on just rendered graph-
ics it would never have the depth it has
now. No two Worms games will ever be the
same, but with rendered games you'll never
get that much variety.’

BELIEVING

The story behind Worms is an example
of the importance of believing in your own
ideas. Asked about advice for people work-
ing on their own game projects, Davidson
said: ‘You can't imagine how people will
respond seeing a game for the first time.
But if you believe in it you can find some-
one else who believes in it."

Worms, however, isn't the only potential
hit to have been brought to Team 17 by an
outside individual. Throughout the compa-
ny's history people have turned up on their
doorstep with ideas, and in some cases
Team 17 have been only too happy to pay
them a salary and help them turn a game
concept into a commercial reality.

Of course, many of the best ideas would
never see the light of day without the help-
ing hand of luck, and this is as true of game
design as anything else. Team 17’s latest
project developed by a single enthusiast is
Alien Breed 3D, a high profile release that
only came into being because of a chance
meeting on the Internet.

Andy Clitheroe is a student at York
University who had written a game engine
for the Amiga in his spare time. Originally, it
consisted of a 3D maze run-around — it was

fast and slick,

but a million miles away from

being a game, let alone the first class Doom
clone that Breed 3D promises to be.

Fortunately for Clitheroe, he happened to
meet Martyn Brown on the ‘net. Having
mentioned the game engine, he was invited
to show his work to Team 17, and when
they'd been suitably impressed they offered
him a deal and encouraged him to bring
Breed 3D to fruition. Clithero is currently
working on the finishing touches in between
revising for end of year exams.

Those who are hoping to sell a game
concept, however, would be fools to rely on
this type of good fortune. Optimising a
game's chance of being published in most
cases boils down to a lot of hard work, per-
sistence, and enough self-confidence to
accept the odd knockback.

Tri-logic's Limbo of the Lost Souls, pre-
viewed in this month's System, is possibly
the best example of how to sell a game
to a publisher. The brainchild of
three adventure enthusiasts,
Limbo may have started as an
idea cooked up over a few pub
drinking sessions, but they quickly
realised that encouraging inter-
est from publishers would
require a more professional
approach.

Limbo’s programmer,
Steve Bovis, told us how
they knew they had a good
product to sell, but they had
to find novel marketing
ploys to get it noticed.

y .
'.f

L J Laurence, TJ
Croucherand S
Bovis, three
adventure enthusi-
asts who set up
Tri-logic

Visually simple,
Worms' strength lies

GraphicsHEs

in gameplay that will 5y,

leave many more ||

glamorous releases

standing !

Andy Davidson will
earn royalties from
the sale of his game
across 16 platforms
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Consequently, they set about making a
video using an A500+, Deluxe Video and a
genlock, and despite its relative cheapness
it seems to have paid off. Previously, Tri-
logic had met with rejection, but Limbo's
publishers, Rasputin, were so impressed by
the new video they decided to give the
game their full backing.

Presentation can, it seems, be all-impor-
tant. ‘Use all the resources at your dispos-
al,’ Bovis advises. ‘The less you speak and
the more you show the better.’

There can be no doubting the trio’'s com-
mitment to seeing Limbo through. Over the
six years of development, each member of
the team has held down a day job and
earned money which often got invested
back into the project. Having been through
the experience, Bovis pointed to this single-
mindedness as the key to success for the
game designer, and warned: ‘Lose enthusi-
asm in the project and it's as good as fin-
ished.’

If only one lesson can be gathered from
these varied experiences, it's that the
industry needs a powerful but inexpensive
machine like the Amiga to allow talent to
come to the fore. Andy Davidson was par-
ticularly impassioned on this point: ‘Worms
could only have started on the Amiga —
that's the only way you can turn an idea into
a game. If the Amiga dies a hell of a lot of
games are never going to come out which
otherwise would.' Clearly a lot depends on
the survival of our machine. VAC 4
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he ability to transfer files between an

Amiga and different computers has

become more and more useful these
days. No doubt many of you have seen that
obscure CrossDOS device driver lurking in the
Storage drawer. No doubt many of you have
never had the need to activate it.

For those who are in the latter category, this
rather neat driver, once placed in the Devs
drawer (or merely double-clicked), allows your
Amiga to read, write and format standard MS-
DOS floppy disks. This is obviously great
news for Amiga owners who have access to,
or work with PCs as they can now transfer
their work to their Amiga.

| use this transfer feature a lot for the ani-
mation and graphics work | do between the

Configuring a hard drive to share with your Amiga
and PC is as easy as pointing and clicking your
mouse thanks to this utility

arivench terem

The Amiga and PC handle text files In radically

different ways. This utility automatically
converts between the two types when copying

fetween you and me

two machines. Unfortunately, the CrossDOS
driver supplied with Workbench is only set up
to work with floppy disks and even with 1.4Mb
floppy drives, many users will no doubt have
to use multiple disks and archiving utilities for
large amounts of data.

For instance, animation and graphics files
tend to lean towards the extremely large side.
Imagine trying to transfer a 15 second anima-
tion consisting of 450 individual 24-bit Targa
files to a PC for a spot of editing with Premier
4 or Photoshop 3. Now that's a lot of
megabytes to transfer via floppy disk, and it
usually ends up being a long and tedious
archiving session.

If only there was some way to tell the Amiga
to use an MS-DOS formatted hard drive as
easily as it uses the floppy disks. You could
then transfer lots of files, with no need to
archive or swap disks whatsoever.

Now, thanks to CrossDOS Professional and
those jolly nice people at HiSoft, this process
is a breeze. The developers of CrossDOS
Professional — Consultron - are, unsurprisin-
gly, the same people who are responsible for
the Workbench version. However, the

CrossDOS Pro version offers much faster disk

[What's in @ name?

The only drawback to PC file transfers
via CrossDOS is that you must keep a
check on filename lengths. PC filename
convention limits names to a maximum
of eight characters with a three
character file type extension.

The Amiga can handle longer file-
names and these will be brutally
chopped to the eight character limit,
causing all manner of potential prob-
lems without so much of a by your
leave. | must stress that this is an MS-
DOS problem and not a fault of
CrossDOS.

writes and reads, as well as a host of support
utilities.

Once installed, CrossDOS Pro works as
transparently with hard drives as Workbench's
CrossDOS does with floppy drives. This trans-
parent operation is due to the fact that
CrossDOS is basically the MS-DOS file sys-
tem which is seamlessly integrated into
AmigaDOS.

The actual installation procedure is remark-
ably simple, with no lengthy setup procedures
in sight. Running the install program brings up
the standard Commodore install utility with the
options of installing CrossDOS, which copies
all the relevant library and device drivers to
the appropriate drawers, Configure Hard Disk,
which will automatically run the hard disk con-
figure utility if you happen to have a suitable
hard drive already connected and, surprisingly
and infinitely welcome, an Uninstall option. All
Amiga software developers take note. Once
finished, PC floppy disks, and any MS-DOS
formatted hard drives that are connected, will
be automatically available on Workbench.,

OPTIONS

The hard disk configuration option in the
install menu starts up the hard disk configure
utility which is also accessible as a standalone
program on the CrossDOS installation disk.
The utility has three different methods for cre-
ating an MS-DOS hard drive. You have the
option of creating a ‘real’ drive or choosing
between two simulated drives.

A real drive is simply one that is entirely for-
matted as an MS-DOS drive, either by a PC
or by CrossDOS itself. A simulated drive can
be a partition on an existing Amiga drive
which can thus have a partition that is
assigned the CrossDOS file system, with
other partitions being standard AmigaDOS file
systems.

The other simulated drive-type consists
of the image of the drive stored as a file.
This type is useful if you only plan to share it
as a boot partition for products such as
CrossPC, PC-Task, Bridgeboard, AtOnce
or GoldenGate PC emulators. Such a

Iransfer files between the Amiga and P with

ease, courtesy of [rossO05 Frofessional

Darren Evans puts it to the test —J

flexible feature should mean that most users
seeking PC compatibility will find the most
appropriate setup for their needs.

The actual configuration process amounts
to simple clicks of the mouse. All you do is
select the respective button for the drive
type, then choose the drive device which is
to be configured, and then choose which par-
titions, if more than one, to process. Clicking
on the configure button then instantly turns
your device into an MS-DOS format drive,
creating the mount file automatically and
placing it in the Devs drawer. If only life were
so simple? FAC 4

oYSTEM ESSENTIALS
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Workbench 2 Hard drive
or higher

The bottom line

Product: CrossDOS Professional
Price: £49.95
Supplier: HiSoft
Tel: +44 1525 718181

Ease of use

Implementation
Value for money
Overall
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LIMITED OFFER
PHOTOGENICS LT
E | SOFTWARE WITH
| CYBERVIMON bis
FREE HOR A
LIMITED TIME!

‘060 SPEED FOR YOUR
A1200/1500/2000
and A3000/4000

TODAY!

64-BIT ENGINE A3000/4000 24-BIT COLOR ACCELERATED GRAPHICS CARD,

For all Zomro-3 Amigas, this 64-Bit high speed graphics engine/blitier offers up 1o _.
1600:x 1200 pixels in 8-Bit color or 1024 x 768 pixels in True 24-Bit Color, with 2Mb
of display memory (4Mb user upgradeable).

Cybervision 64.. 2Mb - 546995

THE PERFORMANCE
ADVANTAGES OF OUR™
BOARDS ARE SUPERSONIC!

- A1200 TURBO
" 4Mb, 32-Bit RAM
Expandable to 8Mb

d-winning BLIZZARD 1220/4 4Mb TURBO
Oﬂemg!wfmhe'rwlrmprrfmmm ratio of any A1200 32-Bit RAM
expansion on the market, the 1220/4 incorporates everything 2 good memory
expansion should - such as a Real Time Clock, RAM expandability, optional
FPU etc. And, with its Motorola Processor running the 32-Bit FAST RAM a1 an
amazing 28MHz, the 12204 has broken all the bamens! Check the facts for
yourself and fit the BEST Amiga A1200 Turbo Memory board. Remember with
this unique expansion, you get AMb, 32-Bit RAM ziready fied. tested and
ready 1o use - included in the price!
» Integrated 28MHz 6BEC020 Clock Speed Doubler for up to 300%
overall performance increase
 Factory Instalfed & Tested 4Mb 32-Bit FAST RAM
» Expandable 1o 8Mh with Blizzard Add4 Board
o Integrated Battery Backed Real Time Clock
» Easy Trapdoor Installation
® (Can he disabled for full games compatibility

1220/4 Turbo 28MHz 68EC020 5

299
SCall
$Call

4Mb 32-Bit Fast RAM, ex le to 8Mb
Add-4 Board - extra 4Mb for 1220/4
4Mb 32-Bit Fast RAM add-on

Motorola Maths Co-processors
68882 PLCC type FPU, 14/28/40MHz

THE AWARD WINNING A1200 RAM EXPANSION!

Amiga Shopper said ‘in sbort if
Jous wuet the fadest Amiga fe the
World yous bee mo ption”

m:&mﬂm&mmAMmqm
*  Options include a SCS1-2 only module, ora SCS1-2 and combined

Ethemnet expansion module.

THE highest perfornnngAIZDD GmﬂAomlﬂ'amr!
‘The NEW 12304V is the successor to the market leading 1230-111 board. Not
only has there been an INCREASE in but at the same time, 3
DECREASE IN PRICE! With its 50MHz 68030 and MMU, the new 1230-IV offers
EVEN MORE for LESS! Up to 500% performznce gain is achieved and cptions
via its Fast Expansion Bus include Modules such as 2 SCSI-2 Controller. A stan-
dard SIMM sacket provides for up o IMMMSZ Bit FAST RAM
{or 256N with SCSI-2 option).

® Easy Trapdoor Installation

o Battery Backed Self Recharge RT Clock/Calendar

» High performance DMA expansion with full 32-Bit wide DMA

. meltdiﬂbkdwﬁhimﬂeh'ymcmbmupaﬂowmg

full games compatiblity - ﬂenhdhmmd.
o PGA FPU Sockes allowing optional S0MHz, 68882 FPU

1230V Turbo SOMHZ GO0 &MME - oo
b 32Bi st RAM, Expancible o 3Mh 92497
SCSI-2 Module! for 12301V Turbo
(with additional 128Mb SIMM socket) $125%
Motorola Maths Co-processors
8882 PGA type FPU, 33/50MHz

4MDb SIMM RAM Expansion _

32-Bit, 72 pin (Caﬂfarlmgermﬂlspnm) SCaH

THE WORLD's FASTEST A1200 ‘030 ACCELERATOR!

Riizzard and Cyber proshix

and husiness user alke. They

TthmhﬂmkthOWformﬂmm

The NEW Blizzard 1260 Accelerator gives you the Workd's fastest A1200! With
its S0MHz 68060 and MMU. the new 1260 offers unsurpassed performance 4
105 times faster than an Amiga AJD00/040! Options via s Fast Expansion Bus
include Modules such 25 3 SCSI-2 Controller, A standard SIMM socket provides
fo p 0 64Mb uto-conlguring 3 FAST RAM or 192 when tising

the SCSE2 option),

# Easy Trapdoor Ingtallation
« Battery Backed Self Recharge RT Clock/Calendar
« High performance DMA expansion with full 32-Bit wide DMA
= 63060 may be disabled with 2 simple keystroke on boot up allowing
full games compatibility - even badly programmed, older software!
1260 Turbo' 50MHz & MMU
OMb 32-Bit Fast RAM, Expundable o6~ 9799

SCSI2 Module® for 1200 Tuba :
(v aona 24 M socke) $139>
somiz_for YOUR A1500/2000 ool

0 l‘lm ‘The NEW Blizzard mw«m

AU “docked” 1o SOMHZ
g of our commitiwent 0
P

The quickest way to Speed up YOUR Amiga...

PLACE AN ORDER BY PHO!
OR'FAX WITH YOUR CRED

i) SOﬁWOOd

A CARD RIGHT NOW...
P
St o MAIL ORDERS...
i “‘“‘w»ﬁ SEND CHECK OR MONEY ORDER ]

ADD 525 POSTAGE/HANDLING an

SoftWood, Inc. PO.Box 50178, Phoenix, Arizona, 85076.  Phone: 800-247-8330 (Voice) 602-431-8361 (FAX)



A&M COMPUTER REPAIR

Authorized Commodore/Amiga
Service Center

@ We service the ENTIRE Commodore-Amiga product line.
@ Experienced & authorized technicians.
@®Video Toaster Service Experts. ® We service nationwide

AMIGA

C=zcommodore

#+FREE ESTIMATES**
+24-HOUR TURNAROUND**

1-800-344-4102
A&M Computer Repazr

24 Colonel Conklin Drive, Stone Point, NY 10980

(914) 947-3522 fax (914) 947-2728

Ol.
‘S
1995 Product Line

‘o @ Silent Py Productions

Avialable Now

The PAWSTrac microtrackball is designed
to be operated at a fingers touch and is small
enough to fit in your pocket.

Coming this September
The PAWS 600 and 1200 - The Portable

Amiga Workstation. The PAWS kit \
includes case, basic LCD driver Card, / >
Active color LCD, power unit that can oY

mount up to two batteries, one battery,

power supply, and trackball. Includes
Link-It and Cross Dos Pro. No soldering.

Coming in November

The PAWS 3000 and 4000 - Same as the
PAWS 600 and 1200 (no battery support)
but includes our Enhanced Driver Card.
Enhanced Driver Card (Upgrade) for

the PAWS - Our latest driver card will
support Passive Color LCDs and support
most Amiga display modes to include PAL.

The Gecko - The Gecko is an external unit
that plugs into the Amiga's RGB port to use
any standard VGA monitor in most display
modes, even PAL! Comes with cable and
power supply.

P.0. Box 1825, Manassas, Virginia 22110 '...
. 703-330-7290 - Voice, 703-330-5752 - Fax

Shlﬁ ars m_ﬂd fhe lucratwe field
of Legal Videography with Sidebar

SideBar is a high quality barcode scanner and matching Amiga software. When a
barcode is scanned, an ARexx file of that name is run. The use of ARexx files allows
almost any response; play a sound, picture, or animation file; run a Toaster frame,

effect or clip; control any ARexx device or program. With the SideBar package you can
start contacting local attorneys to set up presentations of your videographic services.
SideBar is & state of the art innovation in courtroom presentation. Included is a How-
To Guide from Tom Aims legal videography consultant for over 15 years.

TouchLink is used in 100's of kiosks. It works with MediaPoint, VideoStage, CanDo,
Helm, SCALA, AmigaVision and other authoring systems. The only touch screen that
plugs directly into the CD32 via the gameport. The TouchLink driver is a fully Amiga
friendly commodity and compatible with ALL Amigas, Amiga video modes, resolutions,
and scan rates. Included is a CD32 development disk, the driver can use the CD32
flash memory to hold its calibration data for CD ROM only kiosk. You may call our BBS
and download the entire TouchLink Product Disk which contains cur complete manual
as an AmigaGuide document.

AlrLink IR controller is used by Multimedia, and Home Automation users around the
world. Macro Systems bought 500 of them for control of VCRs and DATs with their
products in Germany. Set up hotkeys and control IR equipemt without ever taking your
hands off the Amiga keyboard, even while in the Toaster Switcher and Editor screens.

Products from Geodesic Designs, Inc.

Amiga SideBar  (scanner, software, and manual) $495.00

TouchLink (with KeyTec 14" flat snap-on panel) $250.00

TouchLink {with KeyTec 17” flat snap-on panel) $400.00

TouchLink {with KeyTec 20" fiat panel} $450.00

AirLink lil {super bright IR works up to 15 meters) $75.00

AirLink lll {with old AirLink trade-in) $35.00
VISA, M.C., Am.Ex, and Discover Cards Accepted

- Geadesic Designs Inc.

Amiga to PC

AND YOUR PC
TOGETHER!
Aion o o » Easy file transfers
between computers
« Amiga-2-Amiga, PC-2-
~ PC, or Amiga-2-PC
« Serial & Parallel
« Point & Click interface
« 6 ft. parallel cable
included

7,
Connections

Genealogy Software
for the AA1/C4 Computer

+ Trace your family tree
+ Ahnentafel, pedigree and

productiv-

Silkeh dress Itl, I
ity titles!

All for one Tow

o dataMIX
» ProPics

s OISE

25 Frontenac Ave, Brantford, ON N3R 3B7
. P.O. Box 1147, Lewiston, NY 14092-8147
Tel: (519) 753-6120 Fax: (519) 753-3052




here are plenty of real good Midi files

around these days and whether you

like the classics, country, pop and
rock, or more obscure stuff, the chances are
that someone, somewhere will have pro-
duced Midi file arrangements to suit your
tastes. In short you just buy the files, load
them into a sequencer, and play them.

Incidentally, some commercial libraries can
provide their material on Amiga format disks,
although most offer only MSDOS format.
Needless to say, this is no great problem
nowadays because these disks can be read
via CrossDOS without any trouble at all.

Library files are usually configured for
General Midi type equipment, so most people
usually need to do a little channel and patch
editing to get the arrangements sounding
right on their particular Midi equipment. Once
you've saved a version that is suitable for
your system, however, you'll be in a position
to ‘load and play' these arrangements just as
easily as you might play a record or CD.

The question we might now ask is whether
or not it is possible to add these types of file-
playing facilities to our own programs. Midi
file playing, as many of you will know, is quite
complex, but by converting a Midi file into a
format known as MPX2 it is possible to
simplify beyond belief the code needed to
regenerate the stored Midi data.

What I'm going to do in this tutorial is show
you exactly how MPX2 file loading and play-
ing facilities can be added to your own pro-
grams. The result is that with relatively little
additional code it becomes possible to write
programs that can play pre-arranged Midi file
song material in essentially the same way
your sequencer can.

FILE STRUCTURE

It should be pretty obvious that the key to
writing any file processing utility is to under-
stand, in detail, the relevant file format.
Before | look at the MPX2 format, however, |
ought to recap briefly on the structure of con-
ventional Midi files so that you can appreciate
the benefits that MPX2 files provide.

At the highest level, these files consist of
blocks of data called chunks that consist of a
4 byte identifier field followed by a 4 byte
number that tells you how much data is in the
chunk. Two types of chunks are currently
defined: Header chunks, which have a
‘MThd’ identifier, and track chunks, which
have a ‘MTrk’ identifier.

Midi file chunks can be arranged internally
in three ways and this leads to three types of
files: The type 0 format files contain a header
chunk followed by a single track chunk used
for storing a sequence or song as a single
stream of events. Type 1 files allow multiple
track sequences to be stored, and these con-
tain a header chunk followed by separate
track chunks which represent tracks to be
played simultaneously.

One last type of file was developed to
allow sets of independent sequences to be
stored, but these so-called type 2 files do not
seem 1o be used to any great extent.

As far as chunk arrangements go, the
‘MThd' header chunk is always the first one in
the file and it currently has three words of
data - the first identifies the file format (0, 1,
or 2), the second tells you how many track

FPaul Oueraa shows you an easy way

to add Midi song playing capabilities

to your Basic and [ programs

Music For
the m

chunks are present in the file, and the last
contains timing interpretation details.

The data events stored in a Midi file all
start with a time delay field, a so called Delta
time, that specifies the amount of time which
should pass before the specified event
should be played.

It's worth mentioning that Delta times, and
a few other Midi file items, are stored in a
byte-efficient variable length format that has
to be unpacked before it can be turned into a
censible numerical value. MPX2 format files,
incidentally, do not use compacted time val-
ues, which is one of the things that makes
them easier to read.

Midi file events can be one of three types:
Midi events (channel messages), Sysex
events, and a collection of non-Midi items
known as Meta events. I'm not going to go
into detail about each and every event struc-
ture because the MPX2 arrangements make
it unnecessary for you to know what type of
data is in the original Midi file. As an illustra-
tion, however, here are some details of the

>

Paul Overaa’s...
Freely Distributable

Paul Overaa’s Midi file
player has now been
especially modified to
convert Midi files to
MPX2 format
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count and then increases the pointer by 4:

>
3 =
ST R R Rl
: o T buffer if the file is not a valid MPX2 type.

> You'll find both € and
) Basic MPX2 file
layout used for Midi file Meta events: They playing example
start with an FF hex Meta event identifier, fol- programs on the
CoverDisk

lowed by a ‘type’ field, a byte count, and the
data itself. The type field is a 1 byte value
between 0 and 127 and the count field is
stored in the same variable length format as
is used for delta-time values.

Two Meta events of particular interest by
the way, are those that allow the end of a
track, or a change in tempo, to be recog-
nised, although a great many other events
have been defined for embedding track
names, lyrics, copyright notices and so on.

HARD WORK

Midi file reading, as I've already men-
tioned, is not particularly easy. Chunks have
to be identified, their contents extracted and
unpacked, and Midi events have to be sepa-
rated from Meta events. With type 0 files
these events will be time ordered by virtue of
their positions in the file and their delta times.

With type 1 files the situation is more com-
plex, and in order to produce a stream of
Midi data it is necessary to merge in time
order all the events from all of the track
chunks. When you realise that running status
(i.e. the use of implied status bytes) is also
allowed within streams of stored Midi events,
it's not hard to see that writing Midi file
unpacking code is no small feat.

At the playing end of the ‘Midi file to Music’
conversion scenario the task is simple

(ouerDisks files

To start with you'll find the HiSoft Basic 2 example
program on the disk. Although this is an unoptimised
‘bare bones’ example, it is certainly sufficient to get
you up and running, and in particular should con-
vince you that Basic really can cope with these sort of
song file applications. You'll also find all the C source

and header files for a Shell MPX2 file player (written
and compiled using SAS C) along with a runable
version of the program.

So you've got player routines to examine in both
Basic and C on the disk, but these would be of little
use unless you were able to convert your Midi files
into MPX2 format. At this point there's good news

MPHE file reading using (

One of the problems with using high-level language file reading is that it is inherently slow
and this can affect MPX2 file playback timing. While, therefore, MPX2 reader code can
certainly be written using C's high-level file handling functions just as easily as in Basic, |
prefer a different approach. | load the complete file into a buffer and then access the events
directly via a pointer. As each event is read the pointer is incremented so that it then points
to the next item to be processed. Here's a typical example that reads the four byte event

event_count=*(ULONG *)data_p; data_pt=i;

In order to avoid continually writing buffer handling routines, | use a buffer ADT (abstract
data type) module that allows me to load a named file, ask for the start of the file data, kil
(i.e. remove) the buffer, and so on. Listing 2 shows the header defining the functions this
module provides, and all | have to do is include this header file in my source and then link
my compiled code with the associated buffer module. Listing 3 shows these routines being
used to load an MPX2 file and you'll notice that, having checked the file identity, | kill the

Listing 4 is the MXP2 play routine itself. It does the same job as the Basic routine dis-
cussed earlier, and the only difference is that | am using an incrementing pointer to move
through the MPX2 file rather than reading items through high-level file functions.

(lith refatively little additional code it
becomes possible to write programs
that can play pre-arranged Midi file song material in
pssentially the same way your
SRQURNCe! 0

enough to explain. The time ordered blocks
of Midi messages generated as a Midi file
were examined and have to be sent down
the serial line at the appropriate times.

If you think about this end of the problem
you'll realise that what we really need for
playback simplicity is a file structure that
allows blocks of Midi message data to be
stored exactly as they should be transmitted.

One easy way to achieve this would be to
opt for a file format that uses blocks consist-
ing of a fixed length time value, followed by
the Midi data in the exact form needed for
transmission. The snag here is that in order
to transmit a block of serial Midi data you
need to know the size of the block. In other
words, a block size field needs to be inclu-
ded with each event, and with the MPX2 for-
mat the event arrangement adopted is this:

4 byte microseconds delay>
<2 byte block size (5)>
<$§ bytes of Nidi data>

The good news now is that the MPX2 file

because during the last few weeks while | was prepar-
ing this tutorial, I've actually added Midi File to MPX2
file conversion facilities to my Workbench 2+
MidiPlayer program.

It can now not only load and play type 0 and type 1
Midi files but can play MPX2 files and, more
importantly, convert any loaded Midi file into its
equivalent MPX2 form. You’'ll find this utility, with
documentation, and various example files on the
CoverDisk. All that remains now is for you to set up
your Midi equipment, dig out your favourite Midi files,
and start giving your neighbours a mega-decibel
treat!
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structure is based on exactly these types of
event blocks, tagged onto an 8 byte header
like this:

4 byte NPX2 file identifier ("NPX2")
& byte event count ]
N events

<4 byte microseconds delay>
<2 byte block size (5)>
<§ bytes of Midi
data>

The first MPX2 header field lets you
check that a file actually is a real MPX2 file
before you process it. The second, the event
count, indicates how many events are in the
file. A file reader simply has to read the
identification and count values and then out-
put the required number of events down the
serial line.

Handling an MPX2 event is both easy
and efficient. Firstly, you read the time delay
field and execute an appropriate timer
device delay, next read the block size to see
how much data you should transmit and
finally, perform a single Exec DolO() call to
transmit the complete associated block of
event data to your Midi equipment!

The key advantage of this file format then
is playback simplicity. Because MPX2 data
blocks contain only pure Midi message,
information programs do not need to do any
complicated event unpacking or interpreta-
tion — they can just read blocks of Midi data
and transmit them without caring about their
contents.

There are a variety of ways in which
MPX2 data files can be used, but the sim-
plest approach is to open the file as an ordi-
nary sequential input file and read the event
data using the in-built Basic file handling
facilities. To illustrate this approach, and be
bang up-to-date, I've opted for an example
based on HiSoft's new Basic 2 package.

To produce runable code | did, of course,
need access to the Amiga’s serial port.
Serial device handling is no problem
because HiSoft Basic 2, like most Basics,



Jargon help

RKM: Amiga ROM Kemel Manuals — the
official Amiga system programming books

pointer — a variable used to store a mem-
ory location address. C programmers often
tag a ‘_p' extension onto the names of
pointer variables to remind themselves of
this fact.

structure offset — a number (or an equiva-
lent name) that specifies the position of a
particular field in a block of memory relative
to the base address of that block.

allows this to be opened and used in much
the same way as an ordinary file.

| also needed time delay facilities, but
this presented more of a problem — neither
HiSoft Basic, nor any other Basic come to
that, provides timer functions that are
capable of providing delays of sufficient
accuracy. Because of this it is essential to
use the Amiga's timer device and this
means we need to set up a reply port and
an /O request block for communicating with
the timer device (as well as opening the
device itself). Before | tackle this side of the
problem though, let's examine the MPX2
file playing loop.

Listing 1 shows a program that asks for
the name of an MPX2 file and then plays it.
Don't worry about the initial code - look at
the loop in the middle. What may well sur-
prise you is that once the various setting up
and file opening code has been performed,
it takes just one loop containing these
seven lines of Basic to read and play any
sort of MPX2 file:

FOR i8=1 T0 event_count§
event_tined=CYLCINPUTS(A,81))
POKEL
timer108+tr_time+tv_nicro,event_tined
fE=Del0B(tiner10d)
event_countB=CVICINPUTS(2,81))
eventS=INPUTS (event_countd, #1) : PRINT
h2, events;
NEXT i

We read the four byte time value from the
file [notice the use of CVL() to convert the
INPUTS() string into a number], poke that
value into the timer I/O request, and per-
form an Exec DolO() call to the timer in
order to produce the required delay. Having
done that, we then use INPUTS$() again to
read the event size field and once more to

any code of this nature before, I'll explain
briefly how it works.

HiSoft have created a set of header files
that mimic the system headers used by
Amiga C and assembler coders. As well as
library function details, these headers also
provide ‘pseudo constant' definitions of all
the important structure offsets. If you look at
listing 1 again you'll see near the start of the
code that | perform a CreatePort() Exec
library function call and then create an
extended I/O request block using this
function:

timerI0k=CreateExt10&(timerports, tinerequest_sizeof)

The returned value, timerlO&, is actually
the base of the allocated timer I/O request
structure but before it can be used with a
DolQ() call various fields need to be set up.
Timer I/O requests have to be set up with
both a time delay value and a number which
represents the command the device should
carry out. The command field can be refer-
enced by adding an offset value, defined as
10StdReqgio_Command in the HiSoft head-
ers, onto the base address of the 1/O
request structure.

Another constant defined in the headers
is called TR_ADDREQUEST& and this is
used to tell the timer device to perform a
time delay. With HiSoft Basic 2 we poke a
TR_ADDREQUEST command into the I/0O
request block like this:

POKEW timer108+105tdReqio_Command,TR_ADOREQUESTE

The final location being poked is therefore
the sum of the timer I/O request base
address and the command field offset.

In a similar fashion, the four byte event
time of an MPX2 event can be poked into
the request block using predefined tr_time
and tv_micro structure offset values:

POKEL timerI0&+tr_timestv_micro,event_timed

Hard going? Well, there is nothing inherently
difficult going on here — I'm just poking suit-
able numbers into particular positions of a
block of memory. | will admit, though, that
the purpose of this sort of ‘jiggery-pokery’
can only make sense if you understand the
layouts and purposes of the appropriate
Amiga system structures, and the same is
true of Amiga library function use.
Experience with C or assembler and the
RKM manuals undoubtedly comes in handy,
but if you are new to Basic then all | can
suggest is that you just take the timer code

REN Sinclude exec.bh
REN Sinclude timer.bh
REM Sinclude blib/execsupport.bas

DEFINT 2-z : BUNPED_PRIORITY=50

LIBRARY OPEN “"exec.library®
timerporté=CreatePorti(0E,0)
timer108=CreateExtI0R(tinerportd, tinerequest_sizeof)
POKEL timerI0&+tr_timestv_secs,D

eb=0penDeviceB(SADD("timer . device™+CKRS(0)),UNIT_NICROHZ, timer108,0)

POKEW timer108+105tdReqio_Comsand, TR_ADDREQUESTE

INPUT “Name of NPX2 file to play? *,name$

OPEN name$ FOR INPUT AS #1 LEN=5000

OPEN "CON1:31250,K,8,1" AS #2

header$=INPUTS(4,#1) : event_counti=CYL(INPUTS(4,#1))

task§=FindTaskE(NULLE)

old_priority=SetTaskPri&(taske, BUNPED_PRIORITY)

FOR i8=1 T0 event_countd
event_timed=CVLOINPUTS(4,81))
POKEL timerIOB+tr_timettv_micro,event_timed
f8=Dol0&(timer108)
event_count8=CVICINPUTS(2,21))

event$=INPUTS(event_countl,#1) : PRINT #2,event$;

NEXT ik
ek=SetTaskPrik(taské, old_priority)
TLOSE £2,81

CloseDevice timer10k : DeleteExt10 timerI08 : DeletePort timerportd

LIBRARY CLOSE
ENd

Listing 1: Playing MPX2 files via HiSoft's Basic 2

typedef void BUFFER;

BUFFER *CreateBuffer(TEXT *filename); /* returns NULL if request fails */

void KillBuffer(BUFFER *buffer_p);

ULONG AskBuiferSize (BUFFER *buffer_p); /* returns size of buffer */
UBYTE *AskBufferStart(BUFFER *buffer_p); /* returns start of buffer #/
UBYTE SaveBuffer(BUFFER *buffer_p, TEXT *filename);

Listing 2: The buffer ADT routine definitions used for buffer handling

UBITE LoadMPX2(TEXT *source_p)
{

UBITE *data_p, error_nuaber=NO_ERROR;

if (Mg_spx_buffer_p=CreateBuffer(source_p})) error_number=NO_SOURCE;

else {
data_p=AskBufferStart{g_mpx_buffer_p);
if{*(ULONG *)data_p!=1D_NPX2
{

KillBuffer(g_mpx_buffer_p);
g_mpx_buffer_p=NULL;
error_nusber=BAD_FILE;

}
returnlerror_nuaber);

Listing 3: The routine for loading an MPX2 file into a buffer

UBYTE PlayMPx2(}
(

UBYTE *data_p, error_number=NO_ERROR;

UNCRD code, event_size;

ULONG delay, i, event_count, task_priority;
it (!'%_Ipl_ﬁu!flr_ﬂ error_nunber=N0_SOURCE;
else

task_priority=SetTaskPri(FindTask(0) ,BUNPED_PRIORITY);
data_p=AskBufferStart(g_spx_buffer_p); data_pe=4;

event_count=*(ULONG *)data_p; data_p#=k;
g_timer_request_p->tr_time.tv_secs=0;
for (i=0;i<>event_count;i++)

Luusic [ISe

read the Midi data block into an event$ 4 (505 value and use it, being particularly
string. A PRINT statement is then all thal's  ae1y1 not to inadvertently alter any offset
needed to transmit that block down the names or variable types!

serial lines and into your Midi gear. Not bad | have, incidentally, kept the example
eh, for seven lines of code! code as small and as straightforward as

delay=*(ULONG *)data_p; data_p¢=k;
g_timer_request_p->tr_time.tv_micro=delay;
Dol0((struct T0Request *)g_timer_request_p);
event_size=*(UNORD *)data_p; data_p+=2;
g_serial_request_p->105er.io_Length=event_size;
g_serial_request_p->105er.io_Data=(APTR)data_p;

Because the play loop depends on being
able to generate accurate time delays, this
brings us to a stickling point as far as Basic
is concerned — each version of the lan-
guage has its own ways of allowing experi-
enced coders to access the underlying
Amiga system library routines and devices.

The latest version of HiSoft Basic does,
in fact, include a new scheme for doing this

possible. In particular, I've not performed the
customary checks on things like device
opening and I/O request memory allocation
functions because these would have made
the underlying framework of the code much
more difficult to examine. Be warned, how-
ever, that in general, the return values of
library functions which can fail ought to be
checked, and appropriate error closedown

Doldf(struct 10Request *)g_serial_request_p);

data_pt=event_size;
)

}
SetTaskPri(FindTask(0),task_priority);
}

return(error_nusber);

}

Listing 4: A typical C code routine for playing MPX2 files
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t's a strange thing, but it appears the

vast majority of Amiga journalists

seem oblivious to the importance of
the VLab Motion system. Such is the impor-
tance of this product, and the revisions to the
MovieShop software, that another look is
essential.

In short, the VLM system provides the only
affordable means of producing broadcast qual-
ity AV — alias audio video — in a truly digital off-
line environment. | think what has caused the
animosity on the part of the journalistic fratern-
ity is the rather optimistic and, dare | say,
<None>unrealistic claims for the product on its
initial launch.

In the early days, the accompanying manual
combined unrealistic claims for hardware com-
patibility with a painful lack of essential infor-
mation. This would be bad enough on fairly
simple products, but that's one thing VLM cer-
tainly isn't. Although very easy to operate
when configured, initial set-up can be a com-
plex procedure demanding the assistance of a
quality manual.

Fortunately, MacroSystem’s have finally
taken care of this key shortfall and replaced
the original skimpy manual with a 200-page
offering that delivers all the information you're
ever likely to need in a friendly and
comprehensible manner.

In reality VLM, like all DV systems, requires
a relatively hefty machine, with the most
important element being a fast hard SCSI |l
drive. Unfortunately, it's true that VLM can't
match the image quality of the PAR — alias
Personal Animation Recorder — on a less than
perfect system — namely an 040 CPU running
a SCSI Il drive. However, even with the image
quality compromise on lesser machines, the
benefits far out-weighed the limitations via a
combination of flexibility, functionality and cost
effectiveness.

For example, | regularly run the system on
an 040-based A3000 running a standard
SCSI. As a result | can only reliably attain 65
per cent compression — which equates to
image quality roughly similar to a quality com-
posite/VHS signal.

In order to obtain BetaCam SP quality, |
would require somewhere between 85 and 90
per cent — which simply isn't possible in video
resolution on a standard SCSI device. Even
though my VLM set-up can't compete with a

Ulab Motion

The ever-growing
collection of VLM
digital video effects.
But be warned - with-
out a fast CPU, DVEs
can take a long time
to generate

(omponent plug-in

A shortfall often levelled at VLM, especially in relation to the PAR
system, is the lack of component import and export. However, this
compromise has now been put to the sword with the launch of the

long-awaited YUV module.

Thanks to this latest addition, you can now compete in the
broadcast market via a direct link to BetaCam SP equipment and

other broadcast quality hardware.

The soft side
of the all-new
YUV compo-
nent module.
Add a
BetaCam SP
recorder/
player and
you're in the
big league
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Silky-smooth crossfades are one of the key
elements in VLM's roll in A/B roll emulation

ADPro-style automated DVEs are
all part of the VLM package

A simple example of A/B roll,
DVEs and imported audio.
Scene one fades to scene
two, which in turn is wiped
by scene three. Meanwhile,
the audio ramps and

cr fades to match the
video transitions and also
drops down during the vocal

dub. Drag and drop
editing at its best

PAR on the same machine when it comes to
pure image quality, | wouldn't swap, simply
due to the massive range of additional fea-
tures the MovieShop software can provide.
The most important bonus is VLM's ability to
operate as a true off-line editor. Unlike the
PAR, actually moving edits around the video
sequence is both easy, fast and, better still,
instantaneous.

CUELIST

Rather than physically moving the data
around the drive, VLM simply makes a cuelist
from the existing data and skips around —
assisted by a RAM buffer — reading the spe-
cific data as required. As a result, making
changes to the running order of scenes, or
entire movies, is instant, whereas the same
edits on a PAR could literally take hours as
the system physically rearranges the data to
reflect the new running order.

Another unique and truly superb feature of
VLM is its seamless combination of audio
and video. Since version 2.0 of the
MovieShop software, VLM has had the ability
to act as a true digital AV — audio/video edit-
ing system. Unlike any other Amiga system,
audio and video are actually hard-wired
together. As a result when you cut, copy and
paste video, the same edits apply to the
accompanying stereo or mono 16-bit audio.
When the need arises you're still free to
import and export the accompanying audio
tracks, and mix them within MovieShop to
generate a perfect backing track.

Although both VLM and the Toccata sound
card combine forces within the MovieShop

environment, samples captured directly via
the Toccata's Samplitude software — such as
backing music or narration — can still be
imported and mixed with the existing AV in
the production.

Better still, any imported or directly cap-
tured audio can still be worked upon within
MovieShop. For example, you can import as
much audio as you like, adjust its length, and
position it on the Timeline wherever you want.

However, perhaps most important, you
also have complete control over the envelope
of the samples you're working on. As part of
the Timeline control, you're provided with an
envelope requester which allows you to insert
multiple edit points.

Consequently, you can adjust the sound
level for each sample as often as is neces-
sary, or even create cross-fades between dif-
ferent audio tracks. In short, complete control
over the sound dynamics within the
production. Once you've achieved a suitable

Stunning image quality cover
from a composite source



mix between the original audio, backing
music, vocal over-dubs, sound effects or
whatever else, the whole thing can be boiled
down into a new super sample which can be
linked to a particular section of video or kept
as a separate element.

The finishing touch on the audio side is the
arrival of a built-in SMPTE timecode genera-
tor. Now, striping a tape with timecode is sim-
ply a matter of plugging in the target recorder
and clicking on a button — yet another
broadcast essential catered for.

When the realtime grabbing and importing
is complete, and the assorted clips have been
timmed, edited, and appended, the next step

Faul Austin returns to the

most important development

in Amiga digital video ever

is to drop them into the Timeline and add the
all important special effects and additional
audio. At this stage you should have the vari-
ous video clips spliced into complete scenes
ready for the assorted cross fades and
special effects.

LAYERING

The actual process of building the Movie is
entirely non-destructive. In reality, it simply
offers a means of layering and combining
existing audio and video. The end result is
user-defined sequencing of all the existing
scenes — aided by visual and audio effects. If
a new clip overlaps an existing element, a

Audio add-on

Firstly, the addition of CD quality 16-bit stereo audio is a matter of a £300 investment via a

Toccata card, as opposed to £1000 for a stereo SunRize AD516 on the PAR system.
However, regardless of cost, the pure functionality of the VLM and Toccata combo makes it

a far better investment. Unlike AV on the VLM, the PAR does not actually link the audio and

video elements in a captured sequence.

As a result, if any edits are made on the PAR to either the video or audio track, the lip sync
between the two will be lost unless you repeat exactly the same cut, paste and copy
operations within the AD516's own control software.

In short, the sampler and video digitiser are completely separate entities. To keep things in
sync requires a lot of manual effort, and of course there's no A/B roll emulation, DVEs, built-in

chroma keying or automated audio processing.
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fade operator could be dropped between the
overlap to produce a digital cross-fade.

This ability to mix and process multiple
sequences points to another unique feature of
VLM, namely its ability to operate as a digital
A/B roll environment with a built-in digital
effects processor. :

Admittedly, this is by no means a real-time
process, as once the scenes are arranged
and the operators are in position, MovieShop
sets about processing the video sequence,
transitions and effects specified within the
Timeline. Obviously this is all done automati-
cally, but it nevertheless takes time as the
process is done entirely via software — in a
similar way in which ADPro and ImageFX
apply effects to single images. Needless to
say, the faster your CPU the better.

As you've probably guessed, audio is also
computed in a similar manner. So if, for exam-
ple, you've added a backing track or adjusted
the envelope within an existing AV sound-
track, a separate computing pass is needed to
apply the changes. Fortunately, this is much
faster than applying video specific operators.

It must be stressed that non of the timeline
operations are destructive. The software sim-
ply takes existing data, applies your edit deci-
sions and effects, and then generates the
results as a standalone AV sequence.

Although the process may sound daunting,
after a little practise it becomes second
nature. Fortunately, beginners are catered for
via an easy mode in addition to the more com-
plex RPN approach — which can process an
almost unlimited number of sequences along-
side multiple layered special effects. /A&7

In @ nutshell...

Due to the pure scale of the VLM environ-
ment, the above has merely concentrated
on the new and improved. However, that
only scratches the surface of this incredi-
ble combination of hardware and software.

Given a suitable machine, the VLM and
Toccata combination provides a complete
digital AV solution which combines all the
essentials of a true off-line editor, single
frame recorder and DVE generator within
a truly broadcast quality environment.

If all of the above doesn't make up for
the scepticism and confusion surrounding
the preduct’s initial launch, | can't imagine
what will. | only hope this update helps the
VLM system receive the credit and sales it
so richly deserves.

The bottom line

Product: VLab Motion and
Toccata Bundle
Supplier: NoahJi’s
Price: $2,150
Phone: 303.499.1975
Video available upon request
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ard Drive breakdown. Considering

this is possibly the most devastating

disaster that can threaten a comput-
er, you'd think Amiga owners would be taking
every precaution possible to protect their
valuable files and programs. Yet everyone
has a lazy streak, and backing up is about as
interesting and rewarding a chore as ironing
your underwear. No wonder many of us
never get round to doing it.

Backing your system up, however, doesn't
have to be as boring as it once was. There
are both software and hardware solutions
that can help to make the process less
daunting, and there are options that should
suit everyone’s pocket and needs.

Backing up on to floppy is the cheapest
way of securing your data, but everyone
would have to admit it's a pain in the back-
side. To back up a 350Mb hard drive on to
floppy will require hundreds of
disks, not to mention hours
of disk swapping.

The fact is, if
you're going to

DAT is the
dream solution
to the back-up
problem, but it's only
worth the cost for the seri-
ous or wealithy user

carry out this process regularly and you're
dealing with a large amount of data, you're
going to need a high capacity storage medi-
um and some method of speeding the
process up.

When it comes to hardware specifically
designed for this purpose, the most economi-
cal method is the standard tapestreamer.
Using tape resembling that found in video
cassettes, these devices can back up an
entire hard drive in a matter of minutes. A
high capacity tape drive can store 525 Mb of
data and should attain a transfer rate of
approximately SMb per second.

SCARCE

Unfortunately, these mechanisms are hard
to come by these days, having been almost
entirely replaced by technically superior but
mare expensive DAT systems. A search
through all the usual Amiga distributors failed
to reveal anyone who was offering the stan-
dard tapestreamer — perhaps your best bet
would be to buy one second hand.

If you're a very serious Amiga user with
large volumes of data requiring regular
backup, it might be worthwhile consid-
ering the DAT altemative, though

you'll need substantial sums of

cash to be able to afford one. A

DAT drive will achieve a transfer
rate in excess of 10Mbs per sec-
' ond, reducing back up times radica-

’ﬁ' Ily. What's more, they will store
between two to nine gigabytes of data
depending on how much you're

Uideo Backs-up

Buying a DAT tapestreamer may be the
dream solution to the back up problem but
let's face it, very few of us are prepared to
pay that sort of money for a precautionary
device. Does this leave all but the affluent
Amiga owner in the position of swapping
floppy disk after floppy disk?

Thankfully, the situation is not anywhere
near as grim, thanks to Power
Computing's Video Backup System.
Designed as a convenient, powerful
device that works with a standard Video
Recorder, it's also economical enough to
make sense to even the stingiest Amiga
owner.

Using this product, a large hard disk or
hundreds of floppys can be backed up
onto a standard video tape, which makes
the storage medium about as cheap as
you could hope for — 200Mb can be
squeezed onto one four hour tape. The
package comes in video-style casing
(though you'll have to provide the cassette
yourself), and includes either SCART or

prepared to spend. Anyone who is consider-
ing DAT should be well advised to buy from
a distributor who can provide Amiga installa-
tion and maintenance advice since, as with
many SCSI devices, the sort of documenta-
tion you get with a DAT drive will probably be

Gafe and

Backing up your software packages may be less
important than securing an entire hard drive's
worth of data, but then floppies are more vulnera-
ble to damage than just about any other storage
medium. For years, X-Pro Copy was the most pop-
ular and respected copying program, but now
Siren Software have stopped supplying it and have
switched to the new Discology package.

The advantage of commercial copiers over PD
counterparts is that they come with a dongle which
gives it great advantages in getting around soft-
ware protection. Many developers protect a pro-
gram by varying the length of tracks on the floppy
— if you try to copy these via a standard
AmigaDOS method it won't work because the
Amiga will look for 80 tracks of a certain standard
length. The hardware that comes with these com-
mercial copiers means that copying is made direc-
tly from track to track without any need for them to
be read by AmigaDOS, thereby bypassing the

[ommercial copiers

problem. Discology
is a powerful pack-
age which auto-
mates the copying
process, So you can
just keep chucking
disks into the drive
without having to
OK it all the time.
Protected Amiga
and IBM disks can
both be copied. \
A high-speed for-
matting facility, inte-
grated floppy disk
compaction, and the ability to copy Amiga high
density disks are a few of the extras that make
Discology highly appealing. Those who haven't got
a virus checker will also benefit from Discology's
ability to detect bootblock and link viruses.

>

P

Discology can also multitask, which the last
version of X-Pro | saw was not able to do. Small
additions like this combine to make Discology
the best commercial copier currently available —
let's just hope it gets used for back up purposes
rather than piracy.

Discology, the disk copier
that's set to beat X-Pro

The bottom line

Product: Discology
Supplier: Siren Software
Tel: +44 500 340548
Price: £39.99
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- === [s mercifully cheap compared
Video

Backup
Sysie

PHONO leads, the Video
Interface, and the all-impor-
tant software contained on a
single floppy.

The system has a number
of helpful features including
verification and error correc-
tion facilities to optimise the
reliability of the process.
Naturally, the software
allows you to select files and
directories to back up, and it's possible to
restore selected files off the tape if you don't
want to restore the whole lot.

Ease of use is greatly increased by a well
organised interface and a short but compre-

n.: Z A flexible back-up option that

to some alternatives

for every backup on the tape.
Then, when it comes to
searching for files, a visual
header precedes every file on
the tape with title and date
details.

Add to that the fact that
Power’s system will also back
up a full Amiga floppy in one
minute and restore it just as
quickly, even onto an unfor-
matted disk, and this product begins to look
like the only sensible back up solution for
those with limited funds.

(FeaTunE [[E

P fniga Hard Drive Backw URiTity
Coprright 1794
Inteiligert Desises, loc.

ALl Rights Reserved
Buser Iniga (oot ing (APBANYS)

Amiback Is one of the most desirable HD
Back-up programs you can own, but
whether you can get your hands on it is
another matter

HD Baclks-up
software

Tapestreamers and DAT are best used

The bottom line

hensive manual which includes helpful illus-
trations. What's more, the program performs
a connection check to ensure the hardware
is correctly hooked up for reliable data
transmission.

Another plus point is the way in which the
software automatically maintains log files
which contain the title and counter position

with either Quarterback 2.0 or Amiback
6.0, both of which are powerful pieces of
back-up software. Unfortunately, the mak-
ers of Quarterback went bust and we've
not had much luck finding anyone who
can supply us with Amiback either.

Nevertheless, these commercial tools
are so useful that if you can get your
hands on either of them it will be well
worth your while. Amiback, for example,
can back up a 900k directory in just 47
seconds and has flexibility in terms of its
support not only for tapestreamers and
DAT, but also floppies and high density
floppies

Product: Video Back-up System
Supplier: Power Computing
Tel: +44 1234 273000
Price: £65 SCART £60 PHONO

aimed at the PC. White Knight Technologies
(+44 1920 822321) do a range of internal
DAT drives starting at £729 for a 2Gb ver-
sion. A final point about DAT is that it can
be accessed like a large hard drive using
Moonlighter Software's Tapeworm

sBCUre

(available from Ramiga — +44 1690
770304). This works best with sequential
data like animations or long pieces of
music, although it transfers data much
slower than a hard drive and can take up to

one or two minutes to find a file. yAC 4 b
If you can't get access to these pro-

grams it is possible to use HD Backup
which is included on Workbench 2.04 and
higher, but this is far from ideal. HD Back
up is notoriously unpleasant to use with a
poor interface, unnecessary complexity of
use, and an inability to back up more than
one partition or hard drive at once.

There are PD alternatives available —
for example, Epic Software's HD Tools
includes a back up program (call +44
1793 490888). A word of waming to those
with less technical experience, however, is
that there didn't appear to be a read.me
file to explain how to use this software.

Backs up or lose if. —
Lareth lofthouse reports —
on some of the safety —
measures available —

An alternative threat to a hard drive crash is the risk of
infection by computer viruses. Though these are less
talked about than when they first appeared in the late
‘80s, there are new viruses being invented all the time,
mainly with the intention of ruining as many people's
systems as possible.

With this in mind, Siren Software have released
Siegfried’'s Anti Virus Pro, a software package that's
intended to be the ultimate Amiga aid in the detection
and prevention of viruses. When you realise that Anti
Virus carries a £40 price tag, the first question that will
spring to mind is ‘Is it worth it?' considering you can get
PD virus checkers for virtually nothing.

Certainly, Anti Virus appears to have just about all
the features you can currently hope for from this type of
program. Virus searches can be made not only on flop-
pies but also hard drives, RAD or CD, and the software
allows for the quick tracing of link and file viruses
including trojan horses, worms, bombs, and disk
validator viruses. The problem is, however, that though
it can do these things and a lot more, Virus Checker

6.53 can match it for just about every facility, yet it can
be downloaded for free from virtually any BBS (and you
won't even have to upload anything in return).

Another downfall is that Siegfried are trying to com-
bat the new viruses released every month by offering a
software update service for owners of Anti Virus, but
they are unlikely to be able to beat the monthly revision
Virus Checker benefits from.

All in all then, it's hard to justify Anti Virus's asking
price considering it doesn’t offer much more than its
free PD rivals.

The bottom line

Product: Anti Virus
Supplier: Siren Software
Tel: +44 500 340548
Price: £39.99
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ADVANCED AMIGA ANALYZER

Fm ............ civieans

¢ Locates most common IC circuit failures on all Amiga £
computers.

-« Tests all memory banks, floppy drives and
all ports, including port voltages.

-« Tests mouse and joy stick port

: « Displays show status of all tests /

- better than 90% accuracy.

- Fast, efficient and accurate in
diagnosing nearly 90 percent of
Amiga failures.

: * Saves you lots of money on repairs

: and down time.

AMIGA SHOPPER MAGAZINE (uK) product review says:

“Without doubt, this is the finest diagnostic equipment I have ever
seen, and I address all Amiga repairers and practical-minded users
when I say this is something worth having ... Not only does the
Advanced Amiga Analyzer identify the problem, but it also offers a
cure. When a fault is detected, it will display a message describing
which components to look for and what order to check them in, start-
ing from the cheapest component upwards. I assure you this is not
an amateur product. The information provided was expert and real-
ly a worthwhile package.”

A complete diagnostic hardware and software analyzer (uses
point and click software interface.) The analyzer cable plugs into all
Amiga ports simultaneously and through sophisticated software,
displays 8 screens to work from. Shows status of data ports, mem-
ory (buffer) checker, system configuration and auto test. Reads
diagnostic status of any read/write errors from track O to track 79.
Software automatically tells what errors are found and the
chips/components responsible. 85 to 90% of the problems pre-
sented to service centers are found with this analyzer. Saves you
lots of money on repairs and no end user or repair shop can afford
to be without one. Don't be fooled by its low cost.

Simply plug in cables from the analyzer box.
This diagnostic tool is used by end users
and Amiga repair centers worldwide and is
the only one of its kind.

Licensed by Wilcom Australia ©1993 lan Perry

28 Grove Street, Spring Valley, NY 10977
a l‘““ 914-578-6522 * FAX 914-624-3239
ORDER LINE ONLY: 800-815-3241

Hrs: 9-5 pm EST * Add $5 UPS Charges r3
CORPORATION MC/VISA + Prices subject to change LE




The home stretc

ixed code programming is a topic
'F that unnecessarily frightens a lot of

wur newcomers. Admittedly, in order to
get from, say, C to assembler code and
back again (or vice versa) you need to
know what happens when a C function is
called, but providing you concentrate on
understanding the overall themes, rather
than getting bogged down with specific
details, it's not too difficult to appreciate
what’s going on.

The purpose of this month’s notes then is
to do three things: Firstly, provide some
background info so the accounts you'll read
about in your compiler manuals will, hope-
fully, make a little more sense. Secondly,
outline the conventions used with a popular
C compiler — I've chosen SAS C.

In addition to this we'll need an example
to show how everything fits together and
here I've opted for the simplest runable
example | could think of! The technique I'll
be discussing is what you might call the

‘conventional mixed code' approach. It's
based on passing function arguments on
the stack, and the first step is to appreciate
what happens when you place a call to a
routine, say, MyFunction(), into a C source
program. The compiler uses such source
code statements to generate a reference to
the named routine and, under normal cir-
cumstances, SAS C and many other com-
pilers tag on an initial underscore to the
function name.

The call to the function MyFunction()
therefore has the linker searching for a rou-
tine called _MyFunction and it is this rou-
tine, if the linker is going to successfully
resolve the reference, that must be pro-
vided in the assembly language module!

The code various C compilers produce
when they encounter a function call does
vary, but the conventions to be followed
will always be detailed in the compiler
manual. To start with, all you really need to
be aware of is that the end result is usually

(TuTOoRIALIIEEE

This month Paul Oueraa rounds off his —

notes on parameter passing with details —

of an approach used when writing mived —

Don’t forget that this
month’s example
needs to be run from
a Shell window!

Some simple example code

If all the references and directives in the above stages
are correct the rest is easy — the C source is compiled,
the assembly language code assembled, and then the
modules are linked together with the startup-code to
produce a runable program. This month’s example
(which needs to be run from a Shell command line)
asks the user to type in a string, and then calls an
assembly language routine called MyFunction().

The assembler routine performs an Exclusive-ORing
(EOR) of all bytes in the string which are neither the
NULL terminator nor equal to the mask value itself (thus
protecting C's definition of a string by ensuring we don't
produce any NULL values within the body of the string).
Having done that, the program prints the modified
string, repeats the MyFunction() process and prints it
again. The second EORing process does, of course,
result in the original input string being produced.

The thing to note Is that both the start of the string
and the EOR mask value are given to the assembler
routine as parameters, i.e. they are provided as argu-
ments of the MyFunction() function. This, in turn, means

~ patch uses a LINK a5#0 a5
are pushed onto the stack as well, so the result is that

the assembler code patch has to retrieve those argu~
ments from the stack, 5o here’s a run down on what has
happened just prior to control entering the assembler
patch.

Firstly, the arguments will have been pushed, in right
to left order, onto the stack. Than a retum address will
have been placed on the

to access the two arguments of the C function we need
to use positive offsets of 8 and 12 respectively!

Before you examine the source listings some points
should be made. To start with, you will notice in the
piece of assembler code provided that only the scratch
is means that for the
example, it is not necessary to preserve register con-
tents on the stack. Despite lhis, 1 have included some
movem instructions to save and restore data registers
d2-d7 so you can see whereabouts in the code those

savelrestore operations are used when ragistars d2-d7

are needed

[ and assembler code —

that any parameters present in the function
call get pushed onto the stack prior to a call
being made to the equivalent subroutine. |
say usually because as just mentioned,
there are some qualifying conditions with
compilers which allow register arguments to
be used rather than the stack. SAS C, for
instance, then uses an @ character, rather
than an underscore, at the start of the func-
tion name.

Writing the appropriate C code is easy. It
simply involves placing suitably named func-
tions calls, with any required parameters,
into the C source. This is done using normal
C function conventions — you can even add
your own ANSI C function prototypes to
make sure the compiler makes the appropri-
ate usage and parameter type checks!

OBJECT CODE

The next step involves writing suitable
assembly language code and assembling it
to produce linkable object code. A couple of
assembler directives, called XDEF and
XREF, have to be used to get things running
smoothly.

XDEF is an assembler directive used to
define assembly language labels as being
visible to other modules at link time. If you
forget it the assembly stage will go OK, but
you'll get errors when linking because the
linker will be unable to resolve the corre-
sponding function reference in the C code
module.

XREF goes the other way, i.e. it tells the
assembler that the information needed
about the item in question will be imported
when the assembly language module is
linked. If you forget these then you'll get
errors as soon as you try to assemble your
code because the assembler will not realise

>
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Return Type Size Pass Back Details
The best of both oar 2 ow oo 9
short 16 low word of DO
m[“'mlj long 32 all of DO
= float 32 all of DO
That's just about it as far as the pointer 32 all of DO
mechanics of mixed coding are con- double (IEEE) 64 passed in DO and D1 with high bits in DO
cerned and as you'll see when you double (FFP) 32 all of DO

examine the C and assembler code on
this month's coverdisk, there's noth-
ing particularly difficult about it. The
benefits, however, of using this sort of
‘hybrid code’ approach can be signifi-
cant ~ in short, it allows you to har-
ness all the speed advantages of
assembler in the sections of the pro-
gram where it counts, while allowing
you to develop the bulk of your code
rapidly using a high-level language.
The result is that you get the best of
both worlds!

>

that labels have been used whose values
are unknown at assembly time.

Most assemblers, incidentally, place a
limit on the number of characters within a
label that will be regarded as significant.
The ANSI C compiler standard also only
requires that the compiler caters for six
characters with external references,
although most handle more. Either check
first, or don't use long names for functions

data type declared for the function in ques-
tion. Here are the return value details that
must be adhered to (see above).

Having set up the required return value,
the routine needs to reverse its entry steps —
restoring the registers, advancing the
A7 stack pointer past the work area, and

c_code.c - data passed as C parameters

#include <exec/types.h>
#include <stdio.h>
Fdefine MESSAGE! "Please enter a text string\n"

#define MESSAGEZ "String after conversion is.......

restoring the previous frame pointer to A5
before exiting via an RTS instructions. Again
the 68000 has an unlink (UNLK) instruction
intended to simplify these operations. (Note
that it is the job of the calling function, and
not the called function, to remove any
arguments from the stack). VAC 4

#define MESSAGED "String after a second conversion is..."

F#define LINEFEED 10
Edefine MAX_CHARS 80
#define EOR_MASK Ox1F

void MyFunction{TEXT *input_string, UBYTE EOR_mask);

mainl)

{
TEXT dinput_string[MAX_CHARS+1];
space for user string

UBYTE EOR_mask=EOR_NASK;
Exclusive-ORing conversion mask

P

and variables whose references might need —_—
VORD keyboard_character; UBYTE count=0;
to be passed between modules. + printfll;ﬂlﬁﬁi; ¢ o
Function Entry rules: Upon entry to a while ((keyboard_character=getchar())!=LINEFEED)

function the stack, under conventional {
parameter passing conditions, contains the m ’[ t|| ;f (count<=NAX_CHARS) input_stringlcount++l=keyboard_character;
function arguments placed immediately f1ting e iﬂﬂu!_ltringE:nuntjzluLL; b

above the long-word return address which
register A7 (the stack pointer) points to.
The arguments appear in left-to-right order
with the leftmost item being the one imme-
diately above the return address. Here are
some standard function entry steps which
need to be carried out:

1. Save register A5, which contains the
previous function’s stack frame pointer.
The best idea is to push it onto the
stack!

2. Copy the contents of A7 into A5,
thereby establishing a frame pointer for
the current function which allows you to
access the arguments indirectly using
the A5 base value.

3. Subtract any stack work area needed

appropriate [ code is easy, It
sinply inuolues placing suitably
named functions calls, with any
required parameters, into the (
source. This s done using
normal ( function

(onuentions

add terminal NULL

RyFunction(input_string, EOR_mask);
EOR the string

printf(*1s Is \n",MESSAGE2,input_string);
display converted string

MyFunction{input_string, EOR_mask);
2nd EOR operation

printf(*2s Xs \n* MESSAGE3, input_string);
display string again */

1

Listing 1: The C code
part of the program

assembler_code.s - associated assembler patch

from A7. XDEF _MyFunction
These steps can, if the work area required MyFenction — Hink ; :;-:g o vorkspace not needed
is less than 32K, be achieved with the ok L T e bt regs
68000's LINK instruction. Lattice/SAS nove, | 8(a5),a0 retrieve string pointer
expects registers D2-D7, A2-Ad4 and A6 subg. L 1,20
to be intact on return so if any of these
registers are to be used, they must be Loop: addg. | i,20 move to next byte
preserved tst.b Eag) check it

el . beg exit quit if NULL terminator

Again, it is common practice to place csp.b (a0),d0 will it EOR to NULL ?
them on the stack. The above stack- beg Loop it YES don't EOR it
oriented procedure forms the basis of a ;""’ f“f"“’ safe to convert
powerful general parameter passing tech- 2 J S guing
nigue and it's well worth learning about. Listing 2: With this iy, A (sp)+,d2-d7
Function return values are passed back in assembler patch the : il .;p 2 Sl s )

5 : parameter data is col- z
one or more registers, depending on the lastad 5 stackt rts back to ¢
80
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ith the Internet getting more

crowded these days than down-

town Delhi, it is becoming ever
more important to get your message
across while annoying the smallest num-
ber of people possible. You can travel the
superinfobahn wearing nothing but a
pink tutu, flippers and marmalade, but as
far as everyone else is concerned,
this is what you look like: :-).

This anonymity can be a
double-edged sword. While it
grants us freedom from gen-
der, age and colour, it also means
that although we might be trying to be
really funny, people aren't going to know
unless we give them really obvious clues,
all the time. And it's just possible that
people might think we are annoying, rude
or just plain mad. So this isn't a guide to
your behaviour on the net, but how to
deal with other people’s.

Let's start with e-mail. This is probably
the most private of the methods for get-
ting your point across to other users.
E-mail can be addressed to just one per-
son, or to groups of people, but the same
rules still apply. Be aware of where your
mail is actually going to go. Obviously, it
will be going to your friend or colleague,
but where will they be reading it? If it

contains informa-
tion that is sensi-
tive or that you'd
rather keep
secret, per-
haps you
shouldg
mail it to

them at their home account, rather than a{

work or university.

If you are sending important informa-
tion, trade secrets, or otherwise sensitive
material, it is worth remembering that e-
mail can be very easily faked or forged.
Make sure that what you are getting is
actually from the person you expected.
Until e-mail is made more secure, the

>

FEATURE

A postman’s life may be a jolly one, but I prefer
to deliver my mail by clicking on a button

Amiga Computing
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easiest way of doing this is to give them a
telephone call or send them an e-mail confir-
mation of their request before sending the
information itself. In fact, it's never a good
idea to send UUencoded binaries of enor-
mous size without first checking that the
recipient of your generosity is actually going
to be happy staying online to download all
this information.

The same thing applies with constant refer-
encing. If you have taken part in an e-mail
conversation where there are numerous lev-
els of quoting, trim your reply a little. It's
highly likely that the other party still has the
previous correspondence, so they can
always refer back to that if necessary. In gen-
eral, you only really need to quote direct
questions when giving replies, along with per-
tinent ancillary information. Leave all the ear-
lier stuff out — basically anything you have

NewsAgent - A splendid
new method of
gathering your news
articles selectively

and p

Downloading the Aminet Index file can be done once a week

those emb. ing “Where is...?"” questions

a thread to prevent bandwidth from being

should help anyone wasted.

read more than once. ; )
Who comsrt want You also never know who might be
“noise” articles

NO PRIVACY

We'll go onto a related topic now, that of
UseNet. Usenet can be treated just like
e-mail, but on a worldwide basis. Many thou-
sands of people could end up reading what
you have written, so it is even more important
that you pay attention to what you are saying.
Flame wars can be started by the most trivial
things such as poor spelling or what might
seem to be perfectly innocent comments. It is
vital that you trim quotes when you follow up

A word of warning

reading the newsgroup you are posting to,
s0 avoid the example set by Jake Baker
who wrote a story in one of the alt.sex.”
newsgroups and had the idiotic idea of
using the name of one his fellow students
for the victim of a fairly sick fantasy.

It resulted in Baker being arrested, and
now there are deliberations to find out
whether Baker's tale was merely harmless
fantasising (he had never even spoken to
the girl in question), or whether it was a
prelude to an actual physical attack. This is
unlikely to happen to most of us, but you
could still end up alienating people with
careless comments, so be polite.

It's not all doom and gloom, however.
People tend to be very helpful on the Net,

Do: Take your time and re-read your e-mails before
sending them out.

Do: Ignore people who are just blowing off hot air and
don't rise to their bait if they continue to taunt you.
Don’t: Send large files without confirming with the
recipient that it will be OK to do so.

Don’t: Put information that must be kept absolutely
secret in e-mail, unless you have some form of Public
Key Encryption.

Do: Help to propagate the helpful attitude that exists on

Usenet by offering your advice to people who need it.
Do: Read the manuals before asking questions.

Don't: Put your questions into more than two or three
newsgroups at most. People get fed up with having to
read the same item over and over again.

Do: Be aware that others are reading your news.

Do: Have a good time, but spend as little time as possi-
ble on-line so that you can still have a good time in
three months when the two-volume BT bill gets

delivered in a truck.

amileys and TlAs

Smileys or emoticons are one way of ensuring that people know how you are feeling when you are typing
your ASCII epistle. TLAs are Three Letter Abbreviations (that sometimes have more than three letters) and
are a useful shorthand. especially if you are typing online.

= Basic smiley

:?) Big nose smiley
) Wink

o Unhappy

=P Raspberry blower
8-) Speccy smiley

=* Kiss

:0) Clown

-/ Angry

BTW By The Way

IMHO In My Humble Opinion

IMNSHO In My Not So Humble Opinion

L8R Later

ROFL Rolls On Floor Laughing

RTFM Read The F*?@ing Manual

TANSTAAFL There Ain't No Such Thing As A
Free Lunch

TTYL Talk To You Later

Amiga Computing
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giving a plethora of answers to any sensi-
ble query. If you want to get an answer to a
problem that's been troubling you, | can't
think of a better resource, but make sure
you have tried all possible solutions first,
otherwise not only will you be wasting peo-
ple's time, you will also be wasting that
precious bandwidth. In particular, make
sure you have read whatever documenta-
tion comes with the package, else you

Mailing lists

One good way of getting information
you want without any extraneous
noise is to subscribe to a mailing list.
Mailing lists work like a cross
between newsgroups and e-mail. You

receive e-mail from the list containing
articles posted by other people on
the list, and when you want to reply
or post you address your mail to the
mailing list rather than an individual.
That way, every one that subscribes
to the list will receive your e-mail.

The PageStream user’s mailing list
PGS-request@ramiga.cts.com
ADD [your e-mail address]

ami-sci (Scientific/engineering software
and related homebrew hardware)
Majordomo @ CFHT.Hawaii.edu
subscribe ami-sci

Blitz Basic 2 Programming
blitz-list-request @ helsinki.fi
“SUBSCRIBE username @domain”

AMOS
subscribe @ xamiga.linet.org
“#amos usermname @ domain;”

CDPub (CDROM publishing and sys-
tems) — All platiorms
Mail-Server@knex.via.mind.org
“SUBSCRIBE CDPub FirstName
LastName”

Commodore-Amiga
subscribe @ xamiga.linet.org
“#commodore username @domain:”



could end up with a terse RTFM in
response to your question.

One of the things that really annoys me,
but other people seem to take it in their
stride, is the net user who can't be bothered
to download an Aminet index file. Granted,
these files are big (around 400k for the
compressed version), but having one

IRC or Internet Relay Chat using Grapevine. Here you have
an on-line forum for the discussion of anything

CSAA (comp.sys.amiga.announce)
(Product or other)
announce-request@cs.ucdavis.edu

Emplant List
subscribe @xamiga.linet.org
“#emplant username @domain;”

Excelsior! BBS System
subscribe @xamiga.linet.org
“#excelsior username @ domain;”

Hyperami — AmigaVision, CanDo,
DeluxeVideo, Director, etc.
listserv @ archive.oit.unc.edu
“subscribe hyperami”

Imagine - the 3D Rendering package
imagine-request@email.sp.paramax.com
“subscribe” in subject line

Lightwave - Video Toaster and related

hardware

1. subscribe @ xamiga.linet.org
“#lightwave username @domain;”

2. lightwave-request@bobsbox.rent.com
body: “subscribe lightwave-|
your_id@your_address (your_name)”

Iwplugin-I (for lightwave plugin software
development info)

listserv @ netcom.com

subscribe Iwplugin-|

Video Toaster
toaster_request@bobsbox.rent.com
body: “subscribe toaster-|
your_id@your_address (your_name)”

ParNET — AmigaAmiga networking
system
parnet-list-request@ben.com

enables you to find any piece of software
on the Aminet, so it has to be worth the
wait.

As a last resort you can stop download-
ing messages which conform to particular
criteria, such as author name or subject.
This is done using a kill file, and users of
AmiTCP will find they won't even download

The heart of flaming territory. Newsgroups can be

a of superb inf

or great irritation

questions to: parnet-list-owner@ben.com

SupraFAX
subscribe @ xamiga.linet.org
“#supra username @domain;”

Amiga Misc (bit.listserv.i-amiga)
i-amiga @ rutvm1.rutgers.edu

Comp.Sys.Amiga.Hardware
ami-hard%mainecs @ cunyvm.cuny.edu

Comp.Sys.Amiga.Tech
ami-tech%mainecs @ cunyvm.cuny.edu

EGS Mailing List (The 3rd party RTG
system for 24-bit graphic boards)
listserv@darkside.osrhe.edu

body: “SUBSCRIBE EGS *

Piccolo (The 24-bit Graphics Board)
pks-list-request@ben.com

Linux (680x0 channel)
linux-activists @ niksula.hut.fi

Amiga SLIP List
amiga-slip-requests @ ccs.carleton.ca

Amiga Mosaic
subscribe to: witbrock @ cs.cmu.edu

Amiga Mach List
mailserver @lists.funet.fi
“sub amiga-mach firstname lastname™

Amiga X11 Info
mailserver@lists.funet.fi
“sub amiga-x11 firstname lastname”

Amiga GNU C info
mailserver @lists.funet.fi
“sub amiga-gcc-info firstname lastname”
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the offending articles. However, people
who are sticking to AmigaNOS will only
avoid having to read them — AmigaNOS
not being sensible enough to not download
them in the first place.

The web doesn't tend to pose too many
problems as it is pretty much a passive
communication medium, unlike news and
mail, but as a general bit of advice, if you
are going to be reading the same page for
more than about five minutes, you might
want to set a ping window going at the
same time which will ensure your connec-
tion doesn't get timed out for lack of traffic.

In conclusion, as users of the Internet
we must remember that we are the first of
the many, rather than the few. Whether it
stays as it is, which is extremely unlikely,
or changes beyond recognition, there will
still be a need to keep going what has
been started — an ultimate democracy that
currently exists, with no barriers for
nations, colour, creed, sex or age. And as
such, we have a burden to bear. We can
make it a replica of today’s society in the
Western world, with greed and paranoia
being our chief motivators, or we can con-
tinue to create the nearest thing to a
utopia. It's up to us. VAC 4

Amiga GNU C Compiler Internals
mailserver @lists.funet.fi
“sub amiga-gcc-port firstname lastname”

Amiga Reviews Request Info
amiga-reviews-requests @math.uh.edu

Aminet Uploads
listserv@wunet.wustl.edu
“SUBSCRIBE aminet-weekly” OR
“SUBSCRIBE aminet-daily”

Amiga Oberon & Modula-2
amiga-m2-request@virginia.edu

NetBSD Port
netbsd-admin @ cbmuucp.commodore.com

listserv@gu.uwa.edu.au
“subscribe real3d firstname lastname”

AmiTCP
queries to: amitcp-group @ hut.fi

Picasso Il Gfx Board
Picasso-Request@ Terrapin-
Station.umd.edu

“subscribe picasso”

Amiga LISP
amigalisp-request@contessa.phone.net

UMS (Universal Message System)
request@umshq.dfv.rwth-aachen.de

PGP Encryption for Amiga
listserv@peti.gun.de

body: “ADD [your_email_address]
PGPAmiga” or “HELP"

Always remember that when you receive

mail from a mailserver, you can't reply to
that mail to unsubscribe from the list.
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Cheaper
faster better

As Escom announce their
plans for the future of the
Amiga, Amiga Computing
is on hand to bring you all
the news - what will
happen to CD327 How

much are the new machines &
going to be? What will the next
generation of Amigas be like?

Next month also sees
features on Magic
User Interface and
how to incorporate
charts, graphs and
equations into your
favourite Amiga DTP
and word processing
applications.

PLUS

CD-ROMs Phoiogenlcs vl.2 Electronic publishing

\"\ CyberCafés

The cost
of comms

SYSTEMK,

games reviews including:

® Obsession @ Virocop

@ F1 World Championship Edition

@ Tactical Manager 2

With Personal Paint 4 and a
whole bunch of useful utilities =
on our CoverDisks for Gold -
Subscribers, you know that alls
August’s Amiga Computing is §

@ going fo be a doozie! i
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[he good, the bad
and the ugly

ore! More! More!" cry the CD-

ROM owners, hungrily awaiting

# the next gleaming gigabyte disc of

useful utils, thrifty tools or dynamic demos.

At least that's what the distributors seem

to believe, as once again another host of

releases comes up for Amiga Computing's
scrutiny.

One of the main advantages of CD is it
allows for multimedia applications with
memory-greedy graphical and audio sec-
tions. Unfortunately, despite the growth of
the CD market for the Amiga there's been
a dearth of this type of product that has yet
to be corrected.

Nevertheless, in addition to the usual
mixture of sights, sounds and utilities,
we've focused on the few multimedia titles
that are available. Let's hope it will encour-
age developers to come up with some
more multimedia software for the growing
hoards of CD-ROM enthusiasts in the near
future.

[Weird Science

Animations

As is becoming the fashion in this quantity-
obsessed field, Weird Science's animation
collection comes on two discs. The pro-
claimed purpose of the compilation is to
show owners how the experts make use of
the best animation tools available - in other
words it's primarily just for enjoyment.

A viewer has been provided, so it's pos-
sible to view all the anims directly from disk
providing the user has enough RAM.
However, some of the files need up to
10Mb of memory, so you're not going to be
able to view everything on the basic Amiga
or CD32.

The first disc is reasonably well organ-
ised into a number of separate drawers,
with space set aside for animation works by
the reputed Tobias Richter and Eric
Schwartz. Unfortunately, many of the
Richter animations date back to the '80s
and are less than impressive when com-

pared with the sort of material that can be
created on packages such as LightWave
these days.

The Schwartz animations are compara-
tively successful, with a good range of his
Aerotoon series to look at. Again, however,
this is old stuff and parts of it have
appeared elsewhere. A lot of the larger ani-
mations were created in Moviesetter, a
powerful but old program that leads to
problems in itself. New machines like
A1200s and 4000s have trouble making
these cartoons work successfully.

Other familiar files are the animations of
VistaPro-created landscapes — the ones
which send the camera swooping down into
canyons and skimming over mountains.
These were spooling directly from CD, and
though they were jerky with a dual-speed
drive, they should run more smoothly when
used with a triple or quad speed. The sec-
ond CD is less well organised than the first,

Lareth lofthouse and Adam Fhillips bring —
you our regular review of the latest —
tide of (D releases. This month there’s —
the usual mived bag plus a special —

focus on Amiga educational (05 —

IGAAND TBM
YMPATIE ;8

This compilation is copyright Weirdibeie
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being a general and alphabetic directory of
animation files. Ploughing through this lot
feels more like a hit and miss affair than is
usual with CD libraries.

Basically, this package is about fun and
there is some enjoyable material to be
found for the patient searcher. However,
the majority of the anims are rather disap-
pointing or outdated, a fact which would put
it fairly low on my CD shopping list.

The bottom line

Product: Weird Science
Animations
Price: £19.95
Supplier: Weird Science
Tel: 0116 234 0682

Ease of use

Implementation
Value for money
Overall

NNo©




i SOFTWARE

Grolier (D

Encyclopaedia

This is another
disc that's been
available for
some time, and is
one of the few
CD32 titles we
couldn't get work-
ing with the
Squirrel emulator. This is a shame, since
those who do have a CD32 can benefit
from one of the best educational resources
available for the Commodore range.

The CD contains the complete text from
the 21-volume Grolier Encyclopaedia com-
bined with over 2000 photographs and
illustrations to bring the information alive. In
addition to the colourful visual content,
many of the program’s entries are accom-
panied by sound samples such as excerpts
from famous speeches and musical com-
positions, or animal sounds such as vari-
ous bird calls.

SIMILARITIES

The interface is similar to that found in
the other educational CDs reviewed,
except it also features a powerful search
facility. Entering text to search for is always
slightly inconvenient using the CD32
thanks to the absence of a keyboard, but
once this is done it will scan through the
package's 10,000 word database remark-
ably quickly and give you a list of connect-
ed articles.

Along with the advantages of its presen-
tation and diminutive size in comparison to
a printed encyclopaedia, the Grolier
Electronic encourages curiosity in its users
because of the cross-referencing tools
included. Articles lead on to related
topics, or you can click on words in the
text and perform a search at the press of a
button,

Yes, it's been around for a while now but
it remains an impressive product regard-
less. Considering the price, anyone with a
CD32 should invest in this package and
hope that serious releases of a similar
quality will appear for their machine in the
near future.

The bottom line

Product: Grolier Electronic
Encyclopaedia
Price: £29.99
Supplier: Epic Software
Tel: 01793 490988

Ease of use

Implementation
Value for money
Overall
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Insight Dinosaurs

b ful pictures and sound combined
with an easy-to-use interface.
I Dinosaurs was actually
| designed for the CD32 or the
CDTV, but we had no problem
| running it from a CD-ROM drive
b using Squirrel emulation soft-
. ware, and this should now make
| it of wider appeal to a new mar-
| ket. The CD’s menus are far
| more visually appealing than on
| the other educational packages
- reviewed here, thanks to the use
| of large buttons with well drawn
| dinosaur packages representing
L various topic areas.

=% Optica have used a variety of
media to make the subject as interesting
as possible. In addition to many profes-
sional illustrations, there are authoritative
voice-over, motion video, photos and com-
puter animations, all of which represent
appealing additions to the standard textual
information on each topic.

The CD is divided into three main sec-
tions. First the Life of a Dinosaur includes
an explanation of hunting patterns, diet
and digestion, and the natural attack and

DINOSAURS

‘l 1. AL
DINOSAURS

Educational tools targeted at CD are few
and far between so far on the Amiga,
and in my mind Optica's Dinosaurs
remains one of the best examples of
what can be achieved on the platform
with a little effort.

While it's a learning experience, the
makers have remembered the first rule
of computer education, by which | mean
it should be fun to use. Consequently,
the emphasis of Dinosaurs is on colour-

Meeting pearls

Another general collection of utili-
ties, games, graphics and the rest,
this CD comes to us from Germany
and is the second in the series.
Created by programmers who gath-
er for these meetings, the relative
low price of this compilation comes
down to the fact that all the pro-
grams were provided free of
charge.

The makers have tried to give
Meeting Pearls a particularly user-
friendly front-end, but unfortunately
it hasn't quite worked. Hypertext
pages, for example, lead on to vari-
ous categories on the CD, but they
are so bogged down with graphics
that getting anywhere can be a very
slow process. There doesn't appear to be any guide summarising the contents of each file,
an omission that leaves it lagging behind the Aminet CDs when it comes to ease of use.

On the plus side, it is an unusually low-cost
The bottom line

MG

CD that includes some interesting material,
with 25Mb of terminal programs, 9Mb of music
programs and 10Mbs from ‘The Party ‘94’
featuring as just a few of the disc's
highlights. Despite this, the inferior organisa-
tion of the CD and the fact that there's too
much untranslated
German to be found left
me rather lukewarm

Product: Meeting Pearls
Price: £9.99
Supplier: Schatztruhe
Tel: 0049 6171 85937

about Meeting

Pearls. This one's Ease of use 7
probably best left for Implementation 6
the CD addicts or Value for money 9
those with serious Overall 7

cash flow problems.




_ Insight Technology

In contrast to Dinosaurs, Technology is not a topic that will have average
child buzzing with excitement and curiosity. All the more reason to make
a professional job of the CD and use the potential of the medium to liven
the subject up.

Unfortunately though, it was made by the same people as the
Dinosaurs CD — this product came out earlier and lacks a lot of the polish
of its successor. Even on booting the CD up, the menus look rather drab
in comparison. It all works in much the same fashion as Dinosaurs but
the user has to scroll through a lot more grey text indexes here. Then,
when you do get to the sparse video sections, it's of a poor quality with
an often all too brief voice-over to be informative.

Click on the tractor picture, for example, and the voice-over tells you
nothing more than that the tractor replaced animals as the most impor-
tant farming aid. This is

The bottom line pisivsndll  The hottom line

turning around in a field
- basically it's pretty

defence mechanisms the creatures
evolved. The second section, on the
other hand, expounds on the main theo-
ries behind the extinction of the
dinosaurs. Finally, the third section is an
index for immediate access to information
on a particular species.

With a dinosaur quiz and chinese puz-
zle thrown in for good measure, this is an
excellent learning tool for children and, for
that matter, one which will keep the par-
ents intrigued for a fair while too.

Product: Insight Dinosaurs uninformative. * Insi
! .g Iy aimipes; therariis Product: t._nsrghr Technology
Price: £39.99 : Price: £39.99
Supplier: Optica mated diagrams of how _- -
.pp 2 rp) the machines work is Supplier: Optica
Tel: 01455 558282 relatively helpful. This, Tel: 01455 558282

however, fails to make

Ease of use 9 up for the overall weak- Ease of use 8
Implementation 9 ness of a package that Implementation 4
Value for money 8 was dull in the first Value for money 6
Overall 9 place and which is Overall 6

beginning to look very
dated now.

lightwaue Enhancer

way first though — there are seven objects on offer
which are of a very high quality and rather familiar to the
owners of the Imagine Enhancer CD. Unfortunately, it's
a small number to have - the large library of furniture on
the Imagine Enhancer CD has not been ported across
to this version.

On the plus side, 25 macros have been included for
use in Modeller which produce a variety of differing
effects, from exploding the faces of an object and turn-
ing any picture into a reflection, to creating a
Wavemaker-like storyboard. Easy to operate and fully
explained via text on screen as you select them, these
are one of the most valuable sections in the whole CD.

Summing up, if you want lots of objects to play with
then go for Almathera's 3D Arena, but for textures,
macros, animmaps and lots of other odds and sods to
make life easier, then Lightwave Enhancer is a very
2 promising CD — just watch out for the rather substantial
When Imagine Enhancer surfaced on the scene a few price tag though.
months ago, it dropped jaws all over the Amiga commu-
nity with a range of objects and backgrounds to inspire _[ I] i
the best 3D artists. With the arrival of Lightwave
Enhancer from Oberland, hopes were high that this CD hE uttum llnE
collection of objects, macros, maps, brushes, backdrops,

W\
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LIGHTWAVE 3D
ENHANCER CD

fonts and more would prove equally as successful.

The first hurdle to overcome once the CD is up on the Product: Lightwave Enhancer
Workbench is the installing of the relevant libraries into Price: £40 approx.
Lightwave. This is a hassle which doesn’t happen with Supplier: 17-bit Software
the likes of 3D Arena from Almathera — there was various Tel: 01924 366982
going back and forth as | tried typing in where the files
should go. Like the Imagine Enhancer it can be over- Ease of use 6
come, but there really shouldn't be any need for fiddling Implementation 8
round installing and copying for this price.

Get past this though and you have access to a multi- Value for money 8
lude of different facilities to enhance the number one ani- Overall 7
mation package. Let's get the disappointments out of the
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[sorTware e

While the title
might make the
average consumer
flinch with embar-
rassment with a
capital E, this CD
from the Scan-
dinavian CD-ROM
Publishers is an interesting collection of
sound modules, midi, samples and rather
risqué pictures. The most hyped contents of
the CD are the 960 modules forming a solid
library of all types of music. Quality varies
from module to module — some hark back to
the day of C64 games music while others
use the latest electronic gear to produce their
synthetic sound.

Zip files have been included for BBS use
to aid uploading and downloading times, and
there's also some special mixes of popular
tunes including groups such as 2Unlimited,
Snap and Blackbox.

Other sound files consist of midi and sam-
ple data, of which there are several hundred
to choose from. As something of a strange
bonus, you can also plough your way
through song lyrics from bands such as
Aerosmith, ACDC, Anthrax and solo artists (|
use that term loosely) such as Paula Abdhul.

It's good to see that the necessary players
have been included, but it would have been
nice if the producers had given the front-end
the same ease of use as the Aminet CD col-
lection, where viewers and sound players are
already up and ready to run and listed in
hypertext-like links for selection.

On a more cautionary note, the CD also
includes promotional material for other prod-
ucts produced by the Netherlands team.
These include soft porn pictures of Japanese
ladies clutching at various parts of their
anatomy and some rather surprising/shock-
ing (depending on your view point) pictures
of Manga-style explicit material. While |
would assume the material is not illegal in
this country, parents should be advised that
the disc does contain such material and dis-
tributors should put some kind of label on the
front of the package to wamn potential buyers.

This aside, Town Of Tunes is a rather use-
ful collection for musicians needing instantly
gratifying tunes, samples and other oddities
to play round with. Recommended.

The bottom line

Product: Town Of Tunes
Price: £19.99
Supplier: 17 bit Software
Tel: 01924 366982

Ease of use
Implementation
Value for money
Overall
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Subscribing is the only way to ensure your invaluable
Amiga guide each and every month. Only Amiga
Computing gives you 100 pages of the latest
news and reviews on what's hot and what’s not. Find
out all about Commodore’s new owners and their
plans for the Amiga. View the latest games
International Golf, High Seas Trader, Tower of Souls
and Virocop. Learn all about how to use the internet
with your Amiga, multimedia applications, Lightwave
updates and much, much more.
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Now Amiga Computing go one step further to
give you pure gold. As a gold subscriber you will
receive your top quality magazine with not one, but
two cover discs every month! Each disc is jammed
full of exiting demos and complete products.

Only the best will do for the Amiga Computing
cover disc, as the previous demos show. In recent
months cover discs have included the following full
products, Personnel Paint 4, Animation Workshop,
Easy Amos, Speris Legacy plus Amiga utilities,
stunning shareware and games galore!

Plus as a Gold subscriber you will receive the
complete CD ROM Weird Science’s Multimedia
Toolkit, as featured on May's cover disc, worth $24
absolutely FREE!

Improve your subscription by going for Gold.

Amiga Computing is the only magazine for
serious users of the
Amiga. So don't get left
behind, subscribe
today!
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' Beat The System

Stuck on Ultimate Soccer
Manager? Getting in a twist
over our Speris Legacy demo?
Take a look within

High Seas Trader

Super Loopz @ Preview - Limbo of the Lost

Gore galore is promised in
Tower of Souls Tri-Logic’s new adventure game

RO LR,

Communist
conundrums in
Core Design’s
latest adventure.
. We take a peek




Monster Manga

Fans of Manga will be pleased to hear of the
latest releases from Manga Video this month.
Godazilla vs. Mothra, released on 1 May, is
based on the 1964 film, Godzilla vs. The Thing.
The movie is the fourth in Toho's big budget
remake series and is directed by Takao
Okawara and Koichi Kawakita. The plot sees a
giant meteorite hurl to Earth setting off volca-
noes and earthquakes which awaken Godzilla

egg of Mothra and surprise — it hatches! More
trouble is in store as the earthquakes have also
caused Mothra's enemy, Battra, to rise.

Manga Video also kick off their new six-part
series, Angel Cop, where the deadly but sexy
Angel, a member of the Special Security force,
is sent to fight a new wave of crime in Tokyo.
This story follows the Red May, a dangerous
terrorist organisation, Part One also includes

Toho's
budget

remake series

now includes
Godzilla vs.
Mothra

from his slumber. The landslides reveal a the first episode of the comic strip, Bone ‘Ed,  parr one Dgnw,m
mysterious sphere which truns out to be the The Chainsaw Messiah. is due out this May

00000

Zee sheep in Zeewolf’'s
clothing

Binary Asylum are busy at work on the sequel to their excellent helicopter
sim, Zeewolf. It promises to keep the same successful gameplay as before,
but with a variety of new missions and improvements. They are still aim-
ing to keep the tactical ele-
ment and the same || s 16,000
freedom of mission order. ! CarHon B
The company are also
expanding their develop-
ment team with the
appointment of Chris
Newcombe, previously a
Senior Software Engineer
at Sega Europe and a
programmer on Gunship
2000 for MicroProse.

Summer’s here and the heat is certainly rising
on the llmia games scene. Tina Ilamtthrins .'
you news of the hottest releases that will he '

The original Zeewolf was a Yo S
great success for Binary Asylum |l

Manic Pinball

It certainly is Pinball Mania at the moment - literally! 21st Century, the people
behind the hit pinball sims Pinball Illusions, Pinball Dreams and Pinball Fantasies,
are working on yet another that promises to better its predecessors. At the
moment the Amiga version isn't definite, but keep your fingers crossed because
this one looks like being the best yet!

There are going to be four tables which will have the themes, Tarantula,
Jailbreak, Kick-Off and Jackpot. They will all include animations such as moving
switches and passage spinners, and there will be a minimum of three flippers on
every table. The controls will also be user-definable.

Play to win

The popular footy management game, Player Manager, has been given a fresh
lick of paint and the new moniker Player Manager 2 to bring you a sequel.

You actually get to play in the matches and can choose from options such as
Personal Challenge - where you must reach a set target - or Knock Out - where
four players test their skills against each other.

There are also all the other usual managerial options where you'll have to
decide everything from tactics, to carrying out individual player team talks and
deciding on stadium improvements.

A Ray Trace option will also make for a highly impressive game. This allows
you to design your tactics accurately, and by applying the Ray Trace you can pin-
point player limitations, decide on the best positions for your players, and
choose the right tactics for individual matches.

From what we've seen so far, it looks like falling into the new genre of man-
agement games we’re seeing at the moment that tend to go for a highly
polished, realistic graphical style rather than the totally stats-based approach.

Player Manager
2 will have
many new
features and
will boast some
very realistic
graphics

Pes
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Get the
power

Ever-busy Impressions are working
on another strategy title called
Power House. It's set in the future
and puts you in the role of a
power giant competing against
three other ruthless rivals, all vying
for the earth’s natural resources.

It's your aim to build a prof-
itable business empire without
destroying the earth’s already
crumbling eco system. You can
choose from nine types of energy
to invest in, from the renewable to
the fossil fuels.

You will also have to do things
like test drilling and mining, or
construct oil rigs. Negotiating terri-
torial rights and extraction rights is
also important. Power House will
be available this June and it
certainly sounds different.

Play the part of a
ruthless power baron

In their
Shadow

Thanks to all those who entered
our Shadow Fighter competition a
couple of months back. We had a
good response and the standard
of entries was high. But as they
say: There can only be one
winner! 5o congratulations to
Sarah Snape from Sheffield who
gets a CD32 courtesy of Gremlin.
The five runners-up are Marek
Walford, Adam Scott, Tom Wilson,
Craig Humphries and Tom Gaskell.
Each receive a copy of the
excellent beat-‘em-up, Shadow
Fighter.

Living in Fear

PC cynics who claim that Doom can’t be done on the Amiga may soon be eating
their words. A huge effort is being made on the part of Amiga developers to find
the ultimate Doom beater, or at least an equal to it! Death Mask tried and failed,
Alien Breed 3D is in the pipeline and already looking pretty stunning, and two
more contenders are raring up to take the challenge.
Fears is just one of theses titles. Written by French team MANYK and published
- ——— by Bomb Software, Fears aims to pro-
_l vide a good combination of action and
some of the more Doom-like strategy
aspects. You will also be able to link two
Amigas together via a null modem cable
for a networked game.

The other is Gloom and is being
developed by a New Zealand team
called Black Magic. The programmer,
Mark Sibbly, has already earned a top
reputation for himself for the hit game
Guardian, among others, and the pro-
gramming language Blitz Basic. Gloom
guarantees gore in abundance and two
different graphical styles which will alter
the mood of the game dramatically.

Both games will be released this
summer,

ArMO 1 -
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Fears - one of
the games lining
up to try and
challenge Doom

Obsessive behaviour

In my days on ST Review magazine | remember there was a certain title that really
grabbed my attention. So much in fact, that | awarded it a huge 98 per cent. And
now, rumour has it that this very same game (plus a few tweaks and improvements)
is heading its way on to the Amiga.

It's a pinball game by a relatively new Swedish team called Unique Developments.
When | saw the game it had four completely stunning tables: Aquatic Adventure,
Balls and Bats, Desert Run and X-ile Zone, but an extra table is promised for the
A1200 version, along with 256 colours and multi-ball.

Look forward to this quality pinballer, Obsession, soon

Tiny Troops

Mindscape are working on a
multi format release across the
CD32, Amiga, PC and PC CD-ROM
called Tiny Troops. It is a fun strat-
egy game featuring two warring
races of bugs across six different
worlds. A June release is planned
and it will have 70 different
missions.

To the Hilt

Kellion, the very new publishers
behind Leading Lap and Ants,
are working on a Laser Squad
sort of title called Hilt, but based
around robots. It'll be ready
in a few weeks and we'll hope-
fully be bringing you a full review
soon.

Explosive
game

Kent based Arcane are working on
yet another Amiga title along the
lines of Bomberman and Dyna
Blaster. It's a Blitz Basic game that
will have a multi-player link mode
for ultimate playability

Hot in the
-
city

Bruce Smith Books are continuing
there range of Gamers Guides with
their latest addition, Secrets of Sim
City 2000. Written by Andrew
Banner, it contains 128 pages of
hints and tips to help players build
the perfect city. It also contains
details on the recently released
Urban Renewal Kit.

Priced at £9.95, you can find the
title in major book stores or order
via Computer Bookshops on
+44 121 706 1250,

- SHe
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Stuck on Sim City 2000 - help
is at hand
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All Terrain Racing

On the balance of things it beats its predecessors
because of a greater long-term incentive. The
rewards of winning the money, then spending it to
soup up my motor filled me with a boyish flush of
satisfaction - and that's the sort of thing to keep a
player going. It's got the looks, the features and the
speed to take the chequered flag. Go forth and

With all the new releases
available your probably
wondering which ones to
spend your hard-earned
cash on. Well, take a look
below......

spend your money.

TFX

With a suitably accelerated machine, this
game has the visual flair and excitement to
attract fans usually put off by the Sim-
designers’ fetish for complexity. Problems
aside, this game beats its closest rival both
in detail and speed. TFX is the best sim on
the Amiga of all time, and that’s a fact
unlikely to change in a long, long time.

SKIDVIARKS 2

This is one hell of a race-"em-up it has to be
said. It's great fun especially when you have
two or more players and it works really well in
bringing out the competitive edge in you. This
is one of the most playable and fun race-'em-
ups around and with the vast amount of new
features added it's certainly worth a look, even
if you have the original.

Manchester United: The Double

The Double is a true football game for true
football fanatics everywhere. Krisalis have
broken out from defence, played it beauti-
fully through the middle, knocked it out to

the wing, gone round two of the opposition
and delicately curled another golden goal,
past the flustered keeper, into the top corner
of the net.

Ultimate
Soccer
Manager

This is one quality title and
thankfully it's different from all
the others - and what's more it's
fun! The whole game comes
across as extremely polished with
a great attention to detail.
Highly recommended to both
fans of the genre and those that
would normally give this a wide
berth,

The scores
on the doors

A guide to how our revolutionary
scoring system works...

We're sure many of you are now familiar with our
new scoring system, but for those reading Amiga
Computing for the first time and those who might
have forgotten exactly how it works, here is our
guide to the System scoring, err system.

In our opinion, review scores have lost their con-
text as a percentage; some products receiving scores
which were only a few percentage short of being the
“perfect” game, when in truth they were only
marginally above average.

OK, so the scores might seem unnaturally low at
first, but that's only because other scoring systems
tend to be on the high side and perhaps not as
comprehensive or honest as they could be.

In the long run you'll receive a more concise and
reader-orientated review that's geared towards the
consumer.

0-20 This is given to the lowest of the low

21-30 An all-round poor game that
may have a single saving grace

31-40 Just below the average, perhaps
let down by a few indiscretions.

41-55 Games of this score are roughly average
with 50 being a perfectly average score.
56-66 This is an above average game
and is worth buying. For this reason
it would be awarded the BRONZE
e award. ¢

67-77 A game of high quality that
you as a reviewer would have no
reservation in recommending.
Anything of this ilk would be
awarded the SILVER award.

78-89 A brilliant title. Definitely
worth buying and almost the defini-
tive of its kind. This type of game
would receive the GOLD award.

90-100 The best in its genre. This benchmark title
receives the PLATINUM title.




ither you love puzzlers or
you don't. I'm afraid | was
in the latter category until |
played X-It a couple of months ago.
It was too late to salvage my Rubik’s
Cube by then though, so | waited
with baited breath for another puz-
zler to come along that would take
my fancy. And it has - sort of! It's
Audiogenic's latest offering which
takes the form of building loops. It's
one of those games | shouldn't like
for all the reasons I'll go into in a
minute, but for some weird reason
it's rather playable.
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The tunes are the usual lively in-game music you'd expect to find.
When you're playing the puzzles you'll get a range of sound
effects when you make a loop, from a crowd cheering to a
strange monkey sound. However, the accompanying tunes are
rather grating and be warned - supply ear plugs to anyone
within a mile radius of your computer. My advice: turn the vol-
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The backdrops are hardly inspiring
and could have had far more to them

Being rather loopy herself, Tina Hackett takes
alook at Audiogenic’s latest puzzier that will
drive even those with saintly patience
completely round the twist

ume down and hum.

Visually, the game is certainly nothing to get
excited about. But it is a puzzler after all - |
mean look at Tetris, nobody would describe
that as graphically stunning, I'm sure.

The screens in Super Loopz contain a grid,
falling blocks that make the loops, and a vari-
ety of backgrounds. Unfortunately, the back-
grounds aren't all that stunning, and
something a bit more imaginative would
have made a hell of a difference.

They vary (?) from bonus backgrounds cov-
ered in fruit to a tree housing animated mon-
keys that pop out whenever you complete a

loop. Hmm, inspired.

a6%|

Okay, it's certainly not the best puzzler in the world
and granted, there are many features missing that
would have made this a good title. But for some
strange reason | found myself sneaking back to the
computer for just one more go. | don’t know why,
because it certainly didn’t have a big incentive to strive
for, the graphics are pretty bland, and the sound is
nothing special.

| think it could have had a lot more to it, especially
with an objective or fancy graphics, but the puzzle ele-
ment does seem to work quite well and is quite addic-
tive as far as it goes.

As the blocks fall on to the grid
you create the loops, see?

SYSTENe

W o nMOE o

PLAYABILITY

Basically, the idea behind Super Loopz
is to join the different blocks that fall
onto the grid to create continuous
loops. There is a time limit to put
down each piece, and if you can't
place it you lose a life.

The game can be played by using a
one or two-button joystick, a CD32
controller or a mouse. The joystick
seems to be the easiest, and when the
piece drops onto the playfield you can
rotate the shape by pressing fire and
right, then when it is in the position
you want, press fire and left.
However, once it is in position it is
permanent. The bigger the loop you
can make, the more points you'll get.

Super Loopz has a variety of differ-
ent sections to play. The arcade game
can be played by one or two players,
and you must make ten loops to
progress on to the next level. Three
bonus games can be accessed by com-
pleting different missions.

You can also play a challenge game
which means you can pit your wits
against an opponent. You each get a
separate grid and the winner is the
one who scores the most points.

There is a puzzle option too which
involves being shown a complete loop
with some of the pieces then drop-
ping off one by one. You have to
watch carefully because you have to
remember where they go and replace
them.

©On one of the bonuses the blocks
don’t actually disappear which
makes life very tricky

It does worry me
though that the game is
A1200 and CD32 only
“Why?" is my only
thought on that matter.
Rumour has it an A500 ver- »
sion will be released which is the
original Loopz, only the graphics aren’t as good - Ill
refrain from comment on that, | think!

If you like puzzlers then this could be worth check-
ing out. Trust me, it is quite fun, for a while anyway,
and it is only £15.

K

July 1885



Moves selector

Just to make our lives easier, I've devised this handy table.
simply find the special move you wish to perform, read the
corresponding letter next to it and then look up the
joystick move on the table. Easy!

Manoeuvre

Forward, down/forward, down + fire

Name: Slamdunk

Nation: Denmark

Special moves: Jumping B-ball - C
Spinning fire kick - H; Speed attack
- G; Spinning fire B-ball - D; Head
spring kick - B

Backward, down/forward, down + fire

Down, down/forward, forward + fire

Down, down/back, back + fire

Down/forward, down, down/back, back + fire

Rapid fire

Back, forward + fire
Down, up + fire

_::m-nmchw:bE

Jump, down/back + fire

Nation: Belgium

Special moves: Spinning roundhouse
- D; Flying kick — G; Double drop
kick - J

L

+
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Last resort?

If you're having major problems with Gremlin's superb beat-"em-

Nation: Pakistan

Special moves: Genie hurricane-D;  §
Mystery fire - C; Teleport - E; Magic  §
carpet - A

Special moves: Power smash fist - D;
Body drop - C; Rock roll - G;
Spinning fire hand ~ E

up, you can do the dirty deed and use these type-in cheats

Cheat What exactly does it do?
TEREKAKKU Gives you unlimited credits
PARAPONZIPOPO Allows you to fight as Puppaz

MBARIVIDISOCCAFFARIMBARI  Allows you to fight as Shadow Fighter

EBBRAVOSECCU Type in at start of each round and

opponents will lose all their energy

Spirit power - D; Electric body - F;

Name: Yarado

Nation: Mexico
Special moves: Electric speed - E;

Electric splash - J; Spinning arms - G

Nation: japan

Special moves: Electric sword - F;
Spinning blade - C; Thunder power
- J; Steel sword - A; Teleport - A

L
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Name: Electra

Nation: Denmark
Special moves: Electric body - F;
Power launch - C; Earth power

energy - E; Electric boomerang - D;
Double kick - H; Spinning jump - G

Special moves: Gun fire - D; Power
fist - C; Earthquake fist - A

Name: Cody

Nation: USA

Special moves: Kuto kick - A; Fast
punch - F; Flying power kick - G;
Kuto fireball - D

Name: Salvador

{SYSTEMe

Nation: Spain

Special moves: Spinning powerball -
C; Turning flip kick - H; Flash
panther -G

Nation: italy

Special moves: Burning uppercut - A;
Spinning fire - E; Flame kick - B;
Massive uppercut - H

Name Lee Chen

Nation: China

Fist of Falling sun - C; Fire fist - D;
Fury kick—F; Falling nundlaku A

Speﬁél'm‘uvéimre hand spring - H;

mﬂon:um

Special moves: Fire hands - A;
Cutting claws - C; Rolling claw clash
-G; Tiger pounce attack - D; Falling
angel - |

Name: Top-Knot
Nation: Thailand

Special moves: Fast fire somersault -
D; Spinning kick — A; Power combi-
nation - E; Speed elbow smash - G;
Hangmans uppercut - H

Name: Toshio

Nluon.lapan

dragon - E; Dragon uppercut - H;
Dragon kick - G Circle ofﬂre A

Special mwes:ﬁreball —D;Speed

Name: Khrome

Name: Shadow

Nation: Unknown

Special Moves: Unknown

1]
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[ Approsch birlender |

——  Publisher: Daze
L Developer: Impressions

| Disks: TBC
L—— Price: £34.99

——  Geare: Strateqy
L Hard disk install: Yes
——  Control system: Mouse

—  Supports: M200
—— Recommended: 68020

Take the opportunity at the port to bank some money. Then if
you are attacked at sea you won’t Jose all your gold

At the tavern you can gossip with the bar-tender to glean
valuable info or entertain your crew to boost morale

ince the days of Elite, strategy trading
games have been a very popular genre. Now

Impressions, the masters of strategy, have

turned their talents to the high seas and com

bined the usual dose of trading with a rum punch
cocktail of sea shenanigans, pirating and combat.

o b

Calling all Sea Gaptains that want to buckle their swashes. .

If high seas adventures are your bag then get ready to

From your plush cabin you can view the log books,
check rations and chart your progress

Your journal will provide valuable information
- keep an eye on national relations

PLAYABILITY

Gameplay is divided into many distinctive parts.
For one, you have to navigate your ship. This is
done by choosing the port you wish to go to
and plotting a course to it. A problem arises
though, because when you place the cursor on
the map you can scroll it around. This is sup-
posed to be a plus point but if you move your
mouse too far, the map jerks unexpectedly off
the area you want, and even moving your cur-
sor to the instruction panel on the same screen
can result in losing your place on the map.
While on the high seas you'll have to deal
with pirates and attacks from enemy ships. You
do battle by firing cannons and you have a
wide range of artillery at your disposal, from
the small Swivel Gun or the Demi-Culverin to
the Cannon. This works well and brings variety

shiver your timbers. Tuna Haddock reviews

to the game. And the main part, as you've
probably gleaned from the name, is trading. As
you sail between ports you will have to buy cer-
tain goods and then decide where to sell your
cargo for maximum profit. This, as you'd
expect, is the game's strong point and is quite
in-depth.

A good captain will also take care of his
crew, making sure conditions are good and
ensuring there will be enough supplies for the
voyage. Wages will also have to be set accord-
ing to morale and funds available. If you
neglect these, you will find you'll have a sickly
and mutinous crew on your hands. When
morale gets low you can boost the rum rations
or entertain them in the local tavern when you
reach land.

Just recently, Black Legend brought out their sea ventur-
ing game called Voyages of Discovery. Although a very
similar concept, they both have very different gameplay.
Voyages uses a turn-based system and places emphasis on
discovering continents and building an Empire as well as
trading.

There is more to Voyages of Discovery, but High Seas
Trader looks far more attractive and is probably easier to
get into.

18

After months at
sea, land comes
into view and you
can stock up on
supplies or
prepare to trade
your wares
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There is no storyline to the game as such, more a
brief background. You are cast in the role of a mer-
chant sea captain during the 17th and 18th century,
eager to prove your worth and win back your
family's honour.

Your Father was a Viscount serving the Earl but
when the Earl died his son tock over and to cut a
short story even shorter, he was a bit of a bad sort.
Your Father, being an honourable chap, would
not stand for it but the new Earl, being far more
powerful, strips him of his wealth and title.

The game implements different tunes for certain areas
of the game. For example, above deck you have a dif-
ferent tune playing to when you go to your cabin, All
the music fits in with the time and atmosphere of the
game, but as stand-alone tunes they're not exactly bril-
liant. If you particularly want to have in-game music it
is adequate enough but more than likely you'll turn

this off to have just the sound effects option.

But again, I'm afraid, they're not very good either.
There is the occasional creak of the boat or the splosh
of the anchor as you plot your course on the map, and

And now you seek to regain your family's honour

! there is also a rather dubious seagull cry throughout. |
by working your way up the ranks on the high seas.

feel as though a great deal more could have been

You start as a mere peddler and you strive for the
ultimate title of Viscount. You must increase your
rating in daring, honour, loyalty and nobility.

done to increase the atmosphere.
40%

Seas Trader

High Seas Trader has been very nicely presented, however | do feel
that some of the visuals have not been exploited to the full. For
example, when the crew mutiny, you only get a still screen (albeit a
very nicely drawn one) of you having to walk the plank, The same
goes for the market. Although you do get a well set-out table
which contains all the information you need, | would like to have
seen some visual representation of the goods you can trade, or just
something with a bit more appeal.

The game boasts to have a ‘stunning’ 3D perspective. This is
apparent when you are sailing the ship and you can see the ocean
ahead and supposedly the helm of the ship. Again, | feel this could
have been done better by maybe showing the front of the boat or
having the wheel more prominent to give more of a realistic feel.

The actual effects do work well though, from the lapping of the
waves to the storms with the darkened skies and bolts of lightning.
Overall, the graphical style is good, althoughlimited, and the ports
look nice. The inside locations such as the tavern or the cabin fit in
with the period and also look very good. Although everything is
very nicely drawn, | do feel that some animations would have not

have gone amiss.
65%

: e o 3 ST
On the whole, High Seas Trader is a competent trad-
ing simulator, with more vatiety than you usually get
in a game of this sort. However, it's not without its
drawbacks. The 3D view gives ame a certain
graphical appeal, but | can't help feeling (
“have been implemented more effectively. Alsc
navigation of the ship is far too fiddly and as thisisa
major aspect of the game it does become very
irritating. T B !
‘There are elements that do work very well though,
such as keeping your crew in order and morale high.
Combat with enemy ships also adds variety. The trad-
ing aspect works well too, especially with various

There are many ports around the world you can

QU ,
\were quite a few negative aspe ich
casual players off returning

As the game progresses you must try
and achieve a higher level rating

Wages can be altered depending
on morale and available funds

Keep a check on rations - this affects the
morale and health of your crew

or another g

travel to - but don‘t forget to buy a map!




What have the fol-

lowing got in com- §

mon? A demon, a

fortress, a quest to repel all evil from a once
peaceful land, a young slip of a lad with a hid-

den heritage and a ridiculously large rucksack.
That's right, the main ingredients to most RPGs across
the world. While the hope to actually play something
where some kind of imagination has been used in the
plot line would be appreciated, The Tower of Souls is
ultimately no different.

Presented in a 3D isometric scrolling view akin to
Ultima 8 on the PC, this rehash of old ideas tells the
story of an evil demon called (insert silly name) who
has taken over the land (insert silly name). The ancient
prophet (insert silly name) foretells the day when a
young lad will make an assault against the evil one
and return the country to a peaceful existence.

Funnily enough, this does indeed happen and you,
the humble player, take the enviable role of playing
the result of this prophecy in the shape of (insert silly
name), the hero of the piece.

The quilled intro is a nice idea but goes on for far too long

+

Move the hero
round the fortress
using the virtual
Joystick i.e. the
character moves in
the direction of
your pointer

@_

The alchemy kit is an
excellent idea and
works rather well

Tower:

In a word - simple. For the few hours | played,
the main objective is to wander round the
fortress turning off fountains which appar-
ently flood the bottom levels if left on, and
picking up massive amounts of herbs, spices
and money. The puzzles I've experienced so
far are of the ‘flick the switch to open the
door’ variety. This area is enlarged upon,
unfortunately, by the inclusion of a lock pick
section and the disconnect the three bolt lock
segment.

The former involves moving four different
types of picklock tools over the keyhole
(shown in close-up in the main panel) and
moving the mouse frantically around until
one of them hopefully slips into place, open-
ing the door. The latter is shown in the main
panel depicting three bars forming a lock. On
the right are a number of switches that can
be moved.

Click on these in a random fashion and
eventually the three bars will slide all the way
open, unlocking the door or turning off a
particular fountain. These two ideas must
have sounded great on paper but in practice
are just a touch on the gimmicky and unnec-
essary side.

Fighting the various foe guarding the
fortress is none too exciting either, whether
you be using a sword or a potent spell from
your substantial inventory of magic. Their

The inventory is a well laid out affair with your
substantial backpack offering all manner of places
to put your valued finds

The control panel - from left to right, the compass, the inventory, what you're
holding and how healthy you are, and finally the all-important spell book

habit of rising from the ground again and
again from the same place even after being
killed several times adds a certain monotony
to the already repetitive proceedings.

There's also an auto map facility available
to aid you in your wanderings round the
fortress, which you'll only need once in a
while.

One of the game's most original features is
the alchemy kit where you can mix all nature
of magic. Presented as some kind of primeval
James Bond-like gadget, the unit is contained
inside a metal case where basic ingredients
are mixed and heated to create a spell in one
of the four categories available - attack,
defence, morphing and equipment spells.

Click on the make option and the magic
making kit starts to cook your ingredients,
then the end result plops into a test tube
which is corked and ready to use. The idea is
novel and works rather well.

There are a substantial amount of spells to
play with, ranging from various lethal projec-
tiles such as acid, fireballs and lightning to the
more oddball magi such as creating an illusion
to fool your enemies, morphing into a rat to
outwit the enemy or maybe slipping into previ-
ously unreachable places. It has to be said that

out of the whole game, the magic
side is by far the strongest. snn/u
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There's real professional qual-
ity to the graphics on first
viewing - the fancy but over- -
long intro depicts a quilled pen writing out the game
story on a parchment, with illustrations of the key
events fading up into view at the top. The inventory
screen looks equally as impressive, with a rather meaty
looking rucksack and the most bizarre and inventive
looking magic tool kit I've ever seen.

While lacking the excellent standard of graphics

seen in Heimdall 2 or, to a lesser
.| extent, Dragon Stone, the main
. in-game visuals are well-defined
on the whole and the scrolling, while a touch slow,
works at a decent enough rate as to not prove distract-
ing. The scenery, as far as I've seen it, is relatively dull -
lots of fortress walls in various tones and colours
become rather repetitive after a while.

Another annoying aspect is the sometimes indistin-
guishable objects that can be picked up - there’s no

text saying what something is and you've no idea what
they are.

As with the plot, the main problem with the graph-
ics is that I've seen this genre style again and again in
other games - it would be refreshing to see visuals that
smack of something more pictorially inventive like
some of the scenes in Heimdall 2. The dank dungeon
walls, the spikes in the floor, the hooded figures throw-

ing fireballs - all look the part but what a
68%

dull part to play.

ouls

FLASHBACK

If you want to indulge yourself in a rich story
with involving gameplay then look no further
than Core Design's Heimdall 2. Featuring car-
toon-like graphics packed with character, a vari-
ety of differing puzzle types and numerous
places to visit such as huts, astral planes and cas-
tles on different islands, this a rather successful
attempt at the RPG genre.

Determine whether your character will be
more of a mage or a warrior using the slider
at the bottom of the ‘rack’ of statistics

LI 57%

Publisher: Black Legend

Developer: Parys Teehnografi

Disks: 2

Price: £29.98
Genre; RPE

Hard disk install: Yes
Gontrol: Mouse

Support: Amiga 1200 with 2Mb of RAM
Recommended: 6B020 upwards

levels from flooding later on in the game

1 can't help but feel it's a cop out to say that this kind
of game will suit the tastes of the professional role-
players among you. Perhaps there are people out
there who will glean some excitement from this pack-

age and be held in its grip for hours, but for the rest-

of us with some semblance of a life, this is an average,
uninspiring game with the only temporary relief
being the magic making.

To have succeeded, Tower of Souls needed more

These fountains need to be turned off to stop the lower

Hackneyed RPGs are becoming as commonplace as long-in-
the-tooth platformers. Adam Phillips reviews a game that’s
determined not to change the trend

El

The main bulk of the music is
string-based, supposedly epic, but
unfortunately the synth sound
used is a just a touch on the naff
side. Imagine the music used to
accompany a Conan film, with
everybody's hero, Arnie, riding off
to face his quest - big, butch,
brave and tacky.

The in-game sounds are spot
effect-based, with musical accom-
paniment, but the tune is a little
basic although effective.

Again, though, there is a
problem - while we hear the
rasping of flames, the footfalls of
our hero, the sliding of locks as
they open, and more, the makers
have unfortunately pitched the
footsteps at a much lower volume
level than all the other sound
effects.

So putting the volume up to
clearly hear the hero's footfalls as
they clank down on the stone floor
results in a sudden explosion of
loud sound when anything else

happens. Annoying.
99%

thinking man's puzzles and perhaps some kind of
interaction. Indeed, perhaps all this is included later
on but after spending a few hours on it, | gave up
out of boredom and frustration.

There's obviously some clever programming talent
here but the game designer needs to rethink what
makes an RPG interesting, gripping, atmospheric
and, above all, imaginative: After all, that's what
fantasy is all about — escapism. Until this happens,
any further releases or sequels along a similar fine
will end up on the Most-Not-Wanted list. And you
need two meg to play Tower of Souls.

m
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Animations will enhance the game, like
this imaginative drowning scene

Hallucinogenic worms in tequila. Hmm,

a very weird pastime

The inventory screens are tucked Rescue the sacred book from
You’ll meet some very strange characters during the course of the game neatly away at the bottom the malevolent horsemen

L b

Q gives orders to abandon ship. He then sets off himself to see what's happened to his
=
oxae syl

crew, and stumbles across one of the shipmates lying in the undergrowth, barely alive
but able to recount the previous days events. He tells of how they came across an
ancient temple, and finding a beautiful book written in a strange language they
agree to take it back to the ship.

But as they lift the book, from a dark opening in the temple four figures emerge
mounted on horseback, and they attack with a force that seems to melt the flesh off
their bones. They tussle for the book one of them is holding and the crew flee in
[} terror, managing to only grasp on to one page from the book.

After telling the tale he dies and Briggs continues his search. He comes across the
temple and cautiously goes inside. Hidden from their view, he hears the horsemen
tell his shipmate, Johnson, that the book is God's book of creation and having been
moved from the sacred altar by a mortal, they are now able to use it to reverse the
creation of earth.

They then kill Johnson and ride away. Briggs ventures further and sees a ghostly
apparition of Johnson who tells him the horsemen do not know the page is missing
and without it they cannot perform their evil deed. He begs Briggs to find the book
and free their souls from Limbo, where they are condemned to spend eternity as
slaves. Biggs steps into the portal and the game begins.

he recent ECTS was a platform for quite a few new Amiga releases. One such You play the unseen guardian to Captain Briggs, directing all the action via a point
title could be found on the Rasputin stand and at first glance it looked to be
your rather average arcade adventure fare.
Called Limbo of the Lost, it's a first project for Kent-based developers, :
Tri-Logik Studios. When | first saw the game, | must admit | wasn't particu- e 3 ket - el
larly gobsmacked. But having now seen the previewable version demon-
strated fully, | am rather optimistic for the future of this up-and-coming team.

It's an adventure game that has a passing resemblance to Another World in its
graphical style and approach. And what does look particularly appealing about the
title is its historical storyline. Based on the factual events of the Mary Celeste, it uses
this historical background and the mystery surrounding it to create a highly
atmospheric game.

As no-one knows what happened to the crew of the ship, they've created one
particular fantasy-based ending that makes an excellent storyline for the game.

An unusual and original touch will be the addition of a video which will accom-
pany the game and provide the following plot: The Mary Celeste is en-route to Italy
when a strange mist engulfs the ship, sending the navigation into turmoil.
Eventually, the ship runs aground on an island that doesn’t appear on any sea chart.

Briggs, the Captain, sends a party ashore, but when they don’t return he sends
another group to look for them. Again, they don’t return. A storm brews up and he

il
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Watch out for
hidden traps
that will lure
you to your
doom
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‘'n' click mouse system. The inventory and all the information you will need will be
kept at the bottom of the screen so as not to interfere with the main play area, and
the mouse icon can be changed according to the action you want to carry out.

There are many weird and wonderful characters you'll come across in Limbo of the
Lost. Some may be good, others bad, and you'll have to find out about those that will
help you on your quest and those that will just hinder — or even kill you. The main
character, Briggs, will also talk to you, explaining an object you may want to know
about. He may not agree with you though, and could nag you if you take too long
over a decision.

A range of animations will be added to the game. There are quite a few nasty
ways to die and these are accompanied with some rather grisly scenes such as a
drowning! Characters will also be animated and fully-interactive environments will
ensure some thorough gameplay.

Sound effects are rather promising at this stage too. Speech will be used through-
out and all the characters will have different voices such as deep sinister speech for
the four horsemen or a slow, demented drawl for one of the monsters. So far, all of
these have been well implemented and a good range of realistic sound effects will
provide atmosphere.

The final version won't be ready until October but we'll be bringing you updates
on what looks like being an original and atmospheric adventure.

A rather
worried
Captain Briggs.
You play his
unseen aide

The game is littered with rather gory tongue-in-cheek
touches that will add humour

Steven Bovis, responsible for the graphics, has created some very imaginative
characters for the game, including Cranny the Cook and Grunger the Gate Keeper

Julv 1885 n
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The introduction anim tells the story of the Russian
cultural revolution since the Cold War ended. In other
words, the appearance of scantily clad women, cadillac

cars and beef burgers

00000

The control panel - click and hold on
the right-hand mouse button to bring
up the iconified list of actions and
inventory

In the aftermath of collapsed
communism, Russia has become virgin territory for

Western goads. Core Design go ane step further and base
a game round the new democracy. Adam Phillips previews

et's get one thing clear from this point
onwards - stereotypes in computer games are
a fad that are never going to go out of fash-
ion. Japanese with their cameras, the Irish
with their potatoes, and now the Russians
with their technologically-backward attitudes and a
naiveté of Western culture.

The backdrop for the rather handsome looking Big

Red Adventure is Moscow
after the initial wave of cap-
italism has swept over it.
The Kremlin palace has been
turned into a museum hous-
ing Russia's greatest trea-
sures. Among the pickings is
the coveted crown of Tsar
Ivan the Horrible covered in
a variety of jewels, pearls
and other assorted goodies
that are worth a fortune.
For some reason, to
begin with, you take on the
role of a foreign tourist
turned criminal who wants
to steal the crown. Doug
Nuts, techno-nerd extraordi-
naire who has a penchant
for criminality, is the first character to be put in your
control in the room of a hotel suite. The game itself is
split into four different sections - for three of these
you play three differing characters including our Doug.
Further on in the game you take on the role of Dino
Fagoli, an ex-boxer of Italian origin (let's get those
stereotypes really cooking) who's described as an hon-
est and decent kind of guy who unfortunately

The hotel room
where you
begin. Move the
red pointer over
an object you
want to use,
open or examine

Visit Moscow Station (right next to the
KGB television Studios where daytime
quizzes are now shot) and catch the
Orient Express

The Big Red Adventure is made up of 100 different

locations to explore your way through. From the sunny
shades of Gorky Park to the icy wastelands of Zerograd

(surprise, surprise) is as thick as black strap molasses
(thick, black treacle to you, sunshine).

The third and final personality is Donna Fatale
whose past is somewhat sordid - apparently. Forever
trying to cover up the indiscretions of a mis-spent
youth, she often finds herself on the receiving end of

Newsagents have
hit the streets of
Moscow big time!
For all sad people
reading, that
copy of PlayBoris
dangling
enticingly from
its hook can be
bought - that's
democracy for
you




Gorky Park - a location wrapped in mystery
and cloak ‘n* dagger normally, but now
home to kid with a Leninintendo handheld
console. Oh, culture!

Tigt e

the form of using the objects in the right place and

At some point in the game, you're going to need that
Lenintendo handheld the kids got. Why not swap that
super-doopah PC in your inventory with him?

ruthless blackmail threats. The fourth and last sec-
tion of the game is where all the loose ends are
brought together to an exciting denouement. | can
hardly wait.

It transpires during the animated introduction to
the game that certain factions of old Russia are
none too happy in the way Western culture has
affected the once great motherland. Lenin-loving
crusties want to get things back the way they were
before the invasion of Big Macs, computer games
and rock music, and they intend to go to any
measure to achieve this.

LOOK-ALIKE

Heading this cast of evil-looking Stazi
stormtroopers is a Lenin-like figure who looks like a
university lecturer after an AA meeting. Obviously,
at some point, you're going to have to put a stop to
their dastardly plans through the use of cunning,
good looks and luck.

Using the conventional point ‘'n’ click method of
moving the character around, objects can be picked
up and used, characters talked to, and doors
opened. Like most games of this ilk, puzzles come in

McRomanov - the Russian Macdonalds.
Choose from a wide selection of fast
food snacks but watch out for the
roller-skating waitress

talking to Moscow's denizens in a quest for more

information.

One of the first problems the player stumbles
across is how to get on the daily quiz show held at

KGB Studios. First of all, watch the programme on the

television which will tell you to buy the Moscow TV

Times to get hold of a ticket. The paper can be
bought from the newsagents outside the hotel.

Inside is a ticket with three questions on that'll
each need answering before you can send it off to be
entered into the draw of lucky audience winners.
How you get the answers leads to separate puzzles
and quests, one of which involves getting a queuing
Russian to buy caviar for you in return for a roll of
toilet paper.

CONUNDRUMS

From what I've played, the various conundrums
thrown up by the game are intelligent and challeng-
ing, but not so overtly difficult as to stop you dead in
your tracks for several weeks. But who knows how
hard they get on the later sections? Find out in the
full System review in the next couple of months.

Along your travels you're whipped along the
streets of Moscow, across the icy steppes of Zerograd,
taken on a ride on the Orient Express and enter the
deep red heart of communism.

One of the game’s most enticing aspects is the
rather sumptuous graphics that have a real profes-
sional sheen to them. The backgrounds have been
painted and put on the screen in 256 colours, with
the colourful, if clichéd, characters presented in bold,
vivid colours. There's no doubt that a considerable
amount of time has been taken on aspects of the
visual presentation, and the graphics match those
seen in most Sierra titles such as the later King's
Quest games.

With over 100 locations to trawl through, varying
from Moscow station and KGB TV studios to
McRomanovs (Macdonalds anyone?) and Gorky Park,
the player can interact with 50 characters along their
travels. Most of these characters are clichéd but well
drawn and fill their parts effectively.

Take the Japanese photographer who doesn’t
know how to use his top-of-the-range camera - give

Aren’'t you scired Tt
womtbod, might sted ity

The much-heralded crown of Ivan the Terrible which is
kept in the Kremlin and has now been turned into a
tourist attraction. All speech is shown in cartoon-style
speech bubbles and close-ups of the characters

Doug, the techno-nerd, is the
first character you play. An
electronics wizard, Doug's main
goal seems to be solely criminal.
Bless him, maybe computers are
subversive after all

him your instamatic and he
wastes three shots by leav-
ing the lens cap on, getting
his thumb in front of the
lens and finally shaking the
camera so much that you're
left with motion blur. Also
featured throughout the game
to add to the 'ambience’ is a
series of tunes tailored for
nearly each location which
add to the atmospheric
proceedings.
This has all the hallmarks
of a rather special game,
but a word of caution.
The PC version,
released a few
months ago,
suffered from
an awkward
control system where it was difficult to move your
character to an exact position, and the map didn't
make much sense - lapping back on itself when you
were going in a completely different direction, and
the main character sometimes simply ignoring where
you wanted to go.

If Core Design has cleared up these hiccups, Amiga
users everywhere could be in for a refreshing treat in
an original gaming environment (apart from those
comic book characters). We'll be able to look over our
shoulders at Sierra and LucasArts and realise that the
Amiga community doesn’t need them anymore
anyway. Hopefully.
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FO actually stands for Unidentified Flying

Object, as most people already know. They
tend to associate them with triangular
space things that whizz through the sky at
millions of miles per hour. The theory is
Aliens. That's the explanation!

Many years have gone by while scientists have
studied all the evidence, yet there’s still no concrete
proof that these little green men do or don’t exist.

If they do, they obhviously don’t seem to be
planning to attack us or wipe us out in the future.
They just seem content researching us. Some people
claimed to have been examined or monitored by a
weird method! Is it true? Who knows? What would
happen if they did find a reason to attack us. What

stonvune [

Andy Maddock becomes

INTRODUCTION
would we do? The thought is terrifying. Well,
sort of.

Recently, over the South Manchester area, there
have been many sightings of these unknown objects
whizzing over the Pennines. Are there other life
forms living in new galaxies using technology far
more advanced than anything we've ever dreamt
of?

Aliens, supposedly, have access to small, shiny
vehicles that can travel in depths of any galaxy they
please and never get pulled up for speeding. And
what do we have... the Amiga 5007

From the Xcom base you can build various
facilities to aid you in your quest

The idea is to take control of
XCom which is a secret organisa-
tion planning to wipe out invad-
ing UFOs - who, incidentally,
have decided to attack. The only
way of defeating them is to
shoot the UFOs down to the
ground and search the wreckage
for technology to use against
them. This is where the strategy
aspect comes in.

Deciding on what weapons to
research and the type of armoury
for your soldiers is, unfortu-
nately, your first worry. You then
have to land on their territory
and defeat them. Only by con-
stant research will your army
grow large enough and strong
enough to enable you to even
think of attacking the aliens.

Once you defeat them you will
learn more about them and their
way of thinking. After a while
you may be able to predict their
moves and form different
strategies.

A number of important deci-
sions have to be made to prevent
the UFOs attacking your base.
Once you have made ground and
established yourself as a leading
base, you can extend your com-
munity and set up plant else-
where within the world. To do
this you must send out your jets
to patrol the vicinity to check for
unwanted guests - disposing of
them immediately.

Sending out various
Interceptor jets to shoot them
down is a good thing to do to
make an area clear. You can then
think about sending out a pas-
senger ship carrying all your sol-
diers and ammo. This is very
dangerous as you have no real
knowledge of the UFO's crew or
cargo. It's your job to organise
your troops safely and control
them through the exploration
stages, and this is where the
action begins.

intrepid adventurer as
he goes in search of
those infamous little

answers to a million
UFD questions

GRAPHICS

The graphics are probably the best part of the game.
They are chunky yet very detailed. However, the only
let-down are the actual combat sequences on the
ground, which are very bland and could easily have
been improved. The world map is very well drawn and
the actual stills of faces, equipment and transporters
are very good. Overall, the graphics are clear and
adequate.

Obviously, the main factor for a strategy game is to
be detailed and playable rather than very presentable.
The graphics and sound are much of a bonus if you're
going to be constantly engrossed in your tactics and
strategies - the presentation will not play too big a
part in your initial reaction.

The animation of the game is slightly different, and
becomes very jerky during the ground battle scenes.
The limited amount of frames of animation look unfin-
ished and very unprofessional, which make the battle
scenes, in particular, very sluggish and even clumsy.
The control system then becomes awkward and results
in a game which hosts a whole load of detail being

Plan your battle strategy carefully and
collect UFO technology to research

SOUND |

Atmospheric tunes are usually the norm for strategy games, and
UFO is no exception. It has its fair share of eerie tunes blending
in well, suiting the action and graphics, but the effects are fairly
limited to the odd bleep, resembling gun fire. There isn't much
to write home about in particular because the style of the game
is progressive rather than action all the way.

The action scenes could have been spiced up with some
speech or sampled aircraft noises, which would have added to
the realism. However, as it stands, the music and sound effects
are really both adequate because you don't really take much
notice of them. Actually, you may as well make your own

sounds. Eeeeaaaawww! Chaaa! Chaaa... erm, maybe
not. ssn/n

although very poor finishing touches.
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disappointingly let down by slightly minor,
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Protecting your base is the easy part. Intercepting the Take a look at all the technology you have Select your battle plan for intercepting the UFO, Plan

UFOs and shooting them down requires skill collected in recent missions

Enem

KN 67%

The menus are well implemented and easy to use, although the lack of on-screen
information takes a toll at important parts of the game - constantly looking at
the manual to get started becomes very boring, very quickly.

Now for the 500 version itself. I'm afraid it's not as fast as I'd hoped. They've
tried to keep the disk swapping down to a bear minimum and they've succeeded,
but it's the accessing of the disks that now becomes the big wait. More or less
every icon clicked on needs a few seconds of access, and if you click on the wrong
icon you'll have to wait to get back into
the game. Through this, | lost interest
very quickly.

| must admit, the amount of
detail is fantastic and it's certainly
one of the most in-depth games I've
played yet. It contains all sorts of
information on guns, ships, ammuni-
tion and troops, and is a real statistic
buff's heaven. Unfortunately, this
isn‘t me.

If you enjoy strategy/battle games with
a hint of adventure then you might as well invest in a hard disk. Most games of
this genre appear in the box accompanied by about five to ten disks, and the last
thing you want to do is swap them around every few minutes. It's certainly a
worthy purchase for existing 500 owners who want to inject a little coomph and
snazz into their grey-haired machine, but be careful non-hard disk owners!

a cautious attack before leaping in with missiles

ADDITIONAL INFO

UFO is now available to all 500
owners. After being released on
the 1200 and CD32, the 500
version follows suit. Compared
to the superior versions, it's basi-
cally another run-of-the-mill 500
version - vastly slower, and gen-
erally a 500 feel to it. If you've
never played the other versions
then you haven’t really got
anything to compare it to.
Collated to other similar strat-
egy games with a twist of adven-
ture, it doesn't really touch
them. The two that stand out
from the rest are Space Crusade
and more recently, K240, which
are both incredibly in-depth and
contain livelier action sequences.

Publisher: MicroPrase
— Developer: Mythes Games
— Disks: §

— Price: 534.89
—[eare: Straieqy
— Hard Disk Install: Yes
—(Gontrol System: Mouse
— Supports: AS00/AG00
—— Recommended: 68000

Check out your remaining supplies and Recruit soldiers to make your team of
in the monthly report troops the strongest possible




Be careful not to fall of the edge. It
wouldn’t be very healthy now would it?

00000

Make sure you avoid the robots, as they
have a particularly long firing range

Maddock takes a look at some more

Andy
mouth-watering essential prospects, this '
time delving his hand into the lucky dip of .
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arcade adventures

Syndicate
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Four of your specialised cyborgs take to
the streets to assassinate one of the

Syndicate is about being a young execu-
tive for a European Syndicate in a world
where corruption and crime is business,
a world where only the pure enduring
of residents can subsist. Custom built
cyborgs are being used as marketing
ploys to sell the CHIP - a powerful
implant which can be inserted into the
necks of anthropomorphic beings to

bers of a rival sy

to presentation.

Flashback, released on the Amiga a while ago, was ||
one of the greatest animated games around. If you
can recollect an earlier game by the title of Prince Of
Persia, which was released many moons ago, then
you'll have an idea of what Flashback is like in respect |

You take control of the hero, Conrad Hard, in the year 2142. Belonging to a secret
fraternity, the Galaxia Bureau of Investigation, you are in great danger. Conrad
exposed a secret piece of machinery that fabricated inhuman beings, and his only
immediate notion was to warn the authorities. But wait, now your woman has disap-
peared. Immediately suspecting these individuals of abduction, Conrad sets out to

redeem his fiery-haired temptress, Sonya.

The establishment behind these foul deeds were well aware of Conrad’s intentions
and instantly set out to capture him. Conrad, being the hero, escaped on a hover bike
while chased by two of the most fearful of villains. Laser shots were exchanged,
resulting in Conrad plummeting into a vegetation land covered with trees and rocks.

When Conrad regained consciousness, he thought he was safe.

Flashback arrived courtesy of Delphine Software, landing quite prominently into
the Amiga market at a time when it was in its prime. What really gave it the edge
over other platform adventures were the outstanding graphics and animation. The
recently discovered methods of rotoscoping were rarely used to such efficiency as

Flashback.

As said before, Prince Of Persia stretched the graphics to the extreme and sadly the
adventure didn't quite live up to the graphical capabilities. We all know by now that
superb graphics don't add to the actual playability - to achieve a high grade, graphics
and playability must be of the highest standards.

Flashback boasts these qualities to the highest degree. The music begins atmo-
spherically and as the action hots up the drums become aroused and start beating just |
like a film. The quality of the entire package cannot be explained enough.

alter their minds, to see things others
will never see. Better than any drug.

Inevitably, pirating of the CHIP was
imminent and therefore, resulted in
bribery and murder - much of a norm
when the syndicates began to take over
the entire globe. These custom-built
cyborgs were automated to hunt down
combatants and traitors, transmitting
the idea of desolation and spreading
predominance around the world.

The object of the game is to dispatch
your syndicate agents into neighbouring
countries, draining them of rival syndi-
cates. On completing the missions you
can manipulate that particular state -
raising taxes and so on. Only by procur-
ing complete control will your coalition
triumph.

You begin the mission with several
agents, but only four on screen at any
one time - you can enlist stronger mem-
bers for more perplexing missions. Your

Publisher: Kinx XI
Beveloper: Delphine Software

Supports: All Amigas
Recommended: 68000 U

To say this is one
of the premium
graphical arcade
adventures would

—  Disks: 4 be an understate-

diaa ment. There is no

—  Price: §16.89 doubt in my mind

——  Geare: Arcade Advenfure that this is an

it essential purchase

—  Hard Disk Yes for any games
L Contral System: Joystick player.

L]
pwaris sn ’“

first mission objective is to assassinate
one of the main army colonels who has
apparently been stealing resources from
your weapons division. To do this, all
that is necessary is to find him and kill
him. However, more complicated tasks
are presented progressively throughout.

Syndicate is, and will always be, one
of the finest games to include such high
quality graphic detail mixed with
intriguing gameplay and adventure. The
graphics themselves are superb, with
excellent introduction sequences, leav-
ing you with a overall view of a com-
pletely new virtual world. Games of this
calibre should never be overlooked -
Syndicate will give you weeks of abso-

lute gaming bliss. A true
92%

essential.
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Franks Nord
has a look at
style tags
and their
time-saving
U5es

friend of mine is laying out a brochure
for someone he knows. He admits he isn't
very good at all this DTP malarkey, so he
came and asked me for some help. He has a good
eye for layout, but the technical intricacies of using
PageStream were defeating him. Anyway, |
suggested he use my machine to layout this
brochure so that a) | would be able to assist him in
his endeavours, and b) he would be giving me
some new material for this column,

And so we looked at the design elements for the
brochure. The client wanted an Ad-sized brochure
with an insert that, if you can imagine it, was
another sheet of A4 folded along its longest axis
one third of the way across the page, so that when
you opened the brochure there was a flap one
third of a page in size, followed by a second flap,

two thirds of a page in size, followed by the back
page of the brochure. Allin all, a nice layered
effect.

The first thing we did was to make a mock-up of

the brochure using a sheet of A3 and one of A4.

Then we got the text and images the client

wanted inserting, but at this point there had been
no decision made as to typography. My friend had
made some suggestions and had started laying out
the text on the pages, but when the client saw the
results he wasn't very happy with the text style and
had only really gone ahead with things because he
wasn't sure about what typefaces were what. This
demonstrated the need for font spec sheets and

even more importantly, style tags.

TIME-SAUERS

I know that whenever | mention Style tags to
anyone, they groan and say they are a waste of
time and more hassle than they are worth to set up.
"Boshl", | usually retort, and with good reason as
my friend was to discover as he spent an hour and
a half reformatting the text he had put on the page.
This time | sat down with him and we set up a
range of style tags pertinent to the situation. We
made a headline tag, one for section headings,
subheadings, body text and finally, one for
captions.

This took about ten minutes to set up, but once
we had finished, the longest time involved in
changing the typefaces used was waiting for
PageStream 3's screen to update. What is even
better with this version of the software is the fact
that you can now set up style tags for objects as
well as text. And, as we all secretly know and
understand, however much we grumble about it,
style tags are almost guarantors of consistency
between documents.

If you are writing a newsletter, or putting
together a fanzine, there is nothing worse for your
readers than having the style jump around from
one issue to the next. "But”, | hear you cry, “we
don't all write newsletters or magazines.” I'm sure

Gtar Trels fonts

Jtyle isa
state of mind

This is PageSteam’s defauft font

And these are fonts with style tags applied.
AND THESE ARE FONTS WITH STYLE TAGS

AndThese 1= forts it styls tags spplind.
Axd these are forts withstyke tags applied.

And these are fonts with style tags applied.
And these are fonts with style tags applied.
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A wide variety of styles, not all of
which are useful to sane people

this is the case. However, even if you only use
PageStream occasionally, it would be beneficial for
you to set up some often-used styles, for an address
perhaps, or differing styles for personal or business
letters.

Again, if you are using PageStream 3, think how
much easier it would be to simply use style tags for
gradient fills and border styles, rather than having to
draw your box, go to the line/fill requester and make
numerous clicks with the mouse and taps on the
keyboard.

Once you have gone to the effort of sitting down
and setting a few up, life will be so much easier in the
future. You wouldn't even have to set aside a special
session to do it - just remember, the next time you
want a gradient fill, or particular line style, don't just
make it up as you go along, set it as a style tag. This
way you will be able to build up a library of useful
tags for both text and objects with very little effort.

As you can see from the screenshot, the same piece of text can have quite a different
look with a different typeface, or even just a different style or size. Some of the fonts

used here are based on those used in the Star Trek and Star Trek Next Generation TV
shows.

These are complete, commercial postscript fonts which are available from EM
Computergraphic 01255 431389. | must admit to not really being a fan of the Star Trek
shows, but you have to admire the obsessive nature of someone who could sit down and
create a Klingon or Romulan typeface.

Amiga Computing
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PageStream 3
progress

Well, as of 24 March, the version number for
PageStream moves to 3.0g. This version is
faster again than 3.0f, but still not up to full
speed, and printing for non-postscript printers
is still pretty slow, although landscape printing
has now been implemented. For more
professional use, spot colour separations are
not yet implemented, and neither is plate
control, but support for the Fargo Primera Pro
has been finalised.

Altogether there are some 230-odd lines of
improvements made to the previous version,
and the list of features that have not been
implemented just keeps shrinking. SoftLogik
have also announced new Import/Export
modules for JPEG and Wordworth documents,
but, surprisingly, the fact that these are not
going to be included with PageStream and
represent an extra expense (520 each) to be
incurred by the hapless PageStream user has
raised more than a few eyebrows and has
caused some rather uncomplimentary e-mail to
flow SoftLogik’s way.




Return to DOpus

oing back a couple of months,
you will remember | spent a
couple of pages giving some
advice about configuring your
Directory Opus setup. Well, space is always
the enemy in publishing and there's
always something more to be said. So
here's a few more tips to increase your file
management productivity.

First up, you might not know that
Directory Opus has some internal functions
that aren't immediately obvious. For
instance, you know how to click the left-
most edge of the directory list to move up
to its parent, but did you know that you
can click with your right mouse button to
get straight to the root directory of
whatever device you are displaying? This
can certainly save a lot of time if you have
several layers of directories.

Another great time saver is the bottom-
left button in the small cluster of buttons
at the junction of the two directory
windows. You know the ones, they are
marked B R S A. You are probably aware
that clicking on the B with your left mouse
button will bring up a list of all the
directories buffered in memory, but if you
are running low on RAM:, try clicking on it

Franls Nord re-uisits
the Directory Dpus
tonfig file

with your right mouse button. This will
free up any buffers held in memory,
apart, obviously, from the ones currently
displayed.

SELECTIONS

However, the button that's most
useful, to me at least, is the one labelled
S. This button lets you select filenames by
certain criteria if you hit it with the left
button, but if you use your right mouse
button on it, it shows you a complete list
of devices, volumes and assigns. Much
quicker than having to trawl through the
drive buttons or typing the path into the
text field under the directory window.

As for external applications, there are a
couple more | didn't mention last time
around. The first will be of use to anyone
who owns a copy of AdPro and has
access to the program ‘Splitz," In case you

aren't familiar with it, Splitz takes a file
that is too big to fit onto a particular sort
of media and splits it into user-definable
chunks. Then you use Splitz's
companion program, ‘Joinz', to rejoin
the chunks back into a complete file at
the other end.

This is mainly designed for people
who need to move large bitmap files
[well, it does come with AdPro, after all]
from one machine to another. You can
add Splitz functionality to Directory Opus
quite simply by creating a button for Splitz
and applying the following rules:

Amigad0$ AOPro:splitz (f} RAM:Splitz
870000 Command CD RAN:

You should have flags set for Output
Window, Rescan Source and Rescan
Destination. What the button will do is
take any file you have selected and split it
into chunks roughly 850k in size, which is
small enough to fit onto an FFS formatted
disk with no trouble. If you normally use
Splitz for transferring stuff on double-
density PC-formatted floppies then you
should use a value of 720000 or less.
Now the only problem with this setup

ory Opus to front
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The number of different tools you can add to DOpus Is only limited by your ingenulty
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lies in the amount of free memory you
have. If it is low, | suggest you change the
part where it says ‘RAM:Splitz’ to
something like ‘HD1:temp/Splitz.” Of
course, you are still going to need enough
room on your hard drive,

Another useful button to have is one
that generates a ReadMe file ready for you
to edit. For this | have set up a button that
copies a pre-defined empty text file with
an icon which has a text viewer as its
default tool, something like more or
multiview would be ideal, into the current
destination directory. Don't forget to turn
on the Rescan Destination flag so that the
readme file shows up.

One last gizmo is @ commodity called
CacheFont which you should have found
on last month's CoverDisk. Cachefont
comes in two parts: There is the cachefont
command itself, which goes in your
startup-sequence, and there is the
MakeFontList command which has to be
run every time you add or subtract fonts
from your system. You can very easily add
a button to your DOpus palette which
calls the command up from the C:
directory. It doesn't take any arguments so
you should find it pretty simple to set up.

Nostalgia ain't what it used to be

In my never ending quest to help Amiga owners
everywhere, | sometimes forget that not everyone has
access to all the latest software and hardware to check
things out, and most of you will probably not have owned
an Amiga as leng as | have.

So | decided to call your attention to tools and utilities
that make my job easier but might be a little old, so not in
the headlines. One of those very utilities is a commodity
called PowerSnap. The latest version of PowerSnap came
out early last year, but it has a long history.

PowerSnap lets you copy text you would not normally
be able to copy to the dipboard and then paste it in any
package that supports the standard Amiga clipboard. For
instance, earlier on in this article | gave you the information

to set up a Splitz button and you saw the two commands
needed to get it working. | could have remembered those
two commands, after all, they aren't exactly complex, but
with PowerSnap | can just hold down a key and drag my
mouse over the text on the screen and copy it to the
clipboard. Then all | have to do is simply paste it back into
the text editor | am using to write this text and hit the
Paste shortcut. Much easier and probably safer too.

PowerSnap also comes in real handy if you have set up
an Aminet Index button in DOpus, as | explained two
months ago. because it means you don't have to write the
filenames you want to get on a piece of paper, you can
just paste them into a document for Batch FTP, or as a
scratch pad while you use your ftp program.

PowerSnap might be a bit old, but it’s still superb
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ne of the most impressive tricks

with a ray tracing package, and

the one most likely to have

viewers asking "haw'd he do that

then?” is the flame effect. Candles and space
ship engines are only the most common uses
for a technique which can be used to simulate
smoke, glowing balls of plasma, ghosts - you
name it.

Users of LightWave 3D are particularly
spoiled in this department. The NewTek
package’s excellent transparency effect can be
carefully adapted to suit most requirements,
and with its envelope control of brushmaps
and transparency values themselves,
LightWave makes for a pretty powerful
arsonist.

Imagine fans are a little left out when it
comes to flames, and particularly
transparency. Even the 3.0 version’s
transparency texture is a stop-gap measure
with limited uses, and if you have an older
version of Imagine you simply can't achieve
the effects we're pursuing.

The Imagine user with a burning need for
pyrotechnics can try an old and simple trick
by putting two candle flame-shaped objects
inside each other and making the inner one a
dark red-orange. Leave the outer object bright
yellow and make both about 50 per cent
transparent using the ‘transpar’ texture, For a
better effect, try making the outer object a
little bit more transparent, but don't go too far
- real flames aren't actually all that see-
through. To simulate the flickering of flames

Fanning the

&

flames i

Stevie Kennedy lookss at a bag full of tricks
inuoluing flame effects and the art of transparency

you'll have to use a paint package (o
produce a simple two-colour flame
animation, then wrap this sequence of
images onto the two flame objects. By
offsetting the axes on the two objects to
ensure they don't show exactly the same
view of the images, a reasonably good effect
can be achieved.

Your brushmap sequence should be twice
as wide as the flame object you are going to
use so that wrapping in the X axis doesn't
distort it too much. Don't bother wrapping in
the Z axis for candle effects, as this will just

make them look stretched out. Could be better, but

A hundred and one uses

It takes a fair amount of faffing around and experimenting to arrive at a LightWave flame
object with which you are happy, but the end result is better and much more flexible
than anything to be found in Imagine. I've used versions of the above surface for
everything from candles to weird temple altar flames and space ship engines, with only a
little editing.

In fact, the use of texture falloff, transparency, and image maps instead of the
LightWave Pro method can lead to lots of other effects. In one render which included a
frigate and a U-boat, these same techniques worked for the ship’s bow wave and wake,
the turbulence behind the torpedo propellor, and smoke coming from the ship's funnels.

In LightWave, anything which requires splashes, smoke, fire, or even explosions can
be given the same treatment. Once you master the uses of transparency and texture
falloff, you'll be surprised at the close control you have over the final appearance of
objects.

To give this one a good hard testing, try creating an animated face in DPaint and save
the anim to disk as a sequence of images. Now use these and the above techniques to
create a ghostly face hovering above the ground. Use the same image maps as bump
maps and give them a high texture amplitude of 400 per cent or so. The result won't be
disappointing.

Imagine 3.1's fire texture can
be used as is for good flames,
but renders very slowly and
could be more flexible

Engine thrusters require a fast
flame with no tell-tale edges,
so be brutal with texture
falloff and transparency

speed makes for a decent thruster, and
patient experimentation will result in
anything frem a candle to a bonfire, so use
this texture if you have it (and either a 68040
or lots of spare time|.

There's no need to mess about with
brushmaps, however, and the flames
themselves are pretty realistic — especially
when used for normal fires rather than more
exotic scii effects. To force a more
elongated thruster look, scale down the X
axis of the texture itself using Edit Axes and
increase convection speed by a factor of two
or three.

TALENTED

LightWave users don' have the same
procedural textures available to Imagine 3.1
owners, but the program’s other talents
make up for this. You will have received a
flame surface with last month’s LightWave

A picture says a thousand words,
though repeating ‘crash and burmn’
333 times Is about as far as this
Imagine 3.1 fire image goes
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: this flame |
With version 3.1 the fire texture can be ma:. cﬂlﬂ:l;::‘:
used to good effect, but be warned that it is than either the
very slow to render. Altering the aspect of fmagine texace or
the flame object and making the flames the jfasie: ane

5 g more convenlent)
bright blue with a much faster than normal LightWave Pro

method

Pro disk, and it's gaod enough to slap en and
use. For a better result, though, it can be
altered. The default for this sort of texture,
and the method most commonly used, is to
slap on a transparency envelope and use the
fractal noise procedural texture to create an
animated flame. In this way, the texture’s
velocity creates movement, and where there
are darker areas in the fractal noise effect
these become more transparent.

However, the drawback is that the flame
object itself has sharp, well-defined edges
which are unlike most flames. To improve the
effect, make the object 100 per cent
transparent and use the fractal reflections IFF
as a gylindrical image map on the axes, along
which you want fiames to travel.

Make the edges transparent and re-size the
texture itself to match your object, A thruster,
for example, will be much longer than it is
broad and your texture size must reflect this ~
don't use automatic sizing. To complete the
effect, use texture falloff to ensure the outer
edges of the flame are invisible and that the
effect stops before the abrupt {and unrealistic)
end it would normally meet at the end of the
object.

Sample values for a one metre-wide flame
which is eight metres long would be falloff of

110 per cent in both Y and Z (to ensure
transparency at the edges). and 15 per cent in
X (for a flame travellingalong the X axis). This
would ensure that the flame tapered to a
point as it moved away from its source. All
you need do now:is set a texture velocity,
something which is best done over 25 frames
using very low resolution previews to create a

one second test animation.
_—m
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Phl Sauth
looks at
some readers’

questions
about AMOS

‘ve been asking people to send in Amos
queries lately, and sure enough we've
had a torrent, especially since we
bundied the Easy AMOS program with our
magazine. A lot of the problems are easily
solvable, such as syntax errors and omissions, but
others are a little bit more complex. But let’s pull a
few out of the bag and see what's going on, shall
we?

The first question comes from John Eustace of
East Dulwich, who writes: | have been with Amos
a short time now, so I'm writing to say please
could you answer this problem I'm having with
this simple routine. Here’s the routine:

Repest
For X=1 To 90
Wait Key
Print X
A=Rad(90)
Until Nouse <> 0

or the last line could read:

1f Mouse=1 Then Exit

This is just one way | have tried this routine but
without CTRL-C | can't seem to break out of the
loop.”

Well, for a start you have a FOR without a
NEXT in there, and the statement isn't really
required. It doesn't refer to a NEXT, and the
numbers are randomised by the RND statement
further down the program anyway.

Secondly, the command is MOUSE KEY, not just
MOUSE. The other problem is with WAIT KEY
which prevents the mouse button being trapped,
unless of course you hold down the mouse key
and press any key to get it working.

A better and more efficient listing would go
something like this:

Repeat
Print X
1=Rnd(90)

Until Mouse Keyol

or perhaps:

Repeat
1=X+1
Until X=50

or something similar to that.

Next we have a couple of people who are
confused by the listing we gave you for the Easy
AMOS tutorial, and it all circles around the line:

Palette
$0,SFFF,$FFFF ete.

I have no trouble with this line, so | suspect it's a
formatting problem. If the program we use to put
the magazine together encounters a line with no
breaks in it. it breaks it wherever there is a space,
50 the line should read:

Palette $0,SFFF,SFFFF etc.

As well as this problem, KH Tjoa of the
Netherlands asks: “Please advise me how to
change my keyboard set-up in order to allow me
to type the # symbol. Also what is the difference
between AMOS Pro and Easy AMOS?”

The first question is simple, all you have to type is
the # on your keyboard. It may be that you have a
European setting on your shell keyboard, which
means it will be a different key. If you can't find it,

Amiga Computing
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Dear

how about the £ symbol? What does that type - look
at your copy of Amos? The second question sounds
obvious, but in case you haven't noticed, Easy AMOS
has fewer commands, and it also has no AMAL

Next we have Daniel J Green of Coventry who
writes: "1 am almost going out of my mind with this
little problem, the problem being colours. | want a
program that ranges colours from $0 to $FFF. | know
it must be able to be done so if you can, please print
it in the magazine. My previous attempt was:

For N=0 To 4096
Colour NN
Next N

and | thought this would work but it doesn't.”

Hmm, this is a conceptual problem as much as a
coding one. For a start, you normally only have 15
colour indices to choose from, so attempting to load
4096 into them is doomed to failure. Secondly, even
in HAM mode you can only access up to 64 colour
using screen indices, which is what you are doing
when you use the Colour command. Also, you are
using a numeric variable for Colour when the second
figure after the comma has to be hexadecimal, for
example:

Colour 3,834

You can convert Dec to Hex using the Hex$()
command, like this:

Print Hex$(34)

but sadly the hex generated by the command are
strings, not figures. Although you can add and
subtract hex in AMOS, you can't put a string into an
addition. As HAM screens are generally only used as
background, you can't really draw on them except in
the default 64 colours. That's usually enough and
besides, HAM screens are very flickery and fuzzy, so
what'’s the point?

If you want to see an example of what you can do,

then look at the following:

Screen Open 0,320,258,4096,Lowres
Flash 0ff : Cls
1=0 : v=0 : A0

KAIN:

I1f X>320 Then X=0 : Y=1#1
Plot 1,Y
Inc X
Inc A
Until N=4096
k=0
Goto MAIN

Il be doing a little tutorial on colour in a couple of
issues time, so watch out for that.

Finally, we have PK Shepherd, who asks: “I've been
trying to get a cyclic IFF ANIM to run within a
program I've written in AMOS Pro, No matter how |
seek to run it, | always get a joggle at the end of each
individual cycle. The methods I've been using are:

IFF Anim "xxxxxx® To <screen nusber>,times

Danlel green in Coventry: Apply the exam-
ple listing given and get this result

and this appears to give a repeat frame at the end
of each cycle. Secondly:

Frame Load
followed by:

Frame Play

with a DO/LOOP construction as shown in section
07.05.06 of the AMOS Pro Handbook. This gives a
blank frame at the end of each cycle, apparently
while the LOOP operation is taking place. Is this a
bug in my version of AMOS Pro?”

Not a bug as such, just understandable. The
animation is buffered and compressed, and if you
want the animation to repeat you have to put up
with a little joggle at the end. Animation was
added to Amos as a bit of an afterthought, and it is
really designed to play back an animation from
start to finish without much messing about.

Also, bear in mind that the animation will always
restart from frame two rather than one, 5o a lot of
the jerkiness might be coming from that quarter.
There are supposed to be some ways around this,
and 'l look into it for next time.

That's about all we have time for. Let's hear
some more of your Amos questions, and we'll see
what we can do to sort them out for you. Amos is
still the best language to develop software on for
the Amiga, and it's going to be a long time before
something better comes along. | look forward to
hearing from you, and see you next time.

Write stuff

If you have an Amos question, or a routine
you'd like to share with the world, then please
write to Phil South, Amos Column, Amiga
Computing, Media House, Adlington Park,
Macclesfield SKI0 4NP, England. Please send
routines on an Amiga disk with notes on how
the program works on paper. Make the routines
shart {use these routines as a guide] and make
them reasonably independent of any graphics
and sound support files, although | will make
provision for these if necessary. '



lot of ARexx users tend to write scripts

where program output is achieved

using ARexx’s Say instruction coupled to

a conventional Shell window.
Unfortunately, this approach has some
disadvantages such as the need for the Return
key to be hit before the program takes any natice
of your input.

This effect, due to an inherent characteristic of
the normal Shell window, can be eliminated by
using a special console window known as a ‘raw’
window - so called because its input stream
provides raw keypress information as soon as keys
are pressed. Another limitation with Say is that it
always forces a new line at the end of its output
and sometimes this may not be exactly what you
want. The solution here is to forget about Say and
use ARexx’s file-oriented 1/O (input/output]

example_script.remx')

0 Plain text

1 Boldface

3 ; Italic

4 Underscore : e

7 Reversed character/cell colours finverse on)
22 Bold off :

23 Italic off

24 Underscore off

27

Reva’sgdpﬁ{lnva’senm

Character colour

30-37
39

system colours 0-7 for character colour
reset to default character colour

Character cell colour

4047
39

system colours 0-7 for cell colour
reset to default character colour

Background colour

507 System colours 0-7 for background colour

call Open(raw_vindow, 'RAV:40/40/560/200/

Lhe Amigalls
console deuice

instructions to read and write to the window
instead. As far as opening a raw window is
concerned this can be done by using the built-in
library function Open() in this manner:

type, top-left position and initial size of the
window, The first argument, which I've called
raw_window, is the file handle used for all I/O
operations connected with the window. For

would use the Writech() function like this:

call Writech(rav_vindow, 'some example text')

The second argument specifies the console

There is also a corresponding file input
function called Readch(]. The arguments needed
in this case are the file handle and the number
of characters to be read, so the code to collect
one character from the raw_window and place it
in a variable called keypress$ can be written as:

keypress$=Readch(raw_vindow,1) /% read 2
character */ 3

Because, in this case, we are dealing with an
AmigaDOS raw window, the function returns
immediately a keypress is detected, i.e. the
program does not need to wait for the return key
to be pressed.

example, to write text strings into the window we

Menu coding,
seripts that

Table 1: Some

useful graphic

rendering control A few control sequences are all that are
settings (in ASCII form) ded to p text displays like these

react at once
to lseypress
data, console
display control
- it's ll here

The example on the cover disk is a simple Shell ‘menu’ program which
displays a list of things to do, asks the user to select an option, collects the
response, and then carries out the appropriate action. The thing to notice is
that, having opened a raw window, all I/O operations are done using
Writech() and Readch{) and it is this, coupled with the use of a cursor
positioning function, which provides the greater flexibility.

I've chosen, somewhat arbitrarily, to provide options which specify various
text styles using a series of ‘pseudo-constant’ definitions placed at the start of
the program (using the ideas outlined in previous instaiments|. These define
text messages, special constants and, of course, the console control
sequences themselves.

Incidentally, it is well worth knowing a bit about console device use. Some
console device control sequence characters, like Backspace (8 hex) and
Return (13 hex), behave just like you'd expect from their ANSI/ASCI
definitions, but others produce more Amiga-lavoured responses. A Linefeed,
for example, gets translated to the Return/Linefeed combination, the Bell
character (07 hex) produces a DisplayBeep() Intuition call, while the
reception of a Formfeed character (0C hex) actually clears the display.

As well as these simple commands, there are a host of more sophisticated
sequences available that handle cursor positiening, line insertion, scrolling,
event reading and so on. Console device use is a massive subject in its own

Putting it all together

right and you'l need to look in the Amiga ROM Kernel ‘Devices' reference
manual for the full story. One sequence worth mentioning, because it finds
use in a great many ARexx scripts, is that used for changing the text style,
character, character cell, and background colours used by a console
window.

The general arrangement here is that you send a CSI (control sequence
introducer) character followed by any number of graphics setting
parameters. With the exception of background colour settings — which must
be specified last - these parameters can be supplied in any order, separated
by semicolons [3B hex). The end of the sequence should be marked by
sending a ‘m’ (6D hex) termination character.

Table 1 gives control sequence values for a number of useful effects. Do
note that the numbers shown represent individual ASCIl characters to be
transmitted rather than the equivalent hexadecimal velues. For example, to
select an inverse display you must send the ASCII character 7', i.e. the value
37 hex. Similarly, to turn off the inverse display you'd send the two ASCHI
characters ‘27, i.e. 32 hex followed by 37 hexl

You'll be able to see examples of how such sequences are used to
produce italics, bold print and so on by examining the cover disk script (and
also running it from a Shell window using the RX command). Next month Il
round off these discussions with some other console device related details!

Amiga Computing
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0 Us ‘M
pactsage has
recently made
its debut on
the Amiga and
Paul Dueraa
has talsen a
looks to see
what's on
offer

L)
a8 00
L)
L

r T's M program has been around on
other platforms for quite a while but
since most Amiga users are unlikely to
have seen it, a few words about what M is and
how it works are clearly in order. Basically, it's a
music composition and performing system which
allows you to record and modify sequences and
riffs in a variety of ways. While M can be used to
create and modify complete arrangements, it is
not an auto-arranger program as such, rather a
composition aid that encourages you to
experiment.

Display-wise, as you might expect, M includes a
fair number of gadgets - arrow buttons can be
rotated, numerical gadgets can be drag-selected
to take on particular values, range bars, clever
pop-sidewards gadget menus and many other
features. To make life easier for the user, the main
screen control types have been split into separate
areas for input operations, general control
unctions (stop/start, tempo setting etc.|, variable
settings, playback conducting and so on. There's
leven an area which allows you to store and
retrieve ‘snapshots’ of selected groups of other
screen controls, the idea here being that by
executing these snapshots during playback it's
possible to move from one control set up to
another.

M's use revolves around three basic stages, with
you first recording or importing the note and
chord material to be used. Four ‘players’, which in
essence can be regarded as four individual
sequencer tracks, are available so you might, for
example, start by playing a melody line using
player 1 and then add some backing chords for
player 2.

Having done that you are able to control the
ways in which that material is going to be
transformed during playback. All manner of

The main display page of
Dr T's M program

changes can be experimented with — a melody
line might be scrambled. or M might be asked to
produce cyclic or random variations to the base
material, Because M has settings which allow you
to add any amount (from 0 to 100 per cent) of
cyclic and random variations, this means results
can be abtained that are as near, or as far away,
from your original riff as you choose. Needless ta
say, it's necessary to be sensible with such settings
since high levels of random change, for example,
may not always produce good results.

REUERSE EFFECT

The important thing about the approach M
uses, however, is its reversibility - you can try a
setting and if you don't like the results you just
reduce or change it to hear a new effect.
Incidentally, you can use M to control Midi drum
machines as well, and the program provides
special modes for this type of use.

There are also various ways of performing your
music. You can manipulate M's screen gadgets,
move the mouse within a two-dimensional
‘conductor’ grid or create automatic performance
processes. Another control facility offered by M is
based around the use of a Midi keyboard, where
certain keys are defined as ‘control keys' which
duplicate many of the functions found within the
program’s main display.

In essence, having recorded your sequence
material, M can then be used to change tempos,
key, velocity, duration, note accents and so on.
You can reverse melody lines and even do things

First impressions

The Amiga version of M has been reasonably well implemented, although there are
some things, such as the use of a very old fashioned file requester, that surprised me.
The program certainly has the ability to perform musically interesting pattern changes
(effectively creating new riffs and food for thought as it does so), but it is important
to realise that it is necessary to spend a fair bit of time getting to know the program
in order to get the best out of it. Needless to say, the Dr T documentation is excellent
as always and there's plenty of tutorial material to get you started.

On a personal level, I've been quite impressed with this new Amiga Dr T offering,
and it has certainly been good fun to use. | do, however, have some general
‘conceptual worries’ about the program and, at the moment at least, my ‘gut feeling’ is
that this is simply not the sort of music program that will find instant favour among
all Amiga musicians. To be honest | hope I'm wrong but on that score only time will
tell!

L

M's pattern editor provides a gateway
for using the program without Midi!

Amiga Computing

a~

[
T

M for music

Dr T's M makes good use of the
Amiga's multi-window facllities

such as adjusting the ‘note density,” thereby
allowing M to make choices about which notes
from a pattern should sound. There are, in fact, a
whole collection of editing functions to choose
from and you can, of course, use both Midi and
internal sounds and even write M's musical output
to disk in standard Mid file form.

M’s editing and control features are quite easy
to use, particularly since most of the edit functions
operate from separate windows. The
Orchestration window, for example, lets you send
the output of particular players to any chosen
Midi channel, while the Pattern editor window
lets you view and edit the notes stored in a player
sequence.

Midi files can be imported as well and | found
this to be a good way of bringing raw base
material into the M environment, Although most
M users will probably be Midi users, it's worth
pointing out that you don't actually need a Midi
synth in order to be able to use M on an Amiga.
This is because sequences can be created using
the pattern editor and subsequently used with M’s
AmiSynth internal IFF sounds module.

oo TEM ESSENTIALS

RED = Essential  BLACK = Recommended

1 Mb

RAM

The bottom line

Product: Dr T's M
Supplier: Millenium Music
Price: £79.95
Tel: 01602 241924

Ease of use

Implementation
Value for money
Overall




here are few things as useful to the Net

Potato at large than the really Good

Guide Book.” Okay, so you can surf
about like a loony clicking on buttons, looking
about for cool stuff and running up your phone
bill, but it’s much more elegant to know where
you're going and go right there, perhaps
stopping off a little on the way. It's like the
difference between travelling somewhere by car
with a map and just diving into your car and
seeing where the road takes you. The latter
approach burns a lot of gas to no end, and
probably gets you lost. The former approach
gets you to some very interesting places quickly
and efficiently.

One such book of the plethora of dire
Internet books that have recently flooded the
market is ‘Planet Internet’ by Steve Rimmer
|Windcrest/McGraw Hill), a self proclaimed
“irreverent guide to the Internet’s pubs, curiosity
shops and back alleys.”

A lot of Internet books will tell you how the
Net works and give you a lot of information
about protocols and really dull stuff like that.
Planet Internet gives you a really useful list of
places to visit on the Internet and a snippet of
information from the relevant sites.

There are a number of books which try to
cram in a load of URLs and gopher and FTP sites
into as big a book as they can find - most of
which are out of date and no longer there, The
difference with Planet Internet is that it
concentrates on quality, so although there are
relatively few references in it, it is very good
and the sites have been quite extensively

STEVE RIMMER

[lops!

wrong planet

researched to make sure, within a reasonable
certainty, that the sites are going to be where
you left them.

The other thing | find refreshing about the
book is that it has a lot of style. It has been
luxuriously designed and printed, and is an
extremely good book to read and hold. The
content will keep you chuckling long into the
night, and once you have it and have finished

reading it from cover to cover [which is what
you will want to do to it. believe me), it will stay
very close to your computer for when you fire
up your Net software.

Verdict? | think you can tell from the way |
talk about it that this is a book I like rather a lot.
It’s a slickly produced book with a nice feel to it,
and there is, in fact, a lot of information in it.
Definite thumbs up.

In comparison

The other book on review this month is ‘Net Chat’ by Kelly Maloni, Nathaniel Wice and
Ben Greenman [Random House/Michael Wolff & Co), the makers of Net Guide. Where
Planet Internet is specifically targeted at the strange, Net Chat Is aimed at the sleazy. The
idea is that you can pick up people on the Net and have Cybersex.

Er, actually no, that's not really what it's about, but that's what the cover lines would
have you believe. This is tabloid Net journalism. The cover is lurid and the content spiced
with nudish pictures downloaded from various BBS sites and various non-Net places like
CompuServe. (CompuServe? | thought that was a family show, no nudes allowed? Oh
well, you live and learn.)

Again, | wouldn't like you to think | don't like this book, because actually I do. It has its
failings, however. Firstly, it goes for quantity rather than quality. Secondly, it contains a
lot of info about BBSs not available in the UK - in other words It Is a littie bit US-centric.
The preface of the book says that the Net is The Internet, plus CompuServe, Delphi,
America Online, The Well, Echo, FidoNet, which of course it isn't, at least not to me. The
Net is a place | can reach from my computer, wherever you might be in the world. It is not
scratty little Adult BBS' in Atlanta, Georgia.

A lot of the more interesting things in the book are on BBS' rather than on the
Internet, so are largely inaccessible from the UK, and that almost halves the amount of
hard info you'll get out of the book. It is an entertaining read, however, and although
most Net heads would know a lot of this stuff already, it is interesting to see how much
dubious material there is on the Net.

The book is one of the few I've ever seen with an Adults Only sticker on the cover.
Reading some of the entries inside | can easily see why, and | welcome this kind of
approach. Some things are for adults and some are for kids, and there's little point in
softening everything so it won't offend anybody. But | think more than anything that the
sticker is a marketing ploy to give the book more weight than it actually has.

Net watch

For those of you who are still looking around for
new places to explore on the Internet, how
about some of these for size:

Satellite TV Images - some really odd TV
pictures from around the globe, all digitised and
ready to paste into your latest multimedia
extravaganza.
http://itre.uncecs.edu/misc/images/images
.html

atom Co. Ltd. - a very cool Japanese site with
lots of photographs and very Japanese arty stuff,
Some nice links too.

http://www.atom.co.jp/

Nomadic Research Labs -ever wonder what
happened to that wacky Tech Nomad dude,
Steven Roberts? You know, the guy who rode
across America on a recumbent cycle which had
a SparcStation in the trailer? Well, he's off
building the Microship, a seagoing version, and
this is where you can get updates on what he’s
been doing.

http://microship.ucsd.edu/

The Wiretap Web Site - home of a lot of odd
texts, the site has now moved over to a more
modern Web-based interface. Lots to read, and
well worth the effort of downloading something.
http://www.spies.com/

The WWW Virtual Library: Unidentified
Flying Objects - the best source of info about
UFOs including links to other sites and some
really cool photos.
http://www.bgsu.edu/~jzawodn/ufo/inde
x.html

Look out next month for a new front end to
your Amiga TCP/IP exploits on the Internet.

If you have any BBSs youd like to tell me
about, or there’s anything you'd like to find on
the Internet but can't, then please feel free to ask
me, Hel, | can only say no! You can reach me by
e-mail at these locations:

Internet

phil@snouty.demon.co.uk

CIX snouty

The Direct Connection snouty
CompuServe 100102,1500
Delphi snouty@delphi.com
or by post to:

Phil South

Comms Section, Amiga Computing, Media
House, Adlington Park, Macclesfield SK10 4NP.
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otill using the
Family TU with
your Amiga?
iary Whiteley
puts the case
for buying @
dedicated

monitor
instead

veryday all across the UK there must be
arguments over who gets priority use of
the telly. Mum and big sister want to
watch Neighbours, while the brothers want to use
their Amiga. Dad comes in from werk and, once
again, finds the same old argument in full swing.
Some things never change.

But there can be a solution. In fact, there can
be several, dependant on factors such as space,
the Amiga itself and, of course, cash. For most
folks the last item, cash, will be the crucial one.
Serious Amiga users know that it's impossible to do
crucial graphics and other quality work on a bog-
standard TV, so we simply scrape up the cash and
get on with it, but for most cash-strapped families
there will inevitably be priorities other than buying

a ‘proper” monitor for the Amiga.
The simplest, and probably cheapest, fix is
second-hand TV installed in the lad's bedroom
50 they can blast away to their heart's content.
Of course, big sis will kick up a fuss and likely
need paying off, but if it keeps the family from
rowing, then maybe it's a small price to pay.
Suitable TVs can be found by scouring the local
free papers and second-hand shops. Just make
sure you see them working before you part with
any cashl

But a second-hand TV isn't necessarily the best
bet if you want to do more than just play games.
Why? Well, the long and short of it is that both RF
video (which is what goes into the TV's aerial
socket) and composite video produce noticeably
lower quality than the Amiga’s own RGB video
output. The reason for this is that internally, the
Amiga generates separate red, green and blue
|hence ‘RGB') signals which can be fed directly to
a suitable monitor and displayed on screen with
minimum modification, resulting in a high-quality
image.

However, both RF and composite video signals
have to be converted from the Amiga's RGB signal
via a modulator or encoder, which requires that
the RGB s first electronically combined together

Watch out

I have one last, but very important point
to make. Always be very careful when
buying a second-hand computer monitor.
There are so many different kinds
around, especially at auctions, that it is
easy to buy something which doesn’t

stand a hope in hell of working with B

your Amiga. Particularly, don’t buy a
monochrome or amber monitor (since it
won't display in full colour] and ensure
that the monitor can display RGB at
15.6kHz PAL frequencies via an
analogue RGB input. This last point is
very important.

Also, make sure the monitor has a
manual or, at the very least, a pin
connection diagram for its inputs, since
it might be impossible to work this out
otherwise. If you can, get a written
assurance that your prospective monitor
will work with an Amiga and, if it
doesn't, try to ensure you can get your
money back later. If | had £10 for every
reader’s letter I'd had about unsuitable
second-hand monitors they'd bought on
spec I'd be having a nice holiday right
now.
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Letting the
full picture

RGB monitors reproduce the Amiga’s
own RGB sl Is as y as p ibl

and then passed to the TV, where it is then
decoded back to RGB. Inevitably, some of the
original signal will be lost because of the nature of
this coding/decoding process.

The result? RF looks worse than composite
video, and both are significantly inferior to RGB,
particularly where high resolution screens and
small text and graphics are concerned. Colour
reproduction can also suffer and, all factors
combined, using a TV as a computer display can
make using productivity software such as
wordprocessors, DTP packages and graphics and
animation software quite a strain.

ALTERNATIUES

A better solution is to buy an RGB monitor,
Sometimes a TV will have RGB inputs and, with a
suitable cable (either bought or, if necessary,
home-made) will work with an Amiga. Even better
is a dedicated RGB monitor such as the Philips
8833 Mkil or Commodore’s own 10845 models.
The trouble is that one of these monitors costs
around £220-£230 new, and second-hand ones
are getting less common by the month.

The best thing about RGB monitors is that they
reproduce the Amiga’s own RGB signals as
faithfully as possible, giving a crisp, colour-rich
display which makes for great graphics and
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sharpens up all your applications no end, making
those parts which were hard to read on a normal
TV entirely visible at last.

One thing recent converts from TV to RGB often
remark on (as do PC users used to displays of
30kHz or more] is that Amiga displays can appear
to flicker, especially at higher resclutions. The short
explanation for this is that the Amiga’s RGB output
is at standard video frequency (15.6kHz) which is
what makes it so adaptable as a video machine.
Hence, it only refreshes the screen at half the rate
at which a standard PC screen is refreshed - and
the eye sees the difference as flicker, particularly
where highly contrasting thin horizontal lines are
displayed.

Most people quickly get used to the flicker but to
circumvent it, newer Amigas with the AGA chip set
can drive a multiscan monitor (i.e. an RGB monitor
which is capable of higher than 15.6kHz displays)
such as those produced by Microvitec or other
manufacturers. Unfortunately for the feuding
family, such a monitor doesn’t come cheap 5o let's
leave this train of thought right here.

Contact

Gary Whiteley can be emailed as
drgaz@cix.compulink.co.uk.
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Curse of Ra - COTV ONLY 900 SFXVolume 1 29.00 Homes 69.00 Girls of Risque 26.00
DataMix 16,00  Snoopy: Case of Missing Blanket  12.00 |  Humanoid (Specify LW or Imagine) 159.00 High Volume Nudes 29.00
de Capo Mods & Sounds 27.00  Solar Heaven v2 18.00 |  Hypercache Pro 2.0 4895 | HotPics 24.00
Demo CO 1 24.00  Sounds Ternlic 2500 | Image F/X 2.1 244,95 | HotPix 5 XXX 14.00
Demo CO 2 24.00  Space & Astronomy 21.00 Imagine 3.0 239.00 Hot Pics Vol Sex 14,00
Desktop Video 31.00  Strip Poker 14.00 ImageMaster R/T 69.00 Hot Supar Models 23.00
EuroScene 15.00  Super Fonts 19.00 | interior Construction 69.00 | Hooter Heaven XXX 26.00
Eyes of the Eagle 9.00  Syndesis 30 ROM v1 89.00 | Interior design (Spec 1, 2, or 3) 3800 | Luscious Lips XXX 14.00
Fantaseas 44.00  Syndesis 30 ROM v2 89.00 Invoice It 1.2 3495 Moody Nights XXX 14.00
Fractal Pro Image Library 42.00  TenonTen (10 CDs) 59.00 | Lightwave 4.0 Unbundled 789.00 | More Northern Delights 31.00
Fresh Fish (Specity 8 or 9) 18.00  Texture Gallery Vol 1 39.00 Magic Lantern v2 94.00 Naked Dragon XXX 22.00
Fresh Fish Vol 10 1995  Texture Heaven 25.00 Mavis Beacon Teaches Typing 2 34.00 Northern Delights 31.00
Fresh Fonts Vol 1 16.95  Texture Heaven 2 48.95 MaxD0S 2.5 79.00 Party Time XXX 14.00
Fresh Fonts Vol 2 2400  That's Games 1 25.00 Morph Plus 114,95 Pink Passion 26.00
Frozen Fish 8/95 19.00  That's Games 2 2500 | Motion Master LW (Specvi orv2) 11495 | Pixel Playmate XXX 22.00
Fun School 3 - Ages 5and under  10.00  Thomas’ Snowsuit 800 | Multilayer (Spec ADPro or Image FX) 79.00 | Plain Brown Wrapper XXX 12.00
Gateway 21.85  Time Table of History: 1991 Editions OctaMED Pro vé 59.95 Pussy Galore XXX 14.00
Game"s Delight 34.00 Business, Politics & Media ~ 15.00 | Onthe Ball v1.5 3500 | Red Hot XXX 14.00
Games & Goodies 24.00 Science & Innovaticns 15.00 Pegger 2.0 59.95 Sex & Games XXX (Spec 1, 2 or 3) 14.00
Garden Fax: Fruits, Vegs, Herbs 900  Town of Tunes 18.00 | PC-Taskv3.0 129.95 | SexFoot Slut Pack (6 COs) 45.00
Garden Plants 9.00  Town With No Name 9.00 |  personal Paint 6.1 w/Fonts Maker ~ 79.95 | Sexual Debutantes 26.00
Indoor Plants 900  Visions 24.95 | Photogenics 86.95 | Sexual Fantasies XXX 12.00
Gardening Handbook 18.00  Visual FX 1 109.00 | Pixel 3D Pro 2.0 169.95 | Shaved Pink 26.00
GIF Galaxy 2600 Visual FX2 109.00 |  Power Macros/Lightwave 99.95 | Sheer Delight 12,00
GIF Gallery Vol 1 27.00 Visual FX3 109.00 | Pro Vector 3 179.00 | Smooth Lips XXX 14.00
GIFs Galore 12.00  Weird Science Clip Art 14.00 |  pro Textures Combo 39.95 | Spicy Pics XXX 14.00
Gold Fish 1 19.95  Weird Science Fonts 14.00 Rollem 41.95 Steamy Window XXX 22.00
Gold Fish 2 19.95  Weird Science Animations 25.00 SAS/C 6.51 159.95 Swimsuits 2 the MaXX 21.00
Graphics Plus 18.00  Weird Science Demo Mania 1 20.00 Scenery Animator 4.0 65.00 T&A 2 the MaXX 21.00
Grolier's Encyclopedia 2 24.95  Women In Motion 9.00 | Snap Maps: Building Materials 12485 | Tight Panties XXX 14.00
Guiness Book of World Records ~ 14.95  World Info 45.95 | Snap Maps: Fields & Foliage 12495 | Top Heavy XXX 14.00
Gutenberg Project 19.00  World of Clipart 19.00 Sparks 11995 Tropical Heat XXX 14.00
Hottest 4 27.00  World of GIF 2200 | Stydio Printer 2 99.95 | Underground Adult Rel. Library ~ 26.00
Hound of the Baskervilles 8.00  Wrathof the Demon 1000 |  Super HP-DJC 3 or HP-LJ4 (Spec)  37.95 | Venus Models w/VHS Tape 29.00
SuperBase Personal 30.00 Wet Dreams XXX 14.00
T hao Surface Pro 65.00 White Underware XXX 14.00
8 Swipes 89.95 Wild Wendy XXX 14.00
CBM Service Manuals & Books [ 200\ Your Prvacy Assured 2500
Toaster 4.0 Upgrade - Floppies 494,95
) Toaster 4.0 Upgrade - CO-ROM 524.95
ARexx: Your Amiga’s Turbo $29.00  Mastering AmigaDO0S 2 v2 29.95 Top Farm 3495 M-TEC
A1200 & CD-ROM Need to Know  29.95  Amiga User In'face & Style Guide  24.00 TurboCale 2.0 39.95
Amiga Shoppers PD Directory 26.00 ROM Kemel: Devices 3rd Edition  27.00 TVText Pro 19.95
Intemet, Modems & Comms 29.95 ROM Kemel: Inc. & A'decs 3rd Ed.  36.00 Twist 2 Relational Database 109.95 Germa“v
A1200 Insiders Guide 2595 ROM Kernel: Libraries 3rd Ed. 35.00 Virtual Reality Studio 2 69.95
A1200 Insiders Guide, Next Steps  25.95  Exploring Lightwave 3D 52.99 Vista Pro 3.05 54.95
Amiga Disk Drives Insiders Guide  25.95  Complete Post-Prod. w/B. Wilson  24.95 | wave Link go.gsp | MTecAT 500 No HD $149.95
Ato Z Workbench Insiders Guide ~ 25.95 Wave Maker 2.0 189.95 MTec AT 500 130Mb HD 269.95
Assembler Insidars Guide 2595  AS00 Service Manual 19.95 | world Construction Sat 169,00 | MTeCAT 500 213Mb HO £99.93
Mastening Amiga Program Secrets  31.95  A2000 Rev 4.x Service Manual  22.95 MTec AT 500 S40Mb HD 369.95
Mastaring AmigaD0S 3 Tulorial vi 31.85  A2000 Rev 6.x Service Manual  22.95 MTec AT 500 1.08Gig HD 499.95
Mastering AmigaDOS 3 Ref.v2  31.95  A3000 Deskiop Service Manual ~ 24.95 A2630 2Mb RAM for AT 500 unit 86.00
Mastering AmigaDOS Scripts 29.95  A3000 Tower Service Manual 26.95 m" Pﬂ;&"{ﬂ m‘m b fgggg
Mastering Amiga C 29.95 1950 Service Manual 19.95 ec ule .
Mastering Amiga Beginnars 2095  Prog's Guide to ARexx w/Disk 14.95 Accelerator MTec 680201 Turbo ASO0 0K 99.95
Mastering Amiga Printers 2095  A2060/A2065/A2232 Serv. Man,  12.85 For All A2000s MTac T1230 42Mz CPU+FPU_ 244.95
Mastering Amiga System 34.95  A590 HO Service Manual 14.95 030/25M2/25Mz/4Mb mg 3: :nr mgg or ggggg: 1;2-32
Mastering Amiga ARexx 31.95  CDTV Service Manual 14.95 ar o :
ik = $399.95 8Mb RAM for MTECT1230  319.00
L /

Software Hut

HOT &
NEW

Games for Amiga

and CD-32
ATR ECS/CD32 $36.95
Beau Jolly Compilation ECS 39.95
Civilization AGA 24.95
Colonization ECS/AGA 36.00
The Clue (CD-32) 22.95
Defender of the Crown 2 16.95
Dungeon Master 2 AGA 46.95
Elita 3: 15t Enc. AGA/CD32 (Spec)  38.95
F1 World Champ Edition ECS 39.95
Gloom 38.95
Kingpin ECS/CD32 (Spec) 22.95
Last Ninja 3 CD32 12.00
Lemmings, All New Worlds of - AGA  28.95
Lords of the Realm ECS/AGA (Spec) 47.95
Overlord ECS/AGA 39.95
Pinball lllusions AGA/CD32 (Spec)  39.95
Shadow Fighter CD32 39.95
Sim Citu 2000 AGA 29.95
Sim City Classic ECS 22.95
Sim Classics ECS 49.95
Super Skidmarks ECS/CD32 (Spec)  39.95
Syndicate CD32 44.95
Viro Cops (Spec ECS or AGA) 33.00

W) Gift Packw

To the first 500 who call , or write,
m we are giving a package that
includes F40 Pursuit, Mastertypa,
Infofile, Ports of Call, Who What
When Where, & a Joystick. Please
u include $8.95 for shipping &
handling. Sorry, no CODs on this.

. J

SCALA MM300

We have acquired a large batch
of this latest release of SCALA.
This new version Includes many
new features Including AGA
support. It originally sold for
$350.00 and Is now available for:

$149.95

Hurry as supplies are limited!

Our Policies

No waiting for your orders to ship. Orders
in by 2PM go out the same day. Second
Day & Overnight shipping is available.
International orders ship by Air Parcel
Post or UPS Express. Domestic orders
ship by UPS or Airborne Express.
« All orders are subject to credit card
verification

Due to ad schedules, all prices are
subject to change. We accept Visa,
Master Card, American Express, &
Discover with NO service charge. We aiso
ship COD, accepting Cash, Certitied
Check, or Money Order. Minimum COD
order is $50.00. Software and
accessories shipping is $6.00. Hardware
shipping is $6.00 for small items, $15.00
for Monitors. Call for larger items. COD
add $5.00. Canadian, APO, &
International orders are welcome. We will
bill only for actual shipping charges &
insurance at time of order. 15% re-
stocking fee on all returns not exchanged
for another item. Shipping charges are

L NOT refundable.
© Copyright 1995, lenyAstonucclo gFx, All Rights Reserved




u] FinalCale:Projects/Demo Graphs.sheset Demo Shest
C5: (G2) =Bs*UNIT_COST
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Quantity Shipping
758 : 131.26 4,600.00

88 ¢ 438750 i 170,63 5,850.00
127 h c21.8
165 414, 288.36
214 9,639,34 374.86
278 12,631.14 487.32
3682 | 16,290.48 633.52
471 21,177.62 823.57
B12 | 27,630.91 1,070.65
795 : 35,790.19 1,391.84

Lt Cost $45.00
Sy Gost $1.75
Sa/8 Prce o

Veany Groudh Rae
Foed Cosss (yealls)

It's here! Final Calc is the spreadsheet program Am|ga owners have been wait-

ing for. With over four years in the maklng Final Calc brings heavy-duty, spread-

sheet cabilities to the Amiga for the time. Call 800 247-8330 for information.
Copynght@ 1995 SoftWood Inc PO Box 50178 Phoenix, Arizona, 85076.






