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CD ROM Drives and Systems

NEC CD ROM Drives. SCSI interface supports MAC, PC & Amlga Ensures supenor
performance, reliability and expandability.
CDR - 25 Ext. Portable, Kodak Photo CD Comp. $299 |
CDR- 84 Internal Multispin Multisession, Kodak

Photo CD Compatible 256k cache SCSI-2 $699 =
e e | <
CDR-74 External Multispin Multisession, Kodak
- 1 -
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= Quantum SCSI & Seagate FAST IDE 14,400 bpS & Pc MC l AI s
(<5} FAST SCSI-2 Drives for A4000
53 F ata/Modem
o= 52Mb Demos $249 Extra 120Mb $199 A590 2Mb $199
€30 105Mb Demos $299 260Mb $499 D T 5002 $199
120Mb $399 340Mb $649 VP Impact Mb
g 450Mb $799 A600 1Mb Card $135
Fast SCSI-2 Drives 525Mb $999 2Mb PCMCIA $299
270Mb FAST SCSI-2 $549 . e
340Mb FAST SCSI-2 $649  Bernoulli Multidisk i1obk 4Mb PCMCIA $399
525Mb FAST SCSI-2 $1299 System After a survey of all available Mb
1.08Gb FAST SCSI-2 Special  $1799 . Fax/data 144 modems, Maestro A20912 1
: e npect Transportable SCSI drive with 35MB il on Th GVP Impact 2000 2Mb  $199
Amiga 1200 10 150MB removable media I e ] A3000 4Mb ZIP $399
| miga Price for Drive & cartridge. modems come packaged with s
2::—on & gislgigeﬁment HDs i Multidisk 153 Insider :12553 | GPFax fax software at the A4000 IMb SIMM  $149
| Extra Yo Multidisk 150 T’portable  $1 A4000 4Mb SIMM 349
Replace 170Mb FAST (1.1Mb/sec) $449  Multidisk 90 Pro Insider | mc redible price of $
FAST (1.1Mbisec) $649 ] 0. $599
Audio 450Mb Seagate IDE HD for A4000 $799  GVP SCSI/RAM A1200 No FPU 1Mb $699 Software
GVP Digital Sound Studio $160  525Mb Seagate IDE HDfor A4000 $999  GVP SCSURAMA1200NoFPU2MbS799 . o
Sunrise AD1012 12 bit DSP Card $950 52Mb Quantum SCSI HD $299 GVP SCSI/RAM A1200 882 4Mb $895 addin $5:
Sunrise AD516 16 bit DSP Card $Call 120Mb Quantum SCSI HD $399  Z3Fastlane SCSI-2 Controller $995 ﬁmﬁa\;\:};ﬁ( ;-hzgds ggg
170Mb Quantum SCSI HD $449 ’
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| GVP A530 80Mb HD 4Mb RAM $1499  270Mb Quantum FAST SCSI-2 $549 NEC CDR-74 External with s/w $949 2
@ GVP A1230 || 40MHz 030 SCS| 1Mb $999  340Mb Quantum FAST SCSI-2 $649  NEC CDR-25 External with siw 5299 Q“:’;Pgss"”;s 7 g"‘zg
= GVP A1230 Il other configs sCal  525Mb Quantum FAST SCSI-2 $1299  NEC CDR-84 Internal with siw $699 o S acas‘ﬁn “’S i P
o= GVP G-FORCE Accel 40/40/4 1199  1.08Gb Quantum FASTSCSI-2  $1799  Xetec CD ROM Driver Software Kit ~ $149 foe er Super Hi-Res
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GVP 040 A2000 33Mhz 4Mb RAM ~ §1995 ~ 525Mb M XTFASTSCSI-2  $ P AGA el
. A2620 Accel 2Mb Ex-Demo §3g9  1.2GbMaxtor MXT FAST SCSI-2  $2599 Monitors De D Rk ;9
-3 A2620 Accel 4Mb Ex-Demo $599 10845 Stereo Monitor ExDemo ~ $249  Dovpacs e
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g 88Mb C Removable w/Cart $799 " Trini istant Suns v4.1 $9
[~ A2630 Accel 4Mb Ex-Demo $749 Sony 14" Trinitron $899
- . 105Mb SCSI-2 Removable w/Cart ~ $699 i itor Ex- Electric Thesaurus $59
S G-Force 256MHz Ex-Demo $799 i NEC 3D Multisync Monitor Ex-Demo  $699 Eessnios for Imacine $99
- . Syquest 250Mb Tape Cartridge $79 NEC 5D 20" Multisync Monitor Demo $1999 g
[75) B Mach: Final Copy Il UK $139
ase Machines . 44 Mb Syquest Cartridge $149 Commodore 1940 Bisync Monitor ~ $499 Final Writ $219
=] e s699  88Mb Syquest Cartridge $189 inal Writer
< Amiga 500 512K Ex-Demo go49 [105MP Syquest Carridge 125 RAM Expansion g’i;‘;';'el;:""e'se bk
3 Amiga 1200 40Mb HD $Call : 512K for AS00 $59 GPF: 149
= S0 B 1ooW TraneportwiGart 31550  ABY" 1Mb RAM o AG0D $135 i Soft High Speed Pasca 1o
5y Amiga 2000 Ex-Demo S0 R S e AdRam 4Mb for A500 0k $175  HiSoft Power Basic $99
" Amiga 4000 68030 CPU 4Mb 120HD $Call ous 9 ChipEx 2Mb CHIP RAM with Agnus  $299  Hotiinks 1.1 $89
At Amiga 4000 68040 CPU 6Mb 120HD $Call j ? MBX1200 RAM Card 68881 OK  $275  iiinks Additi 159
= : Hard Drive Controllers MBX1200 RAM Card 68881 2Mb  $498 ooz SO0 o
& Emulators GVP Impact 500 HD 52Q Ex-Demo  $499  MBX1200 RAM Card 68881 4Mb  $599 | AT 509
= GVP impact 500 HD 80Q $749 e e magemaster $:
GVP PC286 IBM Emulator $199 Impay 2Mb PCMCIA Card for AGOO/A1200 $299 |paging V2 $349
I XT Bridgeboard Ex-Demo $100 gﬁ :mpag gggngggao o gg:g 4Mb PCMCIA Card for A600/A1200 $399 Intro Cad Plus $99
= 4 % mpa o Drive
-2 BBEEERErC R i = | =,
= Golden Gate 386SX Bridgeboarc 8995 P Impact 2000 1200 Moy RAM Chips Monisge. $299
EMPLANT Emulator Card $799 GVP ‘,r::g?(\‘ 4008 No Drive $349 1Mb x 8 SIMM Ram (GVP) $100 Morph Plus $299
AT-Once Emulator Ex-Demo $199 A590 20Mb HD OMb RAM Ex-Demo T$399 1Mb 32-bit SIMM for GVP Accel. $100 Morphus for Imagine $169
r 4Mb 32-bit SIMM for GVP Accel. $399 Pagestream 2.2 $159
Hard Drives (bare drive only) A590 20Mb HD 1Mb RAM Ex-Demo  $449 . 3
A590 20Mb HD ZMb RAM Ex-Demo $499  4Mb 32:bit SIMM for A4000 $349  Powercopy lil Copier $99
170Mb HD for A1200 swap for 40Mb $449 Comibdare A2691 G $199 4Mb ZIP Static Column RAM A3000 $399 Professional Calc V2 $229
250Mb HD for A1200 swap for 40Mb. $649 >4 A 2Mb DIP Ram for A590/A2091 $199 Professional Draw V3 $199
ap Commodore AZ091 Ex-Cemo $149
Additional 40Mb HD for A1200 $249 GVP SCSIIRAIA A1200 No FPU OK  $599 Professional Page V4.1 $149
260Mb Seagate IDE HD for A4000  $499 Proper Grammer |l $89
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New Products 6r

' GVP A1230 Series I
40MHz/50Mhz 68030 +SCSI & RAM
For the Amiga 1200.

This combo board offers the [

option of either 40 or 50Mhz
68030 processor, optional FPU, |
space for up to 32Mb 60ns 32-bit
RAM and SCSI controller.

A1230 Series II with 40Mhz,
1MbRam $799
Call for price on 50Mhz, SCSI,

1994

GVP TBC Plus

Time Based Corrector/24-bit Frame
Professional Composite & Y/C video SEX gene
time 16.7m colour frame-grabber, SEX generator,
without SMPTE. Call for full details & Specs

With SMPTE $Call - Without SMPTE $1649

40Mhz 68040 card for A4000 Soon!
An 040 card for the Amiga 4000 with SCSI-2 and RAM option

GVP A4000 SCSI +

A4000 SCSI card with space for up to 8Mb RAM - $349

The BEST price on Amiga

more RAM, FPU, etc.
April Specials: New
Incredible Syquest Pricing! 4 ‘A3
88Mb It Drive s Carridge. 799 | A4000/A3000 |
88Mb Ext. Drive + Cartridge ~ $899 | | Accelerators :
105Mb 3.5" Int. Drive + Ctdg ~ $699 X-Calibur for A4000/040 &  esni ¢

105Mb 3.5" Ext. Drive + Ctdg  $799
GVP G-Lock - Super Low Price $699
GVP EGS Spectrum 2mb - Save $150

Now only $995
GVP 33Mhz 040 A2000 $1995

| CD 32 Titles
Zool
Sleepwalker

increases average A4000 performance to nearly
double with choice of 25Mhz or 33Mhz 040,
addressing 64-bit on-board RAM, up to 128 Mb
standard SIMMs. Call for details and Pricing

GVP A4000 40Mhz 68040 -

The Fastest Amiga Accelerator ever!
Incredible 40Mhz 040 for both A3000 and
A4000 with RAm expansion and optional
Call for details and Pricing

Systems, guaranteed, PLUS
your Amiga is delivered fo
your door free, the day you

buy it*.

(*Greater Sydney only. Overnight
for all other major centres in
Australia, Only a little longer for
rural areas.)

Laser - Impact - Wax - Dye Sub.

SCSI-2 controller.
Nigel Mansell's W/Cps e

HP Deskijet Portable $499

James Pond 2
D-Generation
Deep Core
Whale's Voyage
Pinball Fantasies

HP500 Deskjet $699
HP 500C Colour Deskjet $899
HP 550C Colour Deskjet $1299

Shmene Laserjet 4L $1499
Primera Wax Transfer $2099
Primera Photo Realistic Dye Sub ~ $Call
KDV 5 $20 Mice & Accessories Monitor Adaptor 23-15 pin $39
Megadisc $17.95 SIMCITY $69 Modems Monitor Switch Box $99
Montage $299 Xenon2 $49 Interlink VOIDAX Il Data/Fax/Voice ~ $649 Quicknet Ethernet Card $475
Morph Plus $299 Interlink VOIDAX Ill Data/Fax/Voice $799 Roclite External Floppy Drive $165
Morphus for Imagine $169 Spare Parts & Cables Maestro 14,400 Data Fax Modem ~ $599
Pages{{eam 22 $159 cooon Iahum.r\n we fae A ANDNINDA ennn Ex.Demo
Powercopy Ill Copier $99 Video Products Miscellaneous All with warranty. Call for availability
Professional Calc V2 $229 8375 Agnus $69 E D
Professgonal Draw V3 $199 3-way Internal SCSI Cable $35 S X e"lovu BT Quantum Hard Drives $Call
Professional Page V4.1 $149 PARNET Cable $35 ngh Densny Floppy Drive Internal  $249 Amiga 2000 base machine $349
Proper Grammer I $89 A1200 clock $59 GVP 10 Extender $299 External Floppy Drives $99
Prowrite 3.3 $129 Mice and Accessories Keyboard Skin (suit all Amigas) $39 XT Bridgeboard $100
Quarterback $95 Axelen Optical Mouse $89 Kickboard Plus $59 AT Bridgeboard $399
Quarterback Tools $149 Jin Colour Mouse $39 Kickstart 2.04/2.05 ROM $69 AT-Once 286/16 $199
Real 3D V2 $699 Mouse Master $69
Rexx Plus Compller $209 Pan Mouse $59
Gaac. - Our Guarantee fo You: At Sigmacom You will receive great service and
CD ROM Software i
Video Products courteous adyvice on all new & used Amlgc products.
Scala Multimedia MM211 $299 DCTV $499
Scala Multimedia MM300 $549 Electronic Design Y/C Genlock $799 If you are looking for sf)methmg that 5
Softtaces $95 GVP Impact Vision + Sgjitter $2499 ~ Wedonothave advertised, please
Superbase Pro 4 $359 e ~~~~callas we have a lot more in stock 1 I I l aCO I I l
True Print 24 $109 Prmters than we have space to list.
TVPaint Retina $699
i GVP GLock VGA $2149
Voo irecton Amiga %9 GVPTBC+NoSMPTE $1649 l £ linad N Zodltrd digl
Workbench V2.1 w/Rom s140. -~ [jj GVF TBCO+ SMPTE Sl YOU are calling from INew Zealan 1a
Neriki Genlock $1199
Opalvision 24-bit Display Card $995
CD-Rom Software Vidi12 $289
Battlechess $59 \iidina DT eann l ® ®
CDDemo Vol 1 $69 Modems
CDBemo)Vol2 69 VLAB External for A1200 $550
copp Pare Parts & Cables [ iy - Fax from NZ : 61 2 540 4554
ol IR A 1 Pmciaiin oann _ =
FredFish $69 Miscellaneous Suite 17, 20 - 24 Gibbs Street,
faen Ortin > HP 500C Colour DeskJet $899 Miranda NSW Australia 2228
HP 550C Colour DeskJet $1199 h
Prey , sso W Lo $1499 Phone Orders Welcome
17BIT Collection L Star SJ-144 Heat Fusion Colour $1499

Online ordering - Call Labyrinth BBS 61 2 580 5881
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Flow and reflection effects.
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Golf fans glued to television sets
during major summer tournaments
may have been surprised to see the
prominent Commodore Amiga logo.
Amiga stepped into the on-site
scoring breach at short notice, as
Mark Coldwell explained to Susan

Buchanan...

VITAL TO THE success of televised sports
coverage is the system of on-site scoring to
keep viewers up with the play — until
recently, dominated in New Zealand by
Unisys, Government Computing Services
(GCS) and Cardinal Network. When GCS
withdrew from golf last year, and Cardinal
Network also chose not to participate, two
major tournaments in Auckland ran the risk of
decreased coverage — until the Amiga solved
TVNZ’s dilemma.

Official scoring at both the Air New
Zealand-Shell Golf Open at The Grange in
December, and the NZ Golf Open at Remuera
in January, was seen live onscreen in the
homes of thousands of viewers, courtesy of
Commodore, masterminded by their man
responsible for professional applications of
the Amiga, 26-year-old Mark Coldwell.

He shrinks from suggestions of a one-man
band: "It wouldn’t have happened without the
rest of the team." Nonetheless, within six days
of the initial suggestion that the Amiga could
handle the demanding logistics of golf — 46
groups of three each day at The Grange; 44 at
Remuera — Mark had in place a pilot system,
with a leader board and general layouts.

Said Mark: "TVNZ looked to pursue that.
They were impressed to see that something
could come together that quickly — and it’s
probably only the Amiga that would have
allowed that. Tying DPaint and Scala together
is a very fast way of getting a working model
for prototyping anything. I don’t think I could
have put it together on a DOS box or a Mac
system. But at the end of the day, we had to
put it to air, so we didn’t really have any
option. It had to be an Amiga."

And the Amiga definitely proved equal to
the task, although Mark is the first to
acknowledge problems encountered. Those
aside, the Amiga set-up at both The Grange
and Remuera, (followed by successful scoring
at the Smokefree Track Series in
Christchurch, Wellington and Auckland),
made its mark and achieved the aim for
TVNZ. Which, said Mark, was to provide a
system that was portable, flexible, fast, and
capable of providing live graphics.

The demands of bringing such a system to
air in such a short time meant that food and
sleep were put on hold, and Mark’s life
revolved around the logistics of covering a
golf tournament with 144 competitors, on an
18-hole course, live, ball by ball.

ﬂ ADU

"It took an enor-
mous time out of my
life. 1 couldn’t sleep
for two days after-
wards. But it’s been
worth it, not just for
me, but for the whole
Amiga  community.
It’s given a credibility
statement  to  the
Amiga, which says
it’s more than just a
games machine. It is
truly available to the
communications
industry in  New
Zealand, be it TVNZ,
TV3, Sky, Canterbury
TV (CTV), or produc-
tion houses.

"TVNZ has used Amiga in the past. But
this has put the Amiga back in an on-air situa-
tion which it had lost in the last two years,
since it went off the weather and children’s
television. It’s coming back because of its ver-
satility and speed, not for routine television
work, but for one-off requirements. As a result
of the golf and the athletics, I feel that basi-
cally the fear has gone out of the Amiga. For
example, there’s still no character generation
nor graphics capability in any Sony product.
Sony don’t have an OS; they don’t have a
graphics chipset; they don’t have programs
like DPaint, etc. to make it all happen.”

A4000s were used throughout the golf.
Said Mark: "Everything was done in super hi-
res mode. We didn’t use an OpalVision
board or any other devices at all —
it’s really a PAL computer to
start with. Most other
graphics cards don’t
put out a video sig-
nal, so that pretty
well eliminates
them. We used
pure, native
Amiga.

SPORT N/
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Basically the visual aspect of what was pro-
duced could come out of any A1200."

Using the multitasking advantages of the
Amiga, Mark was able to frame grab source
material from TVNZ, scale it down, recolour,
touch it up, and change it round to suit what-
ever was required. In the initial stages, he
could prototype the application with ease,
since he was not moving away from the video
environment.

Approval of the pilot last September led to
the testing of an A4000 and Neriki genlock in
the TVNZ environment, where broadcast
engineers experimented with colour and sig-
nal to bring the system to broadcast specifica-
tion. An invaluable contribution came from
Simon Armstrong,
who  wrote
the Sort
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Engine in Blitz Basic — a program to sort the
overwhelming amount of information coming
in from the golf course during the course of
the tournament.

Pointed out Mark: "Every time a competi-
tor played, their status changed: the key thing
was that when the camera cut to a golfer, the
computer had to update the information with a
graphic saying he’s playing his second shot,
or he’s putting for par. It was quite definitive
in terms of who he was and what position he
was in the match; whether he was tournament
leader or trailing the leader by two shots."

All groups covered by TVNZ were accom-
panied by an observer with a radio, who regu-
larly called the outside broadcast (OB) media
truck, where Mark’s assistants were feeding
the facts into their computers. Stationed in the
adjacent OB truck, Mark was responsible for
updating onscreen the wealth of statistics: his
A4000, for example, would read the other

computers on the network to assess the
input, then sort the leader board accord-
ingly.

"Five A4000s worked flat out, full-
time," he said. "There really was a
tremendous amount of information going
round inside those systems."

Official scoring for groups not covered
by TVNZ radios took place in the media
tent, where scores were entered on a large
whiteboard. Staff there collected and
checked information at the end of each
hole, unlike the live television coverage,
which processed statistics ball by ball.

Recalled Mark: "The
demands of television are truly
like no others. It’s not like
a typo where you can
look at an error and go
back and change it. I
put a graphic to air
and it’s wrong, it’s
gone, and it’s on
countless  screens
and VCRs around
the country.

"I think we did

pretty well with what =
we came up with. What \‘f’{\\

came out of the Amiga _\&‘

looked good. A bit soft in C”
places — some of the edges
were not as hard and tight as some of
the text on other non-computer (dedicated
video) systems. But then it’s all a case of
trade-off. And it’s also a case of getting used

to the system. Every time we did something,
the next time it was better.

"We recovered from a deep hole that we
dug on the Saturday at The Grange when a ~
network card blew out, and did a fairly good
show on the Sunday. At Remuera, however, it
was better still. The leader boards looked bet-
ter, so did the text, layout was improved, the
collection of information was better — it was
areally swept-up thing.

"Graphics purists say that the Amiga
doesn’t cut it — and to be absolutely fair, in
some regards it doesn’t. It’s not as good as a
$1 million Infinit system. You get pixels on
the Amiga; you don’t on the Infinit.
You pay for the Infinit, you get
fabulous results, and in many
ways, it walks all over the
Amiga. But what it
doesn’t do, is broad-
cast live; it doesn’t

allow for the comput-
ing end of things i.e.,
it can’t say which of
these three players
won, and sort accord-
ingly. That has to be
all typed in by an oper-
ator. Australia’s Channel
7 took an Infinit to the
Barcelona Olympics and
T didn’t get it going until after the
Games had finished.
"There are certainly characteristics on the
Amiga that we need to work on, but we
acknowledge that, and it doesn’t affect the

Continued on page 48

Okay, Okay,
So It‘s A Digital Time
Corrector,
But can it...?

THE PLUS MEANS YES!

Without TBCPlus

Base

Following GVP's philosophy of complete feature integration
pioneered by our G-Force Combo™ accelerators (used in a majority

of Amiga® Video Toaster™ Work-
stations), we are proud to present a
professional TBC with time and money
saving features.

‘ You would demand a TBC to be
100% digital, have 4:2:2 throughput, and an integrated ProcAmp.

/O[ua — Real-time 16.7 Million Color Frame-Grabber/FrameBuffer for use
as a digital video stillstore or signal generator. Included ImageFX™ modules
allow direct editing and manipulation in the framebuffer.

/Oluo ~ Full Transcoding between Composite and Y/C (SVHS) Input and
Composite and Y/C (SVHS) Output.

/Olwo — Real-Time Professional Special Effects Generator featuring
solarization, strobing, pseudo-color, monochrome effects, and more.

/O(ao ~NTSC/PAL/SECAM Signal Standards Conversion to NTSC/PAL for
Integration into worldwide video environments automatically.

/O[ao —Complete Amiga Software Control and ARexx™ Interface that
allows seamless integration of all TBCPlus features into an exisiting
automated video studio installation.

I]

TBC Plus, 6-Force Combo, ImageFX and V24 are trademarks of Great Valley Products Inc, Amiga s a registered trademark of Commodore Amiga, nc., Al other trademarks are the property of theirrespecti

l /O[ué — Full Processing Amplifier (ProcAmp) Control for correcting
or adjusting incoming video “on-the-fly” quickly and professionally.

fO&w - 3 inputs (2-composite, 1-Y/C) that can be connected
simultaneously and ‘Hot-Switched’ with software without having
to play with cable connections.

/O[ua — Convert the 2-composite inputs into a single Y/C input,
providing two switchable Y/C inputs.

/O[ao ~ Full SMPTE/EBU encoding/decoding/striping available as an option.
/OA«’ - M, much mote!

Tbis is simply the most powerful and flexible video
stabilization device for the Amiga computer. The TBCPlus makes
an excellent complement to any GVP IV24™, NewTek Video Toaster™,
or Centaur OpalVision™ Graphics System. The Plus means it also
offers more!”

Gary Gehman, President Magic Bullet Communications, Inc.

Peripheral
World ﬂ

‘orsat Road, roydeon, Vicoia 3136, Ausraia
Phone (03) 726 3239 Fax (03) 725 6786

©1993 Great Valley Products, Inc,

AmiKomp
SYSTEMS

NZ Ph 09 410-9749
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MICRO-WORLD

124 Symonde Stneet, Huchland, Pk 357-0984 Fax 357-0985

XL HIGH DENSITY 3.5" DISK DRIVE

An external high density disk
drive for any Amiga.

Thru port, auto booting, writes
and reads 1.8 and 1.44 Mb
IBM disks as well as 880 Kb

and 720 Kb IBM. $349

The PC 1202-8

The Latest PC 32-bit
RAM board for the
Amiga 1200
2 x 32 Bit SIMM slots

$250

GOLDEN IMAGE

3.5 external floppy drive for the
Amiga.

Digital track display

Full 1 Year warranty

AMIGA 1200 SUPER DEAL

Includes:

40Mb Hard Drive, 2 Mb of Ram,
WB 3.0, Mouse, Re-Kick 1.3,
Power Supply, 12 Month Warranty,
Free Barty’s Games Card.

Free Nationwide Delivery!

AMIGA 1200 DESKTOP DYNAMITE!

Includes:

40Mb Hard Drive, 2 Mb of Ram,
1084 Stereo Colour Monitor,

WB 3.0, Mouse, Re-Kick 1.3,
Power Supply, 12 Month Warranty,
Free Barty’s Games Card, Wordworth 2 AGA,
DPaint IV AGA, Print Manager, Oscar AGA,
Dennis the Menace & Free Nationwide Delivery!

PCS880E Drive
i it

FPU for 1202-8

20 MHz FPU (PC1202/1204) $ 125
33 MHz FPU (PC1202/1204) $ 235
40 MHz FPU (PC1202/1204) $ 299
50 MHz FPU (PC1202/1204) $ 429

SCSI CD-ROM
SCSI-2 Interface

SINGLE SPEED
TRAY FEED

GLASS LENS 1
PHOTO CD READY
24 MTH WARRANTY
EXT CD-ROM EXTRA

AMIGA CD?3? CONSOLE

Includes:

CD-ROM Drive, 2Mb of Ram,

Easy Connection to Standard TV,

Power Supply, 12 Month Warranty,

Free Barty’s Games Card, Free Oscars & Diggers
Games, Free Defender of the Crown Game, Free
Timetable of History, & Free Nationwide Delivery!

Play - Amiga CD?? Games, Standard Audio CDs,
CD+G (Graphics) CDs, CDi(tm) Movie CDs, &
CDTV Titles. The worlds best entertainment system!

s HOW TO ORDER

When ordering by telephone please quote your credit card
number, the expiry date and also your full name and address.
NO additional fees will be charged for credit card purchases.
If paying by cheque, please make cheques payable to Micro
World. In all correspondence please quote a phone number
and full delivery address.

oo
Call our TOLL FREE Order Line:0805-264427 VISA

Phone TOLLFREE on 0508-AMIGAS (That's 0508-264427) or post your order to
MICRO-WORLD, PO Box 8020 Symonds Street, Auckland. FREEPOST #3872

Product Price

DELIVERY CHARGES

For NZ orders under $200 please add $2.95 for courier charge. For

Please add $2.95 for orders under $200
Barty’s Membership fee $14.95 (freight free)

TOTAL $ - — Australian orders please add NZ$7.95 for orders under NZ$200.
Card Number: m All goods are dispatched via door-to-door courier. Saturday deliveries
- : are available at a small surcharge. All orders over $200 are delivered
Expiry date: ‘/ Signature: 5 freight free in New Zealand. All Prices include GST.
Barty’s Membership Number  for existing members E&OE prices are subject to change without prior notice.
Name: Phone:

Freight free for $200 orders!

Address :
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I/O Extender DSS8+ MICRO-WORLD 15 THE LARGEST

INDEPENDENT AMIGA SHOP
IN NEW ZEALAND
Micro-World is a 100% computer Shop
Add 1 parallel & 2 serial DIGITAL SOUND STUDIO
ports * Many New Features
‘Works A2000/3000/4000 * Excellent sound digitizer

and we do offer full support and warranties
$3 1 5 * Easy to use
RO ’

$225 Barty’s Games

TRY US FIRST FOR ALL THE BEST PRICES
UM 2Mb : ] CANNON

NOT ONLY WILL WE MATCH OTHER PRICES, WE PLAN TO
BETTER THEM
WE ARE ONLY A TOLL FREE PHONE CALL AWAY
ON 0508-AMIGAS (0508-264427)
You won't be disappointed with our SERVICE.

FODDER
* Pro Version Spectrugz EGS Card
* True 4:2:2 component BEYOND AGA
processing Capable of displaying
* §-Video input and output video as well as I e o
* Enhanced c}:’omposite ¥ "Workstation-like" high serTiers $109 MORTAL §09  CANNON §0Q  SKID  $99 tomnapo $99
performance resolutions KOMBAT FODDER MARKS

$1995  Jversion $1349
OKTAGON 2008 | ARTDEPTPRO

Amiga’s best known NIGEL SEEK & DANGEROUS
; : LiseraTion $99 99 99 casties2 $99 99
Fast SCSI-2 hard Drive Image Processing software $ MANSELL $ oesmov$ $ STREETS $
Controller and RAM for Indispensable Video, film, e % PREMER MANAGER 2 o e ®
Amiga 2000/3000/4000 & multimedia tool e - ol 0 TRANSARTICA »
* Up to 8Mb of RAM BUADE OF DESTINY 10 SPAGE NULK % ke 2
4 STREET FIGHTER 2 ®
* Includes GigaMem - FREE 300Y BLOWS GALACTIC % SUPER FROG » CD32
V325 BRUTAL SPORTS FBALL 89 SYNDICATE £ TITLES'
* Internal and External SCSI CMLsATON. 100 THEATRE OF DEATH * s
Connector $ DESERT STIRKE * WALKER » ALren clcinl »
3 49 DoaraHT % wheNawomoswan R EL o
DUNE Il 99 XMAS LEMMINGS 49 D-GENERATION 8
$ 3 5 9 FRONTIER (ELTE 2 = A1200 AGA Tonce »
SAMES POND 2 o
GRAHAM GOOCH CRICKET % = o =~
GUNSHIP 2000 108 GAMES: e ians o
5 HISTORVLINE 1914-1918 w ALIEN BREED 2 89 PINBALL FANTASIES 89
HIRED GUNS % BRUTUAL SPORTS FBALL 89 PIRATES GOLD 109
a INDIANA JONES IV 109: CIVILISATION AGA 19 SENSIBLE SOCCER 89
ISHAR 2 108 DIGGERS 8 SURF NINJA 89
LEMMINGS 2 8 JAMES POND 8 TROLLS 89
{ @ :g’:ff";fc‘;“‘:;’;' ";: JAMES POND 2 33 WHALES VOYAGE 8
The Word Processor for Low cost ONE STEP BEYOND 5 . » i o
the Amiga. . colour digitise
Create high quality for the Amiga.
documents [ ]
with sraphics Final Writer Qrab ono,
1th grap o], images in real 5
with ease!

time.

Colour images 7
captured in less gg Package includes:

$245

than a second 0 ) -14.4K V32bis Data &  [esamisa
% 14.4K Fax Modem 4
- Serial Cable
DKB A4001 DISK EXPANDER R - Ncomm Software
- NZ Power Supply
SCSI2 card forthe A4000 f§ Canadd50% toyourHard 8 - 5 Year Warranty
Drive capacity - Free Fast Delivery

* Fast Compression and decompression.

*Wod(.?wimalldliv&sSCSLI])_E'
$749 wmnss® | YES!N AL for only...

$99 GPFax Sogév?r; Included $ 4 49
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IT LOOKS AS if I'll have to be more precise
in my comments on the Amiga, judging by the
response I had to my comment about the
A4000 being flawed. I was referring to the
speed of the memory in the A4000/040, but,
without saying more, I'll let you make up
your own mind. The chart below is the
MemTest from AIBB 6.5. Compared are an
A3000 and A4000/030 (You); an A1200 with
MicroBotics RAM card; an A3000 with PP&S
040; an A500 with GVP A530 (68030); and
lastly, a trusty old A4000/040. Judge for
yourself. This is a design flaw in the A4000
— not a fault. The lack of memory speed will
only reduce productivity. In no way, as far as
we are aware, does it affect any hardware or
software compatibility.

More bad news! What’s happening to
Commodore Australia, you all cry. Good
question, but unfortunately, the answer is
vague. No official comments are yet available.
Unofficial sources tell us, however, that CBM
Australia owes vast amounts, and accountant
Max Donnelly has been appointed by the bank
to investigate. The money is nowhere to be
seen, and CBM Aus-

issue.
As promised, we’ve also reviewed Fargo’s
latest wonder-beast, the Primera. Turn to page
66 for a look at this amaz-

tralia is for sale — for a
couple of "mill". That’s
cheap, considering the
size of the company and
its turnover, but, of
course, you also have to
pay off the debts. Still, it
might be a good buy, so
if you’re looking to
upgrade your Amiga,
here’s your chance to
own the company and
get one cheaply! Of
course, this is all unoffi-

"Commodore
NZ get a big
pat on the
back from
ADU."

ing little printer — if this
isn’t enough to convince
you, your local dealer will
be able to give you a
complete  demonstration
of the future of colour
printers.

I’'ve received several
letters asking about Blitz
Basic 2 tutorials, which
have been temporarily on
hold. It is a matter of pin-
ning down Simon Arm-
strong, (co-author of Blitz

cial and will probably be
out of date by the time
this issue hits the news stands.

In this issue we’ve profiled the people
behind the TV One World of Sport use of
Amigas in recent live coverage of golf and
athletics. I consider this to be a milestone in
the future success of the Amiga. Undoubtedly
the word will spread and more companies, and
television stations, will adopt the Amiga. And
it won’t just be in NZ either. Commodore NZ
get a big pat on the back from ADU. Keep up
the good work!

Watch out for more on Media-Flex which
is also breaking into the very high end of the
broadcasting industry. See page 21 for a brief
summary. Look for an in-depth profile of the
system and the man behind its success next

2), long enough for him to
put together more tutes
for you. He’s been globetrotting recently, due
to the enormous success in Europe of Blitz 2
and its spin-off, SkidMarks. So send me ideas
on what you’d like to see and I'll pass them
on.

Increasing numbers of readers are also
asking for more beginners and WB1.3 mate-
rial. We have taken your requests to heart and
will be concentrating more on tutorials for
beginners (in this issue), DPaint, and Work-
bench. We’re keen to include a word proces-
sor tutorial too, but have not yet found a
suitable writer. If word processing is your spe-
cialty and you would like to contribute in this
way, please let me know.

Unfortunately, not much new software is
written for WB1.3. Compatibility is
more by accident than design. We
intend to run an article on how easy
and useful it is to upgrade from
WBI1.3 to WB2. I would highly rec-
ommend this step to anyone wishing
both to keep using their Amiga, and
to take advantage of the large range
of new software and PD available.

Editor
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A]lIIGA
CD32

the ULTIMATE
Entertainment Module

$645
A4000

in ALL types (040,030)

A1200

in any set u
(For exampie
33 MHz ’030 SCSI 4 Mb Fast
RAM 2 chip with monitor $2600

For the BEST PRICES
and TRADE UP deals ring us
and we will HAGGLE.

MY 104y,
Y

GINGER MEGGS ©)Jimera Pty. Limited

NREAL, RIPPER
DEALS NOW !!

For the latest in AMIGA technology

Mail order PO Box 343 Cronulla 2230

PHONE (02) 544 1874 FAX (02) 544 1873 or 018 862 611 a/h

’éh Y ;|

12 Gauge 33 or 50 MHz ’030
RAM + SCSI from $999
the ULTIMATE A1200 add on.

DERRINGERS 25 & 50 MHz

accelerator boards with RAM and
coprocessors from $795

A1200 SCSI/RAM 4Mb $ 895
A1200 A1230 40MHz/4Mb $1195
GLock from $ 899
Digital Sound Studio 185
Vs 1 I
Retma 24 bit 845 )
GForce Combo 40 /4Mb ~ $1295 e cpr
A500 Impact Il /80Mb $ 895 Ed YC Genlocks $ 795
Series 11 2000HC8 $ 345 Ed PAL Genlocks $ 525
EGS 28/24 Hi-res cQ ramstore  F
Graphics board $1145 VIDI 1z Afdigiiser  § 405
A4008 A4000 SCSI VIDI 24 RT digitiser $ 745
Controller $ 345 Picasso Il RT 24 bit $1095
A4000 040/33 ’040 Piccolo RT 24 bit $1095
board for 030 A4000s $ call aﬁﬁeﬁo%’ﬁ lewlr;rq;azggle
Megachip 2000-
2 meg chip RAM

$ 379
SPECIAL DEALS
NEW 270 meg SCSI drives $ 495
340 SCSI $ 5
NEC CD ROM kits from $ 395
NEW NEW NEW
GERMAN made BSC SCSI Il
and RAM boards for A2000,

A3000. A4000 $ 345
Multiface dual serial/
parallel board $ 245

AGA Games
Sim Life, Nigel Mansell 2 Racing,
James Pond, Ishar, Transartica,
1869, Whale’s Voyage,
International Golf and more
$59.95
APPLICATION SOFTWARE
SCALA MM300 $595
PAGESTREAM 3 $595
MEDIAPOINT $595
DELUXE PAINT 4.5 $149
ADPRO $279 CANDO $199
ART Expression $245
IMAGINE 3 $585
VIDEO Director $275
BROADCAST Titler $95
IMAGEMASTER RT $185
FINAL WRITER $195
MONTAGE 24 $445
XETEK CD software $95

:"Mac" Emulator now
: has clean 32 bit
: support AND (nearly) :

PC support $795

SMITECH

Use our support BBS 02 544 1248

with modems from
AESIIO 14400 F1ax $595
with GP FAX
INTERLINK Voidax 14400 tax $645
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More ADU

‘We would like to extend a warm welcome
to the two latest additions to the ADU team
— Kate Lindegreen and Murray O’Neill.

Snippets From The States

Column:

Line: ¢

MacroSystemUS have split into two companies: Macro-
SystemUS now handles all non-USA products, and the new
MacroSystem Developments handles all USA-made hard-
ware.

The new Retina emulation software, which uses fast RAM
instead of chip RAM, was due in mid-March.

Also due in mid-March were the Toccata, Retina Z-III, and
Warp Engine accelerators.

MacroSystem Developments is alpha-testing the JPEG board
right now.

Information from MacroSystemUS.

Rounded Box:
Ellipse: |

should be available right now!
Information from Soft-Logik.

Whirlwind Vortex

The latest series of Golden Gate
BridgeBoards from ICP now features
a 25 MHz 486SLC2, with 16-bit data
bus (32-bit internal) and 1 Kb onboard
cache. Speed increases of 400% over
a 386 of the same speed, and 2.5 Mb
of RAM means that PC emulation
need not be such a dreary task!

Software to run the BridgeBoards
is now at version 1.31.27, available to
current Golden Gate owners free of
charge from Vortex. Simply send an
Amiga disk, and enough postage to
get it back to you, and enjoy speed
increases from software improve-
ments alone, of up to 20%.
Information from ICP.

Available now from InnoVision Tech-
nology is the Montage PostScript Mod-
ule, allowing the Montage video-titler
to load and use PostScript fonts. Fea-
tures include the Montage "real time"
scaling of PostScript fonts with inde-
pendent, proportional horizontal and
vertical resizing, and that famous 1-
nanosecond resolution, regardless of
size. Decoration of these fonts is fully
supported, with all the usual colour
fills, embossing, gradient spreads, translucency, and more, available through the
Montage interface.

The PostScript Mod-
ule also features ten
PostScript fonts chosen
specially  for video
applications, and
should  retail for
US$300.

Information from
InnoVision Technology.

Wordworth 3 Preview

| In response to Final Writer comes the update to Wordworth v2AGA. Pro-
| moting the so-called "HIP" Human Interface Protocol, one of the most
impressive new features is the DigiSense auto-correction with typographi-
cal substitution — type "DI", and the program can automatically substitute
"Digita International” (or, more commonly, type "teh", and the program
will swap the letters to give "the".)

File support is built in, allowing files from Mac, MS-DOS, and Win-
dows to be imported and exported, and there is a set of replacement printer
drivers for maximum performance from dot matrix, Deskjet, Laserjet, and
bubblejet printers. : g

Also available is the
Reference Library of 50
| Agfa Compugraphic fonts,

Electrifying
Europeans

The European Computer

: 1 — Electronics Show will be
THE REFERE] INCE LIBRARY i: held/at the Busiriess Design

il sold sel?arately for £70, or & bt e Ialington, . from
Digita intemational Limited i free with Wordworth 3. F Agfa Nadianne Futuro Book Il and falic | g o
g . Futore Bold Il and Itafic [ April 10-12. This interna-
Suggested retail: £150 on TC avart Gase Gotnis gock Geramond Atique i E
. i tional trade fair showcases
its own, £50 as an upgrade Sl ey f Erss or b Iy edse
Chikeds Gl Sans H -ed,
Sour lcdom. from Wordworth 2, or £60 Goady Beld e ixk

Hiroshige Bold and Rabic i technology from designers
o el and developers throughout
AM“;”:‘nyh and Extanded | the world.

ot ‘ Information from
Commodore (UK).

Yours aithfully] as an upgrade to any other
word-processor.
Information from

Digita International.




Czll for 21 FREE disic cataloguz

We Guarantee
Satisfaction

g
% Modems
g 14400 Maestro Fax/Data Modems
£ still only... $599
Pre-Loved Hardware
A500s. 2000s, drives and more.
Call for details.
A4000 Expansions
4008 SCSI Controller $349
Seagate Hard Drives
SIMM Modules 1 or 4 MB.
Trade in your 1MBs for a 4MB
A1200 Expansions
GVP 1230 Turbo Series Il $1399
50Mhz with 4MB RAM and Clock!
40Mhz version available)

CSI Ogtion $199
50Mhz 68882 Co-Pro $399
MBX 1200z with Clock $249
Call for SIMM prices
Clock module still only $49
120MB Seagate H-Drives $549
Trade in old 40MB - save $150
Other sizes available.

Desktop Video
New GVP TBC plus $1699
GVP G-Lock $799
Vidi Amiga 24bit Real Time Frame
Grabber with /stgapl $749
Vidi Amiga 12bit Real Time Frame |
Grabber with p/supply $449
Trade in your old Vidi 12 and
save $150 |
¢ Vidi Amiga 12 $275 |
2 EGS Spectrum 2MB $1049 |
i 2MB $1149 |
= Electronic Design
% PAL Genlock $599
3 Y/C Genlock $799
&)

FRE

fast delivery
throughout
Austrdlia

Opal Vision Video Modules Due
Out this month!. Call for info.

Media Point
Montage
Scala Home Titler

| Scala MM 300

AmiBack 2.0 PLUS Tools
Anim Workshop

| Art Dept Pro 2.3
.| Art Dept Pro Tools

Art Dept Pro Control
Bible Reader Pro
Bible Scholar

Blitz Basic 2
Brillance

CanDo 2.51

$549
$499
$149
$549
$119
$199

300 CG or Postscript Fonts $89
$79

83ntact Ec}

nus

Deﬁ:xe Paint 4.1
Deluxe Paint AGA
Devpack 3

Directory Opus 4.11
Distant Suns 4.2
Easyledgers 2

~ Final Copy |l

Final Writer
HyperCache Pro
Imagine 3
Organise
Pagestream 3

- | PenPali15
| Personal Paint IV
| Phasar 4.09

Pixel 3D

Amadeus
Computers

FREE CALL: 008 808 503
Sydney: (02) 652 2712
International: 612 652 2712
Fax: 02 652 1515

34 Tecoma Drive, Glenorie NSW 2157

typeSMITH

Professional Calc 2
Professional Page 4
ProWrite 3.3 $99
Quarterback Tools Deluxe
Quarterback V6 - NEW
Real 3D 2.4 - OUT NOW
SAS "C" 6.5 now out
Scenery Animator 4 $99

SuperBase Personal 4 $179

" SuperBase Pro 4 V1.3 $299
True Print 24 $99

'\T)/peSmith V2.0 $219
ista Pro 3 $99

X-CAD 2000 $349

g

X-CAD 3000
X-Copy Professional $79

: Music/MIDI/Samplers
| MIDI Interface $69
| MegaMix Master $109
. GVP DSS Plus $199
Superjam! $179
Deluxe Music 2 $199
Bars and Pipes Pro 2 $399

A1200 Keyboard Skins $39
* Printers: Citizen, Hewlett
= Packard and Canon.
| Memory: PCMCIA 2MB RAM
| for A600/1200 $249

008 808 503

FREE CALL ORDER HOTLINE




Picasso lFand-a-bit

From the programmer behind DirectoryOpus
comes the Amiga HP Explorer. Similar to the
MS-DOS program of the same name (well,
"HPEXPLOR.EXE", but a PC-weenie can’t
actually tell the difference...) the program
N gives the user complete control of the default
(lg“::“"“;‘g“ als settings of the Hewlett Packard 4L laser
4 printer.

Running as an Amiga Commodity under
Kickstart 2.0+, the Amiga HP Explorer is an
all-Australian product, retailing for approxi-
mately A$39 from GSoft Australia.
Information from GSoft Pty Ltd.

| The latest update to the
Picasso II software cor-
| rects the disappearing
mouse problem noted in
our review (ADU 7),
| and contains a monitor
file editor. With this,
users may now cus-
tomise the monitor file
scan frequencies and
resolutions, to suit their
particular monitor. A
bypass also exists for
Picasso-aware programs
to bring up a Picasso-specific resolution requester, without hav-
ing to use the Amiga-to-Picasso promotion program, and with-
out using Preferences-standard screen requesters at all.

Information from Ruralcom Electronics Ltd.

From Heifner Communications comes the revolutionary Peg-
ger — an automatic image-compression program for the
Amiga. Pegger is a fully-integrated JPEG compression utility
that runs completely in software, and provides fast, efficient
JPEG compression totally in the background.

Programs such as DPaint, or the Video Toaster, which do
not support JPEG directly can now benefit from the seamless
"snoop" feature, which automates the JPEG processing at the
loading/saving stage, and executes in just seconds.

Pegger supports a full ARexx interface, multiple image & /
format support, incredible RAM efficiency, and configurable
priority levels for loading, saving, and file-selection.

Available now to DKB customers for US$60 (or everyone
else for US$100), Pegger makes the rather large cost of a
huge hard drive unnecessary!

Information from Heifner Communications.

EGS-Paint
Improved

GVP have [l
9| released a free
upgrade to
EGS-Paint, now known as EGS-SpectraPaint V1.2. The package is
available electronically from the GVP Bulletin Board (+1-610-337-5815,
24 hours, settings: 8,N,1) as a patch program that modifies the original
EGS-Paint distributed with the EGS-28/24 Spectrum.

SpectraPaint incorporates more features, including new drawmodes,
extra image, brush, and stencil functions, an enhanced IFF module, and a
JPEG module.
Information from GVP.

AMOS Stays ECS

AMOS fans will be unhappy to learn that EuroPress Software
have shelved their plans to release an AGA update to AMOS
Professional. The last update invited users to wait for one.
Now it seems that the wait will be very long indeed.

Information from Hokianga Software.

DirWork 2.0 Performs Live With Aerosmith

Hyped almost non-stop by Quasar Distribution since the 1993 World Of Commodore,
DirWork 2.0 is now a reality, venturing into the treacherous world of "most versatile and
configurable" programs
for the Amiga.

These few screen-
shots show that
DirWork 2.0 is indeed
virtually infinitely con-
figurable, and the list
of features is impres-
sive. Highlights
include: instant file
type recognition and
action, unlimited num-
ber of customisable
gadgets, all versions of
Kickstart  supported,
full disk-copy func-
tions, complete system
statistics, and an
ARexx port. Addition- ] e |
ally, DirWork will run
in only 512 Kb of memory, and can show all types of IFF images, load any datatype
image subclass recognised by the Workbench 3+ datatypes library (but only if you’re
using Workbench 3, of course), play sounds, and run applications and scripts. It seems
that DirectoryOpus could be in trouble...

Information from Quasar Distribution.




2 \ ; : Includes EtherNet card and networking

software. Share program and data files

o, AV A \ =L between computers as well as peripherals
\ | like printers, CD-ROM drives, RAM

' },\ drives and hard disk drives. Connect as

2 ¢ many Amigas as you like with incredibly

' THE SYSTEM

QuickNet is a complete Network System
..consisting of a plug in EtherNet card and
- integrated software.

In any situation where more than one
Amiga is involved QuickNet will allow
«computers to share files and peripherals
“(e.g. printers). This results in increased
sproductivity, frees up hard drive space,
reduces computer system administration
“and maximises the usage of computer
resources.

~THE HARDWARE

All models are equipped with thick
~EtherNet and either thin EtherNet (coaxial
¢ cable) or twisted pair. The hardware is
based on an industry standard chip set and

complies with the IEEE 802.3 standard.

THE SOFTWARE

* Version 1.3, 2.x and 3.x compatible.
Works with any commercial accelerator
and hard disk drive controller.
8u1ckNet at it’s name implies is FAST.

*

omE
QuickNet is easy to use.
Installation is straight forward and

comprehensively documented step by

owoxw

step.
* QuickNet has a unique system allowing
"diskless" computers to boot
-~ "auto-magically" off any computer on

the network equipped with a disk drive.
* The manual provides a good

grounding in basic network technology
. and includes a comprehensive glossary
of terms.
* QuickNet is a "peer to peer" network

for maximum flexibility.
* SANA II device driver also included.

letely transparent in it’s operation.

fast data transfers.

E;
QN500

* Connects to the expansion connector on

the left side. . :
*  QOptional memory expansion with upto 8

Meg of FAST RAM using | Meg or 4
Meg standard 72 pin SIMMs.

QN2000

* Plugs into any available 100 pin
connector on the A2000, A3000 or
A4000.

AVAILABLE SOON

* A1200 and CD32 combination network
card(32 bit transfers) and memory
expander using standard 72 pin SIMM’s
(fits in the "trapdoor").

* "QN3000+", Zorro III card with Super
Fast 32bit transfers to the network card
for blistering speed and low CPU
overhead.

Resource Management Force P/L
4 Lapis Cres
Arncliffe
NSW 2205
Tel: (02) 556 1316
Fax: (02) 556 1524

Amuse Developments
2-15 Burns Street
Christchurch 8002

New Zealand

Tel & Fax: +64 3 379 8760

Commercial Productions of Aust.
PO Box 187 Vaucluse

NSW 2030

Tel & Fax: (02) 337 6255

Community Communications
PO Box 24-157

Christchurch

New Zealand

Tel: +64 3 384 5024

Fax: +64 3 384 1997

(‘um;pulcr Affair
1.2, 337 Penhurst Street

Willoughby North
NSW "ﬁ)()

Tel: (02) 417 5155
Fax: (02) 417 5542

Digipix Pty Ltd

14 Whiting St.
Artarmon

NSW 2064

Tel: (02) 906 4801
Fax: (02) 906 1112

Dominion Software
PO Box 1:
Doncaster

VIC 3108

Tel: (018) 587 462
Fax: (03) 8856161

Don Quixote Software
PO Box 786
Toowoomba

LD 4350
Tel: (076) 391 578
Fax: (076) 320 195

HTV Media Pty Ltd
PO Box 104 Leura
NS

W 2781
Tel & Fax: (047) 84 2305

MVB Computer Supplies Pty Ltd
506 Dorset Rd

Croydon VIC 3136

Tel: (03) 725 6255

Fax: (03) 725 6766

SigmaCom

Suite 1

20-24 Gibbs St.
Miranda

NSW 2228

Tel: (02) 524 9846
Fax: (02) 524 9839

Southern Cross

29-31 Burne Ave

Dee Wh

NSW 2())()9

Tel & Fax: (02) 982 2291

Technical Direction
14a Horden Place
Camperdown

Tel: (02) 550 6255
Fax: (02) 550 4813

Solutions Rendered
Box 47

Hornsb

NSW 2077

Tel: (02) 477 5353

Fax: (02) 476 5736

Yarra Bank Resources
80 River Street

South Yarra

Vic 3141

Tel: (03) 827 6987
Fax: (03) 824 1876



NEW PRODUCTS

Productivity

Brief reviews of some of the hottest new products for the Amiga.

ADPro 2.5

Having used ADPro since version 2, I have
eagerly awaited the arrival of the new ADPro
for over a month. It seems that my constant
complaints about the non-intuitive, playschool
interface of the old ADPro had been echoed
by the beta testers commissioned by ASDG to
help in developing the new product.

Under the surface, ADPro is still the same
old ADPro. The installation contains directo-
ries for the loaders ("Loaders2"), savers
("Savers2"), and operators ("Operators2" —
go figure!). From here upwards, however, it’s
all new. ADPro’s ARexx scripts are now
called "commands", and have their own Com-
mands2 directory. Up to three of these com-
mands can be integrated into the button inter-
face, and the entire list is available at the click
of a button via the list-based interface.

ADPro now supports third-party display
modules (installed in a separate directory),
so that clicking "execute” no longer neces-
sarily renders to a standard Amiga screen.
Users lucky enough to own EGS, OpalVi-
sion, Picasso, Retina, or the FireCracker 24-
bit boards can configure ADPro to render
images to that particular board. Users with
EGS, or some other mode-extending pro-
gram can cause ADPro to run in an
extended screenmode, and render images to
a window on that very screen!

The set of operators has been greatly
extended. One of my favourites is the "pat-

Art Department Professional

tern" operator, that can apply a configurable
pattern to an image on an edge-detection
basis. This can produce pictures that look as
if a flock of semi-transparent butterflies
have landed on every edge in the image (for
want of a better simile), or create a very
convincing "dimpled glass" effect.

This version of ADPro no longer sup-

savers nperators

ports Kickstart 1.3 — ASDG assuming that
anybody with image-processing needs seri-
ous enough to require ADPro, will also have
had computing needs serious enough to
require a system with 2.0 or better.

Look out for a full review in a future
issue. PME

Reviewed by ADU

Advanced
Amiga Analyzer

THE ADVANCED AMIGA Analyzer is a
combination hardware/software diagnostic
utility for the Amiga, which helps narrow
down a problem to specific pieces of hard-
ware, and, most importantly, lets you know
when things are functioning properly.
Specific tests it can run include: game
port function; power parallel port function;
power serial port function; memory func-
tion; video port power; and audio hardware
function. In addition, the Advanced Amiga
Analyzer can tell you what hardware is
installed in a system, without your having
to open up the computer. You can assess
which OS ROM is installed; which CPU is
in use; which FPU exists; which Amiga

chips are present (regular or Fat Agnus?); the
memory installed; and expansion boards in
use. All tests are run from a point and click
interface.

In addition, the parallel and serial port

testers require that the appropriate hardware
dongles are plugged into the respective data
ports (Amiga 1000 tests will require gender
changers). Additional dongles are provided to
check the power on the game and video ports.

Simply unplug your keyboard and monitor,

[ET Rdvanced Aiga Analyzer by Wilcon Australia

[ PARALLEL PORT TESTER

Bbout|

GanePort]

Conf i

plug in all the dongle cables, and power on
your computer. Any lights on the dongle
which fail to work indicate a problem with
that port.

All tests have a simple, user-friendly
interface. At the bottom left of the screen
are two rows of buttons, each represent-
ing one of the tests. If you wish to under-
stand your Amiga better, or, alternatively,
can’t afford to have it professionally
repaired, the Advanced Amiga Analyzer
is your answer. RSH

Reviewed by
The Parts Warehouse
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Editor Graeme Cheesman
continues his series on
achieving the best results
in Desktop Publishing.

t h e

CREATIVE
[10UCH

TECHNOLOGY IS RACING ahead and,
thankfully, the Amiga is right up there too.
Forever on the lookout for new and better —
and cheaper — ways to produce ADU, we
now have three new resources at our disposal.

As you can see, I've updated the flow chart
to include the expanded range of products we
use to create ADU.

Digital Photography

We are now using the digital photography ser-
vices of the bureau where we get film printed
for ADU. They have a rather expensive setup,
which includes a Sony triple-CCD still video
camera.

The image is captured in a "RAM box" and
the photo is retaken over and over again, with
slight adjustments made each time to light
levels, etc., until the desired result is achieved.
When the right picture is captured, it is copied
from the RAM box to a Mac and then saved
as a TIFF file on our SyQuest cartridge. Pho-
toshop (the Mac software in use) has an
Amiga ILBM save option, but it certainly
doesn’t save its file in any format that we can
use!

Gone are the days of traditional photogra-
phy and the subsequent scanning of prints.
Now we can see what we’re getting before we
finish the photo session, and walk away with
sharp, focused, well-lit photographs, almost
ready for importing into ProPage. All that
remains is the conversion from TIFF format

and we’re ready to go. All hardware pho-
tographs that appear in this issue, as well as
our last two issues, were photographed in this
way.

Fonts

New Amiga fonts can be sourced from Adobe
fonts, and one of the best sources is CD-
ROM. Adobe fonts can be converted to Com-
puGraphic and then PostScript fonts, for use
in DTP. This conversion, as well as editing of
these fonts, or any other font, is easy with
TypeSmith 2.

Colour Proofing

With the release of the Fargo Primera printer
(reviewed on page 66), we no longer need to
have colour proofs printed at a bureau. The
Primera — in dye-sub mode — gives colours
accurate enough to be used by our offset
printer to set up his press. Now that is impres-
sive!

Previously, we needed to get a chromalin
printed for the offset printer to check colours.
This was costing around $140 per A4 page,
compared to $9 for the Primera dye-sub print.
The colour proofs we were getting from the
bureau at $45 in thermal wax are now costing
us $2 per page on the Primera.

This new printer, which has Amiga drivers,
saves us an enormous amount of time and
money. u

Digital Photography

Sony CCD Camera

Rendered images
Imagine, Real 3D

Adobe fonts (Mac CD)

Fonts

EPS clips
Corel Draw CD

INPUT

TypeSmith 2

Scanner
Epson ES-800C

Paint

Image processor
ImageFX, OpalVision

OpalPaint, DeluxePaint

Screen shots

I
1
ASCII Tcxt>

Structured Drawing
Professional Draw

]

1
Desktop Publisher |
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1

Printing_ 1
Offset Printer I |_|
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R q i_ Proof Printer | Removable Mac HD |
| OUTPUT | HP LaserJet III § PySuesties Mb, A-hax
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The Parts Warehouse

260 Forrest Hill Road,

Shown on these two pages are selections from our extensive range of

5 N e ;?lgﬁlsatnl‘(iim Amiga Peripherals and Accessories, which we are continually expanding
Ph 0-9-410 7089 as new products become available. Please phone us tollfree, if the item

FAX 0-9-410 6501 you need is not listed, or to enquire about latest products.

Office

Amiga CD32 $ 849.00 Gold Disk Office 3.0 $ 275.00

Amiga CD32 w/MPEG $1375.00  SuperBase IV Personal $ 249.00

CD32 MPEG Cartridge $ 549.00 SuperBase IV Professional $ 495.00

Amiga 1200 40 HD $1149.00 =

Amiga 1200 120 HD $1595.00 Desktop Publishing

Amiga 1200 Dynamite (No Monitor)$1375.00

Amiga 4000/030 $3395.00 CGFonts 300 pack $ 135.00

Amiga 4000/040 $5295.00  Professional Draw 3.0 $ 275.00

PLCC 33MHz FPU for A4000/030 $ 195.00 Professional Page 3.0 $ 195.00

Commodore 1940 Monitor $ 675.00 Professional Page 4.0 $ 375.00

Commodore 1942 Monitor $ 825.00 TypeSmith (Free upgrade to V2.0) $ 225.00
TypeSmith v2.0 $ 325.00

Computers

Z3 Fastlane $1395.00

FAST SCSI-lI, Up to 256 Mb 32-bit fast RAM

91 $1149.00

at%onz 8 ¢ 425,00
SCSI-II, U 8 Mb 16-bit fast RAM (A?OOMompatible)

FAST SCSHI

SCSI-I, Up to 8 Mb 16-bit fast RAM (A2000—c¢;mpatible)

Hardware . .
Sound And Music
$CSI HD COMBO SPECIALS
A601 w/Clock 1/Mb $ 185.00 AD 516 w/Studio $3125.00
73 Fastlane W/ 1080 Mb $3695.00 A1200 Dual Hard Drive Cable ~~ $ 59.00 AD1012 Sampler $ 795.00
23 FGSHQM W/540 Mb $ 2595 00 Advanced Amiga Analyzer $ 139.00 Bars &Pipes Professional $ 695.00
¢ * AlphaColor Hand Scanner $ 795.00 Clarity 16-Bit $ 345.00
DKB A4091 vl/ 1080 Mb 3475.00 | | DKB 3128 (128 Mb on A3/4000) $ 795.00 DeluxeMusic 2 $ 225.00
409 $ | Digital Broadcaster 32 $7995.00 GVP DSS8+ $ 245.00
DKB l w/540 Mb 4 2395’00 Emplant Deluxe $ 995.00 One Stop Music Shop $1575.00
0'(1’8% n 2008 VI/ 270 Mb 995.00 External Disk Drive $ 189.00 PatchMeister $ 149.00
400 4 GVP A500-PC286 Emulator $ 169.00 SuperJam $ 225.00
8 w/27o Mb 995’00 | Kickboard Plus ROM Sharer $ 85.00 ——
MegaChip 500/2000 w/2Mb $ 595.00 Utilities
MultiFaceCard III $ 275.00
OpalVision $1595.00 ASIM CDFS Version 2 $ 149.00
= Piccolo 2 Mb $1599.00 AmiBack $ 129.00
DeSktOP Dynamlte Pack Picasso I $1195.00 AmiBack Plus Tools $ 199.00
Includes: Wordworth, Primera Colour Printer $2495.00 AmiBack Tools $ 129.00
= Supra Turbo 28MHz (A500/2000) $ 375.00 CanDo v2.5 $ 295.00
Print Man_ager’ VLab 24YC Digitiser $1225.00 Cygnus ED Professional V3.5 $ 175.00
DeluxePaint 1V, ioExtender $ 375.00 Directory Opus V4.11 $ 159.00
% Dennis & oScar 5 = EDGE (Text Editor) $ 159.00
/1940 Monit Graphics/Video Gigamem $ 249.00
W, onitor wl1 942 Monitor Hypercache Professional $ 8500
$ 1 895 oo ASDG Epson Scanner Modules ~ $ 295.00 PCTask2.03 $ 79.00
L ASDG ProControl $ 145.00 Quarterback Tools $ 95.00
Anim Workshop v2 $ 239.00 Quarterback Tools Deluxe $ 175.00
Brilliance $ 375.00 Quarterback v6.0 $ 149.00
BroadCast Titler II Super HIRes ~ $ 425.00 SAS Cv6.5 $ 695.00
Caligari Broadcast $1295.00 TapeWormFS $ 195.00
ORDE I FO Caligari II $ 325.00 .
I | CineMorph $ 185.00 Hard Drives
Phone TOLL-FREE on 0508-708-708, or post your & Cocoon Moph S s Sy bR
order to FREEPOST #4485, The Parts Warehouse, Y hae ¢ e '
CycleMuscles - Imagine $ 17500 SCSI-2 Quantum 3.5"270 MbLP  $ 695.00
PO Box 101463, North Shore Mail Ctr, Auckland.
DeluxePaint IV $ 37500 SCSI-2 Quantum 3.5" 340 MbLP  $ 795.00
I Name | Essence - Imagine $ 14500 SCSI-3 Quantum 3.5" 540 MbLP  $1349.00
Address Humanoid - Imagine $ 37500 SCSI-2 Quantum 3.5" 700 Mb HH  $2195.00
ImageFX V1.5 $ 69500 SCSI-3 Quantum 3.5" 1080 Mb LP  $2495.00
Imagemaster R/t $ 375.00 SCSI-2 Quantum 3.5" 1225 Mb HH $2695.00
Phone FAX Imagine V2.0 $ 19500 SCSI-2 Quantum 3.5" 1800 Mb HH $3195.00
Please send me my FREE disk catalogue InterChange Plus V3.0 $ 299.00 IDE2.5" 60 Mb $ 475.00
I would like a chance to WIN The Lost Treasures of Infocom xa?cl}?‘“em ; ;ZZ% igg g; ;gg m‘b’ p g gzg%
I would like to become a member of The Parts Warehouse ecIakolt y i :

5 5 Montage 24 AGA $ 695.00 IDE3.5" 270 Mb LP $ 649.00
Preferential Customer Group $9.95 (FREE with any purchase) Montage 24 AGA FontPack 1 $ 29500 IDE 3.5" 540 Mb LP $1295.00
Please send me the following products and/or information MorphPlus $ 425.00 =

Product Name Price  Info Pixel 3D Professional $ 395.00 Memory
s Real 3D V2 $1195.00
— K SCALA MM300 $ 59500 PCMCIA (A600/A1200) 2Mb $ 495.00
TV Paint Pro Multiplatform $ 69500 PCMCIA (A600/A1200) 4Mb $ 495.00
$ VIDI 12 $349.00 1 Mb SIMM $ 125.00
$ VIDI 12 24 RIT $ 82500 2 Mb SIMM $ 275.00
Total $ VIDI 12 RIT $ 62500 4 Mb SIMM $ 475.00
: Virtual Reality Studio 2 $ 149.00 8 Mb SIMM $1295.00
| Cheque enclosed Visionaire $ 17500 GVP 1 Mb SIMM $ 199.00
Credit Card VISA/AMEX/DINERS/FARMERS/BANKCARD VistaPro V3.0 $159.00 GVP 4 Mb SIMM

Name on credit card

Word Processors CD-ROM Drives

Number [ L T TICT T ICLTETIC]

Proper Grammar IT Texel Double Speed Internal $795.00
ProWrite 3.3 $ 145.00 Texel Double Speed External $995.00
Wordworth IT $ 249.00 Texel Double Speed External Deluxe $1195.00

Signature Exp /
All orders shipped next day pending credit authorisation.




FREE

DISK

CATALOGUE

Send no money, just the form

No other Australasian Amiga store offers service like t

7 Phone lines

24 Hr all-year, toll-free order hotline
Free freight for all purchases over $100"

IRT4 70

|

Free Post Number #4485 for all mail orders
Visa, Mastercard, Farmers and Diners cards accepted

Advanced word
processing power fo
any Amiga user.
Scalable fonts,
multiple columns,
flow text around
graphics and more.

$ 175.00

EGS 28/24

SPECIAL

usually $1599.00
2 Mb Spectrum

$ 1449.00!

Want more than
Final Copy 11?
Final Writer...

the most powerful
word processor

available for the
Amiga EVER!

$ 275.00

The EGS 28/24

Spectrum allows any
program opening a
screen to use
256-colour, high
resolution screens
which update many
times faster than
AGA. Full 24-bit
facilities and paint
software included!

=GV

Acéeierator optylonsv for the Amuga 1200 owner

_(i@ A123(0 A1230 Performance Series I
Turbo*  BIOW-OUT PRICE

normally $1625.00
now for a limited time only

1295.00

Only while stocks last!

MBX 1200z

40 MHz 68030, 4 Mb of 32-bit
last RAM, optional 68882,
132 Mb of

DKB 1202

16 MHz 68881, 2 SIMM Slots

$ 425.00
12 Gauge

' 295.00
M1 230 XA

and more.

ADPro v2.5

The original image processor
just got even better! A new
and thoroughly modern user
interface

board support for Picasso,
Spectrum, Retina,

Retina Z-1ll,

hird party display

$495.00

| 1495.00

14400 baud High

Speed Modem

Say you saw this
ad and get your

FREE

communications
software and
serial cable with
every modem
purchased

| |[Prices are subject to change
| | \without notice and they do cards.

| |pricing on any

Includes 4 Mb Fast Memory

¢°‘$
< $ 825.00

Call us now for latest pricing on any custom configuration for any Amiga
1200 expansion product advertised . Qur helpful staff will advise you as to
your best option for up rading your Amuga 1200, whether your needs are
simply for more productivity, or you want a power work station with many
capabilities matching an Amiga 4000/040.

Csll us now’

We accept the
following credit

change! We will make every
attempt to match any pricing

on any product. Call us now Diners Club
for the latest details and Fammers
Amiga
product! All prices include
GST. E&OE.

American Express
MasterCard

Make cheques
payable to "The
Parts Warehouse"




USER GROUPS

er Groups

AMIGA USERS’ GROUP TARANAKI
New Plymouth, NZ

The club operates its own Bulletin Board and publishes "The Amiga
Informer”, our user group newsletter. We meet every month to look at
new products, discuss ideas on introducing new users to our club, and
learn how to utilise the Amiga to its full potential. To get in touch with
us, contact:

Mark Blance (Club Secretary)
P.O. Box 634, New Plymouth
Ph. 0-6-753 5006 or

Karen Spence (President)

Ph. 0-6-756 6031

LAKELAND COMMODORE COMPUTER CLUB
Taupo, NZ

LCCC holds meetings on the last Monday of each month at the St. John
Ambulance Hall in Taupo at 7.30 pm. Meetings involve software and
hardware demonstrations and tutorials and the club publishes an alter-
nating, bi-monthly newsletter and disk magazine. To find out how to
join, come along to our next meeting or contact:

Ray Hollard (Chairman)

Ph. 0-7-378 6433 or write to:
Lakeland Commodore Computer Club
P.O. Box 149, Taupo

NELSON AMIGA USER GROUP
Nelson, NZ

The Nelson Amiga User Group is a non-profit organisation which meets
on the third Thursday of every month, at a venue to be advised. The
club also publishes a monthly newsletter, "Bytes of News", and mem-
bership is open to all. If you are interested in attending our next meet-
ing, please contact:

James Chappell (President)
Ph. 0-3-548 9948 or write:
C/- 174B Atawhai Drive, Nelson

AMIGA AUCKLAND
P.O. Box 24-467, Royal Oak, Auckland 1030
New Zealand
Telephone/Fax 0-9-413 9127

Amiga Auckland’s own BBS
0-9-634 6716 - 2400 to 14400 24 hrs

Amiga Auckland Branch Meetings

North Shore Branch
Marlborough Park Hall
Chartwell Avenue, Glenfield
Last Wednesday of each month
7:00pm - 10:00pm

Contact: Noel Fuller 0-9-413 9127

Central Auckland Branch

St John the Evangelist Church Hall
Chandler Avenue, Royal Oak

2nd Wednesday of each month
7:00pm - 10:00pm

Contact: Garran Whitley 0-9-630 7835

West Auckland Branch

Holy Cross School Hall

Cnr Lavelle & View Roads, Henderson
3rd Tuesday of each month

7:30pm - 10:00pm

Contact: Dave Larbey 0-9-817 5649

AMIGA CHRISTCHURCHINC.
Christchurch, NZ

The club offers a variety of services to members. These include the
monthly newsletter, access to over 900 disks in the ACI disk library
(including the famous Fred Fish library), magazine, book and video
library, monthly group meetings (including a club shop) and special
interest groups. Members are also entitled to discounts through local
retail outlets. The club meets on the second Tuesday of every month, in
the main meeting hall at the Horticultural Hall, South Hagley Park at
7.30pm. All visitors are welcome. Alternatively, for more information,
write to:

Amiga Christchurch Incorporated
P.O. Box 35107
Christchurch

or phone Phil Stuart-Jones (Membership Officer)
Ph. 0-3-365 1448

EAST COAST AMIGA INC.
Gosford, NSW

Benefits available to members include a User Group Shop, special
workshops, retail discounts and more. In addition the group publishes a
bi-monthly magazine called "Output”. If you would like to know more,
please contact any of the following:

Central Coast Dick Bridge Ph. 043-23 2179
Manly-Warringah  Tony Drieman Ph. 02-985 9319
Port Macquarie Ellis Skelton Ph. 043-88 5390
Newecastle John Leigh Ph. 049-63 1737

or alternatively, write to ECA, P.O. Box 344, Gosford, NSW 2250

COMMODORE COMPUTER USERS’ GROUP (QLD) INC.
Springwood, Queensland

Publishers of "Cursor", the group’s informative monthly magazine. For
further information on our activities and next meeting, please contact :

Phil Guerney (President)

Ph. 07-378 9756 or write to:
The Secretary

C.C.U.G. (QId) Inc.

P.O. Box 274

Springwood, Queensland 4127

COMMODORE HORNSBY USER GROUP INC.
Homsby, Northgate, NSW

CHUG supports Amiga and Commodore C64 and C128 users. We
meet twice monthly at St. Leo’s College, Woolcott Avenue,
Wahroonga. Dates and times to be advised. All visitors are welcome
and you can contact the Club Secretary on 02-487 1062 for further
information. We also have a doorway on the "Three Amigas" BBS 02-
609 4458, which supports bps rates 300 to 9600. Settings are F8N1.

EIJADU




Continued from page 16

NEW PRODUCTS

MediaFlex

Colour Computer Systems in Australia are due to release their online,
non-linear editing system, MediaFlex.

MediaFlex is an advanced, Amiga-based, editing system like no
other, and looks likely to be the next "Video Toaster" for the Amiga. It
employs three Amiga 4000/040s, two DMI Digital Broadcaster 32
cards, a 14 GB array of fast SCSI AV hard disks, OpalVision and/or
dedicated effects generators (i.e., Sony DFS500), a Sunrise 16 sound
card, VLAN and a miscellaneous collection of custom hardware.

!Device 1, HD, 100%. 1200 Megs, 6 Minutes

Device 2, HD, 100%, 1200 Megs, 6 Minutes
| Device 3, HD, 100%. 1200 Megs, 6 Minutes
Device 4, HD, 100%, 1200 Megs, 6 Minutes
Device 5, HD, 100%. 1200 Megs, 6 Minutes
| Device 6, HD, 100%, 1200 Megs. 6 Minutes

| Device 7, HD. 100%. 1200 Megs, § Minutes

7 [Digitat Video Recorder |

—

Complete with some rather nice custom software, MediaFlex basi-
cally offers you broadcast quality record and playback of audio and
video direct to hard disk. Once in this form, it is totally free from the
normal constraints of tape-based editing. This lets you perform edits in
considerably less time and allows animators to see 3D animations being
played back in realtime. Complex effects like morphing can be per-
formed easily and seamlessly. Variable compression ratios and MPEG
creation facilities are just a few of the system’s talents. It is mounted in
arack system and allows two users to edit concurrently.

Release date: Mid-March. (OpalVision won’t hold it up.)

For more information, phone: 0-25-949-452

Review by Anthony Smith

AsH

Personal Paint

DPaint is the standard for, it seems, almost
every paint program produced for the Amiga.
Not yet big enough to challenge this accep-
tance is Cloanto Italia, manufacturers of Per-
sonal Fonts Maker, Personal Write, and now
Personal Paint.

and animate them.

1: ZeroGravity .gif

running Workbench

a handicap.

of that can directly

alienated themselves from a large por-
tion of the DPaint market, who use the
program primarily to create still frames,

Despite the lack of animation, PPaint
proves itself to be, at first glance, a wor-
thy contender in the non 24-bit field of
paint programs. The ability to load
images using the datatypes.library
means that esoteric formats like
JPEG, GIF, and, of course, ILBM,
are all automatically handled, with-
out the need for complicated (and
possibly inefficient) code within the
program itself. Naturally, users not

enjoy these advantages, but the ILBM for-
mat is enclosed within PPaint, so that
older versions of Workbench need not be

A bonus in PPaint is the extensive and
fully-featured PostScript output section.
PPaint is the only paint program I know

PPaint comes on two disks, comprising the
program itself, a JPEG datatype for users of
Workbench 3.0+, drivers for the HP DeskJet
printer, the CloantoAudio audio driver (which
acts as an audio rendezvous for all Cloanto
programs needing to use the Amiga audio to
make sounds), and a deluge of example pic-
tures in GIF format.

Sharing many hotkeys with DPaint, the
PPaint interface is clean and easy to read. Set
out as a combination of toolbox and menus, it
is easy to use, and can be run in a variety of
languages. By removing any animation facil-
ity, Cloanto have made PPaint smaller and
easier to handle than DPaint, but have also

output PostScript files.
There are controls for
crop marks, mirroring,
UCR for the K, M, and
C printing inks, and

screen angles. Many of ¢

these options are for
high-end
machines only, and can
safely be ignored.

The PPaint manual is
also a gem. A small,
unbound book of some
200 pages, it covers
every function in PPaint

printing §

lf I[ “ bt Hrrr[m

i i
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3.0+ will not
extensively, containing excellent background
information as well.

Our inhouse DPaint professional is all set
to rip into PPaint with an extensive set of
comparisons and comments. Look out for a
review in a future issue of ADU. PMHE

Cloanto Italia, Italy

Some productivity reviews are produced by individual distributors. ADU makes every

effort to ensure the accuracy of all contributions, but takes no responsibility for any
incorrect information. All queries regarding Productivity merchandise

directly to the company concerned.
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Matthew Buchanan — with

assistance from Graeme

Cheesman and Peter Morrison —
gives his thoughts on DTP giant...

Page 4.1

Gold Disk M USA

EARLY IN 1993, ADU was informed that
Professional Page 4 was on its way, and with
eager anticipation, we awaited its release from
Gold Disk. Our DTP worries would finally be
over, wouldn’t they? Well, no, as a matter of
fact. As professional power users, we wanted
a faster product, endowed with features com-
mon to the high-quality equivalents available
on those other platforms. The much-needed
increase in speed provided by ProPage 4 was
unfortunately matched by a host of nasty bugs
— some of which have been eliminated in
subsequent updates — not the least of which
have cost us a great deal of time and money.

Professional Page 4.1 is an AGA-
compatible, full-colour desktop publisher. On
non-AGA Amigas, bitmaps are displayed in
four-colour greyscale (except when in 1-bit
mode), and all other colours are dithered from
the available palette. AGA owners (or those
with display cards — ProPage supports the
Amiga’s display database) are able to view
entire documents — including bitmaps — in
256 colours.

Installation

ProPage 4.1 installs with relative ease, placing
itself in a directory of choice, and saving its
initiation files in S:. Several rescalable Com-
puGraphic fonts are supplied to begin your
collection, and utilities are provided for both
the conversion of Adobe fonts, and the cre-
ation of PostScript and Amiga fonts, from

those supplied. Standard Amiga bitmap fonts

are also supported, although Compu- |,
Graphic fonts give vastly superior out- |
put.

For those without hard drives,
ProPage will run from two floppy
drives, although, I suspect, rather labo-
riously. Arm yourself with a cup of tea.
An 030 or better is strongly recom-
mended to avoid hair-tearing frustra-
tion over slow screen refreshes. All

Professional Pago V4.1 1993 Gold Disk Tnc.
. T X ¥ 1

In

dow and, of course, greatly increased speed.
Fill patterns and text preview are implement-
ed; extra genies and graphics filters are sup-
plied, along with a very simple bitmap editor
and Article Editor (TransWrite 2 in disguise)
— a fast, simple text editor which still doesn’t
sort directories alphabetically!

Let the Fun Begin

The Professional Page screen includes a mul-
titude of pull-down menus and a toolbox to
the right-hand side (the toolbox cannot be
moved to any other position). Page templates,
font selection and styling, style tags and mis-
cellaneous tools are accessed through the
menu system, and the most commonly used
features, such as box creation, box grouping
and ARexx "genies" are available in the tool-

Posn. xv -2868

HI6 . 8888

open sp.

bleed:

box.

Professional Page 4.1 uses a system of lay-
ered boxes into which text, graphics or struc-
tured drawings may be placed. Structured
drawings remain part of the project, while
bitmaps are stored as full pathnames, and can
therefore be edited or replaced without the
need for re-importing. Boxes can be dragged
around on a page, positioned numerically us-
ing the Box Attributes requester — just dou-
ble-click on the box in question — and locked
from movement once positioned correctly.
There is, however, no way to select a box en-
tirely obscured by another. The only box
depth tools provided are "Send to Back" and
"Bring to Front", which can lead to problems
when creating documents with multiple, lay-
ered boxes. The "BoxesFrontToBack" genie
goes some way to alleviating the problem, but

. a hotkey to cycle through all boxes di-
rectly under the mouse point would

Scale XICENN> Y ECEEE% eliminate it entirely.

Rﬂhtin"_" ProPage’s ARexx genies are an in-
QPortrait (JLandscape @Center | valuable addition to a decidedly
Output Page Size XPENSIN YECEIEM | mediocre pro . Scores of pre-
[ENo Eject written ARexx scripts are supplied as
[M] Crop/Reg. marks: leng th CREEEEN

part of the program’s installation, al-
lowing the user automated access to ev-
erything from box attribute duplication,

told, though, it still leaves PageStream

choking on its dust.

What's New?

@] Include Downloadable Fonts
[JAutotile

Output: (QProof [@]Rell Paper HidthECIETN

[(ear: | [aisx ] @l‘lnal

[W]8 bit Biteaps

[JOverride Custom Specs.

3 sswssssens) - page manipulation, and group distribu-
From Pag-‘l’n l’as-l-: Cnpx [INegative : & :
O Curront  Page @i aiat @neart  [Eiimal Foea il tion, to automatic document saving and

backup. Even a hotlink to ADPro!
ProPage’s hotkey system is exten-
sive, with almost all menu items acces-

AGA support tops the list of improve-
ments over version 3, followed closely
by support for custom screen sizes, an
editable facing-pages mode, paragraph
indentation control, a page sort win-

Ink Nawe:
£ [l Process Black
[ Process Yellow
Process Magenta
3 [@) Process Cyan

D-ns-ty Angh: Process:

EEENI] lpi ECEER O3 Color

EEER] 1pi EERCEE® OBlack & Mhite

EEERCT] 194 m- @4 Color [UCRGCR]
FEERCT] 1pi EEEMEI® (O Color PostScript

sible via the keyboard. One other
hotkey which I would like to see im-
plemented is a "repeat last genie" key.
Instead, the genie requester must be
opened every time a genie is required.
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Some hotkeys bring up requesters that are nei-

ther doc d nor impl d: e.g., alt-
shift-a to "knockout black".
Caution: Contents Unstable

ProPage’s memory handling is, quite simply,
appalling. It will run on a 1 Mb system, but
not for long. Working on a large document for
an extended period — even with upwards of
10 Mb of free Fast RAM — will cause mas-
sive fragmentation of memory, necessitating
an unavoidable reboot. And this is just the
start of the problems. Professional Page 4.1’s
most severe and annoying bugs include, but
are by no means limited to: the incorrect load-
ing of all documents containing style tags
(pre-defined text attributes) — tags must be
removed before saving; an inability to load 8-
bit greyscale images from either ADPro or
ImageFX, or any DBLPAL files; the incorrect
placement of colour boxes on a 16-colour
screen; the apparent random placement of
bitmaps after accepting the "Load Bitmaps
Immediately" requester; and the inability to
safely change screenmodes at any time other
than just after the program is run.
Programmers running Enforcer will turn
green and start to tremble after witnessing the
multitude of hits generated by ProPage during
normal activity. Although in many internal re-
spects ProPage 4.1 is superior to PageStream
2.22, it is the exterior impression produced by
the clumsy, non style-guide compliant inter-
face, which leads to such easy criticism.
ProPage’s only real competitor in the Amiga

marketplace, PageStream, pre-
sents a far better outward ap- |-
pearance than that of ProPage,
though its bugs are far more
manifest — it is easier to gloss
over these, however, because the
interface is so polished.

On machines with any less
than 30 Mb of RAM, it isn’t a
good idea to quit ProPage either.
It will crash, or at the very least,
fragment some more memory.

PostScript, Anyone?

Those who need ProPage’s
PostScript output capabilities
should be wary of a few more
drawbacks. ProPage will produce quality
PostScript output, complete with a multitude
of adjustable settings. Setting up for colour
separation is simple using the Output
PostScript requester, and you can even add
extra mechanical colours for the likes of spot
colour.

One possibly confusing control is that for
UCR/GCR (Under Colour Removal/Grey
Component Replacement). In basic terms,
UCR means the amount of the three colour
inks (cyan, magenta and yellow, or CMY) that
ProPage will remove from bitmaps and re-
place with black. In theory, printing CMY to-
gether gives black — in reality, it gives a
dark, muddy brown. To combat this, an equal
percentage of each colour is removed and re-
placed with black ink to give much sharper
blacks —  hence
CMYK (for blacK).
GCR is the percent-
age of black used to
replace the colours
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What’s new in the amazing

removed.
Characteristically,
ProPage has prob-
lems with this pro-
cess also. The de-
percentages
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tered if you under-
stand the process.
Even then, increas-
ing the UCR to 80%
seems to take less
colour out of the
bitmap. What
ProPage does here is
beyond me — test
before you print!

On occasion,
ProPage will
PostScript a page too
far down the paper,
chopping off the bot-
tom 10mm or so.
won’t be a
problem if you’re
printing on paper,
but when paying $15
a page for film, it
can become expen-
sive. Pattern fills do
not PostScript cor-

Tel: 02-417-5155 Fax: 02-417-5542
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A work in progress: the ProPage layout for this review...

rectly, and usually crash the machines at our
friendly Mac bureau. The most recent problem
we’ve discovered is in the PostScripting of
24-bit bitmaps. Issue 7’s cover was supposed
to be pure red, but actually PostScripted to
70% on the yellow plate, instead of 100%. Af-
ter tweaking the printing process, the cover ar-
rived as a deep orange. All minor problems —
for the most part PostScript output is more
than acceptable.

Wish List

My list of desires for a ProPage update in-
cludes support for irregular boxes, transparent
bitmap backgrounds (and, thus, text-flow
around the contours of a bitmap), automatic
internal drop caps, right-aligned and numeric
tabs, internal gradient fill support, text aspect
manipulation, multiple text selection, text
undo, "spring-loaded" toolbox gadgets, sys-
tem-standard requesters, style tags that do and
an interruptible refresh that is. All of which
reads like a feature list for PageStream 3.
"Nuff said?

For home users who wish for nothing more
than to create a simple newsletter for their lo-
cal user group or church picnic, Professional
Page is likely to behave a great deal better
than it does when pushed to its limits. It nev-
ertheless is marketed as a professional prod-
uct, and should therefore be able to handle a
professional workload. Unfortunately, it can’t.
Despite this, there is nothing better for DTP
on the Amiga, and what we’re left with is the
simple fact that Gold Disk should have spent
less time adding such ridiculously obscure
features as sticky, yellow, Post-It notes and
more time creating a productivity-conducive,
bug-free program. u

Supplied for review by Gold Disk
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THIS ARTICLE TAKES a look at how you
can change the "look and feel" of your Amiga
to suit the way you work. "Hands-on" sections
for WB 1.x and WB 2.x Amiga users show in
detail how you can modify the mouse pointer.
Try the examples — they’re easy and they’re
fun!

Preferences — Giving Your
Amiga That Personal Touch

The developers of the Amiga have made it a
thoroughly flexible tool. The software control-
ling the basic operations ("the operating sys-
tem"), has been designed to include a special
group of routines, that allow you to control
the working environment i.e., to alter its "look
and feel". These routines are collectively
known as Preferences.

A word of caution might be appropriate
here. Because personal computers are
intended to be just that, users like to be able to
personalise the way they interact with their
Amiga. As is often the case in computing,
there is a trade-off. Many Amiga owners are
family groups. In the family user situation, it
might not be wise to get too carried away with
one member’s wholesale customising. At
least, not without the general agreement and
cooperation of the others. That’s being con-
siderate and could save both arguments and
other users shying away, if they become con-
fused with a new look every time they sit
down to use the computer.

The default settings in the early period of
use standardise the Amiga interaction and this
is, arguably, the most comfortable way for
everyone to begin. On the other hand, cer-
tainly don’t let that deter you from trying out
Preferences to see what’s what! You may
need to revert some of your preferred settings
back to the defaults after your foray — that’s
all. If in doubt, just "use" the settings instead
of saving them; this way you can reboot back
to standard settings again.

We now explore some of the possibilities
at your disposal for such customisation of the
computer, and offer tips to assist in making it
work for you.

"Safe", common, early uses will include
settings for time, date and printer. In general,
the idea is that you use the various Prefer-
ences controls to bring about the effect you
want, and then have those changes remem-
bered by the computer by saving them. You

E] ADU

Peter Moosberger introduces the Workbench
Preferences editor - an easy way to give the
Workbench your own individual look.

can detect many of the settings taking effect
right away. This interactivity is a very conve-
nient way to set your requirements. To begin
with, you will want to have your operating
manuals handy, when you work through any
changes.

Due to the major revamp of the operating
system WB 2.x, over its earlier versions WB
1.x, it is convenient to discuss the Preferences
for each separately.

Key Repeat Delay
Shontl o [long
Key Repeat Speed

Reset ALl
Lust Saved

25 Feb 94 |§] . N

Reset Colors

The Early Workbenches
(Versions 1.x)

In hindsight, the Preferences options
available in the early Workbenches, com-
pared with the latest operating software, are
few. Nonetheless, you can still make quite
dramatic changes. Many of the older models
still using these Workbenches are floppy
disk-based machines. In the case of multiple
users, each could have his/her own diskette
containing Workbench Preferences to suit
that particular user. In effect, it is like hav-
ing an individual computer, except that the
one set of hardware is shared. Each user
could, for example, have his/her own Kind-
words word processor disk, containing its
abbreviated Workbench, individually con-
figured. This method of working is still
available to multi-user hard disk models,
although not recommended (it tends to be
clumsy, with the danger of introducing
viruses, due to the need to boot from floppy,
etc). So typically, with a hard disk model,
just the one shared set of Preferences
results, unless you are able to set up multi-
ple start-up sequences to cater for various
users. (The latter is beyond the scope of this
beginners’ section.)

Access to make settings is through the
Preferences Tool — normally an icon sport-
ing a large question mark, labelled "Prefer-
ences" or "Prefs". Double-click on the icon
and the entry/exit window for Preferences
appears. Current settings are displayed and
you can make changes. Choices can be
saved to your Workbench disk by clicking
on the Save button. Alternatively, you can
elect to simply Use the choices for that par-
ticular session or Cancel
any changes. Selecting any
of these buttons returns you
to the Workbench screen.
By the way, the two
"droid"-like figures (gondo-
las?) are an interesting mys-
tery to most newcomers.
They in fact represent the

Horkbench
Interlace

mouse Prefs — speed and
double-click  delay. Try
them — click one of the

non-highlighted mouse

speed numbers or drag the
delay slider and see/feel the
effect.

It is important to note that your Prefer-

Are you droid
or mouse?
Find out with vi.3
Preferences.

ences can still be edited and saved to your
boot disk, without that disk’s containing the
Preferences Tool. This is often the situation
with application software. The application
program may take up a large part of the
storage capacity on the floppy disk, only
leaving room for the barest of WB essen-
tials. So to work with Preferences in this sit-
uation, boot the Amiga with the program
disk to the WB screen stage. Then insert
any disk containing the Preferences Tool
and activate it. You will be requested to
insert the boot disk. The current Preferences
configuration on that disk will be read and
will appear for you to edit.

A surprising number of choices is
available, notwithstanding a first impression



You will never see this happen!

Messing With The Mouse

of compactness. Try the screen centring
control (the one in the centre of the win-
dow). Also check that the text control is set
to 80, if you have an Amiga monitor. The
60 setting should be used when a TV moni-
tor is connected. Mind how you set the
Workbench colour sliders for each of the
four display colours. It’s possible to com-
pletely lose sight of the controls! Reset
Colours is great for regaining the old
colours (as long as you can see the button to
click in it; otherwise you’ll have to guess
where to click!). This is a favourite area for
youngsters to indulge themselves. Don’t be
surprised if the next time you load Work-
bench, it appears in outrageously garish
tones!

The time and date controls are operated
through the up and down pointing arrow but-
tons. Simply click on the category on the left,
which you want to change, then on the up or
down arrow to increase or decrease its value.

Three buttons give access to separate sub-
windows. These relate to the serial port, the

E
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It is most important to match the printer type
to the actual printer.

Now for some "hands-on". Let’s edit the
pointer. A "safe" way to practise with Prefs is
to use a copy of your original WB disk. You
can then apply what you have learnt to real
work disks.

In my time working with a great many
eager Amiga users, I have come across an
interesting variety of customised pointers —
shapes, colours and "hot spot" positions. The
"hot spot" is the single pixel every pointer
possesses, that must be inside an icon’s box,
in order to select the icon.

Everyone, at some time, wants to create
their very own pointer design. The pointer is
central to operating the Amiga, so go ahead
and indulge.

1 Access the Prefs screen by double-clicking
on the Prefs Tool icon.

2 Select Edit Pointer and the pointer editing
window appears.

3 You will see a magnified image of the cur-
rent pointer in the upper left-hand corner.

»
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printer and the pointer.

In the Change Printer Screen, the most
important setting is Printer Type. For the
printer type to be selectable, you must first
have copied the appropriate printer driver
into the Devs/Printer directory. Prefs simply
allow you to specify the one you want to be
in effect. You must specify whether your
printer interface is parallel (more than likely)
or serial. The remaining options enable you
to set up your most preferred printer/word
processor settings. Be aware that these will
be the defaults that will be in effect when
you activate your word processor. Normally,
any setting can be changed locally, from
within the word processor itself. Printer
graphics settings have their own window or
windows (depending on version), and for the
beginner, these are best left alone. However,
if you have a colour printer, make sure that
you choose Colour from the Shade options.

This is the drawing area you can alter to
change the pointer. Note the four life-size
pointers set against each of the WB
colours, on the right of the magnified
image. You will want to avoid using
colours for your pointer that coincide with
these WB colours. Note also the point pixel
indicated by the smaller square inside one
of the pixels. In preference to the standard

~

‘WB pointer, I have often used a simple, but
functional, crosshair pointer, consisting of
a small, bright green circle, with short
north/south/east/west lines outside, high-
lighted with a central, bright red dot. Of
course, the "hot spot" is located at the cen-
tre. Try creating this pointer as follows.
Click on the Clear gadget. The five pointer
images vanish ie., all pixels are made
transparent, and you can commence creat-
ing a new one. Of course, if you want to
simply modify the existing pointer, don’t
clear it. At any stage, the old pointer can be
restored by choosing Restore.

5 Above the RGB colour sliders are four

colour selection buttons. You cannot alter
the rightmost one; it is the transparent
"colour”". Use it to draw transparent areas
on your pointer and to effectively undo any
other coloured pixels. WB colours will
"show through" these pixels. The other
three colours can be modified by selecting
them and changing their red, green and
blue components. Start by selecting the
leftmost colour and modifying it to lime
green. Draw on the drawing area, either by
individual clicks or by dragging. Remem-
ber, you can undo wrongly-placed colour
pixels by substituting with transparent
ones. Construct the small circle and short
arms. Gauge the size from its appearance
‘in the four life-sized copies to the right.
Note that your current working pointer is
unchanged. The new pointer only becomes
usable after you select Use or Save when
exiting from the Preferences Tool. Now
select the second colour, modifying it to
bright red. Draw a centre dot inside the
crosshair.

Select Set Point. Click in the very centre of
your image. The point pixel moves from its
previous place to the new position.

Hint: Position the "hot spot" in an obvious
place on your pointer i.e., tip of arrowhead;
otherwise your co-users won’t easily twig
to where to point! If you come across a
pointer failing to respond to selection
clicks, it’s more than likely that the point
pixel has been placed away from where it
should intuitively be. And in the extreme
situation — which, incidentally, one
Amiga-oriented family, who once called
for assistance, was trying to cope with —
the pointer and point can be completely
transparent!

Select OK when the pointer is the way you
want it. You will be returned to the main
Preferences entry/exit window. Select Save
or Use to put your pointer into effect.

Following the "hands-on" example will give you a pointer like the one on the right.

Preferences ¥1.3.10
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The Later Workbenches
(Versions 2.x)

As mentioned previously, Prefs 2.0 and later
are a major revision over the early Prefs.
This is part of the long-awaited, "profes-
sional” (as opposed to "games") interface,
which has given the Amiga consumer image
a much-needed fillip in the last few years.
Known as the Preference editors, these are
contained in the Prefs drawer. Their collec-
tive capability far outstrips options previ-
ously available. Users of Amigas running
these upgrades will want to refer to the rele-
vant documentation. In particular, Com-
modore’s Using The AMIGA Workbench

(Chapter 3: Preferences), shipped with most
Amigas, contains an excellent introduction
to the wealth of customising you can effect.
All sorts of handy gadgets in Prefs make
your computer so much more enjoyable and
functional. For example, take a look at the
Time editor, where you can view instant
monthly calendars, simply by editing month
and year settings.

There are also editors for background
patterns, fonts, screenmodes and interface
control shortcuts, to mention just a few, as
well as the equivalents of earlier Work-
bench Preferences.

Note that there are two main printer edi-
tors. The Printer Gfx editor gives control
over graphics and colour.

In addition, each editor features menus
enabling multiple configurations of the
same editor to be saved. These so-called
Presets are normally saved to the Presets
drawer and are readily available to be
implemented at any time.

(26 B.Y:17)

Messing With
The Mouse —
Workbench 2.x Style

The general procedure for

editing the pointer under WB

1.x applies directly to that for

WB 2.x users. We will create

the same green and red

crosshair pointer as follows:

1 Access the Prefs window
by opening the Prefs drawer
icon in your WB window.

2 Open the Pointer icon and
the Pointer Preferences
window appears.

3 You will see a magnified image of the cur-
rent pointer in the upper left-hand corner.
This is the drawing area you can alter to
change the pointer. Note the four life-size
pointers set against each of the WB colours
on the right of the magnified image. You
will want to avoid using colours for your
pointer that coincide with these WB
colours. Note also the point pixel indicated
by the smaller square inside one of the pix-
els.

Click on the Clear gadget. The five pointer

images vanish i.e., all pixels are made

transparent, and you can commence creat-
ing a new one. Of course, if you want to
simply modify the existing pointer, don’t

IN

Pick the day of your birthday using the Time Preferences. Pick the place using the Locale Preferences. Now plan the festivities with the Party Preferences...

clear it. At any stage the editing can be
aborted by choosing Cancel.

5 Above the RGB colour sliders are four
colour selection buttons. This differs from
earlier Workbenches in that it is the left-
most "colour" that is transparent and which
cannot be altered. Use it to draw transpar-

with transparent ones. Construct the small
circle and short arms. Gauge the size from
its appearance in the four life-sized copies
to the right. Note that your current working
pointer is unchanged. The Test gadget
allows you to update the working pointer to
reflect what you’ve created, without having
to exit from the editor. Now select another
colour from the colour selection gadget,
modifying it to bright red. Draw a centre
dot inside the crosshair. The Reset Colour
gadget will reset the colour selection gad-
get with the set of colours that were last
saved.

Select Set Point. Click in the very centre of

your image. The point pixel moves from its

previous place to the new position.

Read the hint in the WB 1.x "hands-on"

section, concerning placement of the point

pixel.

7 When the pointer is the way you want it, it
may be saved or just used for the current
working session, after selecting either Save
or Use at the time you exit from the Pointer
Preferences window. You will be returned
to the main Prefs window.

The Prefs chapter spanning some 60 pages
is a useful and practical introduction. Many
publications deal with the intricacies of Prefs
in this new operating environment. You are
encouraged to carefully study and practise the
introductory literature and then experiment

(=)

3 Hours from GHMT
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with some of the more obscure effects. That
way your Amiga will efficiently hum your
particular tunes! Now more than ever, the
Amiga can be individualised, while retaining
its universal power. u

MagicWB, released on the PD disk for ADU 6, is a
great source of i

ent areas on your pointer and t0 [warwEmZ=

effectively undo any  other [ 5
coloured pixels. WB colours will
"show through" these pixels. The
other three colours can be modified
by selecting them and changing
their red, green and blue compo-
nents. Start by selecting the second
one and modifying it to lime green.
The selected colour shows in its
own box immediately to the left of
the colour selection gadget. Draw
on the drawing area, either by indi-
vidual clicks or by dragging.
Remember, you can undo wrongly-
placed colour pixels by substituting
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PIRA

IT LIVES. It breathes. More than likely, it @ E %

stalks its prey in your own home. It is the
Pirasaurus Rex or, to use its scientific name,
Pirasauripoffmerchanticus ~ Virusspreadicus
Rexyoursystemus. The killer of quality soft-
ware development for your Amiga computer.

Many an innocent Amiga user has succumbed
to its bird-like call of "Cheepapplications",
only to have the very computer they tried to
feed from the hands of Pirasaurus Rex, simply
curl up and die at a critical moment. An inno-
cent Amiga, starved of quality software,
development and manufacturer support.

Good software applications are the
lifeblood of the Amiga. Commercial software
is created by people who conceive, design
and test software for a living. People who
must make an income from what they do, to
provide themselves and their families with
the necessities and good things of life. But
every time you buy a pirated disk, or make a
copy of your new software for a "friend",
who just happens to notice your latest acqui-
sition, you are feeding the Pirasaurus Rex
and keeping it alive to slowly, but surely, kill
your Amiga.

"...$30,000 for a basic
version of InterLeaf —
$100,000 for the
version with the lot."

Predators And Prey

You see, the Pirasaurus Rex eats into the liv-
ing of the very people who develop the mag-
nificent software, and write the helpful,
readable user manuals, that make the Amiga
so approachable, intuitive and powerful. It
also eats into the living of those who work
long and hard to bring that software to you.
After all, don’t they deserve to make a living
from their efforts? Feeding the Pirasaurus Rex
hurts them, and their families too. And when
they see the Pirasaurus Rex lurking so close to
every Amiga user, it is no wonder that Amiga
software distributors and retailers often feel
disheartened, even though they are Amiga
enthusiasts too.

The Virusaur

Worse still, wherever the Pirasaurus Rex goes,
it carries a small creature on its back. Some-
times dormant, and usually invisible, until it
wishes to rear its ugly head, the Virusaur
spreads disease to every Amiga disk it can
touch. Only through genuine, original soft-
ware, can you be sure of totally avoiding the
evil Virusaur, a creature born of the sickest
minds in computing. The pyromaniac of the
digital domain.

Take a good look around you and you will
see that the Pirasaurus Rex has no need to
exist in the Amiga community, apart from the
selfishness of those who feed it. Amiga soft-
ware features the most reasonably priced pro-
grams for any computer platform. Buying a
desktop publishing package for UNIX costs
$30,000 for a basic version of Interleaf —
$100,000 for the version with the lot. Recom-
mended retail for Quark Xpress for IBM and
Macintosh? $1884. The importer’s advertised
price for PageStream 2.2: $165. Where is the
benefit in feeding the Pirasaurus Rex, when
first-rate word processing software can be had
for as low as a seventh of the price of the IBM
equivalents? What is
the sense in copying
a children’s paint
program like Hoopy
Paint, when an Aus-
tralian programmer’s
livelihood is threat-
ened for the sake of
$60? Why copy PC-
Task, when the $50
or so that you pay
finances the career of
a brilliant young
Australian program-
mer, who continues
to  produce and
develop other abso-
lutely invaluable pro-
grams for our Ami-
gas?

A New Dawn

I cannot honestly say
that the Pirasaurus
Rex has not been in

IRASAVRUS

by Michael Granat

my home. Even its companion, the Virusaur,
once breathed a sickness into my Amiga that
almost ended my business at a critical time.
But as I remove the "evaluation copies" from
my collection and replace them with new and
original software, good things happen. My
shelves fill with attractive boxes and informa-
tive manuals. Little plug-in devices, called
dongles, are provided to ensure that programs
load and run without a hitch. Software devel-
opers send me fascinating newsletters, full of
useful tips and special offers on new releases
for my computer. My programs start and run
quickly. No messages appear on the screen to
Pirasaurus Rexi near and far. No inane or
offensive demonstration screens hamper my
access to what is my business tool. My
Amiga.

And with every genuine, top-quality and
ridiculously inexpensive software application
I buy, to run with complete reliability on my
Amiga, I have the pleasure of knowing that I
am driving all the Pirasaurus Rexi and
Virusaur beasts back where they belong. Into
the depths of the Pirasea, to die before they do
any more harm to our Amigas. u
Reprinted with permission from Workbench
magazine, publication of the Amiga Users
Group Incorporated.

#
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MAILBAG

Dear ADU,

1 find it difficult to know where to begin so
from the beginning ... 38 ... male ... Brisbane
born, graphic and fine artist. Computers 1
have used ... Quantel Paintbox, Mac SE &
Mac II, Amiga 500 (this is a toy ... originally
purchased as a word processor for my wife,
who subsequently bought herself a dedicated
WP). Without a hard drive, it was more trou-
ble than it was worth. So I purchased an
A4000/040 as I had a contract for doing
graphics for a couple of American telemovies.
I thought i d of updating my A500, I may
as well go the whole hog and get THE BEST.

How disappointed I was when I bought Pro
Draw 3 and found it didnt work on the
A4000, having been assured by the software

doesnt, if you get my drift. Apparently a com-
mon problem, to do with too much power to
the drive, or so I'm told (yet to be fixed as I
don't get a lot of down time). Where to end ... 1
am sick to death of Amiga mags in general
telling me how wonderful and powerful the
Amiga is and making excuses why programs
aren't being written for it. Bottom line: hard-
ware is there to run software! Funny thing
that!

PS. You use PD3 and appear to think it
marvellous. What have I done wrong? Did I
kick a dog in my previous life? Will the Amiga
take over the world (certainly not mine)? Who
can or will answer my questions?

Randy Vellacott
Oxenford, Australia

Well, Randy, you sure have had a rough
time of it. I can’t blame you for the way you
feel. The Amiga 4000 is certainly not a perfect
machine, but what computer is? What gets up
my nose are dealers who sell you a product
and are not fully aware of what is compatible.
Then they proceed to tell you all sorts of rub-
bish to try and get out of it.

I checked on the "too much power to drive"
problem and got laughed at. Someone’s trying
to pull the wool over your eyes there. The
A4000 did have a boot problem and Com-
modore released a tech update in May 1993

retailer that it would run ... I e lly pur-
chased a second GVP HD+ for the 500 and
updated to WB2 which got me through... just.
Never mind the slowness of screen updates or
the printing times of 30 or 40 minutes. That
cost me $800, and my "you beaut" A4000 sat
doing nothing for three months. For my next
show I had to have something better, so while
1 waited for the update to PD3 to turn up, I
purchased a fandangle new program called
Art Expression which 1 was led to believe
through reviews to be WB3 compatible?

It would not print 100% in both width and
height. It would print multiple overlapping
images, the higher the resolution the more
images. Some files are saved scrambled, the
positions of various objects/text were altered,
some scattered beyond the page boundaries. 1
now have version 1.04 (Soft-Logik were quick
in their response to my faxes). Unfortunately
the problem with the files scrambling is still
there, though not nearly as bad. Back to PD3
... The update to PD3 works ...well ... sorta,
apart from the fact that it will crash at the
slightest provocation. Though perhaps it
might be the Public Domain fonts. Whatever
... it is so unstable I rarely use it any more.

Of the two programs, PD3 is the more pow-
erful but I tend to use Art Expression 90% of
the time because I find it much more intuitive
to use. Neither of these programs uses the
AGA capabilities of the A4000. I have no
desire to delve into the depths of the Amiga. It
is a tool. I just want to open a program and
work. Unfortunately the amateurishness of
these programs has soured the whole Amiga
experience for me. And so to hardware ...and
you thought I'd finished. The clock went kaput
very shortly after purchase (repaired under
warranty). On booting up ... the hard drive

mADU

explaining the fix. You need a 391470-02 chip
in board location PAL U204 which should
solve your problem.

You're right that a computer is a tool to be
used, not a weekend project that takes you all
your time to get it to do what it is supposed to.
Believe me when I say I know what you
mean.

I can’t do much to resolve your particular
problem, but I do agree that the Amiga is pre-
sented in a less than professional manner, and
the service and support available can be dia-
bolical. As you rightly ask about the future of
Amiga, 1 have to wonder what is in store
when, on the rare occasion a professional does
decide it is the right machine to use, that he
runs into more frustration and costs than are
tolerable.

By the way, we don’t think PDraw is mar-
vellous; we think it is adequate. And we have
never said the A4000 is wonderful or power-
ful. It has reasonable speed, 8-bit colour and
other goodies, but is not the ultimate or there
wouldn’t be a next generation, would there?

Faulty chips are OK as long as they are
replaced quickly, and incompatibilities are OK
as long as the buyer is told BEFORE he buys.
However, it must also be said that reputations
of professional, knowledgable dealers are tar-
nished by those who just want a quick sale.
Unfortunately a few bad apples spoil the
bunch. -Ed.

Dear Sir,

I am writing this letter as a concerned
Amiga user who would like to express his
opinions about the current state and the future
of Commodore Amiga. I own an Amiga 500,
and it has given me much pleasure, satisfac-
tion and many good grades during high

school. I am now at the University of Mel-
bourne and my trusty Amiga is still at it,
working away with a new lease of life with
1.2/2.05 ROM, thanks to a ROM switcher.

Well, how about the current state of Amiga
affairs? Word is out that retargetable graphics
or Display PostScript is scheduled to arrive in
Workbench 4.0. What else would I like to see
in Workbench 4.0? Built-in networking for
starters. Not only should it support Amigas
nerworked with other Amigas, but also Amigas
with other platforms. There are a couple of
things that should be standard on all Amigas.
These include a DSP chip, AGA or AAA
chipset in all machines (including the A600),
large hard drives, at least a 68030, true 24-bit
graphics, 16-bit sound, SCSI-II on high end
machines, IDE on low end machines, stereo
sound inputs, a CD-ROM (CDTV/CD*) port
on the low end machines (since they don’t
have SCSI) and networking AmigaNET ports.

Talking of hardware, everyone knows about
Commodore’s A2024 high resolution monitor.
If Commodore releases a full colour version of
this monitor, with multisync capabilities, it
will have a hit on its hands. Commodore also
has to release a version of the CD?? which can
be plugged into the SCSI, parallel or serial
port of any Amiga! An internal version should
also be released for the 2000, 3000T, 4000
and the up and coming 4000T.

It’s time to talk about software. The Amiga
OS is improving all the time, but of course
there is always room for improvement, so it’s
about time we got AmigaGuide. It should be
part of the OS offering help on any Amiga
topic. It should also be supported by all
Amiga programs. It will make the Amiga a
better platform. Other aesthetic changes
should include a 640x512 Workbench screen,
instead of the current 640x256 medium reso-
lution, and also better 3D definition of icons
and gadgets on the Workbench, by using dif-
ferent shades of grey and black around them
for improved looks. If Amiga is to be taken
seriously, it has to get its software up to or to
surpass the standard of the software on other
platforms. What Commodore should do is look
at all the software released for the Amiga and
put a little sticker on the box on programs that
comply with all the standards set by Com-
modore, such as ASL requesters and multi-
tasking. Games should not be excluded.

Commodore’s marketing is improving, but
it has to get better. It needs to target general
PC magazines like BYTE and general print
media such as large newspapers and general
lifestyle, teenage, music and video magazines.

Finally 1 would like to comment on the
quality of your magazine. I think it is top
class. Definitely better than ACAR. I believe it
will one day surpass the likes of Amiga World,
which many believe is "the Amiga magazine".

Mike Papasimeon
Melbourne, Australia

Some very interesting comments, Mike. I
hope some of the right people read this.

Thanks for your comments on ADU. We
think it is, we know we are and we hope so
too. -Ed. | |



Sound Advice

Everyone talks about converting graphics
from one format to another. Whether it be
JPEG, TIFF, GIF or EPS, everyone knows
how it should be done, and what to use to do
it. What about sound, then? Is it possible to
take a sound module from a PC (say a . WAV
file) and use it on the Amiga? If so how?
Ken Woodward, New Lambton, Australia.

There is a Public Domain program called
SoundZap which converts a number of differ-
ent sound file formats into Amiga 8SVX for-
mat. Also available is AmiSox (via FTP from
AmiNet), the Amiga version of the Sound-
Exchange program, which will convert to and
from just about any format known to man.
Peter Morrison.

Amiga Down Under provides |
answers to reader queries...

We are unable to publish all the' letters
we receive, but if you have a question on
any Amig; lated subject, or an

to a question printed here, send it to:
Help Key, c/- ADU

(see page 10 for address.)

Amy PD Disk

Amy PD Review on the latest ADU sub-
scriber disk gurus my A1200, no matter what
screenmode or chipset emulation I boot up
with. I note that it was tested ONLY with
WBI1.3! Don’t you think that all magazine
disks should work with all Amiga OS ver-
sions?
Trevor Parker, Ballina, Australia.

You are correct on two counts, Trevor. The
Amy PD disk won’t boot on the A1200 and
it should be compatible with all OS
versions. We tested it with WB1.3 and
WB2.1, but our WB3.0 machine was not
available at the time and we assumed there
would be no problems. It was quickly
brought to our attention by a local reader

and, upon

Public Domain

We are making new packs all the
time, so keep up to date with the
latest Cat disk - it's just $2.00!

If you are using the new Imagine V2.9/3.0 & you have been looking for some
Type 1 fonts then look no further than here!
101 TYPE 1 .PFB FONTS Vol - 1 - 4 Disks - $11.95
101 TYPE 1 .PFB FONTS Vol - 2 - 4 Disks - $11.95
101 TYPE 1 .PFB FONTS Vol - 3 - 4 Disks - $11.95
101 TYPE 1 .PFB FONTS Vol - 4 - 4 Disks - $11.95
101 TYPE 1 .PFB FONTS Vol - 5 - 4 Disks - $11.95
ALL 5 PACKS - 505 Fonts - 20 Disks - $54.00
All fonts have been tested to work 100% with the new Spline Editor.
101 IMAGINE OBJECTS Vol - 1 - 8 Disks - $22.95
101 JPEG WRAPS Vol - 1 - 5 Disks - $14.95
This pack contains 101 different Floor, Wall, Kitchen &
Bathroom tiles, as well as a heap of stone pavers - all in
24-bit JPEG format. Ready to WRAP!

IMAGINE _
USERS' };Paint files that

HAVE WE GOT SOME PACKS

investigation, we
discovered that it
one of the

doesn’t like
WB3.0. When
the disk boots,
there is an ADU
title screen
created by us in
Ham mode. It is a
DPaint file but
contains a chunk
not recognised by
WB3. In order to
make the disk
boot, do the fol-
lowing: delete the
ADUpic file on
the disk and then
clone the file
named FrontPage
with  the new
name of ADUpic.

FOR YOU!

For any Overseas Orders, Please Add 7% of the TOTAL
order’s Value to cover Airmail Postage.

Send $2.00 for a full Catalog Disk + the Latest Virus

As this file is OK
under WB3.0, the
disk will boot.
You must have a
- Magnetic Pages
graphic file
named ADUpic,

Checker so make sure you
PUBLIC DOMAIN PLUS ;lonef:he Front-
P.O. Box 791 Hornsby NSW 2077 AUSTRALIA “gE" = e

Piracy

I know that over in England there is a
reward for "dobbing" in a person
to the F.A.S.T organisation (for #3
software piracy). I happen to
know a pretty bad pirate who
gets his stuff from overseas by
modem and I happen to be
poor. The only games I can
afford are through him ($6 per
disk). If there is an NZ organisation offering
rewards (like F.A.S.T), I would be very happy
to "dob" him in and wipe all my pirated disks.
Name withheld.

There is no legislation in New Zealand at this
moment regarding software piracy — an
organisation called the Business Software
Alliance can field any enquiries, however, if
you telephone their hotline on 0800 101 800.
If you are feeling a strong sense of community
spirit, they would be happy to take your call.
Sorry no rewards! Their aim is to curtail busi-
ness software piracy and games are currently
excluded from interest, mainly because the
manufacturers have yet to join the alliance.
(No information was available for Australia at
time of going to press. However any reports
should be directed through the police.)
Ed.

EGS Developer

I am currently a fledgling assembler program-
mer (a very inexperienced one at that) and
was interested in the potential uses of the EGS
libraries. Unfortunately, I have not been able
to find them or their documentation in any
Bulletin Boards that have PD areas. I was
wondering if you could give me an address of
some organisation which could provide
them?
Timothy Eyre, Pukekohe, New Zealand.

The EGS libraries, autodocs, and includes are
all available from the GVP Bulletin Board in
the USA (+1-215-337-5815, 24 hours, set-
tings: 8,N,1). Unfortunately, this requires a
lengthy toll call, since the archive size is in
the order of 900 Kb! Also, EGS includes are
available somewhere on InterNet (that’s
where I got them: "somewhere"...), but the
libraries and other binaries are not.
Peter Morrison.
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Has Blitz Been Blitzed?

I would like to raise the following points: 1.
What happened to your section on Blitz
Basic 2? 2. I’ve got a really old "Super 5-
CP80" printer and I was wondering (if you
have heard of it), what printer driver I
should use?

Jason Le Vaillant, Waharoa, New Zealand.

Never fear, the Blitz Basic section will
return when Simon Armstrong has time to
write it, between new games launches and
development. On your second question,
Super 5 printers are Epson-compatible, so
use the EpsonX Preferences printer driver.
Most dot matrix printers are Epson-
compatible, whether 9-pin or 24-pin.
Ed.

Printer Driver

I have an OKI Microline 172 9-pin printer
but cannot find a driver for it. Do you know
if one is available?

David Rae, Gulgong, Australia.

According to the OKI agents your printer is
standard Epson driver-compatible, so try the
EpsonX driver 9-pin, or failing that, the
EpsonQ 24-pin driver should do the job.

Ed.

Video Conversion

Is 1000 x 1000 on monitor translated to a
better image on video tape than 600 x 400?
Can a Panasonic MX12 Mixer be converted
for Chroma key?

A.D. Smythe, Morayfield, Qld, Australia.

No, the scan frequency of a video signal is
too low. Contact your local Panasonic
dealer for information about the MX12 spe-
cifically. There is Chroma keying equip-
ment available for the Amiga which may do
the job.

Anthony Smith.

It Came From The Desert

In response to Craig Munro of Ashburton,
who made a query in ADU 5 about how to
beat the ants in the game "It Came From
The Desert", I have successfully completed
the game by doing the following: waiting
until day 8, phoning the weather station, if
the temperature is going to be hot, that
means the entrance to the ants’ nest is going
to be open for long periods of time, giving
you the opportunity to enter and destroy the
queen ant. To locate the nest, fly a plane
from the airport to the southern crater, (fol-
lowing the roads is the best way), or jump
in a tank and drive down. The ants’ nest is
south of the crater, so land your plane on

the dirt road running to the crater and walk
south. You will see the ants crawling out of
the nest, and if the hole is staying open for
long enough after an ant comes out, go in.
Once inside, use the flame thrower which
you are automatically given, to burn the
ants, and go through the inter-connecting
holes. This may take a bit of experimenting,
until you find the queen ant. You automati-
cally place an explosive under her; you’ll
hear a ticking sound when the explosive is
set and placed. Then haul butt out of the
hole!
Bill Tremayne, Rotorua, New Zealand.

Cover Disk

I bought a copy of "Amiga Computing"
which contained a cover disk called Per-
sonal Finance Manager which I find really
good, but to get the full potential out of it,
I need a copy of the manual. Could you tell
me where I can get a copy or do I have to
send overseas to Microdeal Ltd, who dis-
tribute it in the UK?
Jason Lee-Leong, Paddington, Qld, Aus.

Cover disk programs are generally for
promotional purposes so that you will buy
the full version. If a local dealer can’t
upgrade for you, contact the manufacturer
or publisher direct.

Ed.

The World’s First Totally User
Configurable Dir

®

]

ectory Ultility!

ALLEN COMPUTER SUPPLIES

432 DORSET ROAD, CROYDON, VICTORIA 3136
Ph (03) 725 3379 Fax (03) 723 1780

Primera

Thermal Wax printer

— =

Yar

» Menus and buttons can be any size, font, colour, position,
function, etc.

+ Unlimited number of buttons and menus

» Instant file type recognition and action

Layout is completely configurable

Fully programmable HotKeys

Keyboard shortcuts for any button, menu, etc.

Display time, date, memory and even global variables
Full support of all screenmodes including AGA
Supports Applcons, Workbench®Tools menu and ARexx
View and print pictures and text

Run multiple configurations at once

Play sound samples and Sound/ProTracker modules
Full diskcopy functions and system information
Works on all AMIGA s, even with only 512k RAM
Fully featured configuration editor

And more ... a”ﬂsﬂﬂ

Tel 61-3-583 8806
Fax 61-3-585 1074 guw Sl £80 8,

°

Now available for the Amiga in both Thermal Wax and
Photo-Realistic versions. Primera’s colour is brighter, richer,
sharper, and more vibrant than other printing technologies.

Priced from just: $1995.00 ex tax

Scanning Solutions for the Amiga with

UMAX

AWARD-WINNING SCANNING DEVICES
A4 COLOUR FLATBED

We have now been appointed distributor of UMAX scanners for
the Amiga. Please call for details. Dealer enquiries welcome.

We also have one of the largest PD collections in Aust. Producers
of DEJA VU & CLR licenceware. Full PD catalogue $4.00

Available now, "Cross Stitch" Converts any
IFF file and prints it out as a cross stitch
pattern. Price $40.00
Dealer interest welcome.

Em ADU




by Ray Abram

MANY WILL BE familiar with
the effect in demos or computer
presentations, where a picture
appears to flow or be "poured” on
to the screen, or where the base of
the screen reflects the image
above it. If you want the inside
story on these two techniques, be
prepared to see the amazing, as I
show you how Amos can achieve
them with the greatest of ease...

Get Real!

Before you say that this is impos-
sible in Amos, think again. With a
little hacking into Amos’s Copper
list, and guidance on how to pro-
gram the Amiga’s Copper list, you
can very easily achieve the tricks
in this issue.

Those sceptical as to the speed
of achieving these effects should

note that both are direct manipula-
tions of the information stored in
Amos’s Copper list (a list of com-
mands that tell the Amiga’s hard-
ware what to display). Little work
is actually done by Amos to main-
tain these effects, which are there-
fore performed with great speed
— probably much the same as the
equivalent machine code routines.
Over past issues, I have

explained how a screen on your
Amiga is actually made up i.e.,
colours, bitplanes (or layers) etc.,
which are combined by the
Amiga’s graphics hardware to
produce what is shown on your
monitor.

We now need to understand
how the information (stored as
bytes), indicated by the bitplane

pointers, is stored in Chip RAM.
(Note: The following information
is specific to Amos and could dif-
fer for Workbench.)

Brassing Off The Copper
As the screen’s data is sent out to

the monitor (stored scan line by
scan line), the bitplanes are incre-

Flow Effect

By Ray Abram
(c) 1994 =

Rem Get Picture to Use
Rem *** Reference 1
Screen Close 0

Load Iff"Picture.iff",0
Wait 2

Rem get start of copper list in memory
Rem *** Reference 2

Copper Off

Cop Swap

COP_END=Cop Logic

Copper On

Rem find end of copper list in memory
Rem *** Reference 3
Repeat
Add COP_END, 4
Until (Leek (COP_END) and $FFFF0000)=$1BE0000
Add COP_END, 4

Rem remember where the cop wait command in the copper list is
Rem *** Reference 4

COP_WAIT=COP_END

Add COP_END, 4

Rem get amos’s wait command
HERE=Leek (COP_END-4)

Rem now poke in new modulus value
Rem *** Reference 5
Wait Vbl
SKIP=Screen Width/8
Doke COP_END, $108
Add COP_END, 2

Doke COP_END, - SKIP
Add COP_END, 2

Doke COP_END, $10A
Add COP_END, 2

Doke COP_END, - SKIP
Add COP_END, 2

Rem now put the amos end of copper list back into the copper list
Rem *** Reference 6

Loke COP_END, HERE

Add COP_END, 4

Loke COP_END,$960100

Add COP_END, 4

Loke COP_END, $1800000

Add COP_END, 4

Loke COP_END, $FFFFFFFE : Rem end of copper list command

Rem get bottom y position of the screen
Rem *** Reference 7

HERE=HERE and $FF000000

Ror.l 24,HERE

Rem kill mouse
Hide

Do
Rem flow effect
Rem grunt routine
Rem => continuously change 1 (yes 1) byte of memory !!!
Rem *** Reference 8
For Y=Y Hard(0) To HERE-1
Wait Vbl
Wait Vbl
Poke COP_WAIT,Y
Next

Rem end of effect keys

Rem *** Reference 9

While Mouse Key=0 : Wend

If Mouse Key=2 Then End
Loop
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mented, ready to point to the next byte of information to be drawn on
the monitor. This process is repeated until the scan line on the monitor
is complete. At this point a skip amount or modulus (utilised by our
trick) is added to the current value of the bitplane pointers, to prepare
for the data of the next scan line. In Amos, this skip value is usually 0,
but adjustment of commands such as Screen Offset and Screen Display
changes the value, to allow, for instance, small subregions of larger
screens to be shown.

This effect also utilises the Copper WAIT command, which tells the
Copper to continue drawing the data on the monitor with the current set-
up, but to wait until a certain position on the monitor is reached, before
the execution of the Copper list is continued. This command is com-
monly used to wait for a certain position on the monitor to be reached
(i.e., the top of a screen), before the screen data starts to be drawn on the
monitor.

If this seems complicated, don’t worry too much — you can still
enjoy the effects.

The Screen Flow Effect (Program 1)

The idea behind this effect is:

First Loop: First scan line is copied down the screen.

Second Loop: First scan line is left alone. Second scan line is copied
down the screen.

Third Loop: First and second scan lines are left alone. Third scan line is
copied down the screen, etc.

Go Slow

You could be forgiven for thinking that the Screen Copy command will
produce this effect. This assumption could be correct if we wanted the
effect to be carried out slowly — and we definitely don’t want to per-
petuate the rumour that Amos is slow! We therefore need a way to pro-
duce the effect super-fast, with a super-smooth result.

How? This effect needs a picture — any will do, be it Ham, extra
halfbrite, hi-res or lo-res. The only limitation is that if the image is
greater than 200 pixels in height, anything over the 200th scan line is
chopped off. (As Amos is written for ECS, this effect cannot use AGA
pictures). The picture is loaded in at Program 1, Reference 1.

As previously mentioned, the whole effect consists of hacking into
Amos’s Copper list. Why? For the simple reason that Amos was not
designed to allow this sort of trick with that list.

We Ha\;e 6ng0f the ]
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Available!
Something for everyone!
We have around 700 disks in just the AMOS Public Domain
Libraries, with new disks arriving all the time!
Normal PD disks are $3.00 each Including Postage!
With every 10 AMOS PD Disks bought - get 1 Disk FREE!

TURBO EXTENSION VI1.90
WHAT CAN IT DO? Just about everything!
* Horizontal 100 % Smooth scrolling using the blitter chip.
* Super Fast Starfield Generator.

* Powerful additional zone commands.

* Faster circle commands & New Icon commands.

* New Super Vector 3D generator and 500000 much morelll!

Requires AMOS PRO V1.12+  $7.00

ENHANCED MUSIC EXTENSION
This Aussie-written extension actually replaces the original
bug-ridden extension. It fixes numerous bugs in the original as
well as adding around 40 - yes 40 new commands! Full
Protracker command support and it now supports SAMPLING!
You also get better MED support as well!

Requires AMOS PRO V1.12+ or AMOS V1.36  $14.95 Incl A5 Manual

JD + JD PRINTER + VIRUS Extensions
Now has 3 of the most powerful and handy extensions on the one
disk! The JD Extension Has been Updated & now has 122
Commands! The NEW JD Printer Extension gives you around 58
new printer commands! The VIRUS Extension gives you around 54
new Virus Fighting & general commands. Includes A5 Manual.
Requires AMOS PRO V1.12+  $14.95

| Here’s just a few of our Theme Packs
501 Asstd Clipart - 5 Volumes @ 5 Disks-a-pack - $14.95 each
Colour Font Packs - 2 Volumes @ 5 Disks-a-pack - $14.95 each
Desktop Video Pack - 4 Disks - $11.95
Kids Education Pack - 2 Disks - $6.95
101 Games Packs WB2.? - 2 Volumes - $39.95 Each
PC Emulator Pack - 3 Disks - $9.95
Easy Business Pack - 5 Disks - $14.95
Hard Disk Users Pack - 3 Disks - $9.95
"C" Programmers Pack - 6 Disks - $17.95
There are heaps more to choose from! - Get the CAT Disk to see!
For any Overseas Orders, Please Add 7% of the TOTAL Order’s Value to
cover Airmail Postage. Please Enquire About Postage on Books!
" Send $2.00 for a full Catalog Disk + the Latest Viru o
PUBLIC I
P.0. Box 791 Hornshy

isk + the Latest Virus Checker
N PLUS
2077 AUSTRALIA

Rem= Mirror Effect =
Rem= By Ray Abram =
Rem= (c)1994 =

Rem Open the Main Screen for this Demo
Screen Open 0,320,183,8,Lowres
Paper 0 : Curs Off : Flash Off : Cls

Rem Set up my palette blue green red
Pdlette 0,$F,$F0,$FF, $F00, $FOF, $FFO, $FFF
Wait 3 : Rem Let screen fully open !!!

Rem Get the physical bottom of the Main Screen
Rem *** Reference 1

Y_SC=Y Hard(0)

Y_BOT=Y_SC+Screen Height

Rem Set up the Second Screen

Rem *** Reference 2

Screen Clone 1

Screen Display 1,,Y_BOT,,Screen Height/2
Screen Offset 1,,Screen Height-1

Screen 0

Wait 5

Rem Get start of copper list in memory
Copper Off

Cop Swap

COP_MOD=Cop Logic

Copper On

Rem kill mouse

Hide

Rem find the 2nd MODULO command in copper list
Rem *** Reference 3
For FIND=1 To 2
Repeat
Add COP_MOD, 4
Until (Leek (COP_MOD) and $FFFF0000)=$1080000
Next

Rem Poke in a modulo to flip the screen and half height
Rem *** Reference 4

SCALE=3

MD=- ( (Screen Width/8) *SCALE)

Wait Vbl

Doke COP_MOD+2,MD
Doke COP_MOD+6,MD

: Rem odd modulus
: Rem even modulus
Rem *** The Red Green Blue Spot Light Demo ***
Rem *** Reference 5
Rem pre-calculations
‘Pen 1
‘Locate 0,10
‘Centre "Calculating Sin and Cos 0 -> 360"
Degree
Dim SN(360),CS(360)
For DEG=0 To 360
SN (DEG) =Sin (DEG) *$FFFF
CS (DEG) =Cos (DEG) *$FFFF
Next

Rem draw the image

RAD=45 : Ink 7 : Pen 7 : Paper 0 : Cls
Circle RAD,RAD,RAD

Paint RAD,RAD

Rem get the image

Get Bob 1,0,0 To RAD*2+1,RAD*2+1

Hot Spot 1,RAD,RAD : Cls : Wait 5

Double Buffer : Rem Set up double buffering
Rem Set up bobs
Make Mask 1
PLANES=%100
For BB=1 To 3
Set Bob BB,0,PLANES,%11001010
Ror.l 1,PLANES
Bob BB, 1,-RAD, 1
Wait 5
Next

: Rem most important command

Rem move the bobs around in a circle

B_RAD=Screen Height/4

XOFF=Screen Width/2

YOFF=Screen Height/2

Bl_ADD=-2 : B2_ADD=2 : B3_ADD=4 : Rem Must be a multiple of 360
Bl_DEG=0 : B2_DEG=120 : B3_DEG=240

Do
Rem position the bobs
Bob 1, (B_RAD*SN (B1_DEG) ) /$FFFF+XOFF, (B_RAD*CS (B1_DEG) ) /$FFFF+YOFF, 1
Bob 2, (B_RAD*SN (B2_DEG) ) /$FFFF+XOFF, (B_RAD*CS (B2_DEG) ) /$FFFF+YOFF, 1
Bob 3, (B_RAD*SN (B3_DEG) ) /$FFFF+XOFF, (B_RAD*CS (B3_DEG) ) /$FFFF+YOFF, 1

Rem calc. next bob positions
2dd B1_DEG,Bl_ADD,0 To 360
Add B2_DEG,B2_ADD,0 To 360
Add B3_DEG,B3_ADD,0 To 360

Rem bounce the blue circle
If B3_DEG=360 Then B3_ADD=-B3_ADD

Rem see if user wants to quit
If Mouse Key Then Exit

Rem make movement smooth
Wait Vbl
Loop

Continued on page 50




From the combination of bsc btiroautomation and AlfaData comes an I/ O extender card
Jeaturing an extra serial and parallel port for your Amiga. Zane Hemingway sets the phone

lines alight with...

MultiFaceCardy

WITH EVER-INCREASING technology, the
average Amiga user is inundated with prod-
ucts requiring a serial or parallel port. As
users tire of endlessly inter-changing products
on the Amiga, and no longer have any hair left
to pull out (after accidentally printing a docu-
ment to the scanner), the cry goes out for
more serial and/or parallel ports.
These are not new, as Com-
modore, GVP and ASDG,
to name a few, have I/O

extenders on the market.

So what makes the
bsc/AlfaData  Multi-

FaceCard III
any -

parallel port and two serial
ports (unfortunately, not the midi

port of the GVP I/O extender), one of which is
a 25-pin, which eliminates an adaptor plug.

But I have to say that the MultiFaceCard
III has become my favourite I/O extender
card, in place of the GVP I/O extender. Not so
much for the features, (as the GVP product
has the extra midi port and serial buffers capa-
ble of buffering to 16 Kb, rather than the Mul-
tiFaceCard’s 4 Kb), but rather for the manual.
YES, the manual. I have never come across
such a well written and helpful manual, unlike
its: GVP counterpart, which basically says
plug this in and adjust the Prefs. The Multi-
FaceCard manual goes much further, provid-
ing helpful tips and hints on how to get pro-
grams working: it even goes so far as to give
examples on using favourite programs like
Term, PageStream and scanning software.

Software received with the card includes a
copy of ParNet that works with the Multi-
FaceCard (unsupported by other I/O cards),
mapping devices and the usual Preference set-
tings. Other software includes Install, which
installs, removes, and sets up device drivers;
Duart Prefs, which allow you to set parity,
baud rate, handshaking, and buffer size; and
MapDevice, which lets you remap your ports
to the MultiFaceCard. To print out a device
attached to Mf select PITO: device, instead of
PAR: device. As easy as that.

bsc/AlfaData B Germany

2V

the card to our local BBS to run its extra
two nodes on. Although the buffering on the
card is only 4 Kb, the MultiFaceCard man-
aged to run the extra two supra 14.4k
modems on the BBS, with no trans-
fer/receive errors resulting.

If you suddenly find yourself in need of
more ports to hang bits and pieces off the
end of your Amiga computer, the Multi-
FaceCard, in my book, is the only option,
and at NZ$299/A$245, there really is no
other solution. 5]

Supplied for review by Ami-Tech

MULTIFACECARD 111

SPEED

Technically, the MultiFaceCard has one
parallel interface and two serial interfaces,

in the form
of one 9-pin RS-232
and one 25-pin RS-232. The
serial cards support baud rates up to
115200 bauds and all handshaking pro-
tocol etc. You can also have more than one
MultiFaceCard in your Amiga.

I gave the MultiFaceCard a thorough
thrashing, both in serial and parallel (not
much can actually go wrong), with no prob-
lems whatsoever in using any of the fea-
tures. In the area of communications, I gave

locs/1.3 X |

From the mabkers of GigaMem comes a hard drive
controller set to shake Commodore’s 2091 from its niche
in the marketplace. Zane Hemingway revs up a few
expensive hard drives to test...

Oktagon2003

bsc/AlfaData ® Germany

' The Oktagon2008 will also accept up to 8
Mb of 16-bit Fast RAM. Great for the
A2000, but T wouldn’t bother in an A4000.

Continued on page 69
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the box — "supports SCSI-2 commands”



Resident graphics guru Peter Morrison
reviews the latest release of the most
versatile image-processing package

available for the Amiga...

ImageFX

Great Valley Products B USA

IMAGE PROCESSING IS a larger field than 40 ! \

most people might think. Simple paint pro-
grams are, in a limited fashion, image proces-
sors, but all processing has to be done in a
pixel-by-pixel fashion by the user. Very few
paint programs offer a resizing facility, or
global composition features. In my opinion, to
be a true image processor, a program should
include a host of operators, the ability to load
and save many different file formats, and a
facility to filter the image in some way.

Enter, ImageFX

Such a program is ImageFX, now in revision
1.5, from GVP and Nova Design. Introduced
not so much as a competitor for ASDG’s pop-
ular Art Department Professional, but more of
a complete replacement for the paint-program-
plus-ADPro combination.

A relative newcomer to the image-
processing scene, ImageFX is more like a
turbo-charged paint program than a "tradi-
tional" image processor. All paint functions
operate in a 24-bit colourspace, and the final
image can be rendered to any Amiga-
displayable mode, or saved in a variety of
true-colour formats.

Any possible combination of image-
processing functions is available, some at the

click of a button, some at the drag of a slider,
and other, more esoteric functions, can be
duplicated with skill and cunning, via the
ARexx interface. In my experience with
ImageFX, there has not been a single function
that I have needed that I could not access
directly, let alone by having to resort to the
lower levels of ARexx programming.

First Look

ImageFX opens two screens: a preview
screen, which displays the current image, and
the ImageFX screen, which holds the toolbox.
There are two problems with this approach.
‘When using graphics cards that do not support
the concept of screen dragging, the ImageFX
screen, which normally opens near the bottom
of the display (sufficient to show all the gad-
gets, and no more), is forced to the top of the
display, concealing the preview screen. Also,
when running without one of these problem-
atic cards, any visitor
windows opening on
the ImageFX main
screen (system
requesters, for example)
usually open on a part
of the screen which is
not visible. On a num-
ber of occasions, I have
caused ImageFX to
crash, and sat around,
staring at the wall, wait-
ing for it to do some-
thing, not realising that
there is a  "sus-
pend/reboot”  requester
dangling out of sight,
below the bottom of the
monitor display.

When ImageFX is
installed, the default
configuration is to run
with an Amiga screen
as a preview screen.
The completely modu-

lar design of ImageFX means that this is not
the only option available, and the first thing
many users will do when running ImageFX
for the first time is to spend a large amount of
time setting up all the Preferences. Almost
everything is configurable, from the default
modules and paths, to the screen colours and
layout of the toolbox gadgets themselves (for
power users only, this one!)

Modularity is the key to the continuing
success of ImageFX. When the EGS-
Spectrum was released, it came with a set of
render modules for ImageFX. Similarly, the
Retina, [V24, and OpalVision cards. None of
these cards is designed by Nova Design, yet
they all integrate seamlessly with the
ImageFX interface. Modules exist for the pre-
view screen, the loader and saver functions,
rendering, scanning, and printing. To integrate
a new scanner, say, into the ImageFX envi-
ronment, all that is required is to copy the
scanner module into the right directory, load
ImageFX, and configure the Scanner Prefer-
ences section to use the new file. Simple!

Teamed with this modularity, the other
basic concept behind ImageFX is openness.
All the image-processing functions are either
self-explanatory, or can be looked up in the
manual. A few of the more exotic effects are
best left to the professionals, but in the main,
the twiddling and tweaking of the image is
encouraged by the interface. Multiple levels of
undo are now supported! (Ever undone a com-
plete picture, pixel by pixel? I've never been
that bored myself, personally, but I'm sure it
can be done!)

If clicking buttons and dragging sliders
does not appeal, ImageFX features a com-
mand Shell, which is a direct ARexx interface
to the program. All the commands ImageFX
supports are available from this Shell, even
those that shouldn’t be. "Quit" brings up a
window that asks you to close the command
Shell before quitting, while "Iconify” puts
ImageFX into an infinite loop: ImageFX will
not iconify its screen while there is a window
open on it (the command Shell), and the com-



neral Opti

The ImageFX Prefs window: instant control over everything from VMem to Verifies.

mand Shell will not go away until ImageFX has iconified itself! Run-
ning ImageFX from the Workbench avoids this loop, and allows you to
interface with ImageFX when it is iconified.

Preview From The Mullock Heap

At ADU, I use ImageFX 1.5, running with the OpalVision 24-bit graph-
ics card on an A4000 with 28 Mb of main memory, and 100 Mb of vir-
tual memory. Although ImageFX has its own brand of virtual memory,
it proves to be slower than using GigaMem to handle it all. (This obser-
vation comes from my specific environment only — your mileage may
vary!)

Virtual memory is a difficult thing to implement, since it cannot be

d that the hine it is running on has an MMU, or other
memory management hardware. The programmers behind ImageFX
have chosen the harder path, so that users without 68030/040 processors
(or those with EC versions) can still enjoy the ability to load and work
on huge images. Every single access of memory must be checked by the
software, rather than just going ahead — this checking can slow things
down to an absolute crawl, if badly programmed, but ImageFX flies
through memory swaps with transparent ease.

ImageFX works spectacularly well with the OpalVision graphics
board (and a number of other 24-bit frame buffers, though I can only
really speak with authority on the IV24, in addition to OpalVision). The
preview screen can be made a 24-bit OpalVision screen, on which every
pixel of the image loaded appears in true colour. This is superb for
image-manipulation, since the display is truly WYSIWYG. In fact, I

prefer using ImageFX to OpalPaint, since the former can do almost

ashioned" courteous service. |
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everything in the field of painting functions that OpalPaint can do
(given enough time), and also offers the image-processing features that
simple painting programs do not.

Taking Command

‘When running on the Workbench screen, ImageFX becomes the equiva-
lent of ADPro — the user cannot interactively affect any part of the
image, but merely applies sequences of operations on the whole image,
and renders the changes. One flaw in this is that the interactive "crop”
operator is disabled; the only way to crop an image on the Workbench is
to open the ImageFX cc d Shell, and lly type "crop xstart
ystart xend yend" (filling in the numbers yourself).

This is not such a bad thing. The very existence of a command Shell
opens up possibilities for all sorts of amazing one-line effects. Users
preferring the keyboard over the mouse (these people exist; I have
proof!) can control everything from this Shell, and the option of one-
touch macros, and command binding means that supercharging the
whole process of loading, touching up, and saving images is as easy as
"shift-F1". The painting functions are even available from this Shell, but
it is assumed that only a masochist would attempt to use them in this
way. They exist to be used from ARexx scripts.

Manual Overdrive

The manual for ImageFX is a large, ringbound book with a hard cover.
Printed in black and white, it is divided (though not separated) into sec-
tions covering ImageFX concepts, the ImageFX toolbox, CineMorph,
ARexx, and the Appendices. The manual was not reprinted for the
ImageFX 1.5 upgrade, though a comprehensive update booklet was pro-
vided. I would have preferred some extra pages to slot into the existing
manual, but the online help system (just press help) makes the manual
almost unnecessary. If I had a poster-size print of the ARexx section, I
would not refer to the manual at all. (And you could do something use-
Jul while you're staring at the wall! -Ed.)

ADPro Takes A Dive

Image processing on the Amiga series of computers seemed like a
promising field to get into, back in the days when its graphics were on
the leading edge of those offered by home computers. Unfortunately,
the Amiga range has been left behind by the latest 24-bit machines, and
until the Amiga can boast 24-bit capability as standard, creating a state-
of-the-art image processor will be an uphill battle. However, it is still
considerably cheaper in terms of performance per dollar to get an
Amiga with a 24-bit card (such as OpalVision) and ImageFX, than it is
to get a 24-bit Mac with PhotoShop.

It must be said, that if your Amiga is unenhanced by any of the large
and growing number of graphics cards on the market today, ImageFX is
only really useful as an image processor, and not a paint program.
Although ImageFX will preview in Amiga modes, it is next to impossi-
ble to do any serious retouching with it, since the quality of the preview
is inadequate (although Ham8 on an AGA machine is approaching
acceptability).

One of the huge advantages ImageFX has over ADPro is that if
you have just loaded (or scanned, say) an image, and you see the
tiniest of blemishes, it is the work of a moment in ImageFX to get
rid of it, while in ADPro, you have to save the image in a format that
your favourite blemish-splatter can read, and then swap to that pro-

gram. The conve-
nience of this s IMAG ) ¢ 5
N2$695 AS$a49

immeasurable, and, in
fact, the paint and pro-

duction  tools that SPEED =l
ImageFX boasts make 0Cs/71.3 X
it the one-stop graphic FEATURES ECS/72.0 V/

manipulation, touch-
up, and rendition pro-
gram that I’d choose
over all others. |
Supplied for
review by GVP
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Grant Preston lets his fingers

do the walking with this

CompusServe navigation utility...

Steve Ahlstrom & USA

AUTOPILOT IS AN automated, CompuServe
navigation program, used for easy posting and
retrieval of forum messages, handling of
electronic mail, and downloading and
uploading of files. All reading and replying is
done offline, saving many dollars in connect
time.

CompuServe is one of the largest,
worldwide, computer information networks,
with a membership of well over a million. At
its simplest, it is divided into nearly 300
separate forum areas, catering for subjects
from artificial intelligence to pets, chess,
picture libraries, cars — the list is almost

dl N us CC support forums
exist, and many manufacturers can be
contacted through the service, which provides
online access to over 1400 of the world’s most
used databases; regularly updated news and

utoPil

financial information services; even overseas
airline and hotel booking facilities. People
from all walks of life use CompuServe daily,
be it for business or pleasure.

AutoPilot, created by Steve Ahlstrom, of
Colorado, USA, is the successor to the
program Whap! by Jim Nangano, and its
message reader View! (also by Steve
Ahlstrom). Amiga users who wanted Whap!
to work with the FALNET access network ran
into difficulties, specifically because of a
parity compatibility error between the
program and FALNET. Whap! worked
correctly when used at a direct CompuServe
node — unfortunately, this required a long
overseas toll call, since the closest node was
located in San Francisco,
California. AutoPilot
overcomes this unforeseen
difficulty, finally  giving
Amiga users in New Zealand
and Australia a reliable
navigation program to access
the resources of
CompuServe.

Flying High

The basic requirements for
the program are Workbench
2.04 or above, at least 2 Mb
of memory, and a hard disk.
Running from floppy disks is
not recommended, as it
would slow the program to an
unacceptable level.

AutoPilot can  operate
from any screenmode
contained in your

Devs/monitors  drawer —
anything from simple lo-res,
| to interlaced super hi-res. In
| resolution modes with a page
| size of less than 640x512, the
entire main screen must be
scrolled using the mouse, as
| trying to squeeze the amount

Simply select the forums you wish
to read, and AutoPilot will

of information that AutoPilot presents into a
smaller screen would result in its becoming

quite  confusing.  Screen  colours are
completely user-definable, up to a maximum
of eight different shades.

When first downloaded and decomp d

the program you have is the "demo version"
of AutoPilot. You can only access electronic
mail, called CMail in the program, and the
four Amiga-related forums. Other functions
are  also  disabled.  Registration s
accomplished by using CompuServe’s
Software Registration (SWREG) feature,
where the fee of US$69.95 (about
NZ$140.00) is automatically added to your
CompuServe usage bill. That may sound
expensive, but many users say the program
pays for itself in the first one or two months of
use. The program is registered when you
receive a "Magic CMail", which transforms
your demo version of the program to the full
operational version. Now as many forums as
you require can be added, and all additional
features are fully enabled.

As FALNET is an independent network
and not a direct node, AutoPilot requires a
logon script — a simple, ASCII data file
which instructs the program how to sign on, to
gain the first required prompt. Details on
scripts  (including the FALNET-specific
script), can be found in the documentation.

t-time Pilots

Upon first running the program, you will be
taken into the setup screen, where you must
enter your name, CompuServe ID number,
password, access telephone numbers, and
system requirements. When you first go
online into CompuServe, AutoPilot will
perform its initial setup phase, changing some
of the CompuServe options required to make
the program work properly. It will then go
into each forum you have selected, extracting
all the message and library sections, before
signing off. If you look at each forum on the
main screen, you will see that the program has
stored the section names.

Using AutoPilot is simplicity itself, as the
whole program is controlled with the mouse
or appropriate keyboard equivalents. Simply
select the forums you wish to look at, and



AutoPilot will sign on to FALNET, send your
CompuServe ID number and password, and
proceed to visit each selected forum to
retrieve new message headers or download
files — all with a single mouse click. Once
new message headers are retrieved from all
selected forums, the program will exit
CompuServe and allow you to choose which
messages you wish to look at. Upon signing
on again, they will be downloaded to your
computer and saved on disk,

download the file to your machine using the
fast CompuServe B+ protocol.

CompuServe’s conferencing feature is
available through AutoPilot, through a built-in
terminal program called HandsOn, which can
be controlled by the scripting language
ARexx. This allows you to type short
messages to other users in realtime, although
you are required to stay online. A recent
addition to this mode is online viewing of GIF

(Graphics Interchange

leaving you to review them
offline.

Sending and replying is
just as easy. Your message is

"CompuServe is
one of the largest,

Format) image files, used by
the WEAther and TREND
areas for displaying graphical
data. The viewed image can

merely typed in the usual worldwide, then be saved or discarded.
manner, then saved. When

next online, AutoPilot will .C077/lp llt?r

automatically send it to the znformatzon

right place. If you collect a
large number of messages,
they can be read after you are

networks, with a
membership of

Currently at Version 1.061,
with updated versions being
released all the time,

signed off, replied to AutoPilot has been proved
individually, and the replies w€ll Qver a reliable by many Amiga users
will all be sent together, ﬂlllllon, " throughout the world. Note:
saving valuable online time. Do not attempt to use a file

It is also possible for compressor such as
AutoPilot to send Internet mail and facsimile PowerPacker on the demo version of

messages. For frequently-used ID numbers,
AutoPilot has an Address Book, which stores
all details required for "point-and-click"
sending of electronic mail.

Downloading of files is done by first
building a catalogue of files, then selecting
those you wish offline. AutoPilot will then

AutoPilot. This will render the program
unable to alter itself into the full version when
the registration CMail is received.

AutoPilot is available for download from
the AmigaVendor forum, Library 9
(AutoPilot), under the filename AP.LHA. The
large and comprehensive documentation file is

SUBSCRIBERS

obtainable separately from the same area. All
questions  requesting help in  running
AutoPilot and solving problems should be
placed in the AmigaVendor Forum, Section 9.
Support questions will not be answered via
CMail. All questions related to registration of
the program must be in the form of CMail
addressed to AForums, ID number
75300,1641. Registration questions will not
be answered in the forum.

CompuServe Pacific can be contacted in
New Zealand on 0800-446-113 for details
about joining. n

AUTOPILOT
US$69.95
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We'll say it loud and clear:

If you have an Amiga®, you need DSS8+!
There’s a brand new standard in quality for

8-bit audio on the Amiga: GVP's DSS8+. We've

of features never before found in any sampler.

[No more time wasted in calibration!|

Adjustment. (Now hear this!)

(No more stereo mix-down!)

all Amigas. [Power to the People!)
music recording. (Home Video!)

more tiny screwdrivers!)

you...

EVERYTHING

THAT YOU EVER DREAMED AN AUDIO SAMPLER

COULD BE...

PLUS!

integrated utterly-unbeatable sound with an impressive collection
You can shop around to your heart’s desire, but you won't

find a sampler with clearer sound or more features anywhere

at any price — why? Because the PLUS in DSS8+ means that

we took everything you expect in a stereo sampler and added:

 Now over 255 settings for input gain including “Automatic”,

e Over 127 settings for our new Low Pass Filter. (Noise reduction!)
e Incredibly high Dynamic Range thanks to DS$8+'s DC Offset

* Right and Left channel pre-mix so you save precious RAM.
° Hardware Channel Selector for optimum performance with
e Separate microphone jack for simultaneous voice-over and

* A solid secure fit onto the Amiga for minimal signal loss. (No

e Our renowned full-featured sample editing and —=,
music composition software. = VP

DSS8+ 1.
Control
DIGITAL SOUND STUDIO Panel for
indepen-

dent control of DSS8+'s
advanced features, allow
ing full compatibility with
almost any sampler soft-
ware available today.

e The best manual in the
business with an easy-to
follow Digital Sound
Tutorial.

° A second diskette over-
flowing with ready-to-play
Sound Effects!

DSS8+ is the essential

The PLUS doesn’t stop there—it also gives

NZ Ph 09 410-9749

DSS8+ is a trademark of Great Valley Products, Inc. Al other trademarks are the property of their respective owners.

audio peripheral for everyone from beginners to digital sound
veterans. In other words, DSS8+ is for anyone interested in a
fun and simple-to-use tool for sound and music. It's perfect for
jazzing up MultiMedia presentations created with Scala”,
Helm", CanDo", MediaLink", or AmigaVision™.

Take it from your ears, get the PLUS—DSS8+!

AmiKom
SYSTEMS

Peripheral

World “

v
506 Dorset Road, Croydon, Victoria 3136, Australia
Phone (03) 725 3233 Fax (03) 725 6766




PerroRMANCE GOUNTS

(...NOT PROMISES)

GVP brings out the best in every Amiga®
Great Valley Products delivers on our commitment to manufacture the most
innovative and technologically superior products for the Amiga.

™

A4000 G-Force
This is it! Never before has such a powerful processor been
available for the Amiga! GVP puts a 40MHz Motorola ‘040 in
?'our 'A4000 (030 or 040) and couples with it up to 32Mb of super
ast SIMM32 memory. We don't stop there... add the memory
expansion module and gain a total 128Mb of RAM (incredible!|
directly connected to this blazing processor. For maximum per-
formance, GVP offers a second optional module for a full 32-bit
SCSI2FAST interface, capable of data transfer speeds up to an
amazing 10Mb per second! GVP GForce...Experience the power!

A2000 G-Force 040-33 Combo™

The classic Combo taken to the Ultimate Extreme!

Your applications will blaze with the awesome power of a
33Mhz 68040 processor. Give that muscle some room to flex
with room for up to 64MB of fast 32-bit RAM. Of course our
award-winning SCSI II interface is integrated for maximum
performance and we include the bonus of ioExtender

capability with an extra parallel port and a buffered high-
speed serial port. Hot “toast” served here!

SCSI 2 FAST

4098 SCSI2FAST/4008 SCSI II™

Bring the world of SCSI within your reach with either of these
versatile boards. Instantly gain access to thousands of peripherals
such as hard drives, SyQuest removable media and CD-ROMs.
Add up to 7 devices to your Amiga 4000 and smile. The 4098 is
equipped with a full 32-bit SCSI2ZFAST interface providing up to
an incredible 10Mb per second transfer speeg. Eight 32-bit,
standard 72-pin SIMM slots provide for up to an amazing 256Mb
of very fast RAM...NOW! A2000 users or those looking %or the
most economical SCSI solution will find room for up to

8Mb of 16-bit memory on our 4008 card.

| SCSI 2 FAST

IV-24™ A4000, The Ultimate Genlock
This is what you have been searching for in a professional
guality genlock for your Amiga 4000. This integrated hardware
lesign provides the crispest, cleanest genlocked video on the Amiga
desktop. With options for RGB, composite, SVHS, Betacam
and M-I compatible inputs & outputs as well as a 24-bit, 16.7
million color frame-buffer and real-time framegrabber/digitizer,
this is the Amiga genlock every professional needs. GVP's
acclaimed ImageFX software as well as the powerful EGS
SpectraPaint, now included, complete this picture as the Ultimate
Genlock. An enhancement package including the professional
Component Transcoder (CT| is available separately!
state-of-the-art 8-bit 4:2:2 video signal process- fOL‘”’
ing,.. Plus it provides a real-time video frame-
?abber and 16.7 million color frame-buffer ... Plus there is a
ull SMPTE/EBU time-code receiver/generator and a separate
comb filter available... Plus this incredible product will
transcode composite and Y/C inputs... Plus a 3 channel

video input switcher (in composite and Y/C) ...Plus
programmable video special effects!

TBCPlus™ This professional quality (CCIR-
601), all digital time-base-corrector (TBC| uses

G-Lock™ Bring live video, audio and Amiga graphics

together and do it on any Amiga! Get connected with the
world of video with our built-n transcoder to convert input
video to composite, Y/C, RGB or YUV outputs! Full support for
AGA systems as well as the ‘classic’ Amiga 500, 2000 and 3000.
Acclaimed interface controls make this easy to use and simple
to control. Scala™ users can purchase an EX module from Scala
distributors. With G-Lock's included dual-input audio panel
it's simply the best choice for every personal Amiga owner.
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260 Forrest Hill Road —=ar’
Forrest Hill 5|

Auckland

New Zealand

Ph 0-9-410 9749

Fax 0-9-410 6501

EGS 28/24 SPECTRUM™

GoBeyond AGA Graphics with this real-time, 24-bit, true-

color graphics enhancement card. Programmable resolutions up
to 1600x1280! 800x600 in 24-bit! We include a custom display

use. Included with Spectrum is a

GVP exclusive, the acclaimed EGS

Get the standard that others are developing for, EGS Spectrum.
Bring workstation graphic power to your Amiga today and see

pass-through cable for single-monitor
SPECTRUM
)
SpectraPaint (formerly EGS-PAINT).
what you've been missing!

P Series II™ At 50Mhz, you can own

the fastest A1200 in the world! Add up to 32MB of high-speed
32-bit RAM, today! With the added power of a 50Mhz FPU, your
floating point operations have never been speedier. A 40MHz
version is also available for those who want the best, but don’t need
as much speed. A simple connection in the A1200's ‘trap-door’
never voids a warranty, and with either SeriesII you have the
added versatility of our DMA Peripheral Port (DPP). Add the
fastest SCSI interface on any A1200 with the A1291 scs1 Kit. It
just plugs in from the back. Other expansion products,including a
16-bit CD quality audio digitizerand playback unit as well as a
real-time video digitizer coming soon! Keep your options open!

DSS 8+ DSS8+™ Clearly Superior!

S This is the quietest, most

professional and attractive digital sound sampler yet made.
Assembled of high-impact clear polycart this is the sound
sampler to own for the Amiga. The versatile Digital Sound Studio
software includes a multéaceted program for sampling, editing,
song composition, stereo sound playback as well as creation of
_MOD format songs. New DSS 3.0 software now supports direct-
to-disk (hard disk!) recording and playback. New reaf-time effects
and powerful playback and editing features as well as an even
more versatile and powerful interface.

g PhonePak VFX™ 2.0
If you are calling for VoiceMail Press 1,

if you would like to send a Fax, Press 2.
1f you would like to have this automated,
scheduled, time/date stamped and call
you when you have new mail, get PhonePak VFX 2.0 today!
Fully integrated, allowing unlimited mailboxes and

private fax receiving. Send faxes from any program that
prints. Call in remotely and retrieve faxes sent earlier.
Plain paper or paperless faxing. Call routing with
Centrex/PBX support, and more!

Pron

ioExtender™

Feeling trapped? Let GVP extend your horizons with

our easy-to-use ioExtenSeL Contained on a single card, you will
find an additional parallel port, allowing you to connect a printer
and a digitizer (such as DSS8+) at the same time. No more messy,
unreliable switch boxes! To speed you on your way, we include a
high-speed, FIFO buffered serial port. No more dropped data or
bogged-down computers when transferring data via modem (at
speeds in excess of 57,600!). Optional RS-422 Kit or second RS232
Kit are available for even greater versatility. Free your ports and
regain performance on your Amiga with ioExtender!

ImageFX™ This revolutionary must-have-program

combines the traditional elements of image processing with
amazing high-end special effects and morphing tools. Image FX is
east-to-use in every respect. It supports image file formats in use
on nearly any platform from Macs to SGI machines.It has built in
virtual memory for all Amigas, no more ‘out-of-memory’
problems! ImageFX even incorporates an on-line help system!
ImageFX includes EVERYTHING you need in one low cost pack-
age: 24-bit painting, scanner modules, image format conversion,
and much more! Recommended by Video Toaster User and in
use at Warner Bros. Animation ...ImageFX is the one to have!
Get the tool the professionals use and recommend!

Distributed in Australia by
Peripheral
World

506 Dorset Road, Croydon, Victoria 3136, Australia
Phone (03) 725 3233 Fax (03) 725 6766

v




Where the Romantics
left off...

...Amiga AGA takes up!

For a supplier near you, call:

NZ +64-9274 1105 R .
Actual AGA Ham8 image displayed on A1200 or A4000









O\) Best of the Best...

o R U R T

After seven issues, we’ve reviewed several products worthy of a
90% plus rating. As newer, better products are released, our
subjective scoring of the products we’ve already seen will no doubt
change. Here’s an up-to-date summary from each of our product
reviewers — the best products from the pages of ADU so far...

OpalPaint v2.1

Opal Technology M Australia

Unfortunately available only to owners of
OpalVision cards, OpalPaint (reviewed ADU 3)
remains one of the fastest and best 24-bit paint
packages available on the Amiga market. Simply

superb. . Il .ﬁ
Speed kAkkk  Ease of Use *kkkkk 94
Features *kkkk  Manual ko ok vy o/O Real 3D vz

RealSoft KY M Finland

Redefining the standard in 3D Amiga
graphics, Real 3D v2 (reviewed ADU 4) is
unmatched for object modelling and

Brilliance

real-world environment simulation.
Hindered only by a rather annoying dongle and the fact that it Speed i}::pélonalnl pm:er s
was not first on the Amiga paint/animation scene, Brilliance R.2.8 0 8% o (l)l e
(reviewed ADU 5) has everythin, its major rival exceptionally steep

g over its major rival, Features learning curve.

DeluxePaint IV, most noticeably its vastly superior interface 2. 0. 2.0.9.¢ i
and unparalleled animation controls. Ease of Use

R 2.2.2 %1
Speed Ease of Use k Manual 93 O/
Features Manual A okkoke 0

TV Paint 2
Professional

MacroSystemUS B USA

Great Valley Products ® USA

A 24-bit Zorro Il/Zorro III graphics
enhancer, the Spectrum (reviewed ADU
6) provides a true one-monitor solution
by way of its Amiga-mode pass-through
port. Fast and OS-compliant, this is the best card we’ve seen.

Jokkok ok
Yook kok

ok k ke
Jokokok v

TypeSmith 2.0

Soft-Logik M USA

With its multi-platform capability, TV

Paint Pro (reviewed ADU
Speed 7) is 24-bit painting at its An invaluable tool for anyone in the publishing
:_(**** best. A fast, intuitive industry, TypeSmith 2.0 (reviewed ADU 7) is the only
*e::‘;‘z interface and loads of creation and conversion utility for outline fonts on the
E fU modes and macros. Amiga. Version 2 includes wide support for outline
*a*s:; * se formats, as well as bitmap editing capabilities.
Manual 950 Speed Sk ok e Ease of Use k¥xkk*k 1 o/
ke /0 Features  *kkk% Manual ok ek g 0




Technosound Turbo 2

New Dimensions B Australia
With the Technosound Turbo 2 (reviewed
ADU 6), the recording of sound samples
and their modification using an
ear-busting range of special effects, is a
total breeze.

*kkk* Ease of Use Jiik
ook ok

Speed
Features ** k*x* Manual

90%

DSS8+

Great Valley Products B USA

The DSS8+ (reviewed ADU 4), GVP’s
top-of-the-line, 8-bit sound sampler
proved a hit, complete with its sexy,
transparent case and software-controlled
gain facility.

*kkkk Ease of Use kkkkir
Manual ook ok v

Speed
Features * k& kv

90%

GSX-190

Citizen ® JAPAN

The best of the 9-pin printers
reviewed in ADU 3, Citizen’s
GSX-190 is absolutely the most
user-friendly dot matrix available
today. Citizen tell us that their new range is well on its way...

90°/o

Speed k%kkir Ease of Use kkkkxk
Features %%y Manual ok kK Ve

Humanoid

Crestline Software Publishing ® USA

| Humanoid (reviewed ADU 5), by the Anti-Gravity
Workshop’s Tim Wilson, is a masterfully-designed
collection of human objects for use with the Cycle
editor of Imagine, which includes several
morphable facial poses ranging from joy to rage.

Ease of Use dkkkvr

| Features Ykkkkx Manual kokokok 5 z 0/0

Blitz Basic 2

Acid Software B NZ

The language responsible for success
stories like SkidMarks, Blitz Basic 2
(reviewed ADU 5) is lightning fast and
packed with features. It comes complete with compiler and allows
easy access to both Intuition and the Amiga’s hardware.

90"/0

*kkkk Ease of Use kkkrvr
Manual Fokok ke

Speed
Features Jk kv

Amos Professional

EuroPress Software B UK

A derivative of the Basic programming
language, Amos Professional’s (reviewed
ADU 3) strengths lie in animation,
courtesy of its included AMAL language.
Very user-friendly.

*kkkvr Ease of Use kkxkk
ok ok k e

Speed
Features *kk**x Manual

900/0

12 AClock

MicroBotics B USA

The perfect sidekick for those A1200
expansion cards which do not come
standard with clocks, the 12 A’Clock
(reviewed ADU 7) is a
battery-backed model which installs
directly on to the

A1200’s motherboard. Ease of Use k&% k
R0 8%0%¢

2 3 4 5 6

93 %

™1

Manual

MBX 1200z

MicroBotics W USA

The MBX 1200z (reviewed ADU 7)
is capable of expanding your A1200 o
with a 50MHz 68882 and 8 Mb of ¥ ’

RAM, and also includes a
90%

- MBX 12007

battery-backed clock.

Ease of Use *x kX
Manual Yok

Speed ook kok
Features * ok

| GVP.

Features X%k Manual

A1230

Great Valley Products ® USA

Expand your A1200 with either a
50MHz 68030 or 40MHz 68EC030,
and 4 Mb of RAM, courtesy of the
A1230 (reviewed ADU 7) from

*kkkvr Ease of Use dkkkk
ok ek

Speed

920/0

Twelve Gauge

CSA B USA

The complete expansion for your
A1200, the Twelve Gauge (reviewed
ADU 7) can take a SOMHz 68030,
50MHz 68882, 16 Mb of RAM and
a SCSI hard drive!

*kkkk Ease of Use kkkkk
1. 2.2 ¢%4

Speed
Features x %% %7 Manual

94°/o
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OctaMED v5.x

Amiganuts

OctaMED started out as the PD program Med
several years ago. Since then it has changed a
great deal and this latest version is much
updated and now a commercial program.

N

Thomas Scovell takes us into the realm of the

Public Domain where the software is cheap and plentiful.

Once again we take a look at the best on offer
from Australasian PD suppliers.

Almost the entire program has been exten-
sively reworked. The graphical notation (clas-
sical stave format) is now extremely tidy and
easy to use. You can create songs using tradi-
tional note format, play them and print them.
The inbuilt sampling software and Sample
editor are also much improved, featuring
increased editing capabilities and effects
which can be applied to samples.

Included with OctaMED is full online help.
Pressing the Help key calls up a manual in
AmigaGuide format, to assist with any prob-
lems you may be having. Also included are
several example songs and other helpful text

OctaMED’s main drawcard is its ability to
play eight samples at a time, rather than the
standard four. It also features inbuilt sampling
software, two methods of editing songs and
much more.

This latest version has a completely new
look. The author has updated the user inter-

Amiga
Down
Under

Rating:

RINNLINE

USERS

face to include all the newest features of the
O/S, which makes it extremely user-friendly;
all features are also fairly intuitive, requiring
less reading of the manual.

mADU

files, so you can quickly become a proficient
OctaMED user.

OctaMED will work on almost any model
of the Amiga with WB 2.x and above, includ-
ing AGA machines. One megabyte or more of
memory is recommended, especially since
some of the example songs take more than
this to run properly.

If you want what is probably the best music
composition program for the Amiga — for
much less than any comparable system —
don’t overlook OctaMED.

Rating..........9.5/10

Extreme Violence

Amiganuts

Extreme Violence is a fair description of this
all-out action game. The aim is simple — find
the other player and shoot to kill.

This Amos-programmed game is designed
to be played by two people, either on joysticks
or keys. The split screen display shows an
overhead view of a maze, through which both
players wander. There you will find weapon
power-ups, as well as the other player, whom

you must shoot in order to win.

The game will work on 1 Mb machines
with WB 1.3 or higher. And should you enjoy
it, payment of the shareware fee entitles you
to a more advanced version. If you enjoy this
form of game, give it a try. But anyone with a
timid nature should steer well clear!

Rating.......... 7/10

Fruit Salad
Amiganuts

Fruit Salad, another Amiganuts game, has an
altogether more gentle feel to it. It comes
under the category of "cutesy platform" and is
a good example of the genre.

The graphics are bright, with nice use of
colour and texture. A jolly and playful theme
tune accompanies the action. Your task in the
game is simple — bounce around the screen
collecting gems, whilst avoiding baddies.
There are 20 levels in all and finishing the
game should provide a good challenge.

Fruit Salad is a shareware game pro-
grammed by a group calling themselves
"Grand Master Design". If future releases fol-
low similar lines, they should be worth look-
ing out for.

Rating.......... 8/10

Amiganuts MAD001

For those who dream of making it rich gam-
bling on the horses, Forcaster is a good bet. It
statistically analyses data on horse races and
predicts the winners.

Configuring the program is relatively sim-
ple. It rates the horses on a variety of features,
including form, weight and age. Included with
the program is an example system, but you



can create your own, based on your assess-
ment of these features.

To find the prediction on a race, simply
enter the field with all available data on the
horses. The computer then calculates a score
for each horse, according to your system, and
lists them in order — all via an easy-to-use
icon environment.

The usefulness of such a program is hard to
gauge, but it’s certainly fun.

Rating......... 6/10

Comic Art#3
GVPD ASL132

This is the third in a series of hand-drawn
comic pictures, featuring the likes of Batman,
the Predator and X-Force. All drawings are
true to the originals, with individual poses and
nice colour.

Also included is a good tune which plays
as the slideshow is displayed. The slideshow’s
creator acknowledges that the tune is ripped
from a game, which is a nice change, but orig-
inal music would have resulted in a higher rat-
ing. Another slight problem lies in the way a
Shell window is displayed as each successive
picture is loaded. Consequently, it doesn’t
look as professional as it could have. The art-
work, however, is what this disk is about and
it’s great.

Rating. 8/10

GVPD Feb94 Cat
GVPD

If you run a Public Domain Library, a disk
catalogue is a good way of attracting cus-
tomers. Exploring a library’s stocks via a nice,
graphical, user interface is infinitely more
enjoyable than flicking through pages of
printed text.

GVPD’s catalogue is a good example. It
supplies all necessary details, such as prices
and ordering information, as well as giving
good descriptions of the disks. You can easily
search for something that interests you and
browsing is a simple matter of a few button
presses.

New libraries should also take note of addi-
tions to Great Value PD, which make it attrac-
tive to customers. GVPD now offer the oppor-
tunity of using credit cards when ordering.
They now also belong to the PDAA (Public
Domain Association of Australasia), whose
code of PD Library "ethics" means you can

expect good products and service from all
members.
Rating.......... 8/10

Amiga Coders’ Manual
Amiganuts

In existence for several years, the Amiga
Coders’ Club produces a regular disk maga-
zine for programmers. Editor Mark Meany has
produced this set of four disks, as a guide for
those who wish to learn to code.

Tutorials for all aspects of assembly pro-
gramming are included, as are numerous
examples. An assembler program and all other
files necessary to start coding, are also on the
disks. The most
innovative feature of

the manual is the Load Eg
all-purpose dis- Run Eg
player, from which s;:;'::
it is possible to read switch

tutorial text, view
examples and even
run the assembler to
try your own pro-

Assembler

grams.
Almost  every-
thing you could

want to know is
there — the Copper,
audio, input, blitter,
sprites and much
more. All tutorials
are well written,
with  plenty  of
examples for you to try.

Of the four disks, the first is Public
Domain and the rest, Amiganuts licenceware.
The set is most definitely worthwhile for any-
one wishing to learn to program the Amiga.

Rating.......... 9/10

APDR Issue#6
Cybercraft

Issue 6 of the Amy PD and Shareware Review
is once again full of well written and illus-
trated reviews of PD. A wide range of disks
from around the world is included and every-
one should find something of interest.

This issue includes much more than PD
reviews. Columns include articles on how to
write your own disk magazine, computer art,
scene freaks and Yorkshiremen! The light,
humorous vein in these articles makes the

magazine easy reading.
Rating.......... 9/10

As The Sun Slowly Sets...

Thanks for supplying PD for this issue must
go to Amiganuts Library in Australia and
Great Value PD and Cybercraft of New
Zealand. If you are after a good selection of
PD, both are worth a look. Other libraries or
individuals are welcome to submit PD for
review. As usual, I am always after good local
products.

That’s all from the Public Domain for this
issue.

If you have any comments or suggestions
for the column, or PD for review, drop me a
line. I can be contacted C/- ADU, or via my
Fido point 3:772/125.5. =

9 weat Valus P.D.

Box 80 Waihi 3061 N.Z.
Quality Imported P.D. & Shareware
17-Bit Software Dealer
PDAA Member

Get THE best Latest Catalogue
(programmed by TeoTime Productions)
NZers include Disk + SSAE
Overseas NZ$3 incls P&P

April Titles
ASL132 Comic Art 3 XDEI35 Kiwi Greenl 91
Pics-Batman,Spartan, Demos & intros
SilverSurfer, Wolverine GMI132 BB2 Games Packl
XDE134 Spaceballs Demo Blitz Basic 2 PD.

2D,9 Fingers. Zombie Apocalypse, etc
ESC108 Back to School3 GMI133 BB2 Games Pack2
Fun to use edu. games Asmodeus, JumpinJack
UCO106 ParBench GMI134 BB2 Games Pack3
ParNet, complete setup. Insectoids 2,etc

AANI133 CharleyCat 2 - 2D GMI135 BB2 Games Pack4
2Mb Anim.Down at the Sea Caffeine Free Diet, etc
GCG105 Cards &Mancalla UDM110 Radbench 1.7
PMI105 Designer V2.12  RAD: Device Utility.
Design Maps and levels ASL134 Tutankhamen’s 2D
for making games. AGA Sshow.Tut’s Treasure
ASLI133 Scan is Lame 2D XDEI136 Emptyhead AGA
AGA Show. 256 colour Demo Rednex -3D dot etc
ECO0102 Discovery ATOM XDE137 Abstrax Pig

2D. educ package AGA Demo Vivid Software

Over 2000 Titles to Choose from.
Disk Prices (Each) (1 - 5) - $5
6-15)- $4 (16 +) - $3.50
All prices as quoted $NZ Freight
FREE.

Opverseas orders enclose $3.
Visa & Mastercard welcome $20
minimum.




Resident muso Matthew Grove hooks his
Amiga to his stereo and gets musical with

the latest release of...

I
SuperJAM! 1
/Fhe lue Ribbon SoundWorks ® USA

AR

IF YOU'RE CONTINUALLY mumbling
about the restrictions of four sound channels
on the Amiga, you’re not alone, but then, like
me, you probably hadn’t come across
SuperJAM! 1.1. This upgrade to the original
release contains enhancements well worth the

update.
Band To Order

Using tricks that I will explain later,
SuperJAM! can play up to sixteen sounds at
the same time, through the original Amiga
sound hardware. But this is no ordinary music
program: there is no musical score, no musical
notation. Instead, you are supplied with a
collection of musical Styles, with which, as
the name suggests, you can jam along. So, if
you are into Hip Hop, Jazz, Country, Boogie,
Reggae (or any of the other supplied Styles),
you can instantly become your own band.
Each of six different instruments, or band
members, plays its own part, depending upon
the Style. To jam with the music, you can use
either the keyboard or the mouse. The mouse
can be used to click on keys in the Keyboard
window, either to play the lead instrument, or
to change the chord that the band is playing.
The (computer’s) keyboard can be split into
two TOWS of  keys, similar to
SoundTracker/MED, with the top row for
changing chords, and the bottom for the lead
instrument.

So, with a few mouse clicks and the bare
minimum of musical knowledge, you instantly
have your own band at your fingertips. The
volume and panning of instruments can be

Sl riveciesnlon ok
g |

controlled via a mixing grid, and the chord
progressions of the band controlled from the
keyboard. Everything changes in realtime,
which really does give the effect of a live
band. In addition to the live capabilities, it is
also possible to create Sections — collections
of chord progressions and style variations —
and to connect Sections together, to form
Songs. When creating chord progressions, it is
possible to use almost any chord, based on
any note you choose. When playing live from
the keyboard, you can assign different chord
types to each note, but when creating a
Section, you can choose from an even wider
variety of chords, which can be edited and
added to. If you create a chord while
SuperJAM! is playing, you can hear your
chord played as it is being composed.

Apart from controlling just the chords
played in a Section, each Style has four
Groove styles — small variations of each
other — and Intro, Fill, Break and End
options. In addition to this variation, it should
also be noted that a certain randomness is
introduced into the playing. Each Groove, Fill
etc. has up to sixteen variations built into the
Style, which are randomly selected,
depending upon certain conditions. This
applies to each individual instrument, so the
chance of hearing the same combination twice
in a complex Style is almost zero. Despite, (or
maybe because of), this random feature,
results are impressive.

However, it does mean that every time you
play a song, it is different. If you like a
particular effect (for example, a drum fill), it
is possible to lock those bars (a kind of
o snapshot). Even more
impressively, once you’ve
locked a bar to a fixed sound,
you can edit the notes the

T

pralTieale| > (5]

instruments play in that
segment. Unfortunately, if
you accidentally unlock the
bar and play it again, your
editing is written over. It is
not possible to lock
individual instruments to
what they play, but it is

possible to record a lead tune
over the entire song. This

| gives a constant lead with a
varied accompaniment.

mapianomda_s«:ﬁmdms

Z just how much variation is possible.

How does SuperJAM! play sixteen sounds
simultaneously? Clever tricks are required,
and, if you have used OctaMED, which
coaxes eight channels out of the hardware,
you will know that the results are often not
much better than with the original four
channels. SuperJAM! keeps a sample in
memory for every single note it can play.
Since this requires numerous samples,
individual note samples tend to be small and
somewhat lacking in quality. In order to
squeeze several samples into one hardware
channel, they must be combined into one in
realtime by the processor. (This is where a
faster processor comes in handy.) SuperJAM!
has three sample quality settings which
correspond to sample rates. The faster the
processor, the higher the sample rate possible,
and the better the quality of the output.

Installation

Installation is easy, and can be done to either
floppy or hard drive. The only
copy-protection is the entering of a
registration number. At least 3 Mb of hard
drive space is required, with 2 Mb of RAM
for optimal use. I would also recommend at
least a 68020 processor, unless you only want
to use the MIDI capabilities. The 200-page
manual is an excellent guide to the program.

Support

SuperJAM! also supports (General) MIDI,
allowing either some or all band members to
play through a MIDI-capable device,
including the drum kit. The mixing grid for
the band enables the volume and stereo
panning to be set for each instrument. Without
MIDI, instruments come from either the left
or right speaker, but with MIDI, instruments
can be partially panned. If your MIDI device
supports the new General MIDI standard,
instruments can be selected by name, rather
than patch number. If you use a MIDI
keyboard, the lower half can be used to-
control chords when playing live, and the top
half, for the melody. One point I should also
mention is that, even without a MIDI setup,
hitting several keys simultaneously on your
(computer) keyboard, means they will all be
played.  SuperJAM! also supports the
One-Stop Music Shop expansion card, a
16-bit, internal sound card with hundreds of
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A fivenote chord being played from the keyboard.
built-in samples and an extra MIDI interface.

To integrate SuperJAM! with other applications, external
accessories modules can be installed in the program. A number come
with the program, and others will become available with associated
software. The simplest accessory provided is an ARexx interface to
SuperJAM!, that allows the playing of songs and other features to be
controlled from an ARexx script. Other accessories provide for the
synchronising of animations from Real 3D or Imagine with a
SuperJAM! song.

SuperJAM! also allows you to use any of your own samples as
instruments, and includes an array of tools to convert an IFF sample
into its own internal TurboSound format (i.e., one sample per note).
Another interesting feature is the ability to record an entire Song as a
single sample — a so-called TurboSample. The resulting sample is
superior in quality to its "live" equivalent, since the restrictions of
realtime calculations are no longer present. The major drawback is the
size of the sample (a one-minute, medium-quality, stereo
TurboSample requires 1 Mb of disk space!) A stand-alone,
freely-distributable TurboPlayer is included.

The more musically adept could try their hand at creating their own
personal styles. SuperJAM! includes a complete Style editor, which
allows current Styles to be edited, or new ones created. The user can
create sixteen variations for each instrument, setting out what each
would play individually, for each of the four Grooves and the Intro,
Fill, Break, and End. Included in the editor is the "mother of all
windows", which allows very accurate control over which variations
should be played on which chords, via a massive array of gadgets.
When creating a Style, be aware that each note has a set of parameters,
providing a certain amount of randomness in the timing and volume of
the note, to increase the realistic effect of a live performance.

There is no facility for printing Songs, mainly because the Songs
are inherently random. It is possible, however, to record Songs in
either SMUS or MIDI formats, which can be printed by other music
programs such as Deluxe Music and Bars&Pipes Professional.
SuperJAM! Songs can be loaded and saved, and so can the individual
sections comprising a Song. The program includes example Sections
for each Style.

I was really impressed with the internal sound capabilities of
SuperJAM! The program managed to achieve what I had previously
thought impossible with current Amiga sound hardware. Those lucky
enough to have a MIDI setup will find the results stunning. The Styles
provided are well done, catering for all tastes, although the Bach
Prelude with drums sounds a little strange. Even if music is not your
forte, a little experimentation can quickly result in a reasonable song.
After a while, the Styles tend to become slightly monotonous, but,
with enthusiasm and a moderate musical knowledge, you're free to
create your own, or maybe just vary those provided.

This program could well have possibilities as an educational tool in
the learning and understanding of music. The manual covers all
aspects of the program clearly and precisely, which is vital, because
there is simply no other program like it. During the course of this
review, my contact with the creators, The Blue Ribbon SoundWorks,
was extremely positive, and future enhancements seem likely. All in
all, a very pleasing piece of software to review. L

Supplied for review by The Blue Ribbon SoundWorks
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Continued from page 7

actual
putting to
air."

What  certainly ‘-:;."
would have affected his
putting to air was the calibre of his support
team: he couldn’t have asked for better.
Valiantly keeping up with details bombarding
them from radio links on each hole, OB media
truck staff included Commodore National
Sales Manager, Tony Hitchcock; his wife,
Alison (who works for Cardinal Network and
suggested the Amiga alternative when her
firm decided not to take part); Commodore
Account Manager, Mark Saunders; his
fiancee, Clare Whittam ("commandeered” for
the occasion); and miraculous student job
search "finds", Brent
Robinson and Henry
Barfoot. ("Those guys
were right on the ball;
we couldn’t have man-
aged without them.")

Positive spin-offs for
Commodore  through
the contra component of
the deal included CD* exposure during com-
mercial breaks; the purchase of equipment by
TVNZ; and Amiga logo coverage during both
golf and athletics. On the subject of person-
alised coverage, it seems that the Amiga logo
crops up in the most unexpected places. Ever
mindful of the competition, Mark takes more
than a passing interest in other sports televised
live. And the hurried disappearance of an
Amiga screen under a Unisys label did not
escape detection during the cricket coverage.

The biggest problem for TVNZ occurred
when unexpected players came up out of the
field, as happened on the last day at The
Grange. "Michael Campbell gained something
like four shots in six holes — he went from a
has-been to a real contender and finished sec-
ond equal. You have to work quickly to cover
that."

The Smokefree Track Series took over
where the golf left off. Again a somewhat dif-
ficult application, which Mark ran single-
handed. He explained: "It was all recorded as
per live, but the last event would finish at 8pm
and we’d be on the air at 8.30pm. During that
time, the editors were going crazy, assembling
a package out of four to five hours of record-
ing the races. I needed to get the field — and
there were changes right till the last minute. I
had to cover the field; provide the Common-
wealth Games qualifying standard graphic; a
baseline for what the race was; and a way for
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the

com-

puter
to work
out who
was  first,
second and
third, and what
time and/or dis-
tance they had
recorded in the warm-up.
"It wasn’t any elaborate sys-
tem hooked up to another computer. It
was done pretty close to the wire really, put
live to tape at that time. If we missed a
graphic at any time, we made a note that it
would be put to air as the material came out of
the truck. So there was a bit involved in that
as well.

"Anything that goes to video tape is fine.
It’s when it’s live that the whole thing
changes. You can’t go back to material on
tape any more — you either have to do it live,
or package it and do it from tape later. And
that’s really where the golf came into its own.

Greg Turner = =2

9th HOLE PAR 4 PUTTING FOR BIRDIE

"The athletics came together in under a
week from the close of the golf. It had been
discussed, but not confirmed. And TVNZ, to
their credit, acknowledged that our system
would not happen overnight. It’s already more
than they are able to do in a suitcase, provid-
ing facilities at short notice to do some pretty
amazing things. It is not perfect yet, and time,
expertise and money are needed to make it all
sing. The other necessary ingredient is some-
one who is fairly Amiga-savvy, to make the
system intuitive to work for non Amiga-
literate people.”

One significant, flow-on effect
TVNZ’s "taking a punt" on the
Amiga has been the realisa-
tion by others, specifi-
cally CTV, that a con-
siderable amount
of Amiga gear
can be pur-
chased for
a fraction
of the
cost of
tradi-

from

tional broadcast titling equipment. Which,
points out Mark, will give 85% performance
for 15% price.

CTV have installed their first suite, primar-
ily for children’s television, consisting of an
A4000 and Neriki genlock — "very similar to
what we used for the golf," he said. "An
example of what it can do for them, for
instance, relates to the birthdays of all the
‘What Now kids. Use of an ARexx script will
strip all the birthdays out of the database on
the Amiga and turn them into a long, baseline
crawl. Without doing anything else, CTV can
run all the names and addresses. Other sys-
tems can’t do that, unless someone actually
types it all in. It’s like a video-typewriter with
superb graphic capabilities.

"CTV realise that there is Amiga-trained
expertise if they look out for it — kids with
talent, with the communication skills to make
it all happen, with the talent also to make the
material look good. They’re natural communi-
cators, natural artists, who also have a com-
puter appreciation. That’s really where the
secret lies — not in the hardware, but in the
people and what they make of it, along with
the quality of the communication that says
this is what' we want and how we want it to
look, and then letting the Amiga operator go
and do it."

‘Whichever way Mark Coldwell looks at the
Amiga, he continues to
see "a most amazing
computer” — even
more amazing in light
of the fact that, for
him, computers are not
even a hobby. They’re
strictly confined to the
work category.

Talk about the passion in his life and his
eyes light up: trains occupy every spare
moment. From the day he and his dad paced a
steam train from Hamilton to Auckland in
1972 — chasing along in an old, green,
Holden stationwagon — he has been fasci-
nated by rail transport. He owns the youngest
(1983) diesel locomotive in the country — the
result of a successful, impromptu bid at an
auction in Kawerau last year — currently kept
at the Pacific Rail Trust Parnell premises.

Restoration of older locomotives and seri-
ous model railroad building help preserve his

sanity, considering the fre-

o netic pace at which

he usually
works.
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Mark Coldwell: locomotive owner after impromptu bid.

He is a mine of information on the 27,000~
mile Burlington Northern railroad in the US,
and spent seven weeks chasing trains in the
US in 1992 (on basically a pack, rail pass and
no money premise). He returned with 1442
photographs — "it worked out at one every 19
minutes, much of it absolutely mindless infor-
mation to anyone else." A particular freight
car would result in a roll of film on precise
details of doors, brakes and other features for
later reference for model construction.

He joked: "I’ve built about 60 model loco-
motives, which are stored in boxes. Now I
need to build a house 180 feet long by 30 feet
wide. That'll do me."

SMOKEFREE TRACK SERIES
GAVIN LOVEGROVE IN WELLINGTON

ROUND 1
ROUND 2
ROUND 3
ROUND 4
ROUND 5
ROUND 6

85.44m (BEST THROW)
83.84m
85.36m
79.60m
81.54m
81.42m

€ commadore
AMIGA

Mark went from Westlake Boys’ High to
Massey University to study industrial technol-
ogy. Holiday work at Imagineering resulted in
a further three years there, involved in the pro-
duction of Ultra computers, before he was
headhunted by Commodore. A background of
process engineering at university had included
stints optimising equipment in freezing works
— aroute he definitely did not wish to follow.

"So when the computing angle came along,
it caught my attention," he recalled. "I learnt
as I went. I have a gritty, hard-nosed, get the
job done no matter what it takes-type attitude.
I can look at things and almost instantly,
everything will be clear in my mind and I can
see how it fits together, almost down to indi-
vidual cables. I think very laterally and see the
broad picture quite quickly.

"I’m quite crazy at times as well — one of
the best ways to maintain my sanity is to lis-
ten to other people questioning me. I think I
just enjoy the challenge of doing something a
bit different and taking some risks. I'm used
to doing big projects and to seeing them
through."

Mark applies his own personal philosophy
to helping dispel the games myth associated
with the Amiga. "The courage, the belief and
the dogged determination to make it work is
what’s necessary, and, in general, to get away
from existing apathy. It’s up to the individual
to make it happen — and that applies to what-
ever they want to do." |

1]

HOW WOULD TVNZ have covered two
major golf tournaments without the Amiga?
"Put a big question mark beside that," said
One World of Sport producer Graham Veitch,
who readily acknowledges that the Amiga
came to the rescue at short notice.

He likens the launching of the Amiga’s
computer-based scoring system for the golf to
a jumbo jet on its first test flight: the track
series, the second. "There’s no way aircraft
manufacturers would roll a brand new aero-
plane out of the hangar and put people in it.
We did at The Grange — and it crashed. By
the time we got to Remuera, it was certainly
better, and by the time we got to the track
series, it was better again.

"The system still needs development.
There’s a big difference between a trained test
pilot flying a new aeroplane, and Mr Joseph
Smith flying on contract to Malaysian Airlines
— in other words, the system needs to be
made more friendly, so that anybody used to
driving a normal graphics machine can also
drive the Amiga.

"I love new technology. I believe it is
important and that we mustn’t pass up the
opportunity to expand and use it. The Amiga
is on the leading edge of new technology —
there’s no question about that. There is
nowhere else in the world — no system that I
know of in the open broadcast sphere anyway
— that uses this sort of system in any shape or
form. It’s basically a character generator, a
computer, and a graphics recaller, and the nice
thing about it is that you can compose on the
very expensive equipment in the network cen-
tre, transfer it on to the Amiga and take the
Amiga on-site. As many broadcasters have
found, including Channel 7 at the Barcelona
Olympics, the very expensive equipment, like
Infinit, does not travel well."

The former GCS system used by TVNZ

had 12 years of development behind it. Within
the time frame of three to four months
available to the Amiga pilot, says Veitch,
results were great. He continues: "Sometimes
rushed situations cause things to be done. It’s
the old story. If you have a week, you’ll take a
week; if you have a month, you’ll take a
month. For example, I've seen many boats
over the years, but not one that was launched
completely finished. That’s just the nature of
the human beast.

"It would have been an advantage to have
tried the system on smaller projects less cru-
cial as a test bed, but that’s not usually the
way things happen."

The Amiga’s ability to display TVNZ’s
One World of Sport logo on-site — along
with those of Air New Zealand and Shell —
through the one machine, was a plus. The sim-
plicity and relative cheapness of a single sys-
tem (in place of a former mini mainframe,
Aston character generator and graphics gener-
ator) to generate backgrounds and One World
of Sport branding, has to stand it in good stead
for the future.

"It still needs design input and layout
improvement," says Veitch, who believes that
the major difference in onscreen look between
television channels lies in the graphics.
"That’s why graphics and layout are so impor-
tant — branding equally so. Your Com-
modore Amiga brand is like our One World of
Sport: it’s very important that we brand every-
thing we do on-site.

"I think this new technology is the way of
the future. But it needs more research to make
it user-friendly and bring it up to the same
level of usage as PCs." |

The Commodore Amiga Golf team (from left): Mark Coldwell, Henry Barfoot,
Mark Clare Whittam, Tony and Brent Robi
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Continued from page 32

As part of its Copper list maintenance rou-
tines, Amos keeps two copies of the Copper
list, one used by the Amiga’s Copper, and one
manipulated by Amos to swap to that used by
the Copper. At Program 1, Reference 2, the
address in memory of the current Copper list
is found.

Use An Axe

The hack that produces this effect needs to be
placed at the very end of the Copper list:
therefore Amos has already set up the display.
At Program 1, Reference 3, find the end of the
Copper list by looking for Colour 31 (this is
specific to Amos, so do not try this technique
with Workbench). Amos then starts the screen
drawing process. The next Copper instruction
waits until the bottom of the screen is reached,
at which point Amos stops the process, in
accordance with the WAIT command. We
need to extract the Y (see Program 1, Refer-
ence 4) part of the WAIT command, to allow
our Flow effect to also finish at the base of the
current picture.

Every eight pixels drawn on the monitor
are stored as 1 byte in memory: thus a scan
line 320 pixels in width is made up of: 320/8
=> 40 bytes. When the Copper comes to per-
form the skip amount, that skip amount moves
the bitplane pointers back to the start of the
data for the current scan line. The same data
for a scan line is therefore redrawn down the
rest of the screen.

The address found at Program 1, Reference
3, is now used at Program 1, Reference 5,

where we introduce the modulus (SKIP) com-
mands into the Copper list. The problem with
overwriting the Copper list with new com-
mands, is that we have now overwritten the
commands put there by Amos to turn off the
Copper output to the monitor, when the base
of the picture is reached. So at Program 1,
Reference 6, we restore the end of the Copper
list commands.

We have now almost reached thls pro-
gram’s main loop, so at Reference 7, we need
to determine the Y position described earlier.
The problem here is that the part of variable
HERE containing the Y value is bits 24-31.
To tell Amos to isolate them for us, we use
the AND command, which selectively keeps
bits of our variable HERE. To keep a bit of
the variable, put a "1" in the ANDing Argu-
ment.

e.g.: TRY=%11101101

RESULT=TRY AND %00110011

Thus RESULT would now have the binary
value of %00100001. If you find this confus-
ing, examine the following table:

A B RESULT
0 0 0
0 1 0
1 0 0
11 1

For a "1" in the input data A to be kept, the
other input data B must also be a "1". So in
my program, I keep only the top byte.

So that this kept value is meaningful (in the
range of 0 to 255), I shift the upper byte to the
lower byte (i.e., divide the number by 256 or
rotate the bits to the right 8 times).

We are now at Program 1’s main loop,
which consists of continuously changing the
Y value of the Wait Command. The Y posi-
tion that we wait for is moved down the moni-
tor, thus giving the effect of the Flow moving
down the monitor.

Tying Things Up

At Program 1, Reference 8, the Wait Com-
mand is modified. So this whole effect (if you

examine Reference 8) is the direct result of
changing 1 (YES, only 1) byte of RAM. If
you want the effect to go super-fast, Rem out
one of the Wait Vbl commands near Program
1, Reference 8.

In order to view this stunning effect repeat-
edly without continuously re-running the pro-
gram, see Program 1, Reference 9, for a small
routine that exits the program if you press the
right Mouse Button, or re-runs the effect if
you press the left.

If you thought that continuously changing
1 byte of RAM was too much work for Amos,
prepare yourself for the next effect, which,
once set up, requires Amos to change 0 bytes.
Here the Copper maintains the whole effect
alone.

The Reflection Effect

In the Flow effect, we saw the result of mak-
ing the skip value the same as the number of
bytes across the screen. What do you think
would happen if we made the skip amount a
negative number of bytes across the screen?
The Wait Command’s location at the Y posi-
tion would show the screen above it, except
that the result would be upside-down! You
can prove this by changing the code at Pro-
gram 1, Reference 5, to:

SKIP=-((Screen Width/8)*BK)

BK represents the number of scan lines
backwards that you wish to skip. The value 2
(Flip screen horizontally) is a good one to
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start with. If you increase the value, you will see the screen shrink
more and more — the basis for the second Copper trick.

To illustrate this powerful effect, and show that the screen at the
bottom is a direct copy of the screen above, (simply a smaller, flipped
version), I chose a demo with circles spinning around the screen.
After all, a circle squashed to half its height is an ellipse: the bottom
of the screen should therefore feature ellipses.

In Program 1, I added the end of the Amos Copper list commands
after my Copper commands. However, in this effect, I decided to try
getting Amos to do the work of setting up the bottom of the Copper
list. This would also allow us to use the full height of the monitor, not
just the top 200 scan lines, as with Program 1.

This effect starts at the bottom of the user screen. How do we find
the bottom of the screen in hard coordinates (Program 2, Reference
1)? First find the hard location of the top of the screen (remember that
the screen uses hard coordinates), add the screen’s height in pixels to
this value, and presto! We now know where the physical bottom of
the screen is on the monitor. This is where we put that upside-down
version of the main screen.

Now comes the set-up of the second screen. To avoid having two
copies of the screen (a very wasteful use of memory), we use the
Screen Clone command. This sets up another screen which uses the
same graphics data as the current screen (see Program 2, Reference
2). Some of the screen parameters for the cloned screen need to
change to allow this effect to work properly. Namely, the height of
the screen needs to be changed to about one third of the main screen
(to compensate for shrinkage), as well as the Screen Offset. As we
want to view a flipped version of the screen, we need to start the
screen’s data at the bottom of the screen. The negative modulus will
then view the data backwards, thus showing the screen’s data.

Next, we need to find where, in the Copper list, Amos sets up the
bottom screen. Since we are looking for the second screen in the
list, it stands to reason that we need to find the second occurrence of
the modulus commands. Hence the For ... Next loop around the
Find Modulus Loop. (Reference 3.)

We now come to the point where we introduce the new modulus
values into the Copper list. But first, at Program 2, Reference 4, we
calculate the new modulus required. Changing the variable SCALE
will increase the number of scan lines missed in the reflection,
thereby reducing the vertical size of the reflection. The value "3" in
SCALE makes the reflection about a quarter of the height of the
above screen. The value "4" makes the screen an eighth the height
etc..

To illustrate the effect that a reflection has on an animation or
game, I have placed at Program 2, Reference 5, the Red Green Blue
Spot Ball Demo from ADU 6.

Possible Modifications

This issue’s tricks focused only on playing around with the Cop-
per Modulus, giving a glimpse of some of the effects achievable
on the Amiga, when the hardware is adjusted.

The reflection effect could be modified to make a reflection
that changes its size and Y position to give a bouncing image. The
bounds of your own imagination are the only limit to how you can
vary and push this routine. I have also found that the multi-
coloured spotlight and halfbrite demos come alive when placed in
the reflection demo.

Afterthoughts

We have already explained the need to hack into the Copper list to
achieve these effects. What else can you do, with the lack of com-
mands to enable you to achieve that extra something from Amos?
But please remember one very important point: these hacks into
the Copper list are aimed only at Amos.

Subscribers will find working versions of all programs dis-
cussed on the subscriber disk. Don’t forget that if you are experi-
encing problems with Amos, you can write to me C/- Amiga
Down Under, and I will do my best to help you. Remember to
include details of your set-up and the version of Amos you are
using. | |

CLT@ qguy ers

P.O. BOX 486 &

O Box Hill Victoria 3128 bz
AUSTRALIA Ce

Fax (61 3) 808-8308 Phone (61 3) 808-8308

The Australian Amiga®
Software Discounter

Can now supply your
Amiga® hard ware needs
IDE & SCSI Hard Drives

Tape BackUp & CD-ROMs
Memory Accelerators

This Month’s Specials

ADPro V2.5 280.00
Ami-Back or Tools 62.00
Brilliance 210.00
SAS "C" V6.51 410.00
SuperBase Pro 4 V1.3g  310.00
Supra 28/2000 300.00
Ext. Floppy Drive 135.00
4-way Dongle/Joy Switch  60.00

Prices good only while stocks last

E 77
Video Backup System®
Use your VCR to backup a Hard Drive
Includes Hardware and Software
You add Composite Video Signal
Only $135.00

Dealer enquiries invited

PROFESSIONALCalc® 2.0
Reference Manual

0“s

c&“b

» Complete guide to startup options
« Simple, plain English examples

* Detailed ARexx & Function commands
« Corrections & additions to User Guide
» Comprehensive Table of Contents

COMPLETE Systems

available .., .

Call (03) 808-8308




Ar2 Yot fa:dy for tna Maw AL 850 Y

S /IT/‘;)

a1t

Over 100 new features and improvements have been added to make the user
interface much easier and the software features more accessible.
Call NOW for more information.

NEW FEATURES & IMPROVEMENTS
Increased render speed, improved memory
management, B-spline speed 2-3 TIMES
FASTER, environment render up to 4 TIMES
FASTER, more keyboard support.

VISIBLE conical and cylindrical lights have
adjustable spot axis, angle, radius and brightness.
Freeform extrude with many options, B-spline
conversion from ProDraw Clips to create 3D
BEVELLED FONTS, built-in 3D-font loader.
Particle tools for skeleton and volume filling,
new improved skeletons with fully adjustable
JOINT FRICTION for natural motion and with
INVERSE KINEMATICS at ANY point.

Easy object physical attributes editor. Circular
bend and twist, SHRINK WRAP, freeform skin
curve to surface.

New view MOTION controls for easy, interactive
scene viewing, intuitive mouse-based camera
POSITIONING. Total and accurate mouse or
keyboard camera position/tracking. Camera
attributes control. FRACTAL MATERIALS for
fantastic GAS, FOG AND CLOUD.

Edit animations using KEY FRAMES, graphical
animation control, time line editor, fractal noise
motion/spin for irregular forces like WIND.
Material fractal noise. Built-in Marble and
Granite.

REAL 3D V2.47

RRP $900
Distributed in Aust. & N. Z. by

PTY LTD
14 Whiting St, Artarmon
NSW AUSTRALIA 2064




Ray Abram, our talented Amos columnist, casts

BOOK REVIEW

an informed eye over number nine in the

Mastering The Amiga series...

Mastering
Amiga AMOS

Bruce Smith Books B UK

HOW MANY OF you have looked at amaz-
ing games or utilities on the Amiga, wanted
to write something similar, and been put off
by the thought of not knowing where to
start? If this is your excuse for never getting
around to furthering the idea in that shoe box
of thoughts inside your head, dust off the
cobwebs, switch on your imagination, and
prepare yourself for the ride of your life.

Anything But Amos

If you have ever looked at Amos, with its
several hundred commands and despaired at
the thought of learning them, this book is for
you. Mastering Amiga Amos takes you step
by step through all the commands you
thought were too complex to understand, let
alone use.

The book has been written in such a way
that you could swear that author Phil South
was sitting beside you, talking to you. The
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result of this style of writing is that you, the
reader, remain interested, constantly learning
more and more information at an easy pace.

Those who have tried to use the manual
that comes bundled with Amos, will know
that some of the explanations of how to use
the more powerful commands are lacking in
information and example programs. This
book bridges those gaps in the manual by
providing a detailed look at Amos com-
mands, with in-depth examples to illustrate
the use of commands in actual programs.

What'’s In it For Me?

Mastering Amiga Amos covers
all areas of Amos: from pro-
gramming sound to graphics
into your programs; from
manipulating user input, to \t
saving and loading of data
files; as well as explanations on how to use
the popular Amos utility
programs that come bun-
dled with Amos ie.,
SpriteX, Amos 3D, Amos
V1.3 Compiler, Ctext and
TOME. The  author’s
thoughts on Amos
Professional and  Easy
Amos, and their advantages
over the humble Amos
V1.3, are also included.
The book begins by
explaining what Amos is
and why the author
Francois Lionet wrote it.
This is followed by a
section on how to program
in Amos V1.3, explaining
how to use the control
structures such as Repeat
. Until, While ... Wend,
Do ... Loop, If ... then ...

else if... etc.
Applicable to all Amigas The book then discusses

how Amos can work for

Ifasy and Powerful Prog(ammmg] you, by drawing graphics

on the screen in the form

IHands-on Tutorial and Guude] of

painting, lines,

BSB|

Bruce Smith Books

polygons, boxes, etc;
colour cycling; and how to
use features like the
Rainbow command to your
advantage.

BSB

The next topic of discussion is probably
the most important, as without it, you have
no way of ever communicating with the
user: the screen. As you have seen from my
"Amazing Effects" articles, the concepts of
screen manipulation and handling by Amos
can be quite difficult to grasp. Never fear —
this chapter gives a detailed explanation on
how to use the various screenmodes and
screen manipulation commands of the
Amiga. Included are examples on the use of
Dual Playfield, halfbrite, and
interlaced screens, and
how to use screen
manipulation
commands such as
Screen Display
“and Screen

The chapter on Maths in Amos covers
simple concepts, such as how to translate a
written formula into something Amos can
understand and use. This chapter includes
many invaluable program examples on how
to get Amos to work for you. Once you
understand how to get Amos to do maths,
and with a little of your own input, you’ll
soon have Amos doing all your homework
for you!

So, if you have ever thought of pulling
your hair out by the roots in frustration, this
book is for you. It guides the user through
the Amos commands in a user-friendly way,
which I feel makes the whole learning
process extremely easy to grasp. |

Supplied by Bruce Smith Books

MASTERING AMIGA AMOS
N2$30 AS75
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Jarno van der Linden creates a magical world,
using a simple text editor and the Amiga Shell.

HELLO THERE! This month we will go
totally over the top with a monster script.
Not just any old script either, but a whole
text adventure game!

A Different View

Programs are usually organised in directories
and subdirectories on a disk, often repre-
sented graphically using a filing cabinet. The
drawers in the cabinet contain the programs.
Hence the drawer icons used by the Work-
bench to represent a directory. Now, instead
of office furniture, why not use a dungeon?
Start at the top level, facing dungeon
entrances (the directories). Entering a dun-
geon may reveal more dungeons. At each
level, you can find scrolls (programs). You
carry a knapsack to transport items, and,
since this is the 1990s, you also have a
portable photocopier handy to make copies
of scrolls.

Inside The Dungeon

How does this all work? The whole thing is
split into two scripts. The first, a startup
script, sets up helpful aliases and initialises
variables. The second script does all the hard
work: it receives a command and acts on it.
However, it does so in a recursive manner.

Split Personality

This strange way of doing things came about
when I tried to split the input into a com-
mand and an argument. For example, "take
file" would be split into "take" and "file".
That way, it would be easy to SKIP to a

label, using the technique discussed in ADU 4

6. The most elegant solution I could find
was to call another script. By calling this
second script with the input as an argu-

ment, Shell would nicely split up the input g

for the "KEY" arguments (Remember?
ADU 4). However, things don’t always
go the way you expect. Once Shell had
finished executing the sec-
ond script, a SKIP in the .
first script refused to go
back to an earlier label. Sub-
sequent investigation of the intermediate
files created by Shell in the T: directory
showed why. When Shell executes a script
within a script, it takes the second script and

mnnu

puts the remainder of the first script under it.
This works well if you only need to go
through your scripts once, but it causes
havoc with SKIP BACK commands, as the
labels simply no longer exist. PANIC!

Infinite Scripting

So we can’t jump back in the first script. But
the way Shell handles scripts within scripts
opens the way for infinite recursion. Nor-
mally, recursing into infinity (continuously
having a program call itself) would quickly
fill all the memory. This occurs because a
copy is made of the program, which is then
run while the old copy remains, waiting for
the new copy to finish. Shell, however, for-
gets about what has already been executed in
the old copy. Therefore, if the recursive call
is the last command of the script, no traces
will be left of the old copy. This is illustrated
in the following script:

ECHO NOLINE "Hello World "
LIST T:Command#? LFORMAT "%1"
EXECUTE Hello

ECHO "Bye World"

Save this under the name "Hello", and
execute it. It will say "Hello World", and
when it starts recursing, notice the size of the
new copy. See how it increases each time,
because, at every recursion, it attaches what
remains of the script (ECHO "Bye World")
to the new script, which happens to be the
same script. To see this, open two Shell win-
dows. In one, execute the script. You can
temporarily suspend the script by blocking
its output. Simply hit space (gently), and the

script will stop until you remove the space.
While it is in this inanimate state, go to the
second Shell window, and have a look in the

£
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T: directory (DIR T:). In it you will find a
file named (approximately) Command-00-
TOS5 — the actual copy of the script which is
run. You can view it by using TYPE or
MORE. Notice the multiple copies of the last
line.

Play It Again, Sam

But if we make sure that the EXECUTE com-
mand is the last command in the script, this
continual growth will not occur. After all,
there is nothing left of the script that has to be
remembered. So now the door is open for
recursion without problems. What is the sec-
ond script required to do? Firstly, it has to act
on the input (which has been split into "com-
mand" and "argument"). Secondly, it has to
find new input. Thirdly, it has to split this
input up and have it processed by a script
which happens to be itself (i.e., recurse). The
role of the first script is only to kick off this
infinite cycle. It does so by sending it the
"reset" command, which restarts the game.
The second script (named "DoCommand")
SKIPs to the label named "reset", does the
introduction, SKIPs to the end where it
receives some input, and calls itself.

Enter At Own Risk

How do we use these scripts? To start it all
going, EXECUTE the first script in a Shell
window. Make sure both scripts are in the
same directory. The script can take one argu-
ment — the name of the directory or disk
you want to explore. I suggest you use the
RAM: disk, so that you don’t do any perma-
nent damage. If your RAM: disk is empty,
put some topics on it (drag some files and
directories over from Workbench, for exam-
ple). Now things should be underway. You
can "enter" a dungeon, "exit" or "back" to go
back up a level, "Read" a scroll (note that
this uses the MORE program), "take" a
~« scroll (which moves a file into your
¥ & + knapsack), "xerox" or "copy" a
@ scroll to the knapsack, "drop" a
- scroll (moves a file from the
_ knapsack to the current direc-
tory), "destroy” a scroll
(delete a file), show the "inventory" (list the
files in the knapsack directory), "look" for a
quick reminder of where we are, and, of

course ‘"quit" in the rare case you need to.



LISTING 1

-KEY initdir
-DEF initdir :

; Script
; My ADventure, or MAD.

Startup commands
ALIAS SHOWDIRS LIST DIRS LFORMAT "*e[32m  %s*e[31lm"
ALIAS GETDIRS LIST DIRS LFORMAT "$%s"
ALIAS SHOWFILES LIST ~(#2.info) FILES LFORMAT *"*e[33m  %s*e[31lm"
ALIAS GETFILES LIST ~(#?.info) FILES LFORMAT "%s"
ALIAS RESETINPUT SET input "*
ALIAS GETINPUT SET >NIL: input ?
RESIDENT C:LIST
RESIDENT C:COPY
RESIDENT C:DELETE
COPY DoCommand T:
IF NOT EXISTS T:KnapSack
MAKEDIR T:KnapSack

ENDIF

SET olddir ‘cD’

CD *{initdir}"

SET topdir ‘CD*

EXECUTE T:DoCommand reset

LISTING 2

-KEY command, argument

; Script 2: DoCommand
; My ADventure, or MAD.
; Command processing and input commands
SET know "NO®
SKIP "{command}"
LAB reset
CD "$topdir®
ECHO "*e[32m*e[3mWelcome to the shell adventure*e [Om*N"
ECHO " After a heavy night of partying, you wake up and®
ECHO " find yourself in a place called"
ECHO "*e[33m " ‘CD’ "*e[31m"
IF "/GETDIRS‘" NOT EQ "*
ECHO " There are several entries to various dungeons here,"
ECHO " which, for some odd reason, doesn’t seem to strike"
ECHO " you as being in any way peculiar. Being the "
ECHO " adventurous type, you decide to have a look."
ECHO " The dungeons are marked:"
SHOWDIRS
ELSE
ECHO " For some reason there seems to be nowhere to go."

ENDIF
IF "/GETFILES’"™ NOT EQ "*
ECHO " Someone has left some scrolls lying around the®
ECHO " place. They are neatly labelled:"
SHOWFILES
ELSE
ECHO " There is nothing here to grab your attention.®
ENDIF
SET know "YES®
SKIP End
LAB enter
IF "{argument}" EQ ""
ECHO " Nothing to enter.”
ELSE
CD " {argument}"
ECHO " Deeper you go into the dungeon..."
SET dirs ‘SHOWDIRS’
SET files ‘SHOWFILES’
ECHO " You are now in a dungeon called"
ECHO "#*e[33m " ‘CD’ "*e[31m"
IF "‘GETDIRS‘"™ NOT EQ "
ECHO " You see more dungeons ahead."
ECHO " A signpost points to them. It reads:"
SHOWDIRS
ELSE
ECHO " You have hit a dead-end."
ENDIF
IF "/GETFILES’" NOT EQ **
CHO " You see some scrolls:"
SHOWFILES
ELSE
ECHO " You see nothing of interest."
ENDIF
ENDIF
SET know "YES®
SKIP End
LAB exit
LAB back
cp /
IF "‘CD‘" EQ "$topdir"
ECHO " You are back where you started from."
ELSE
ECHO " You find yourself once again in"
ECHO "*e[33m " ‘CD‘ "*e[31lm"
ENDIF
SET know "YES®
SKIP End
LAB read
IF "{argument}" EQ "*
ECHO " Nothing to read."
ELSE
RUN >NIL: TYPE {argument}
ENDIF
SET know "YES"
SKIP End
LAB take
IF "{argument}" EQ ""
ECHO " Nothing to take."
ELSE
COPY >NIL: {argument} TO T:

DELETE >NIL: {argument}
ECHO " {argument} taken.®
ENDIF
SET know "YES®
SKIP End
LAB xerox
LAB copy
IF "{argument}" EQ ""
ECHO " Nothing to photocopy.®
ELSE
COPY >NIL: {argument} TO T:KnapSack
ECHO " {argument} xeroxed.®
ENDIF
SET know "YES"
SKIP End
LAB drop
IF "{argument}" EQ ""
ECHO " Nothing to drop."
ELSE
COPY >NIL: T: /1 } TO {. 3
DELETE >NIL: T:KnapSack/{argument}
ECHO " {argument} dropped.®
ENDIF
SET know "YES"
SKIP End
LAB destroy
IF "{argument}" EQ ""
ECHO " Nothing to destroy."
ELSE
DELETE >NIL: T:KnapSack/{argument}
ECHO " {argument} destroyed.®
ENDIF
SET know "YES®
SKIP End
LAB inventory
LIST T:KnapSack FILES LFORMAT "*e[33m %s*e[31m"
SET know "YES®
SKIP End
LAB look
ECHO " This place:"
ECHO "*e[33m " ‘CD’ "*e[31lm"
ECHO " Dungeons:"
SHOWDIRS
ECHO " Scrolls:*
SHOWFILES
SET know "YES"
SKIP End
LAB quit
ECHO " You parish in an agonizing fit of boredom!"
CD "$olddir"
QUIT
SET know "YES"
LAB End
ENDSKIP
IF $know EQ "NO®
ECHO " Sorry, I don’t know what {command} means.®
ENDIF
RESETINPUT
ECHO NOLINE "> *e[3m"
GETINPUT
ECHO NOLINE "#e[0m"
EXECUTE T:DoCommand $input

Personal Dungeon

This adventure script is far from complete. It is simple, however, to
add your own commands. First, make a LABel using the command as
its name. Next, enter the relevant Shell script, set the "know" variable
to "YES" (to indicate that a command was executed), and SKIP to the
End label. Remember to get rid of any unwanted output by redirecting
to NIL:. Also, if your command needs an argument, check to see if
there actually is one.

Torture Test

The script also lacks some error-checking. You can easily break the
script by going to a non-existent directory, which could be remedied
by using the WARN option of the IF command, in combination with
FAILAT.

Enjoy exploring DiskLand. If you have any problems with script-
ing, please contact me, c¢/- ADU (see page 10 for our address). I wel-
come feedback and/or suggestions from readers, so keep the fan mail
coming. |

DANGER!
This script alters files.
Be very, very careful or lose

vital programs

forever!
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BY NOW SCHOOLS on both sides of the
Tasman should be well into their term’s
activities, and the coming year is set to be
an interesting one on the education front.
The Amiga gained much of its initial accep-
tance in the education world at primary
school level. That is not to say that Amigas
haven’t found their way into both secondary
and tertiary institutions — on the contrary
— but in nowhere near the
numbers located in primary
schools.

Recent surveys also seem
to indicate that the majority
of these education users are
still working with A500
systems, mainly with 1 Mb
of memory and up to two
disk drives. Unfortunately,
it also seems that many still
use Workbench 1.3. While &
this may have provided a good platform in
the past, it is far removed from the current
"base model" Amiga, which most now accept
as being the A1200 HD.

This outdated technology has created many
problems, including perpetuating the view
(held by many schools), that the Amiga is a
slow, virus-infected, nightmarish machine,
which is difficult to use. Sadly, this belief has
been propagated somewhat, on this side of the
Tasman at least, by ill-trained district com-
puter advisors, who, in many cases, have
already closed shop towards the Amiga. These
same people also served to advise that chang-
ing from Workbench 1.3 to Workbench 2.x
was definitely not to be recommended, as
none of the old software would work! In my
opinion, those who are advisors should first
do some learning.

The other major problem concerns that
ugly practice known as piracy. A consid-
erable number of schools unfortunately still
operate with a substantial amount of pirated
software. I see it as rather ironic that schools
attempt to produce exemplary citizens, by
teaching them that theft is wrong, yet they
openly flaunt stolen property for the children
to use.

Are there any points in favour of the
Amiga? Definitely yes. Several new pro-
grams have appeared lately which should
restore faith in the Amiga as an educational
tool, one of which is SoftWood’s latest offer-
ing, Final Writer. While many see this as a
professional-quality word processor, too
complicated for school use, we view it differ-
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With Commmodore Education’s

Russell Robson

ently. Notable points make it particularly
suitable for education. (See ADU 7 for full
review.)

Firstly, Final Writer features an excellent
selection of built-in, large fonts. These are
essential for school use, as it is rather upset-
ting for a five-year-old to spend an hour or
so on a story, only to print it out and see it
take up three to four lines on the page.

Secondly, the pro-
gram allows children to
easily draw circles,
E boxes and lines, in con-
junction  with  their
work. This allows chil-
dren the flexibility of
"desktop  publishing",
without the associated
confusion of setting up
boxes, etc..

Thirdly, it allows
teachers to access as many of the program’s
features as the children require, through the
customisable tool bar — a great feature
which Windows users have enjoyed for some
time. The children therefore don’t have to
use menus unless required. Everything can
be done through the tool bar, including load-
ing and saving. It also allows the teacher to
expand the features available to the children,
as their confidence grows. For example, a
teacher could give children access to three
different fonts on separate buttons, A, B and
C. No messy menus or mind-boggling
requesters. The same concept could also be
applied to colour, or to importing a picture,
which is often confusing for teachers at the
best of times. The down-
side of Final Writer?
Printing is notoriously
slow! Maybe next time...

Other points of interest
on the New Zealand edu-
cation front include the
soon-to-be-publicised
"Learning Link", which,
in conjunction with Tele-
com, is set to give all New
Zealand schools access to
an online network, similar -
to the K12 network, to which many other
schools around the world (including Aus-
tralia), have had access for some years. Com-
modore Education have worked in conjunc-
tion with the developers of this network to
ensure that Amiga users enjoy access, using
the very popular Giftware software package,

e

Term. While this is somewhat limited to
those using Workbench 2.0 or above, it does
give schools an added reason to update to
2.x.

Finally, a new release of significant pro-
portions on the software front.

Search for Sanchez in Australia
Search for Sanchez in New Zealand
Rush Software

Every now and then, a software package
appears on the market that takes the computer
world by storm. Many years ago one such
package appeared — the now famous Where
in the World is Carmen Sandiego?, which
many say was the beginning of interactive fic-
tion. The popularity of this program saw Car-
men Sandiego develop into a series, with such
titles as Where in Time?, Where in Europe?,
Where in Space?, and Where in the USA?
appearing in recent times. While Carmen
Sandiego may have visited many places in the
world and had many adventures along the
way, Australia, and even more so, New
Zealand, do not appear to be on her list of
desired hide-outs.

Sadly, it is unlikely that Where in Aus-
tralia? or Where in New Zealand? will ever
eventuate. Luckily, the team at Rush Soft-
ware have had the insight to create a character
named Sanchez.

Search for Sanchez is a program based
loosely on the Carmen Sandiego idea of
searching for a criminal. To do so, children
must employ general knowledge, as well as
geography skills, mapreading and more. The
program is aimed at ages nine to adult,
although it could be used to extend more
gifted, younger children.

The adventure begins with the notion that a
RUNT (Real Untidy Nasty Type) agent or
criminal has escaped somewhere in New
Zealand or Australia (depending on the ver-
sion). Children must answer questions and
solve problems, in order to chase the criminals
around the country and eventually arrest them.
For example, children may be given a list of
four cities, along with latitude and longitude
coordinates. They must then look up the city
nearest that location and travel there. Assum-
ing the problem was solved correctly, the
child is one step
closer to catching the
criminal.

The program also
comes with logic
puzzles, which must
be solved before the
RUNT agent is finally
caught, providing an
interesting twist to the

original Carmen
theme.
Overall the pro-

gram provides an excellent alternative to the
Carmen series. All sounds and graphics are
both interesting and appealing. As it stands,
the programs represent excellent value and are
a must for all primary schools.

That’s all for now. Happy learning until
next time. ||
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Dudley Storey III takes a break
from his regular Imagineer column
to bring you a roundup of the
third-party products available

for use with Impulse’s Imagine.

THIS TIME AROUND, I'd like to take a
break from tutorials and introduce some
utilities that will make your work with
Imagine easier, faster, and more effective.
Notice I didn’t say more creative. Any
creative potential lies in your own
imagination, and is fed by entirely different
sources. These utilities will help to translate
your vision faster into bits and screen images,
and may even provide some inspiration, but
they are only tools, not digital muses. No tool
is a substitute for creative imagination. In
other words, don’t fall for the belief that a
shiny new program will make your Imagine
images instantly great. In fact, each will
demand that you understand more about the
basic workings of Imagine to get the most out
of them.

With the release of Imagine 3.0 in
Australasia imminent, I’ve included details,
where  applicable, for Imagine 3.0
compatibility or upgrades for these products,
direct from the authors and distributors
themselves. |

Video Times Objects

lmes W Au

Video

tralia

David Sloan in South Australia has created
two sets of object disks, strong on
science-fiction vehicles, especially
Battle-Tech type robots, the armoured
destroyers popular in Japanese cartoons —
Disk 1 contains two such automations —
and the designs of futurist Syd Mead.
Objects based on Mead’s OmniPod land
vehicle concept and a "wonderwall" or
media station are in the first and second
disks, respectively.

After the first disk was released, David
had more requests to follow up on the
"background" objects featured in it, which
include a candle and candlestick, spotlight
and gel light (with brackets) and a
magnifying glass. Bowing to popular
opinion, the second disk features a fairly
detailed kitchen chair, table, and a toaster.
At A$19 each, these object collections are
especially good value. Hopefully, David
will add to, and expand on these, creating
more cycle-ready (or the animated
equivalent for Imagine 3.0) objects.

Essence

Apex Software Publishing ™ USA

Essence is a library of textures and attributes

| which can be used in place of those supplied

by Impulse. The most frequently used word
in the Essence manual is "cool" and that’s
exactly what these textures are. Want to
texture map a basketball court with
regulation lines for your Humanoid players
to  jam on?
Essence has it
along with more
than 60 others —
most, much more
useful.  Essence
Volume I
contains such
diverse textures
as veined marble,
Mandelbrot, multiple checks, bricks and
tiles (designed to map perfectly on to
spheres and cylinders), tree bark, even a
programmable digital clock! It’s also strong
on textures built around fractal procedures.
Such textures produce chaotic or "noisy"
effects such as clouds, gas and smoke, swirls
and turbulence. Many of Essence’s main
textures have fractal alternatives — "bands"
for example, a variation on Imagine’s
"linear" texture, has a fractal counterpart that
blurs and convolves the edges of the colour
band, for effects like Jupiter’s striped
clouds.

Essence Volume II, soon to be released
down under, includes textures like lizard
skin, fungus, veined and even one to
simulate a dried-up river bed!

Upgrade packs are now available for both

texture collections. The upgrades feature |

improved and bug-free texture algorithms

(rendering speeds have been increased up to |
optimised for 68030 and 040 |
support, and

200%),
processors, alpha channel
attribute libraries.

For those interested, author Steven
Worley and partner-in-crime Glenn Lewis
actually reverse-engineered the texture
specifications from Imagine, in order to
create Essence, because no information was

available from Impulse on the subject!

Apex will also soon release Forge, a
stand-alone program for manipulating
Imagine or Real 3D textures. Forge will
allow you to modify textures interactively,
with standard Amiga slider controls, rather
than punching in numbers. Results can be
viewed applied to a number of primitives,
with  changes reflected in realtime,
sequenced for animation, then saved as
texture presets or bitmaps, which can be
further manipulated in a paint program.

3

Impulse have corrected
the texture handling in the
new Imagine, so, contrary
to rumour, all Essence
textures will work with
Imagine 3.0.

Imagine Mailing List

Compiled by

Dave Wic
Originally started by Steven Worley, and
now edited by a committee, the Imagine
Mailing List is available to anyone with

access to Internet mail. Simply mail to the

following address:

gine-request@email.sp.p x.com
And add the word "subscribe" in your
subject line. One posting of the Mailing List
is FAQ (Frequently Asked Questions), a
guide of suggestions, hints and tips for
novice Imagine users. Most of the variables
for the Essence textures used in the picture
above were suggested by the contributors to
FAQ#3.
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Steven Worley ® USA

In the pantheon of Imagine power users,
Worley is a god. (Not the god — that’s
Mike Halvorson). Like Clapton, he may not
have invented the instrument, but he surely
is a master of it. In addition to writing
Essence with co-author Glenn Lewis (as

| well as the upcoming Forge), he’s also
| written a tome for we mere mortals
| scrabbling up the slopes of Olympus. His

"Understanding..." books are an almost
compulsory addition to Impulse’s manuals

(which improved after the infamous Imagine

1.0, but not by much). To me, he’s the only
one who’s ever explained Imagine’s Forms
editor with clarity.

Understanding Imagine 2.0 is

unfortunately out of print now, after five |

press runs, but you still may find an unsold
copy. Not only is the book well written, with
clear explanations, diagrams and useful tips,

but Worley also lets his sense of humour run

riot. Very highly recommended.

"Understanding  Imagine
3.0" is definitely on the
cards, says Steven
' £ Worley.

Enterprise Ncc-1701D

o W Italy
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Many Imagine objects created by others are
available in the Public Domain, retrievable
from Bulletin Boards or other collections.
This is one of the most impressive I've
found. I don’t even want to think about the
amount of time Carmen put
into creating this model of Star
Trek: The Next Generation’s
Enterprise. Every detail has
been carefully researched and
finely crafted — there are
more than 500 windows, and
even the ship’s identification,
built in polygons (the model
uses no brushmaps, in order to
conserve memory), is proudly
emblazoned on the upper
saucer hull.

Needless to say, such a
detailed model takes a lot of
memory to render. Carmen
recommends at least 11 Mb.
The picture at right was

produced in scanline mode on an Amiga
3000 with 12 Mb of Fast RAM, and still
took three hours to render.

With the file archive containing the
Enterprise model, Carmen has included "The
Imagine Organiser”, a friendly, fairly
lengthy and very useful column of his hints
and tips on using Imagine 2.0, written in
AmigaGuide format for easy access.

Reviewed in ADU 5, Humanoid is the
definitive set of human models for Imagine.
Cycle-ready, with morphable head, torso
and hand targets for different expressions of
emotion, speech, body movement, and
gesture, Humanoid comes in male, female,
and muscular male models, in high and low
density forms. Every Humanoid owner
should soon receive the child object updates
promised upon registering the product. (See
Best of the Best on page 42 for further
information.)

I Crestline will be
supporting Imagine 3.0’s
states and skeleton models

0 : as soon as details become
available. Registered
owners of Humanoid will
receive free upgrades of
these compatible models.

Morphus 1.1

Impulse B USA

What is it about these Italians? Do they
have something I don’t? First Carmen
Rizzolo, now Guido Quaroni, who wrote
Morphus. Known as PoNgo in Italy,
Morphus is a compilation of four Imagine
utilities — Morphus itself, StageGen, and
two tools for creating waves — ShoWaves
and Visualiser.

In one of its simplest applications,

Morphus gets around the technical
problem of morphing objects with
different topologies (number of points,
edges, etc). As you should know, Imagine
requires that both the original (or "source")
and end (or "target") objects in a morph
have the same numbers of points and
faces. If they lack even a single common
point, Imagine will refuse to do the job.
How, then, do you morph between
uncommon objects such as a sphere and a
plane? Morphus can force a morph effect
between multiple objects, but the results
can be unpredictable. Morphus has nine
other tools — translation, scale, rotate,
shear, taper, twist, bend, radial bend and
waves. These effects can not only be used
to modify an object, but also to animate it,
acting like added Effects, to produce
multiple effects happening at the same
time, or used sequentially in Morphus’s
"events" animator. Waves, for example,
has 40 mathematical, wavelike functions,
five of which may be used together at any
one time. StageGen works to insert the
modified objects in an existing Imagine
staging file.

Like the other programs here, Morphus
is not a stand-alone product. You’ll still
need to use Imagine to create objects for
Morphus to manipulate.

Morphus reminds me a lot of the
earliest version of Imagine. The manual
has suffered in its translation to English,
and contains only a single tutorial. The
program’s interface can be difficult to
come with grips with, the display is NTSC,
and it doesn’t multitask. Despite this, the
potential of Morphus shines through its
faults. For those who need the functions
Morphus offers, there is no real alternative.

Impulse reports that

Morphus will  be

upgraded, presumably

) ; to fit in with 3.0’s new
features.
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And now for a look at what you can expect to find
on Issue 8's rather wonderful How can
all you non-subscribers live without such pearls?

The ADU

To receive the P Disk with each issue, subscribe now
by filling out the form below.

Also on PD Disk & is the relevant code from each of
our programming tutorials. Have fun...

AutoPilot Demo
by Steve Ahlstrom

Reviewed on page
36 of this issue, Au-
toPilot is a Com-
puServe navigation
program  for the
downloading  and
offline reading of
news. The review
should solve any
and all queries!

2RI

byDavidI;arsson

EVER WISHED FOR file completion in your Shell window?
You know, type the first couple of letters of that inordinately
long filename, press the Tab key, and have your Amiga do the
rest of the work... This is just one of the features implemented in
KingCON, the Workbench 2+ CON: replacement, which also
features an intelligent command history, a scrollback buffer (at
last), Intuition menus, a jump-scroll option and the ability to use
any (non-proportional) font in your Shell window.

KingCON consists of a handler file and a mountlist entry. Full
documentation is supplied in both ASCII and AmigaGuide for-
mats, with instructions for adding KingCON: as an extra console
device, or, alternatively, for replacing the existing CON: device
with  KingCON, PR .
ordaining every
console window
opened with all
these great fea-
tures. |

Convert

by Mike Fuller

A rather useful little utility designed for metric and imperial
conversions. Need to know how many square metres in an
acre, or how many US fluid ounces in a litre? Convert can tell
you, with its simple little interface, before you can say "mea-
suring cup". Simply type the variable you know into the ap-
propriate string requester, and Convert fills in the remaining
values for all other variables in the selected area. No docu-
mentation supplied or required. Just run it! ]

e e s o e e e S TR et s e R B

First Name: Last Name:
Address:
Country: Postcode:

Age:

1 wish to subscribe to ADU for twelve issues ([NZ$69.95 / A$59.95) starting at Issue 9

1 enclose an additional NZ$24.00 7/ A$21.00 (total NZ$93.95 / A$80.95) for 12 Subscriber PD Disks

1 wish to purchase back issues2 3 4 5 6 7

1 wish to purchase PD Disks4 5 6 7 8 and/orGameDisks4 5 6 7 8

I enclose a cheque for $ .
or

in NZ$ A$

{NZ$6.00 / A$5.00 per issue - Please tick)

(NZ$3.00 / A$2.50 per disk)

(Disks and back issues posted monthly)

Please charge my Amex Bankcard Mastercard Visa the sum of §

Card No: Expiry Date:

Cardholder’s Name: Signature:

Type of Amiga owned/used: WB version: Purchase Date: /719

Cheques payable to Amiga Down Under. Photocopies of this form accepted. See page 10 for address details.
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Past, Present and Future
The Past

WHAT ONCE STARTED out in Mt
Eden as a very small, and I mean
SMALL, shop, has managed to
expand to what it is today in a matter
of 18 months. Simon Barton and

Zane Hemingway began
Micro-World as Micro Pro’s in Mt
Eden Rd, managing to survive in
a shop no bigger than the
average-sized lounge, with no

room to swing a cat and

where stocktaking took five

minutes. But from that small .

acorn did a big oak grow, and

it wasn’t long before they \
needed to stretch their legs and find

more accommodating premises.

And so the move was made to 124
Symonds Street, where more than 1300
square feet of showroom allowed larger
ranges of software and hardware.

BCom graduates and friends for
more than eight years, Simon and
Zane both have the background to
manage what has today become a fast and
furious business in the competitive market

S

Ssse

of computer-related retail.
The Present

Micro-World now looms above "Spaghetti

Junction", where people have come, at times,
to simply admire the view. Although mail

order has become our specialty, we
also do a roaring trade in the
showroom — and hate not having

we’ll do our best to obtain it for you.

You won’t find collars and ties at
Micro-World, but you will find staff more
than willing to try and answer any queries in
regard to purchases. You’re always welcome
to browse, and if you’re really lucky, you

might even get to see the stripper
who comes in from time to time!

The Future

in stock products

requested. We pride Many people get the
ourselves on having ¢ impression that the
items in stock to { > Amiga will go down
demonstrate, to £ the tubes, due to
give customers ( / h!tm rumours of

firsthand == 4\“ Commodore’s
information == uncertain future.
before they buy: this goes Even if the worst scenario

\
3 ) for hardware, as well as
Ui software. We strongly believe
'-;a/ that customers planning to spend
money deserve the right to see the
products working first.

For that reason, Micro-World
like to keep a good stock of
productivity software, carrying
most well-known items, along
with the not so well-known. We
try to cover all interests,
including video, DTP and audio

4

hardware and software. If you can’t find it
on our shelves, simply let us know and

7

gf<

eventuates, I am sure that Amigas
will not suddenly become
unsupported. We all have Amigas
and have resisted the urge to transfer
to PC. We intend to be around for a
very long time!

Ask yourself this question: was it
CBM that made you buy the
Amiga, or was it your friends
endorsing the actual product? CBM
did not make the Amiga great: they
just supplied it, so why can’t
somebody else? |
Supplied by Micro-World

Saz=

Are you lost, helpless and confused?
| 4 Just follow the signpost! (All roads lead here)

’ Authorised Commodore

Dealer |

Shop 7,

20 Bungan St.
Mona Vale
N.S.W. 2103

Peninsula Plaza,

Outpost

Are you doing the HSC this
year?

Call for brochures, pricing, or
even a Demonstration disk on
our new range of Memory
Banks "HSC Personal
Tutor" packages, and their

| range of homework aids! You

P.O. Box 10
Mona Vale

.

N.S.W. 2103

Ph: (02) 979 5833
Fax: (02) 997 5641

can improve your marks up to
40%!

14

And call about the latest package for
Multimedia presentations:
"Media Point".
The latest and greatest package
available for quick, easy, professional
results!
All enquiries welcome!

Catering for your needs in all areas

Warming" Party?

improved recently!

A Big Congratulations to the TUPsoft Twins on their new house. When is the "House-

of the Amiga.

Hello to the "Mad Man at Mascot"! Hope that your scanners’ reading skills have
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MEAN!?

THE SECOND ARTICLE in the series is
finally here, after the first brief introduction
to C. This and future articles will be Amiga-
oriented, focusing mainly on OS 1.3 fea-
tures (v34). Many users now have 2.04+
(v36+), but I will not explore that (yet), to
allow 1.3 users to benefit from the column
also.

This month we will look at Intuition win-
dows, one of the features you initially
notice on the Amiga. We will begin with a
rundown on the NewWindow structure
needed to open a window, and then put it
together with a small demonstration pro-
gram. Learning the NewWindow structure is
the biggest part — after that, actually open-
ing a window is a piece of cake, so don’t be
surprised at the small size of the demo pro-
gram. Here is the structure you need:

struct NewWindow {
SHORT LeftEdge, TopEdge;
SHORT Width, Height;
UBYTE DetailPen, BlockPen;
ULONG IDCMPFlags;
ULONG Flags;
struct Gadget *FirstGadget;
struct Image *CheckMark;
UBYTE *Title;
struct Screen *Screen;
struct BitMap *BitMap;
SHORT MinWidth, MinHeight;
USHORT MaxWidth, MaxHeight;
USHORT Type;

};

LeftEdge, TopEdge

These two fields specify the position at the
top left corner of the window relative to the
screen the window is opening on.

Width, Height

el
Specify the dimensions of the window.

DetailPen, BiockPen

DetailPen specifies the colour for details
like system gadgets and any text that
appears in the title bar. BlockPen is the
colour used for blocks of colour, like the
title bar.

IDCMP Flags

IDCMP stands for Intuition Direct Commu-
nication Message Port. When opened, your
window has a port with which to communi-
cate with Intuition about menu selections,
gadget presses, mouse movements, etc..
These are called Messages. This field tells
Intuition what Messages you are (and are
not) interested in. I'll leave discussing

[ Aov

0| our Neu wiindow

This i an exanple of some Intud Texty

Just click the close gadget to exit the progran.

e e bl pratty sxcit

Aaron Koolen
demonstrates
Windouws...

IDCMP Messages in depth until next issue.
However, we will use the CLOSEWIN-
DOW Message to wait until the window’s
close gadget is clicked, before quitting the
example program.

Flags
These flags specify information about your
window, like what system gadgets you want
in it, etc.. There are a number of special
Intuition-only flags which I will not
describe here.
WINDOWSIZING, WINDOWDRAG,
WINDOWDEPTH, WINDOWCLOSE

These specify that you want size, close,
depth gadgets and/or a dragbar.
SIZEBRIGHT, SIZEBBOTTOM

If the flag WINDOWSIZE is set, the win-
dow will have a sizing gadget in the bottom
right corner, which makes the window’s
inner size smaller, along either the right or
the bottom border. These flags control
which border is thickened to accommodate
the gadget. The default is SIZEBRIGHT.
Other custom gadgets can be added to the
border of the window (like proportional
gadgets), to use up the extra space.
SMART.REFRESH, SIMPLE.REFRESH

Intuition is able to save the parts of a
window which become obscured by other
windows, and restore them once they
become visible again. This feature is called
"smart refreshing”. "Simple" refreshing
turns off this feature.
SUPER.BITMAP

This flag will give you an area for your
window that is larger than the window
frame. You can scroll this large area around
to see certain bits of it at will.
NOTE: You will have to provide your own
BitMap structure for your window to use.
BACKDROP

If set, your window will always be placed
behind all other windows. BACKDROP
windows cannot be depth-arranged.
GIMMEZEROZERO

This rather bizarre flag will generate sep-
arate areas (RastPorts) for both your win-
dow and its border. This allows you to draw
freely all over the window, without trashing
the border. The downside is that it takes
more memory and can be slower refreshing.
BORDERLESS

Creates your window without a border. It
works well with the BACKDROP flag, in

that you can place an effectively invisible
window over your screen at the back of all
other windows, and still receive IDCMP
messages when no other windows are
active.

ACTIVATE

Will cause your window to be active on
opening.

FirstGadget

This field points to the first gadget in the
list of custom gadgets you want opened
when your window opens. System gadgets
(close gadget, etc.) are not included.

CheckMark

Set this field to point to an Image structure
if you want this window’s menu check-
marks to be something other than the
default. Otherwise set to NULL.

Title
Pointer to null-terminated string for the title
of the window.

Screen

This points to the screen the window will
open on. It only needs to be set if you are
opening your window on a custom screen.
(i.e., Type=CUSTOMSCREEN)

If you have set SUPER_.BITMAP, this must
point to your own initialised BitMap struc-
ture: otherwise it is ignored.

MinWidth, MinHeight,

These fields set the maximum and minimum
dimensions that your window can be sized
to. -1 in the MaxWidth and MaxHeight field
will allow the window to grow to the size of
the screen it is on.

This specifies the type of window: either
WBENCHSCREEN or CUSTOMSCREEN.

Once we have opened our window, we
probably want to print some text to it. This
can be done in a couple of ways. The
quicker method is by using the graphics
library routine Text(), which simply prints a
string of text to a RastPort (our windows
RastPort), at the current window X and Y
graphics cursor positions. We can also print
text with more control, by using the PrintI-
Text() function, which allows us to position
the text and set colour and draw mode, as
well as font. We will use this method first.
Here’s what the structure looks like.

struct IntuiText

UBYTE FrontPen, BackPen;

UBYTE DrawMode;

WORD LeftEdge;

WORD TopEdge;

struct TextAttr *ITextFontj

UBYTE *IText;

struct IntuiText *NextText;
};

FrontPen and BackPen

Set the colours for the text.



DrawMode
Selects the rendering style of the text. There are four styles:
JAM1

Uses only the foreground colour. The background colour is trans-
parent.
JAM2

Draws both the foreground and background.
COMPLEMENT

This exclusive-ors (XORs) the bits to the RastPort.
INVERSVID

Draws in inverse video mode.

LeftEdge and TopEdge

Specify the relative position of the text. We can also position the text
more as the PrintIText() function accepts origin coordinates for the
text. The coordinates passed are added to the LeftEdge and TopEdge
values to determine the real position of the text.

MextFont
This holds a pointer to a TextAttr structure describing the font we
want to use for this text. If NULL, the system default fonts are used.

Mext

Simply the null-terminated text we want to print.

NextText
Allows us to link many IntuiText structures together and print them all
in one call.

The PrintIText() function takes four arguments as follows:

PrintIText (struct RastPort *,struct IntuiText *,WORD,WORD) ;

The first parameter is the RastPort of the window. We can get this
from the Window-> RPort field. A RastPort is an area of memory used
for drawing graphics, usually initialised by opening a window. The
second argument is the address of our IntuiText structure. The last two
are the X and Y origin positions of our IntuiText structure. Remember
that the LeftEdge/TopEdge positions in our IntuiText structure are
added to the X/Y positions passed to PrintIText() to determine the real
position. Once the text has been printed, the RastPort’s current
colours, draw mode, and cursor position change as dictated by the val-
ues of the IntuiText structure.

The other way of printing text is the Text() function. It simply takes
the RastPort pointer, the address of the string to print and the number
of characters to print as follows;

Text (struct RastPort *,char *,WORD);

The text is printed at the current RastPort cursor location in the cur-
rent colours and drawing modes. There are routines supplied for posi-
tioning the cursor and setting the colour and drawing mode, but for
now we will simply use the Move() function to position where the text
goes. This is the format for the function:

Move (struct RastPort *,SHORT, SHORT);

The last two arguments are the X and Y position, to which the cur-
sor must be moved.

NOTE: When positioning the cursor for printing text, we have to
take into account the baseline of the font the text is being rendered in.
For instance, with the standard topaz-80 font, the baseline is set at 6,
so if you wanted the top left corner of the text to be at position 0,0 you
would have to draw it at position 0,6 (i.e., add the baseline value of
the font to the Y position of your text).

Demonstration

What follows is a simple program that shows you how to open a win-
dow. It also prints some text to the window, using both Text() and
Printltext(). When you have finished looking at it and playing with the
window, simply click on the close gadget and the program will quit.
That’s it for another issue. Next time I will look into IDCMP mes-
sages — how to receive, use and reply to them — and also move on to
drawing more graphics in your window and adding gadgets. If you
have any questions, or ideas on what you would like to see in future
articles, feel free to write to me C/- Amiga Down Under. Until then,
cheers! |

#include "intuition/intuition.h" /* For Window-handling stuff */

/* To make our program look a bit nicer, we can use typedefs. */
typedef struct IntuitionBase * IntBasePtr;
typedef struct GfxBase * GfxBasePtr;

/* Now declare variables to hold the library bases */
IntBasePtr IntuitionBase;
GfxBasePtr GfxBase;

/* Declare a variable (ourWindow) to point to the Window that we
are about to open */
struct Window *ourWindow;

/* The window’s RastPort (found in the Window->RPort field). */
struct RastPort *ourRastPort;

/* Now we declare our NewWindow structure. It holds all the
information about how we want the window to look. As the Flags
field indicates, it will have the standard system gadgets
attached, and will become the active window onced opened. */
struct NewWindow ourNewWindow = {

60,0, * LeftEdge,TopEdge */
520,180, /* Width, Height */
0,1, /* DetailPen, BlockPen */
CLOSEWINDOW, /* IDCMPFlags x/;

* The close gadget will quit our program */
WINDOWDRAG | WINDOWSIZING | WINDOWDEPTH | WINDOWCLOSE | ACTIVATE,

* Flags */
NULL, /* No special gadgets as yet */
NULL, /* No special checkmark either */
"Our New Window!", /* Title */
NULL, /* No screen pointer needed for workbench */
NULL, /* Not super bitmap so no need for this */

100,100,640,256, /* Min and Max values */
WBENCHSCREEN /* What type of screen it’s going on */
};

/* Now some linked IntuiText structures to print a few different
pieces of text in the window. These structures are declared in
reverse order, so that the address of ourIntuiText4 exists before
ourIntuiText3 tries to use it. */
struct IntuiText ourIntuiTextd = {

2,1,

COMPLEMENT,

140,160,

NULL,
"It’s all pretty exciting stuff isn’t it?!",
NULL

};
struct IntuiText ourIntuiText3 = {
2,0,
INVERSVID,
100,70,
NULL,
"Just click the close gadget to exit the program.",
&ourIntuiTextd

struct IntuiText ourIntuiText2 = {

NULL,
"This is an example of some Intui Text.®,
&ourIntuiText3

}i

struct IntuiText ourIntuiTextl = {

NULL,

"Hello World!",

&ourIntuiText2
};

main() {
if (OpenLibraries()) { /* Open Intuition */

if (CreateWindow()) { /* Open our window */
/* Print the text to our window using PrintIText() */
PrintIText (ourRastPort, &ourIntuiTextl,0,0);
/* Print some text using Text() and Move(). Note that
this is in the same colour and drawing mode as the
last IntuiText printed. */
Move (ourRastPort,110,130) ;
Text (ourRastPort, "This is printed using Text().",29);
/* Wait for the CLOSEWINDOW message. */
WaitPort (ourWindow->UserPort) ;
/* Get rid of the message */
ReplyMsg (GetMsg (ourWindow->UserPort)) ;
DestroyWindow () ; /* Close the window */

}
CloseLibraries() ; /* Close libraries */

}

OpenLibraries() {
IntuitionBase=(IntBasePtr)OpenLibrary ("intuition.library",01);
GfxBase=(GfxBasePtr)OpenLibrary ("graphics.library",01);
return(GfxBase && IntuitionBase);

}

CloseLibraries() {

CloseLibrary (IntuitionBase) ;
CloseLibrary (GfxBase) ;
}

CreateWindow ()
/* NOTE: We pass the ADDRESS of our NewWindow structure
(& indow) ndow is an actual NewWindow
structure not a pointer to a NewWindow, structure. */
ourWindow=(struct Window *)OpenWindow (&ourNewWindow) ;
if (ourWindow) ourRastPort=ourWindow->RPort;
return (ourWindow) ;

}

DestroyWindow () {
CloseWindow (ourWindow) ;
}

APRIL 1994 m



POSTSCRIPT

ps. Pages Made to Measure

In this look at the PostScript language, Norbert Haley
calculates the meaning of life, and stores it on the stack...

IT IS NOT easy to program in PostScript, so
maybe it is best to throw ourselves in at the
deep end once more.

%! PS maths to follow

/a 11 def

/b 22.4 def

/text (urgghh mathematics !) def
/answer true def

% definitions finished

% /show {print} def

% un-comment the previous line if you
% want to save paper!

/Times-Italic findfont

12 scalefont setfont

100 700 moveto

a b eq {(That’s right!) show}{(That’s
wrong!) show} ifelse

100 600 moveto

a b add bufferstring cvs show
(That’s a+b) show

100 500 moveto

a b mul b a sub div bufstr cvs show
( =(a*b) /(b-a)) show

100 400 moveto

a cos bufstr cvs show

(cosine of a) show

100 300 moveto

/tan {dup sin exch cos div} def

a tan bufstr cvs show

(tangent of )show a bufstr cvs show
100 200 moveto

answer {text show} if

showpage

At the beginning of this file, several
variables (storage spaces) have been defined.
The "a" and "b" variables represent numbers;
the "text" is a string (limit 64 Kb! linebreaks
ignored); and the "answer" is so-called
Boolean, which means either "true" or "false".

Before we go through the file, remember
that the stack is the concept, which you need
to grasp. PostScript is a stack-oriented lan-
guage, which, although awkward at first, is
brilliant.

Enter the "Interactive Mode" and let’s
place things on the stack. Don’t bother typing
the text behind the "%": just hit return.

23 45 670 % hit enter-key

890 (YEAH!) %

pstack % print the stack for control
pstack % yes, they are still there
moveto

pstack % show what’s left after moveto
lineto

pstack % show what’s left after lineto
stroke

pstack %

print

pstack % and now there isn’t!

showpage % not really necessary nere

now there’s only a string,

The "pstack” command allows you to look
at the stack, which, as you can see, works
after the LIFO principle: Last In First Out.
Any command which needs data to process,
will take what it needs from the top of the
stack. It doesn’t matter what kind of data is on
it, as long as that data relates to the appropri-

mADU

ate commands. The "print" command outputs
the data to the console (as "show" does on

paper).
Truth, Justice and Equality

Where it says "a b eq " in the original file, the
"a" variable (11) is put on the stack, followed
by the "b". The "eq" compares the top two ele-
ments on the stack (and takes them off); if
they are the same (EQual), it puts a

"true" back on the stack. 11 is not

Post Ut.86enh Copyright

each letter separately, or write a routine to do
it for you.

The scale command is used here again to
distort the image. Translate shifts the origin,
and the rotate command rotates counterclock-
wise, for positive numbers, around the origin
(x=0 y=0) of the page. To use landscape
pages, the appropriate command would be:

90 rotate 0 -612 translate

You should be able to use "scale", "trans-

S 1989, 1992 Adrian Hyluard

the same as 22.4; therefore there is
a "false" on the stack.

The "ifelse" command looks for
a Boolean element on top of the
stack and executes the first subpro-
cedure for a "true", the second for
a "false". Procedures are in curlies.

The "add" takes the top two ele-
ments off the stack, adds them up
and puts the result back on the
stack.

The "cvs" converts the number
into a printable string, via the

"bufferstring" variable.  This
bufferstring is not particularly use-
ful, but needs to be there.

Likewise "sub", "div", and "mul" allow you
to calculate. For angles, one can use sine and
cosine, but tangent must be defined "by hand",
as shown — it is not in the original PostScript
command set.

Finally "if" does the procedure, if it finds a
"true" on the stack.

After all this dry maths, it might be wise to
have another look in the bag of tricks. Sup-
pose you want to print outline fonts, and fill
them with something else.

%!

2 5 scale 50 50 translate -20 rotate

% manipulate coordinate system
/Times-Italic findfont 120 scalefont
setfont

0 0 moveto % the usual font voodoo

5 setlinewidth

(B) true charpath gsave stroke grestore
.5 setgray fill

showpage

This strokes a line on the outline of that let-
ter, and because that path was saved, uses it
again to fill it with 50% gray. Warning: the
path has limited capacity — you can overload
it quickly, when using readymade letters, sign
and numbers. Parameters which influence the
behaviour of the path are "currentflat”, "set-
flat" and "flattenpath". You might have to do

late" and "rotate" by now, which should pro-
vide enormous image-altering capabilities.

Enough graphic fun for this lesson! And
finally, another taste of stack logistics. Stack
manipulating commands are "exch", "dup",
"pop", "index", "copy" and "roll". You are
strongly recommended to learn these, and
check their functions in interactive mode with
"pstack".

"exch" exchanges the top two elements.

"dup" duplicates the top element.

"pop" takes the top element off the stack
and discards it.

"index" duplicates an element, which is
located "top elements" deep. The top ele-
ment’s position number is zero.

"roll" rolls elements according to the top
two elements. Don’t ask; just experiment with
this command — most useful, when you
understand how it works.

"copy" duplicates the elements beneath the
top one, "top element” deep. Its other clever
functions are too difficult to explain at this
stage.

Homework is to familiarise yourself with
all we have covered in the last three articles.
Next lesson will include typing and more
operators. | |



Tornado

How many pages comprise
Tornado’s manual?

Answer this question on the back of
an envelope, along with your name
and address, and you could win this

great game!

Post your entries to:
Tornado Competition, ¢/- ADU
(See page 10 for address)

How many games make
up the Lost Treasures?

Place your answer on the
back of an envelope, along
with your name and address,
and post your entries to:

Infocom Competition, ¢/- ADU (see P9 |o...)

Allen Computer Supplies
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Computer Specs
Comworth Systems
Digipix

Great Value PD

ADVERTISERS

AmiKomp Systems 7, 37,

Commodore 38,

Sponsored by

ACIVISION

Conditions of Entry

The winner for each competition will be drawn at random from all correct entries received by
Friday, 29th April. All winners' names will be published in ADU 10. Entries are limited to one
per person, for each competition, and all entries must be accompanied by the appropriate
coupon. The judges' decision is final, and all correspondence regarding results will be filed
under "T" for Trash.
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With products previously available
for not less than five figures, the
dye-sublimation market has been
rocked by the release of a model
which retails for a tenth of that price.
Grant Berridge gives his verdict on...

Fargo © USA

jet and laser printers were the tools of the
trade. It has come to light recently, however,
that I was short-sighted in the extreme with
this list, for far beyond the capabilities of any
of these, are the supreme rulers of the printing
world.

I must have been trapped for too long in
my sheltered universe of home computing, for
it never dawned on me that any Amiga user
could have a use for the printers of which I
speak. Blindly, I watched each issue of our
fine publication march out the office door on
SyQuest cartridge, bound for the printing
agency. How could my vision have been so
clouded? Of course Amiga users have a use
for the highest form of printing technology
available!

Aside from photographic plates, the dye-
sublimation and wax-transfer printers are the
ultimate in hard-copy perfection, producing
dazzling, true-to-life output. So why do we
often neglect these gems of computing tech-
nology in a discourse on Amiga printer
options? Maybe it’s because of the $20,000+
price tag attached to the very low-end
models!

But surely, $20,000 is
a small price to
pay for
such
crystal-
clear
results.
After all, *
they practi- |
cally  assure
you of an A in
social  studies!
Let’s face it. The
Amiga is not seen
as a high-end busi-
ness machine. It is
not a computer
regarded as the dream
of all professional print-
ing agencies. They would
prefer to use the expensive
competition known as Mac-
intosh, and I don’t blame
them. These narrow-minded
individuals have big bucks to
throw around, and they invest in
the best-marketed equipment. If

mADU

IN ADU 3, I pointed out that there was a 50
printer for almost every need. Dot matrix, ink '\

you stack up $20,000 next to a full-blown
Macintosh Quadra network in a printing stu-
dio, you will see that it is but a small drop in
the bucket. It makes sense to plug a dye-sub
monster into a Mac’s DINky serial port,
because you’ve already shelled out
megabucks. The same is not true of an Amiga.
So why am I going on about it? Because I
have new-found faith in the Amiga, thanks to
a new arrival on the Amiga printer market.
The Primera printer finally brings dye-sub and
wax-transfer technology into the realm of the
home computer user. The price tag puts its
closest rival to shame — fully one-
tenth of the cost, with output noth-
ing short of breathtaking! Enough
preamble. Let’s proceed...

The Primera surprised me

with its size — about the
same as an ink jet printer.
A bit smaller, though
heavier than my 9-pin
dot matrix. As you
would expect, this
printer has no tractor-

feed capability, but

is fed instead by an

auto-loading

paper tray at the

front. This tray

can receive
normal-sized

loose  leaf

paper, such

as A4, US

Letter etc.

In this respect,

it is very similar to

most laser printers, and if you

hadn’t seen its fantastic colour output,

you could be forgiven for believing that it was

a laser model. However, the Primera can also
accept transparent plastic film for display on
overhead projectors, and T-shirt transfer
paper, so that you can wear your favourite
ADU cover on your chest. The transparency
bonus was quite unexpected, although I can
see a huge range of uses for it. Teachers, uni-

versity lecturers and professional public
speakers (in particular) could have no end of
fun producing fantastic colour slides for their
presentations.

Note that I am definitely not kidding about
the quality of print that the Primera produces.
Using GVP’s image-processing program,
ImageFX, I printed several 24-bit colour
images using the wax-transfer mode of print-
ing, and the difference between the on-screen
Ham images and the hard copies was startling.
I was expecting to be writing about the paper
image’s inconsistency and poor resolution, but
instead found that the printout was much
clearer and better defined than the screen. The
Amiga’s frustrating Ham-fringing rendered
text on one of the images I printed, com-
pletely illegible. The Primera has no such
deficiency, and I could read the words as
clearly as they were intended.

Wax Transfer

The wax-transfer mode is the standard type
of printing that the Primera is equipped to
handle. This process involves a wax ribbon
and a very clever heating arrangement inside
the printer. The basic principle is that several
thin films of molten wax of differing colours
are pressed on to the paper, namely cyan,
magenta and yellow. To achieve a specific
colour, the printer applies varying amounts
of C, M and Y wax to the paper, in much the
same way that a painter mixes paint on a
palette, or the Amiga mixes red, green and
blue on your screen.

This would seem to suggest that the paper
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will emerge in a sticky state, so that a careless
thumb might smear the molten wax across the
image. In the spirit of experimentation, I
decided to run my fingers and nails over the
surface of the image as it was being printed. I
succeeded only in putting indentations on the
paper with my fingernails, removing none of
the wax. Undaunted, I announced that the wax
would surely crack and peel if I folded the
paper. I was again proved wrong. If anything,
the paper becomes more durable to wear and
tear, due to its protective coating. The wax
also lends an attractive, glossy shine to the
paper, and at an arm’s length, you could very
easily mistake a printout for a blow-up of a
photograph. Closer inspection will of course
reveal the dotty, dithered texture, which indi-
cates that the picture was printed from a com-
puter.

When I printed a ‘picture on the plastic
transparency, I found that the wax was
slightly easier to remove with my fingernails,
so these hard copies should be treated a little
more delicately. The projected image was bet-
ter than any other slide I have seen, either at
school or university, with the colours showing
up surprisingly well.

The method of colour mixing makes it very
difficult to produce true black. For this reason,
an alternative ribbon is available, which also
has black wax and requires an extra pass dur-
ing the print. There is also a ribbon designed
specifically for greyscale printing, which has
only black wax. Neither this, nor the CMYK
(four-colour) ribbon is supplied with the
printer. However, the standard, three-colour
CMY ribbon seems very adequate for most

purposes.

Resolution

The maximum (and only) resolution of the
printer is about 200dpi in both vertical and
horizontal directions. Most laser and ink jet
printers boast 300 to 360dpi. Your Amiga’s
monitor is 75dpi. This means that in order to

fill an A4-sized page (21.0 by 25.4cm after
accounting for the top and bottom margins),
the Primera printer, at maximum resolution,
would require a picture - approximately
1680x2000 screen pixels

sive factor, because if the price tag read
$20,000, the feature I am about to describe
would be fairly standard.

Dye-Sublimation

in size. A 24-bit colour
image of that size takes up
about 10 Mb! I had no
such memory-hogs to play
with — most of my pic-
tures were in the 800x600
range. If you wish to
print a small picture
larger, you will have to
tweak the dpi setting of
the program you are
using, if possible, or else
scale the picture up.

In contrast, DTP pro-
grams can make use of the
maximum resolution of

"...a price that
really casts
doubt on the
honesty of the
printer
industry at
large."

What can I say? Take a
look at the front cover of
this magazine, and ask:
"Why can’t my printer out-
put colours like that?" The
Primera can. You have the
option of installing a dye-
sub "ribbon" in place of the
normal wax-transfer type.
The process of exchanging
ribbons is trivial. Just lift
out one tray, and drop
another in. The dye-sub
ribbon is more expensive:
approximately NZ$9.60 per

printers in a rather sophis-

ticated way. They store their pictures as a col-
lection of lines and curves, not as pixellated
bitmap images. This way, whether your output
device is 75dpi or 300dpi, the image size and
the information stay the same, but the clarity
differs. The page you are reading right now
looks dotty and pixelly on the monitors at
ADU, but the printer output is of rather high
quality, so the jaggies disappear (unless you
look REALLY closely). Some printers have a
built-in weapon for battling jaggies, known as
PostScript. This wonderfully sophisticated
programming language is specially designed
to make printed images look more attractive.
Sadly, it is the only feature lacking in the
Primera. In order to use this printer to its full
potential, you either need truly massive
bitmaps, or a good DTP program, such as
ProPage 4.1. The old standby, DPaint, holds
its images in chip memory, so the
size and colour information is
limited to either 1 or 2 Mb (in
some cases 512 Kb). Also,
DPaint can’t yet hold 24-bit
images. I think it is fair to
say that DPaint is not capa-
ble of pushing the Primera
printer to its limits, but I
know you will be
impressed with the
results anyway.

My review could
end here, with my
having pointed out
that the Primera is
a  printer of
incredible, near-
photographic
quality, at a
price that
really casts
doubt on
the hon-
esty of

printer indus-
try at large — but I
haven’t even touched on the
most impressive factor in the Primera
make-up. Make that the second most impres-

page (NZ$960 for the rib-
bon and 100 pages of paper). The paper sup-
plied with the ribbon is the only kind of paper
that will accept the dye adequately. The pro-
cess of dye-sublimation is similar to that of
wax transfer, I am told, but employs higher
temperatures, producing colours truer to the
intended image.

This is the breathtaking part. I printed the
same image twice, first with a wax-transfer
CMY ribbon, and then with a dye-sub ribbon.
While the latter was printing, I studied the
wax picture. In all honesty, I couldn’t imagine
that the dye-sub picture could look any better:
the wax image looked exactly like the screen
(I am lucky enough to own a 24-bit display
card). I was totally unprepared for the quality
of the dye-sub output. With no exaggeration,
the picture I printed could have passed for a
photograph —until it was about 30cm from
my face. The wax-transfer print looked dull
and blotchy in comparison.

For the Pros...

Due to the suc-
cessful
trials  of
the
Primera, our
editor  has
announced
that we shall be
using it in
future, to provide
our colour proofs.
The point of taking
such a proof is
twofold. Firstly, to
show us how the
colours we have cho-
sen will look in print,
and secondly, as a guide
for the offset printer, by
which to judge his work.
When the magazine is
printed, shades on the

colour-proof pages should
match colours in the magazine
almost exactly.

Sounds simple? To date, using
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chromalin proofs, it has cost about NZ$140
per page to do this. It also takes at least 24
hours for the offset printing company to com-
plete the job. The Primera can complete the
job in one-seventieth of the time — for one-
twentieth of the price. At NZ$3370, ADU’s
Primera will have paid for itself within two
months!

Only one printer font is available, in one
size, which would imply that the Primera is
not really designed to produce screeds of
text. Research seminars would benefit from
the transparency option of the Primera, but
essays and the like would probably be better
served by a PostScript-compatible laser
printer for about the same price. A laser is

m ADU

certainly cheaper to run (the Primera’s wax
mode averages out to NZ$1.60 per page, and,
as mentioned, the dye-sub mode, to
NZ$9.60.) Time is also a factor. A single
page of wax-transfer printing takes about
three minutes. Dye-sublimation is a lengthier
process, consuming upwards of thirteen min-
utes per page.

The Verdict

The simple interface belies the complex
nature of the printer. There are only two but-
tons on the control panel, one being On/Off.
The other is the On Line button — an indica-
tion that operation of the printer should be

wve COMPUTER
REPAIRS

DO

Their experience and efficiency ensures {aur computer
system continues to provide that vital resource.

Compatibles
& Peripherals
— Workshop Repalirs OR Fast Call Out

— Network Design & Installation
— Computer Upgrades

AMIGA  Cx commodore JIL ATARI
PH/FAX AK 444 2142 or AK 443 1227
MOBILE 0-25-333 820

@ COMPUTER SPECS LTD

8 Woodson PL. Glenfield

FORALL

within the capabilities of any user. If there is
any problem, the well-presented manual
should offer a solution. There is, of course, a
custom printer driver supplied for the Amiga,
installed simply by double-clicking one icon.
The standard Commodore installer program
has not been used, which is politically incor-
rect in this day and age, but the install script is
explained fully in a supplementary manual.
One other point worth mentioning is the
obscure — albeit convenient — way that
Fargo have used the normal PrinterGFX
Preferences density setting, to represent the
type of ribbon being used. Density usually
refers to the amount of ink you want to be
stamped into your page by a dot matrix-style
printer. It can have a value between one and
seven, one being a very light print, and seven
being very dark. When you use a Primera
printer, however, a density setting of one
means you are using a CMY wax-transfer
ribbon, and four means a CMY dye-sub rib-
bon.

In summary, I have to say that I can’t fault
this printer. Maybe the dpi rating could have
been higher, but what can you expect for this
price? It is somewhat expensive to run, which
is in its favour, because its closest competitor
is ludicrously expensive in comparison. The
print quality is legendary, and the simplicity
of use is in the mother-could-do-it range. If
you like pretty pictures, buy a Primera. They
don’t get any prettier. ]

Supplied for review by
Comworth Systems




Continued from page 33
Increments of 2 Mb are configurable. It
uses the same ZIP chips as those in the
A3000. Not exactly the most user-friendly
chip to install; susceptible to bent pins. Four
chips for a 2 Mb upgrade, making a total of
16 sockets. Jumpers need to be set for each

2 Mb set. AlfaData cards, as a fair selection of others the
are described. Notwithstanding
What'’s In The Manual? that, however, v

The manual looks to be the
most

manual.

comprehensive I've seen,

certainly for a SCSI/RAM card. The 63 Software includes HDInstTools,
pages in the English section cover all OktagonMount (SCSI device mounter),
aspects of installation, configuration and RAMTest, UnlockInsite (access Insite

setup. All technical specs and pin

configurations are included, as well as a
page on tricks and tips.

Which Bit Do | Read?

It looks as if there is one manual for all

it is a very comprehensive

What Else Do | Get?

Flopticals), IfLogIn (user passwords). All

pretty foolproof and covering everything
you’ll need.

GigaMem

You also receive a bonus copy of GigaMem,
German virtual memory software.
Normally retailing in excess of NZ$150,
GigaMem is an ideal companion to a SCSI
controller and gives excellent value for your
money. See page 16 in ADU 6 for more info.

\ Overall more standard features for a
A\ SCS/RAM card, but more software options
-8 than you can poke a stick at, and GigaMem
free! ]
Supplied for review by Ami-Tech
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Primera Colour Printer

from $1995
Full colour glossy prints at an affordable price. This
printer can easily be upgraded to Dye Sublimation for
photo-realistic output!

Includes Workbench Preferences driver. We stock
the full range of consumables including:

Dye Sublimation upgrade $545
Thermal transfer ribbon 3 colour $119
Thermal transfer ribbon 4 colour $119
Monochrome (black) thermal ribbon $119
Thermal transfer paper - 200 sheets $ 25
A4 transparency film - 50 sheets $109
T-Shirt transfer paper - 10 sheets $ 60
T-Shirt transfer paper - 100 sheets $479
The Blue Ribbon SoundWorks from $ 59

We have the complete product range in stock
including Bars&Pipes Pro 2 (with all the add-on tool
packs), the One-Stop Music Shop, The Patchmeister
and SuperJAM! Hearing is believing.

Montage 24
Broadcast Titler
The best titling packages on the market.

$499
$399

PageStream 3.0 Yes, it’s nearly here!

Final Writer and Final Copy Il (UK dictionary).
The best word processors on the Amiga.

Word-A-Saurus New and Fun  $60
The Amiga Word Processor written just for kids. Cut,
copy and paste. Word wrap. Speaks your text aloud.
Talking menus. 4 built-in games. Supports colour
printers. Easy to use.

Hoopy Paint New and Fun $60
The kids’ paint program that mums and dads love to
use. More than 80 outline pictures built in, heaps of
clip art, lots of zany sound effects add to the fun.
When your creation is finished, print it out and hang it
on the fridge.

Proudly distributed in Australia by:

TUPsoft

PO Box 47, Hornsby, NSW 2077
Tel (02) 482 7040 Fax (02) 476 5736
Dealer Enquiries Welcome
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Elizabeth Corish brings you

70

GAMES GAMES GAMES GAMES GAMES GAMES GAMES

WELCOME DUDES, TO another action-
packed hints and tips column, especially
now that the magazine has gone to a
monthly format. You can expect the latest
and greatest tips a whole lot faster!

Zool 2
(Gremlin)

First head for the options menu. Enter the
word BUMBLEBEE, then begin the game.
To skip levels, simply push the return key.

Elite Il — Frontier
(Gametek)

There are plenty of tips about for Elite II,
but here are some extras for those who are
stuck.

Essentially there are three main territo-
ries: Imperial, Independent and Federation.
It makes sense to trade various goods
depending on the system. Federation is
ideal for basic items; be careful about high
risk activities, such as narcotics and slave
trading. Imperial is ideal for nerve Gas,
which is easy to obtain. Independent
worlds have other benefits, even though
technology is not one of them. Note: Ven-
turing into new systems will usually bring
about a confrontation or two.

Cash

To get some cash, head for ROSS 154;
purchase animal meat on Merlin; head for
Birmingham world in the Barnards Star
system; give them this meat, and obtain
computers or robots, which can sell for big
bucks later.

Try the Sol system at (0,0) to generate
some cash. Head for the Mars spacestation,
and try the second advertisement, showing
the title "Goods bought and sold" to buy
your illegal items here. Once you have a
little cash, try the Imperial system. Load
up with hydrogen fuel and go to Vequess
(0,-4). Purchase a cargo life support sys-
tem, put on board as many slaves as you
possibly can, head for Facece (0,-4), and
sell them to a trader for a profit. For the
return, check out the naval ad on the bul-
letin board; there are a heap of missions to
increase cash and status all in the Vequess
system.

Funnily enough, the quickest way to
increase your riches is to trade in the ille-
gal black market. Selling information or

delivering packages for people is easy
money. Check out bulletin boards on plan-
ets and space stations for dudes wanting
goods; be careful though about traps by
police, and save often (just before you
trade).

For another way to get some cash, try
this little cheat: once you have enough pas-
senger cabins, take on passengers, head to
the shipyard, and buy a ship worth less
than your own. You will be credited with
the difference, and will then be told that
you can’t buy the ship because you are still
carrying  passengers. However, your
account will still keep the money. Repeat
your attempt to purchase this ship until
you have untold riches, then carry on with
the game.

Travel

To increase your travel, try this wee tip.

From the galactic grid map at a range of

660 light years (82.5) grid sectors, you will

come across systems that should be out of

range. However access is possible using

any ship. Note that such a jump only uses

up the same amount of fuel as a normal,

maximum-range, hyperspace leap. This

occurs at increments of 660 light years

e.g., 1320, 1980 etc. This works for any

star system on the map, thus opening up

the entire universe to even tiny craft. You

can also locate a couple of settled planets

in far-distant places:

0,-1792 Laanbe (large mining and indus-
trial area)

1,-1792 Dazeia (as above)

1, 1792 Oltiso (as above)

0, 2814 Ensoce (as above)

In our next series of tips on this huge
game, we will look at buying new ships,
assassinations, mining, and much, much
more, so stay tuned!

* Level 1 Frog
Level 2 Year
Level 3 Quif
Level 4 Long
Level 5 Word
Level 6 Fred
Level 7 Wine
Level 8 Grip
Level 9 Trap
Level 10 Thud
Level 11 Frak
Level 12 Vine
Level 13 Jump
Level 14 Nill
Level 15 Four
Level 16 Grip
Level 17 Zing
Level 18 Jing
Level 19 Lido
Level 20 Pool
Level 21 Hate
Level 22 Reed
Level 23 Lime
Level 24 Quid
Level 25 Wing
Level 26 Flee
Level 27 Giga
Level 28 Head
Level 29 Loop
Level 30 Sing
Level 31 Joux
Level 32 Pink
Level 33 Gogo
Level 34 Lets
Level 35 Quad
Level 36 Bril
Level 37 Eggs
Level 38 Hens
Level 39 Nail
Level 40 Soap
Level 41 Foam
Level 42 Meek

Jurassic Park
(Ocean)

Here are the codes for the A1200 version
of this game (reviewed in ADU 7):

B5A48352

ES54C67AA

D5F4AB62

95B48B42

85A4834A

85B48B42

F54C6FAA

C57C77B2

DS5S6C7FBA

AS5149F5A




Mean Arenas

For all sorts of goodies try this out. On the
password screen enter:

CHEAT
Then begin to find zip enemies. If you
grab the bonus item, further cheats are
available as follows, if you push these
keys:

B (Extra bombs) E (Extra energy)

L (Extra lives) W (Extra weapons)

DEL (Shield) HELP (Skip levels)

Dinosaur Detective Agency

If you run low on energy during the first
four levels, try these codes to restore your-
self to full health. (No need to pause game.)
Level 1: DINODICK

Level 2: JURASSIC

Level 3: DINOSORE

Level 4: DINOMITE

Note: Should you enter any of the above
whilst holding down the left mouse button,
you will skip to the end of the level.

GAMES GAMES GAMES GAMES GAMES GAMES GAMES

Cannon Fodder
(Sensible Software)

To increase the ranks and abilities of your
troops, try this tip. Start the game, head to
the save game option, and, when asked for
a name, enter as follows: JOOLS

You should now see a message flashing
at the bottom of your screen: "Cheat mode
active". If not, try again until you get it
right. "Nuff said."

EIf
(Ocean)

This is for the benefit of Helen Moore of Auckland, and any other lost
souls out there.

First locate the raw chicken and the birdseed bowl in the beginning
area. Give the seed to the bird, who gives a feather to you. Take this to the
Indian and swap for the Indian’s headdress, who gives you a piece of old
paper. Give this to the person in the loo; get the matches from him and
light the fire; cook the chicken. Next, bribe the old sage who can be found
near the door, thus enabling you to get to stage two. Now head to the far
right. Along the way pick up the axe and apple seed, shoot the magical
book down and give this, plus the apple seed, to the wizard. This apple
seed will be turned into an apple (beats going down to the greengrocer!),
which you give to the vicious guard, thus enabling you to get to the third
stage. Next, go and collect the money; give it to the tool sharpener with
the axe; get the now-sharpened axe; give it to the weird-looking lumber-
Jack, who gives you a magical spell. Use this spell on the smiling monster,
while he is stunned. Grab his teeth and give these to the old lady, who
gives you a peg; put this on your nose, in order to get past the evil-
smelling troll. At this point buy some goodies, before you have to take on
Belbob the spider. Note: Keep away from the spider’s side of the screen
to ensure your safety, and make sure you Kkill all the little spiderettes she
releases when she reaches the ground. In the second level, retrieve from
the underground caves the key and the winding handle; unlock the steel
cage (which can be found top right corner) and get the cog. Next, assem-
ble the cog and the handle to the winding mechanism and wind the magic
out; take a stroll over to get the boots; give these to the inmate, who will
give you a silver flute. Swap this with the Jester before you open the cage
with a large key (found outside to the right), which will kill the dangerous
rats, enabling you to journey to the oil well. Take the oil can from the left
of the map and fill it up at the oil well. Now, when you come across the
Jester, dispose of him to retrieve the flute for later (talk about an Indian
giver!). Next, use oil on the stubborn handle, pull the lever to jump across
the space, and go downwards to enter the last guard captain’s place. Be
quick in response, or else he will avoid your shots. Also move around;
otherwise you will end up with a flat head. Try to move him into a corner
and dispense with him with rapid fire, which will enable you to go to the
next level.

The secret to completing level three is to turn on the power first in the
starting room, and activate the correct platform switches in the right
order, as follows: 1 flick, 2 flick, 3 flick, 4 flick, 5 ignore, 6 flick, 7 ignore,
8 flick, 9 flick, 10 flick, 11 ignore. Along the way, hop over any beasties
that jump from the water, and avoid the killer plants (the programmer’s
obviously a fan of the Addams Family). On level four you come across a
marsh: recover from the dead guy the dagger, plus the boxing glove. You
should see a single switch along your journey; ignore this and move on.
Hit the first guard using the glove; get the piece of paper (with password);
cut the rope attached to the cage in the air; and take the gold bit that has
fallen from it. Go up to the second guard and give him the password, then
fight your way along till you come across the Indian chief at the very far
end. Give him the gold piece found earlier, thus enabling you to get past

and enter the temple, where the temple god will shoot fire and balls of

energy. Be careful: whilst its mouth is opening, quickly fire repeatedly
and avoid its fire aas you do so.
On level five (you need to do some precise mapping), in the caves,

ensure you kill the dwarves along the way. You will also need to locate the
bone: give this to the big flapping creature, and go over to the chasm
where the halt sign is. Wait. The creature then flies over, picking you up
and dropping you on the other side. Enter through the door to get the
belt; exit and return to the other halt sign; give the belt and the flute to
the blacksmith, who changes the flute into a cross, which is used to get
past the bats. Take the piece of machinery, plus the other five left around,
and give them all to the inventor creating the time machine. He gives you
a sheet of paper, which you give to the dwarf guard, enabling you to visit
the dwarf king. You will have to get the three jewels to go past him. After
doing so, it’s time to fight Henry, who is quite intelligent; after he has
made his move, attack. Always keep him under threat by attacking,
which also stops him from firing those wretched little balls along the
ground. If you kill Henry, you are greeted with level six. You will need to
buy some anti-freeze (for your ring), plus a flying spell (to complete the
level); there are herbs avaiolable near the start, should you have to collect
some in order to buy the goods mentioned above. You also need to find
the magical spell, which is split into three parts. When all are gathered,
use the spell on the wizard (located on the right of the map, in the tower);
he will drop an amulet, which you take; find and take the blowtorch,
chisel and mallet; unfreeze the ice block imprisoning the sculptor; and
give him both chisel and mallet. Next, locate the earmuffs and give them
to the Eskimo; get the ice block and give it to the sculptor; get the ice
crown, crown and amulet to the ice king (located left top of level), who
then gives you an icicle. Next, head back to the Eskimo and hit him on the
head using the icicle (nice game eh!). Take the wheels from his pocket,
give them to old Albert for his Zimmer frame, and you now get a key to
pass through the last door. When fighting the ice creature, be careful, as
he will come through the ground where you are standing. Avoid the
snowballs and don’t bother firing; after a short period of time you will be
allowed through.

Start out on level seven in the castle by watching out for the servants.
Timing on jumps is essential. Note the faces in the wall which shoot fire
balls out at you, plus the rotating ball spikes. After shooting the glass con-
tainer, get the pork pie and give it to Teedle Dee, who is clothed in green
and red, and who gives you some socks — an effective weapon against the
old mother. After she faints, take her stick and put it into the wheel of the
cyclist’s bike, the object being to stop power being generated. Now press
the big red button. The rotating platform will start to move; watch the
jump and go for the door to complete this level. Now on level eight, locate
all ten bits of the winding mechanism and obliterate them, before going
into the last door where Necrilious is waiting. This can be achieved by
putting the green crystal into the hole by the door (you will have this crys-
tal by killing all the other level bosses). It won’t be long before you have
to confront Necrilious, whilst he is flying about on the flying carpet.
Aways keep moving; otherwise he will fire at your last known coordinate,
when he is hovering above your head. Use rapid fire to dispose of him,
after which you get to enjoy the final sequence for a job well done.

Notes: You can find at least two hidden rooms on each level, which are
indicated by the screen switching to grey tones, and which are, of course,
full of goodies. To locate them, try standing on some clouds which aren’t
clouds, and remeber that not all walls are solid. Give it a go and search
high and low! Alternatively, for infinite lives, all you have to do is enter
the word below anywhere during the game:

CHOROPOO
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- Castles Il -
Siege and Conquest
Interplay B NZ$90 m A$70

WHEN YOU FIRST see Castle’s double-sized
case, you could almost believe that Interplay
have done the unbelievable and created a two-
CD game...unfortunately not. (Who could make
a 1.3 gigabyte game, anyway?) The other half of
the extra-sized box contains Castle’s thick, 61-
page manual, all in English.

Placed in the mythical, medieval kingdom of
Bretagne, Castles II is actually based on the feu-
dal rivalry of France during the period 1302-
1417, a time of war, chaos, political and reli-
gious upheaval, and treachery. After the death of
King Charles, five claimants are left to struggle
for the throne in the absence of a legitimate heir.
The overall aim of your role as the Lord of one
of the Territories of Bretagne is to subdue the
other pretenders plotting for the throne (and your
death), unite the divided territories by conquest
or alliances, and eventually, with the blessing of
the Pope, be crowned king.

It’s not quite a god-game — the level of detail
fails slightly — and not a wargaming simulation
either. Overall, it’s about strategy, dealing with
the powerful — nobility, clergy, magicians,
knights and peasants — of medieval France.

The game opens very impressively, with a
deep, dramatic, sampled voice giving the back-
ground to the current situation with stereo sound
effects and still pictures. You can choose which
of the contenders you would like to play, the
level of difficulty, and plots (explored later). The
computer controls all other characters with artifi-
cial intelligence. There is no two-player option.

Success in the game is marked in points. Earn
7000 points and you may petition the Pope to
name you King, but others may make it before
you do. Points are earned by achievements in
three areas — administration, military conquest,
and political skill. These three areas may be
assigned "tasks" and left to run simultaneously.
Administrative concerns are the day-to-day
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SCOGRAPHY

by Dudley Storey III and Jason Gibson

affairs of the realm — gathering grain, lumber,
iron and gold. Each territory supplies only one
product, so you’ll have to trade with, or invade,
others to attain them, or buy them on the black
market. You can also build castles with this task.
Castles II allows you to plan your own castles

from standard modular units of walls, doors,

keeps and moats. An impressive castle will not
only keep the populace in line, but also inspire
them to double the output of that territory. If

Plots is turned on, you’ll face more decisions. A
peasant populace low in morale may petition for
a festival, but such a bawdy event may rankle the
priests and be an opportunity for your enemies to
harm you. Every decision will have several alter-
natives, and each will cause repercussions.
Alienating the clergy is not a good idea, since
they report back to the Holy Father, and the Pope
is the only one who will hear your pleas to
become Regent.

Military is self-explanatory. The recruitment
and supply of soldiers (knights, archers and foot
soldiery) is necessary for a strong defence and to
build an offensive threat. You can send the army
to police the realm (which may catch spies and
saboteurs sent by your enemies, but also
represses and antagonises the populace), sabo-
tage an enemy, or conquer an adjacent territory.
The results of an invasion can be decided auto-
matically by the computer, or fought unit by unit,
commanding men individually on the field.

Diplomatic functions maintain your relation-
ships with the other contenders for the throne,
and the Pope. You can suggest alliances, trade
for goods and gold, call a council, scout an area
for resources, and dispatch a diplomat or spy.

Invasion, taking the reports from a spy, hold-

ing a fete and several other occasions play asso-
ciated film clips, taken from some black and
white medieval epic. Although not full-motion
MPEG by any means, the feature gives a nice,
documentary feel to the game. Overall the
game’s graphics are good, with the exception of
battlefield scenes. Most actions are run from a
single map screen, with dialogues held in a win-
dow.

The greatest fault in the game is that it doesn’t
play in realtime. Looking at another option stops
all other tasks. The blue button on the joypad
speeds up processes considerably, but you’ll still
spend a lot of time looking at the main screen
without doing anything else, waiting for tasks to
finish.

Unfortunately, CD, by virtue of its design, has
no save function — at least untii Commodore
releases its compatible floppy disk drive for the
CD*. The complexity of the game means that
you’ll have to leave it running, or paused, in order
to achieve the crown — even a short, highly suc-
cessful game could last several hours. It also
means that you cannot use the option to save the
plans for a good castle, to use as a standard across
the land, and must resort to building each one "by
hand".

Battlefield scenes fall short of the standard of
high-quality graphics used in the rest of the game.
The assembled armies lack detail or options for
complex tactics. There’s also no use of sound.

A great deal of work has gone into giving Cas-
tles II authentic medieval characters and situa-
tions. It will be interesting to see how it stacks up
against the revamped Defender of the Crown,
recently re-released on CD*. Until I have an
opportunity to see that, Castles II will be my CD
strategy game of choice. DsH

Supplied for review by Micro-World
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FireForce
ICE M NZ$S90 mAS70

FIREFORCE IS A Green Beret-style shoot-
’em-up featuring a selection of real-life
weaponry to blow holes into terrorists and
jackbooted scumbags, over twelve difficult
(and violent) missions.

The basic idea for each doesn’t change
much — just kill and destroy everything even
remotely unfriendly — but objectives do,
varying from destroying an enemy bridge or
SAM missile site, to eliminating an enemy dic-
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tator.

Before each mission, a full intelligence
briefing outlines mission objectives, type of
terrain and the kind of enemy you are most
likely to encounter. From there you are given
the opportunity to select hardware from the
armoury. A tremendous amount of equipment
is on offer, including five varieties of
machine-gun (the huge M60 being my

favourite), as well as grenades, a rocket
launcher, C4 plastic explosives and health-
restoring medi-kits.

You can take whatever combination you
wish: however, a weight limit means you must
choose carefully. It is possible to search any
bodies you come across, to boost flagging sup-
plies, so don’t be too concerned if you run out.

Your default weapon is a rather large knife,
which is only effective at close range, but does
have a nifty throat-slitting effect. Other
weaponry (if you have any), can be selected at
the press of a button, with the machine-gun
being the most effective for dispatching the
enemy with a single burst at any range.
Ammunition is limited, however, so don’t get
too carried away.

With a fairly strict time limit on each mission,
it’s most important, after completing your objec-
tive, to get to the pick-up point (usually to the far
right of the playing area) before it runs out. Oth-
erwise you’ll be left behind and your career will
be over — status MIA (missing in action).

After each successful mission, medals, com-
mendations and promotions will be awarded
for performance above and beyond the normal
call of duty.

At first, FireForce doesn’t look like much,
but given half a chance, you’ll find it’s actu-
ally tremendous fun to play. Somehow the vio-
lent realism makes for compulsive entertain-
ment. The ability to choose a whole arsenal of
varied weaponry, (as well as searching bodies
and buildings), helps to make the game that
much more interesting.

That said, FireForce is tough: some mis-
sions are very difficult, especially with the
added hassle of getting to the extraction point
on time, which will cause a few headaches I’'m

DROP

sure. FireForce won’t be everybody’s idea of

fun, but it certainly had my adrenalin pump-

ing, and hopefully yours will be too. JGH
Supplied for review by HotPoint
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Seek & Destroy

Mindscape B NZ$90 B AS$70

EVER WONDERED WHAT it would be like to
fly a high-tech, military helicopter, armed to the
teeth with all manner of weapons, intent on
shooting anything that moves — all at a frantic
pace? If so, Seek and Destroy is the game for
you.

Your mission is to pilot an Apache helicopter
in a look-down style (like Alien Breed), circular-
motion, simulation exercise over a number of
progressively difficult stages. Over snow, desert,
water and jungle terrain, you must use every
ounce of flying ability (along with a fair amount
of trigger finger), to successfully complete each
mission.

A wide range of weapons is at your disposal:
Chain Gun, FFAR (Folding Fin Aerial Rockets),
AGM (Air to Ground Missiles), Sidewinders,
Napalm, and my favourite, Air Strike —perfect
for wiping out large concentrations of enemy.
The Chain Gun has an unlimited supply of bul-
lets: all other weapons are limited, so must be
used wisely. Offering limited protection is a
shield, which will sustain five hits before leaving
you open to enemy fire.

1]
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Some of the buildings you destroy will con-
tain bonuses, which can be greedily snapped up
to replenish dwindling supplies. Weapon

bonuses may be retrieved by flying over them;
however, you must land to pick up fuel and
shield bonuses, which can be frustrating, espe-
cially while under heavy enemy fire.

it G

Among the "Hostiles" out there ready to make
Swiss Cheese out of you are helicopters, armour,
rocket launchers and infantry, most of which you
will have to "neutralise” before going to the next
mission.

Before each mission begins, a quick briefing
outlines your objectives. From there you set out
from your home base to wreak mayhem and
havoc amongst the enemy. Upon completion of
your assigned task, you are instructed to return to
base, where you must land before continuing.

For a military helicopter, the Apache certainly
sucks up the gas, so it pays not to hang around
too long; otherwise you will run out of fuel and
crash. This was how I died nine times out of ten
— normally just as I was on my way back to
base, which had me pulling my hair out a few
times, I can assure you.
UEFBEEIE i

annoying also, as they seem to lock on to
hangars or jeeps, rather than the more hostile
adversaries, resulting in many wasted attempts.

I did expect to see a little more graphics-wise
in this game and the sound was also lacking at
times. Nonetheless, there are good sampled
speech effects, and both features were more than
satisfactory.

The game play is difficult — it’s certainly not
a game you can master in a short time, believe
me. I can only conclude that Seek and Destroy
will not appeal to everybody, but some will just
love it. JGH

Supplied for review by Vision
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Cannon Fodder
Sensible Software ®MNZ$99 mAS$S50

AS THE INTRO song says: "War — it’s never
been so much fun", and Cannon Fodder is no
exception. Sensible Software have released a real
corker; this would have to be the best
action/strategy/shoot-’em-up ~ available today.
Not only will the intro music have you humming
to yourself for at least a week, but it’s also great
fun to play.

Basically the
game consists
of controlling a
¢ small squad of
brave soldiers
through 24 gru-
elling missions,
spread over 72
increasingly
difficult phases,
each requiring
your band of
tiny heroes to destroy enemy buildings and/or
kill all enemy soldiers, rescue hostages and even
escort civilians to safety. All this over a multi-
tude of varying landscapes,
which include freezing Arctic
wastes, barren desert, English
moorlands — even steaming jun-
gle, complete with spear traps,
quicksand, angry natives and trip
wires!

Before you say this sounds
like a simple run and shoot

affair, there’s also the ability to  L/\/\ "\ /L1

utilise a number of different

vehicles, such as Jeeps, Tanx, Skidooz, BigGunz
and Choppas (unarmed Transportas or Killas), all
of which can be used to run over or squash hap-
less enemy soldiers too slow to move out of the

Splitting up your team is where the real fun
begins, adding a whole new dimension to the
game. Your squad can be split into a maximum
of three teams, each of which can be commanded
to carry out separate tasks. Any team not under
your direct control will automatically defend
themselves against passing enemies. On some
missions, it is absolutely essential to split up
your team to be able to finish. For example,
using one soldier to distract the enemy, while
another sneaks around behind to dispatch him.

The control system couldn’t be simpler —
completely mouse-controlled. The left mouse
button controls movement; the right fires the
machine guns; and left and right together make
use of any grenades or rockets you may happen
to have. Bullets come in an unlimited supply.
However, grenades and rockets are restricted. but

can be replenished by picking up crates scattered
throughout most levels.

After each successful mission, survivors will
be awarded promotion (up to the top rank of
General), and an honour roll for those unfortu-
nate enough to snuff it, as well as an extra fifteen
fresh recruits to add to your surviving army —
believe me, you’ll need them! Between missions
is also the time to save your game to disk, allow-
ing you to try again if you don’t do so well.

My only real complaint is that some of the
missions are particularly difficult, verging on the
near-impossible, and solutions are by no means
simple. There could have been more weapons,

but that is a minor point.

Some of the action can be
quite bloody at times, but I'm
sure there won’t be too many
is good, giving an atmospheric
feel to a game which is graphi-
cally excellent in most respects,

ol L although enemy soldiers can be

'L difficult to see, especially on jun-

gle missions.
sheer entertainment value — a game you’ll want
to come back to time and time again, if only to
better your previous best effort (mine was to fin-
ish with the loss of only 72 lives).

complaints about that. The sound
All in all, Cannon Fodder rates highly on

I recommend Cannon Fodder as an essential
addition to any game collection, and remember:
"“War — it’s never been so much fun." JGH

/—\ Supplied for review

ADU by Micro-World
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Combat Air Patrol

Psygnosis ® NZ$89 m A$90

ANOTHER FLIGHT SIM, but this one inspired
directly by the Gulf War. Combat Air Patrol has
as its main attractions the F-14 Tomcat, the F-18
Hornet, and the opportunity to kick Saddam
Hussein’s butt. Like the Tornado, the F-14 has a
variable-sweep wing design, but this is ignored
in the simulation.

The Gulf is the perfect, undemanding
environment for a flight sim — flat, barren and
featureless, except for what is man-made
(conditions that also made it ideal for fighting a
war). That means that Psygnosis can get away
with modelling relatively few objects, and keep
demands on the game small. They’ve made up
for the lack of detail with a great range of
options. Firstly, you can fight in the context of
Operation Desert Storm from the very first day
of the conflict, both as Coalition commander
(ordering airstrikes, reconnaissance missions and
artillery barrages, and moving men, vehicles and
supply units into Kuwait and on to Iraq, if you so
decide); and as a pilot (executing the missions in
an F-14 or F-18 that will ensure victory). This is
where Tornado should have commanded the
field, but did not (the option for a planned
campaign was withdrawn from the Amiga
version)

Again, like Tornado, you can practise many
different missions (intercept air targets, take out
bridges, land and sea convoys, trains, airfields,
bunkers and shelters, destroy artillery units, army
bases, SCUD and SAM sites, factories, oil rigs,
radar systems, and more) or link up with another
Amiga through a null modem cable to play two
aircraft. During missions your team and
wingman will report on the situation with
sampled voices (in deep-fried Southern accents),
giving new waypoint headings, aircraft damage,
and such like. While aboard your launch carrier,
CVN-T71, the USS Theodore Roosevelt, you can
select your pilot for a mission, take in a briefing
on the objective, military support, and expected
resistance, read a weather report hot off the
printer, arm and fuel your aircraft, and command
the Coalition forces in the war. All in a day’s
work.

CAP is unique in two respects. First, the
ability to nuzzle up to an air tanker while in
flight to refuel to fight more battles. Careful
handling is necessary to mate up with the fuel
line hanging from the back of the tanker.
Secondly, the Tactical Aircraft Mission Planning
System, or TAMPS, which allows you to view
and alter the plotted course of your mission in
real 3D (defined by waypoints positioned in
space, and the velocities or vectors between
them). Nice handling of this tactical tool by
Psygnosis. You can blink threats in and out,
focus on the target, spin around to view the scene
from any angle, and adjust most waypoints.
Unfortunately, this can only be done on board
the carrier — waypoints are not adjustable once
in the air.

Airborne, the usual array of different interior
and exterior views of the aircraft apply. Most are
standard, but the pilot’s interior view, looking
around the cockpit, in which the entire screen
scrolls, is pretty cool. There are few sound
effects, besides the pilots chattering at each other
— no weapon release sounds. Music is scant.

Psygnosis have had a development time of
almost three years since the Gulf War (or the
"West Asian conflict", as the US military now
calls it) ended, but CAP still leaves the
impression of being rushed to market without
adequate bug-testing or documentation. The
copy protection system, for example, seems
slapped into place, unmentioned in the manual
(the required password information is actually
hidden in the chapter headings). The impressive
opening intro on the first disk fails to load the
game after it’s finished, meaning that you must
boot from the second one, and requesters for the
third disk are misleadingly labelled "CAP#2".
The method for acquisition and destruction of
targets, particularly ground vehicles, is never
really comprehensively explained.

In addition, in "single flight" mode, your
computer-controlled wingman and team mates
will probably find and destroy the target before
you do, particularly if you use one of CAP’s
options and "pop up" immediately over the
target, as soon as you start the game. F-16s will
usually supply support and air cover for ground
attacks, or scramble to intercept incoming
aircraft.

For the question of "flavour versus fun," CAP
definitely falls more into the fun category.
Psygnosis have tried to transfer some of the
elements of the Gulf War with which we all
became familiar in 1991 — tracers from
anti-aircraft fire arcing between the ground and
the sky, and the terse military commands given
over radio. While it can be appreciated as a
serious flight-sim/wargamer, it’s also easy to
jump into the cockpit and blast a few Scuds
without too many controls to memorise. As a
simulator, it’s ambitious for a first effort, but

needs fine-tuning. DsSH

Supplied for review by HotPoint
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Tornado

Digital Integration M NZ$105 HMAS$90

PANAVIA TORNADO GR.4 Interdictor/Strike:
A high-speed, two-crew, multi-environment air-
craft, designed to penetrate deep into enemy ter-
ritory, flying nap of the earth, often under cover
of darkness, to surgically destroy enemy installa-
tions. Its sister, the E.3 Air Defence Variant, is an
endurance warplane, specialised in intercepting
incoming enemy aircraft and stopping them out-
side a defensive perimeter. Unlike most other air-
craft, the Tornado uses a variable-sweep wing
design, in which the wings can be pushed for-
ward for greater control at lower speeds, or raked
back for high-speed acceleration.

Tornado, the simulation, is one heavy game,
and I mean that literally — a 300-page manual,
technical supplement, fold-out key guide, four
maps and four disks make up no lightweight
package. It’s also an extremely detailed and real-
istic flight simulator.

This realism extends to the constant use of

digitised military images, from the opening
screens and within the program icons, to the
parade of armed vehicles in the game’s 3D
library (a common feature in simulators), which
has also been boosted by digitised Ham images
of the actual weapons.

If ADU gave games scores for "interface",
Tornado would receive top marks. Everything
has been laid out in a consistent, logical manner
that’s a pleasure to use. That’s important in a
flight simulator with as many features as Tor-
nado. There are extensive options for training
under different conditions (cross-wind landings,
for example), which include a "simulator" inside
the simulator! It even has three, different, in-
flight, options levels for jettisoning weight from
the aircraft, for use in an emergency landing,
coming in low on fuel. It also has numerous
auto-pilot controls — auto-trim, auto-throttle,

75
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altitude and heading lock, terrain following
mode, track mode (which will even control
weapons delivery automatically, under most cir-
cumstances) and automatic landing approach.
You’ll find yourself using many of these, particu-
larly in the Interdictor. During a night attack, the
aircraft may be flying only 200 feet above the
ground for optimum radar avoidance, at a veloc-
ity greater than the speed of sound. There’s no
margin for error in such circumstances. Terrain
following will hug the aircraft to the land, fol-
lowing each hill and vale at a programmable
"ride height".

Being a two-crew aircraft does not make the

Tornado a harder warplane to fly. Digital Integra-
tion have cleverly used the cursor keys to allow
the pilot to hop back into the navigator’s seat, to
take advantage of mapping facilities there, usu-
ally leaving some of the auto-pilot systems on.
Many of the pilot’s controls are duplicated for
the navigator, with the addition of an analogue
clock, warning panel, and two video displays,
which can show the view of a forward camera, a
thermal imager and laser designator (just like the
Gulf War!), and three different maps.

With the divergent roles of the aircraft — one
ground-attack, one air — there’s good detail all
round. The landscape features realistic trees, tex-
tured hills, detailed vehicles and ground
emplacements. The air has wind and clouds —
Tornado is the first simulator I’ve seen that accu-
rately models the loss of visibility inside a cloud.

However, I'm really annoyed by what the
designers have left out of the Amiga version,
compared with the IBM-compatible version.

- TRKE OFF
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Modem support is lost (although two Amigas
parked side by side can still be linked, using a
null modem cable) for two-player mode. The
ability to generate your own missions or cam-
paigns, alter flight waypoints or command
squadrons of fighters (a major wargaming-type
feature in the IBM version, taking up a good part
of the manual), are also discarded, leaving you
with only preset missions. The lack of these fea-
tures is neither explained, nor excused, in the
technical supplement. In short, this gives me an
extreme case of PC-envy. As a flight sim, Tor-
nado is very good; it’s knowing what has been
left out, what could have made it brilliant, which
leaves a slightly sour aftertaste.

The accuracy of Tornado means that joystick
twitchers, flying under conditions of absolute
realism, will find the limits of the aircraft very

R o = s
quickly, just before meeting the ground. As the
manual explains, in the real world, engineering
limits and the forces of physics place constraints
on flight performance, and Tornado reflects
these. There is no "accelerate to warp speed and
stop on a dime" arcade gameplay here. Things
can and will go wrong — the wings buckling and
tearing off if left raked forward for too long at
too high a speed; spins and stalls (the manual has
a spin recovery drill); engine fires; etc. However,
on the plus side, Tornado is probably the greatest
contender for "realism" in current Amiga flight
sims. If you thirst for low-level, high-speed oper-
ations — the sort of action that leaves you pick-
ing twigs out of your teeth afterwards — Tor-
nado is for you. DsH
Supplied for review by HotPoint

Stardust

bloodhouse ® NZ$99 m A$90

THE PLOT OF STARDUST concerns...well,
forget about the plot. All you need to know is
that it’s delivered in a Star Wars pastiche ("In a
distant galaxy, a long, long time ago..."), before
the action starts. And that in the era of Star Wars
was a classic arcade game called Asteroids,
played on a chunky, monochromatic screen.
Those who lived through the seventies, that
decade currently enjoying a tasteless revival,
might remember it. ("Yeah, I played arcade
games when they were all black and white.")

So it’s another shoot-’em-up, an Asteroids for
the 90s. But, like this turbulent decade, things
have changed apace. The asteroids are now fully
3D — beautifully rendered rocks tumbling
through space and exploding magnificently in
stereo sound. The backgrounds are also colourful
and very well done.

You have the choice of eight levels inside a
section. Each may hold enemy spacecraft, in
addition to the constant menace of asteroids.

Time is of the essence — there’s a limit to how
long you can shoot at rocks, and the power of
your shield and lasers decrease with use, and
must be recharged with the icons that tumble out
of (surprise!) destroyed asteroids. Other icons
increase your score, supply you with more
weapons, add extra lives, refuel your ship, or
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unleash smart bombs. Clear the level of asteroids
and enemy craft, and you can go to the next.

At the end of each section is the usual, huge,
baddie spaceship. Destroy this and journey to the
next section through a warp tunnel, with more
asteroids flying at you.

One thing I could never really get a grip on
was Asteroid’s warped Moebian universe and its
direction controls. Accelerate towards one side of
the screen and you’ll reappear out of the other,
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still going in the same direction. Laser fire does
this also. Your ship has no retro-rockets —
pulling back on the stick activates the shield.
Stopping means turning opposite to your motion
of drift and giving the rockets a burst to counter-
act your movement. These factors always added
up to disorientation for me in the video arcade,
but I slowly found myself becoming more adept
in Stardust.

If that’s the case, total nausea would be the
result if bloodhouse created my ultimate Aster-
oids game, in Real 3D. The asteroids tumble in
two planes on Stardust’s standard levels, and out
of one point perspective in the tunnel sections.
What I would love is for them to come from
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every direction — back, in front, from below —
as if you were sitting in the spaceship. This
would take a play interface more like Wing
Commander’s or a virtual reality headset (I know
I go on about this), and more intensive graphics
calculations, but it would be worth it.

AMES GAME
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In the real world, however, and for the
immediate future, Stardust is my number one
shoot-em-up for mindless asteroid crunch-
ing. DsH
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Star Trek
25th Anniversary

Interplay B NZ$99 m A$90

I’'M IMPRESSED! Star Trek 25th Anniversary
blows all other licences right out of the water. Of
course, my opinion may be a little biased (being
a Star Trek fan and all), but I’ll try to be as
objective as possible.

Trek is set over seven missions, split into two
distinct game styles: a space combat simulator
and point ’'n click adventuring, on a number of
visually stunning alien ships and landscapes,
venturing where no man has gone before. Each
of the seven adventures is presented as a separate
episode, complete with its own intro sequence
and title.

Every mission starts in a similar way, with the
Enterprise receiving an urgent message from Star
Fleet Command. Specific details are given, with
most usually involving a ship-to-ship confronta-
tion before the adventuring starts.

All the famous Star Trek trademarks are there,
including the familiar bridge and tri-corder
sound effects (among many, many others), as

well as the ever-present, witty banter between
key characters, especially "Bones" and "Spock".

When on board the Enterprise, you are on the
bridge where instructions can be given to various
crew members to perform specific tasks.

Kirk, our brave and handsome captain, in
charge of the Enterprise, is responsible for
seducing alien women and beating up insolent
Klingons — no, seriously, he accesses the cap-
tain’s log and disk options, as well as giving the
order to beam down to the surface.

Spock, Science Officer and general help
option, will give his expert opinion on most
things, as well as more specific information via
the ship’s computer.

Ship’s engineer Scotty is in charge of repair-
ing any damage sustained in battle and comes
complete with: "She cannae take it captain."

When he’s not running around stripped to the
waist and brandishing a sword, Sulu operates
the helm and shield controls.

Ship’s navigator and tactical officer, Chekov,
takes the Enterprise into warp and activates the
ship’s phasers and photon torpedoes.

Communications Officer, Uhura, controls all
ship-to-ship and ship-to-shore communications.

McCoy ("Bones" to his friends), is not on the
bridge, but does appear on away-missions and
will give an expert opinion on all things medi-
cal in nature.

An away-team will consist of Kirk, Spock,
McCoy and a red-suited security officer who
will, in many cases, be killed (true to the origi-
nal no less).

The team is controlled via a "naked man"
icon, allowing you to look, use, take and talk to
the various aliens and objects encountered on
your travels. A little tricky to use at first, which
becomes easier with time.

Trek is just packed with graphical treats and
conversations taken straight from the show — a
real bonus for die-hard Trekkies like me. Puz-

zles on the missions are not too taxing, but the
solutions are not always logical or straightfor-
ward.

Hard disk-installable only, Trek takes up 9
Mb of memory and is AGA chipset-compatible
only. A1200 or 4000 owners are in luck, but
everyone else will be disappointed, I’m afraid

— a good excuse to upgrade.

I was a little annoyed with the frame rate,
which is very slow, causing some of the action
sequences to be tired and jerky-looking. The
load time between scenes is relatively fast,
however, which compensates somewhat.

All in all, Star Trek is a great game that I
thoroughly enjoyed playing. For fans of any-
thing Star Trek-related, it’s definitely worth a
look, but still pretty good if you aren’t.  JGH
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The Colour Pnnter You've Been Waiting For
Since You Bought Your First Amigae

The wait is over for low-cost, high-quality colour printing.

Introducing the Primera™ Colour Printer. For only $2495%,

"\ you can now print spectacular full-colour animations,
A 3-D renderings, video captures, and colour photographs.
Print on plain laser paper, transparencies -

even T-shirt transfer sheets!

Use Primera with your favourite

\ programmes like Brilliance™,

b Art Department Professional®,
: OpalVision™, Video Toaster™,
ImageFX™, PageStream™

and nearly all other Amiga
software that uses the Amiga
Preference driver.

Primera is the perfect colour
printer for every Amiga user.
Why wait any longer for
brilliant, full-page colour?

Call today for more inform-
ation and a free sample print.

* Works with all Amiga
computers Version 1.3

(or higher)

* Printer drivers also available
for Windows 3.1™ and
Macintosh®

* Thermal transfer print quality

P }1 mcm /l i

PT Gomputing 4
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* Prices exclude GST

Distributed throughout
New Zealand by:

EOmaGaRTry

SIS TEWVS I IHMITED
Auckland, Ph:09-444-1988. * Wellington, Ph: 04-569-2940. * Christchurch, Ph: 03-366-0876

For only $499.99, turn your Primera in
advanced dye sublimation colour printer.
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