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UNREAL, is one
way to describe our
complete line of software
and hardware tools.
Capture the REAL world of video
and display REAL 24 bit color with
VD-1. Let your mind roam across the
REALISTIC fractal landscapes of TERRAIN.
DIAMOND lets you add REAL sparkle to your
digital light paintings and Turbo SILVER gives
you power to create SURREALISTIC y
worlds of 3D animation and \
Ray Tracing.
From the REALISTIC to the
SURREALISTIC, Impulse has
the right tools. REALLY!
Dealer alen To buy dlrect call
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Color Graphics.
Multiple Fonts.
Spelling Checker.
Mailmerge.

Multiple Windows.

! Resizable Graphics.

G.

No Other Word Processor For Amiga®
Stacks Up To ProWrite™ 2.0.

Word is out. ProWrite 2.0 allows you to expand
your Amiga word processing to new horizons. Use
it to generate proposals with impressive bar charts.
Create letters and reports with snappy graphics.
Generate television storyboards. Even dash out
newsletters with spot illustrations.

And of course, ProWrite
2.0 has all the other features
you expect: a spelling PO )
checker with 95,000 word AR :
dictionary. Mailmerge. And
fast graphics printing. Best of
all, it works with our font
packages, ProFonts I and II,
giving you a broad range of
professional and decorative
fonts.

All this, plus ProWrite’s
powerful editing capabilities
and ease-of-use combine to
make ProWrite the best
word processor for the
Amiga computer.

ProScript: Perfection In
Print For The Amiga.

ProScript is the new PostScript
utility from New Horizons Soft-
ware that gives you the profes-
sional look of typeset copy.
ProScript reads ProWrite files
and prints them on any PostScript
equipped printer, giving you the same multiple font
and picture capabilities you expect from ProWrite,
but with the typeset quality of
PostScript printing.

’ ProWrite 2.0 and Pro-
Script. A powerful new
team that puts a new
world of word process-
ing and printing at

New Horizons
S (0] F T W A R E

irst in Personal Productivity and Creativity
P.O. Box 43167/Austin, Texas 78745/(512) 328-6650

ProWrite. ProFonts and ProScript are trademarks of New Horizons Software. Inc
Amiga. Inc. PostScript is a registered trademark of Adobe Systems. Inc.
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EDITORIAL

ou are geltting a
real All-Star AMIGA
Plus for our fourth
issue...

Guy Wright is our new East Coast
Contributing Editor. Guy was the
founding editor of Amiga World and
has been deeply involved in the
Amiga’s growth since 1985. Now his
uniquely colorful views on Amiga de-
velopments will appear exclusively in
each AMIGA Plus -- starting with this
issue’s story about the video lab that
makes today’s best available printouts,
slides and tapes of Amiga screens.

Gail Wellington debuts her Occa-
sional Column "From The Well..." in
this issue of AMIGA Plus, delivering
an insider’s report on the 1989 Amiga
Developers Conference. Gail is
probably known to more Amiga users
than any other Commodore staffer.
She is General Manager of Worldwide
Software and Product Support -- a vi-
tal link in the development of new
Amiga applications and systems soft-
ware.

This issue’s AMIGA Plus Disk is al-
so an All-Star extravaganza, with no
less than three commercial-quality
programs. Our cover story spotlights
Mindware's new hard disk real-time
animation player, which is the first
release running under TASS, a power-
ful point-and-click interface for the
ARexx multi-program-connection sys-
tem. The disk also includes a fast,
easy-handling 95,000-word spell
checker -- which retailed for more
than the price of an entire AMIGA
Plus subscription! Not only that, the
disk has an exclusive, professionally
programmed utility that automatically

displays the amount of free space on
every floppy, hard drive partition and
RAMdisk connected to your Amiga.

Five + Ratings

Back when we were interviewing
scores of Amiga users about what
they wanted in a new magazine, we
often heard requests for some kind of
rating symbol and short summary to
start each product review. Users
wanted to know right away if the
product interested them enough to
read a whole review.

We now feel we have spent suffi-
cient time working out the details,
and in this issue we are ready to go
into print with the AMIGA Plus Prod-
uct Ratings. Each product has orne
overall rating -- from one to five plus-
signs. Here are brief explanations of
each rating level:

+++++ Best in its category (as of
now). Hard to think of possible im-
provements.

++++  Outstanding product of its
type. Should be considered if you're
in the market for one.

+++  Solid performer. Not all
that different from other good produc-
ts in its category. Might have some
special features that appeal to you.

++ Adequate but not especially
inspiring. You wouldn’t have much
trouble finding something just as good
or better.

+ Don't bother. Probably
should not have been released.

Nat Friedland

Nat Friedland
Editor, AMIGA Plus




CMI-net Utility Software Hardware: CMI MultiPORT BOARD g5y are:

» DB-9 RS-232c Serial Port Serial/Parallel MultiPort
$79.95 (for use with the CMI MultiPort Board) + 8 Pin DIN RS-422 High-Speed Serial Port Device Drivers o
« AppleTalk™ Protocol Networking (Macintosh™ hardware compatible) Hard Disk Device Driver
- AppleTalk Laser Printer Driver e DB-25 Parallel Printer Port Hard Disk Utilities «
o Amiga™ Shared Resources Drivers » Accepts the SUPRA™ 2M RAM Expansion
« Chat/File Exchange Utility (A500/A 1000 ONLY) Amiga2000 version $249.95
e Network Monitor Utility o OPTIONAL *FAST* SCSI/Hard Disk ...with SCSI $299.95

+ Amiga Read-Only Disk Sharing Amiga500 version soon

CMI-net Developer Kit

(to help create network compatible programs)
Call for pricing

« Complete documentation on CMI+-net

» Sample AppleTalk program source code

o Technical phone support

Creative Microsystems introduces the MultiPORT Board! It frees up your built-in Parallel and Serial ports. It gives you an

RS-422 high-speed serial port for adding Macintosh serial hardware to your Amiga!

When used with MultiPORT Board, CMIsnet Utility Software allows connecting your Amiga to an AppleTalk network for outputing to
an AppleTalk compatible Laser Printer or for creating an Amiga only network...Use serial and parallel peripherals from other Amigas on the
network...Monitor nodes on the net...Send messages and transfer files to other Amiga nodes...Run programs from another node's hard drive!

VIDEO ADAPTORS
Vs 1 g : Without RF...$79.95 With RF...$99.95
CMI|CrealiveaMicrosystems
W VI-Series Video Adaptors provide the required video
output signals (composite, chroma, luma and RF) needed
Creative Microsystems Inc to interface your Amiga with a variety of video
19552 SW 90th Court  Tualatin, Oregon 97062 hardware--Composite Monitors, VCR's, Super VHS,
(503) 691-2552 Chrpma/Luma Monitc?rs and TY's. VI-Series Adaptors are
available for all Amigas and internally or externally for

PROCESSOR ACCELERATOR e

Amiga500 or Amiga2000 versions...$250.00
Amigal000 version...$280.00

The Processor Accelerator is THE affordable "speed-up™ product for the Amiga.
This board incorporates a 16MHZ 68000 processor that replaces the existing
8MHZ processor. The end result is doubled processor instruction speeds from
7.16MHZ to 14.32MHZ What this means to the Amiga user is an increase in
total system throughput of up to 40% depending on application.

The Processor Accelerator comes with a Math FPU socket that is either 68881 or MIDI 1

68882 compatible, and works with software packages that use the IEEE libraries
under Workbench 1.3 recognizing the FPU as a peripheral device.

The PA is completely software compatible and comes with a software switch that
allows you to slow the board down to standard 7.16MHZ. Multi-layer board :

S A Ty design is used to the Amiga Computers. MIDI IN, 2 MIDI OUTS, MIDI

- . ey ' maximize hardware THRU, PASS THRU, SYNC OUT and an exrtra long cable.
compatibility and [ @ ] g |
| optimize reliability. '
fr=ecrrececcorrrcezzanarennnvoane B * Commodore
; : 5 oh & | compatible Kickstart
U e || ROM socket on the
o2l Amiga 1000 version.

\G0p, s 0o T oneT % *Battery backed-up MI{DI 1
088805050 et SR clock option
' available for the
Amiga 1000 version

T R T : . at additional cost. “
AppleTalk and Macintosh, Amiga and SUPRA are registered trademarks of Apple Cbmputer, ommodore Inc, and Supra Corp respectively.
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External or

Internal........ $79.95

MIDI 1 is THE affordable feature-rich MIDI available for

N SYNC OUT oyt ouT THRU




Make Amigos With Other Amigas.

The largest group of Amiga® users in the world
shares its problems and solutions online every day in
CompuServe's Amiga Forums. And you can join them.

Whether you're an Amiga novice or a professional
user in broadcasting, film special effects, animation,
or music production, you'll find support from thousands
of Amiga users and nearly every third-party Amiga
software and hardware vendor.

Looking for a solid CAD program? Want to make
the most of your Amiga's multitasking capabilities? Ask

somebody who's been through it all. There's no better
way to get more out of your Amiga.

To join CompuServe, see your computer dealer.
To order direct or for more information, call 800
848-8199. If you're already a member, type GO
AMICA at any | prompt.

CompuServer
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From the Well

Insider’s Report on the Amiga Developers Conference ’89

BY GAIL WELLINGTON

Commodore General Manager for Worldwide Software and Product Support

I bave bad the good
Jortune to participate
in all six DevCons
(Amiga Developers
Conferences) -- four
bere in the USA and
two in Europe. In one
sense, it is like run-
ning a three-day
party for several
bundred of your
closest friends. In
anotber way, it is like
organizing classes for
a university depart-
ment. In all cases it

is an exbilarating
(and exbausting)

experience.

CO“HI\UGO\'G S G \\ Ne““l“‘
a 0

The most recent DevCon was held
in June at San Francisco, home of
AMIGA Plus. Over 300 people at-
tended. If you liken the conferences
to music styles, the first few were like
folk music -- friendly and happy, with
simple harmonies. The San Francisco
DevCon had a big-band feeling, care-

n an
oratoriu® party-

fully orchestrated

close harmony and a swing rhythm.

with trumpets in

The style that these conferences

develop is not something planned. It
just seems to happen. The "happen"
of this one came from many things.

One was the venue, a nice friendly

hotel right in Frisco near the cable car
lines. Another was the main topic for

the conference, Version 1.4 of the

operating system.

AMIGA PLUS




10

Developers were pleased with the
direction Commodore is taking the
Amiga -- that is, into a more profes-
sional, more standardized and easier-
to-use system. Developers were also
pleased by the cooperative spirit from
all Staffers in attendance. When Dr.
Henri Rubin, Chief Operating Officer
and member of Commodore’s Board

The Amiga
will get faster,
more powerful,
and easier to use.

of Directors, announced that ARexx
will be part of the operating system,
the developers knew we had listened
to their comments at the ’88 DevCon.
The announcement of built-in scalable
fonts upcoming was another indica-
tion that we are tuned in to the direc-
tion the market is moving.

Another announcement that
pleased the developers was the elimi-
nation of all remaining traces of BCPL
in the DOS commands. These will be
coded into C. (I have never been
quite sure why this mattered to the
developers, since it is Commodore’s
headache to maintain that code. But
based on the applause the announce-
ment received, it obviously did
matter.)

Individual sessions went into the
details of how developers can take
advantage of these new features. The
presenters were Commodore’s actual
systems software engineers from West
Chester and Los Gatos, as well as the
independent developers who have
made contributions to the new
release.

Sessions were not limited to soft-
ware issues. Some of the key hard-
ware design engineers from West
Chester were on hand to explain how
to make compatible peripherals for
Amiga systems.

The most commonly asked ques-
tion must have been, "What can you
tell me about Amiga 3000?" The an-
swer invariably was, "Not a lot." In
fact, no new information was released

OCTOBER/NOVEMBER 1989

on this topic. The original announce-
ment that Commodore was working
on such a product was made by Irv-
ing Gould, Commodore’s Chairman of
the Board and CEO, in West Germany
in March, 1988. He said that the
A3000 would have a 68030 on the
motherboard, would be compatible
with current models and would have
room for lots of expansion options.
This is exactly the position today.

In addition to technical sessions,
many sessions were offered for the
sales and marketing people from the
developer companies. Advertising
clinics, legal protection, import/export
and selling in other countries were
among the more popular workshops.

The developers were especially
pleased to have the opportunity to
hear and meet Harry Copperman,
new president of Commodore’s U.S.
sales subsidiary. He told the develop-
ers that hardware sales were depen-
dent on great applications software
and that he was counting on their
help and continued support. In ex-
change, he promised five objectives
for his first year. They are:

1. Focus on the Amiga.

2. Improve the Commodore image
through advertising, being more
professional and more focused.

3. Improve distribution (quality,
not quantity) by product posi-
tioning and a VAR program.

4. Establish a plan and a team for
going after-sales to education
and government.

5. Pay antention to after- sales
support -- i.e. service, training
and customer support.

Most of the time there were three
sessions simultaneously. Developers
had to choose which to attend, but if
they had to miss something of inter-
est, extensive notes and disks of ex-
ample code were distributed. These
notes were so extensive that they
filled two large-size binders and Com-
modore provided canvas bags in
which to carry them. The size
amazed even me.

On Memorial Day when I asked
the editor of the notes how things

were going, he informed me that the
notes would be much smaller than for
the 1988 DC conference. When 1 ar-
rived in San Francisco the notebooks
were being assembled by a hard-
working volunteer crew and it was
obvious that there was much more
material than for any previous confer-
ences. When I asked the editor about
this, his comment was, "Welllll, that
was two weeks ago. A lot happened
since."

For those of you who would like a
set of these notes, they are to be
available from Commodore Applica-
tions & Technical Support (CATS) by
the time you read this. Price to be
announced.

What YOU Gain!

All of this is great stuff, but what
does it mean to you as an Amiga user?
Let me try to put some of it in per-
spective.

First, it means that the Amiga is a
viable evolving computer platform on
which developers can offer increas-
ingly powerful applications. Some of
that power is made possible by fea-
tures added to or improved in the
operating system. These include ac-
cess by the console device to the
character map (which is a techie way
of saying it will be easier to imple-
ment cut-and-paste between applica-
tions). Some neat things are happen-
ing in the file system, like record lock-
ing (for all those network applications
under development) and notification
so that a program can tell if a file has
been modified. Links are another
neat feature. They will allow a single
directory entry to have two different
names (like a spreadsheet file being
saved as a spreadsheet and as a word
processing document -- same file, two
names).

Second, it means that some things
will get faster, like floppy support for
the fast filing system and faster text
display. Workbench will display icons
and open drawers faster. And be-
cause of multi-tasking, it will now be
possible to select an icon before the
entire drawer is displayed.

Third, there will be more standard-
ization in the way things look. A




standard file requester and font re-
quester will be offered, for example.
Icons will be improved and can now
be labelled with proportional fonts.

Some great things are happening
in the user interface department, as
well. You may be disappointed to
learn that Commodore "killed the Gu-
ru." You now will get text messages
and system messages instead of Guru
meditation numbers. It may not be as
mystical -- but that’s the whole idea!
At long last there will be an optional
full screen editor as part of the OS.
We decided that if it was possible
back in the days of the Commodore
PET, we should offer it for the Amiga
as well. Things that you want to have
boot when you turn on your system
can be installed by just dragging them
into the Startup drawer. This is a
great way to implement a virus check-
er or other resident utility without
needing to edit your Startup-Sequence
using the CLI. Select All and Drag Se-
lect will also be standard methods of
choosing icons. And there will be no
more trashed icon names with
Cleanup. This command has been
"cleaned up" so that it takes into con-
sideration the length of the name as
well as the size of the icon.

ARexx Horizons

ARexx is an interprocess commurii-
cations and scripting standard lan-
guage compatible with the mainframe
language REXX. Its first microcom-
puter implementation was for the
Amiga. ARexx allows sophisticated
end-users to customize their applica-
tions and will enable applications de-
velopers to have their software easily
co-operate with other packages. For
example, an animation package might
communicate through ARexx to a pro-
gram that calculates the orbit of a
satellite. The calculation program
would pass parameters to the anima-
tion package to determine the path of
movement of the animation. Now
that ARexx will be part of the OS, its
value is even greatér.

Scalable fonts may not be ready for
the first release of Workbench 1.4 but
we promise that it will follow soon af-
“ ter. This means screen display of

fonts in any size, and output to
match. It also will result in higher
quality output than can be displayed
on the screen. A byproduct of this
will be a vast library of new fonts in-
cluding some well-known profession-
al standards.

I should point out that scalable
fonts may not be the only item that
does not appear in the first release of
V1.4. The operating system develop-
ment team promised the conference
attendees that there would be changes

ARexx and
scalable fonts will
be part of
Workbench 1.4.

and that everything might not make
the deadline. In fact, input and sug-
gestions were requested from the de-
velopers who went home with an Al-
pha version of the V1.4 software. If
your favorite new tweak isn’t in the
first release, be patient. As soon as it
is perfected, it will be available.

So you see, we had plenty to talk
about at DevCon. We did take occa-
sional breaks for some fun. Antic
Publishing, the people who bring you
AMIGA Plus, hosted a great party at
the San Francisco Exploratorium. We
not only ate and drank, but we had
plenty of time to try out the fascinat-
ing science experiments that make up
the exhibits at this world-renowned
science museum.

The conference kick-off was a
"Margarita night" Mexican Buffet in
honor of one of Commodore’s fa-
vorite watering holes here in Pennsyl-
vania. The wrap party was a "beach
party" by the pool on Saturday after-
noon. Attendees were invited to
come in their craziest beach attire and
compete for a prize. Willy Langenfeld
who wore shorts and a Hawaiian shirt
with his cowboy boots, hat, and belt
was one of the winners. Copper Bit-
tner of the Zuma group was the other
winner. [ almost went as a bag lady
so I could wear all the clothes in my
suitcase at once, but settled for a
Commodore hockey jersey.

When I suggested the pool party
they neglected to tell me that San
Francisco has the coldest summers in
the USA! The party was a big success
and when it got too windy to fly kites,
our engineers resorted to flying heli-
um filled balloons on the end of the
kite string. (Did the big bands ever
play "Up, up and away"?)

Maybe I think of San Francisco
DevCon as big band sounds because
of all of the after-hours time spent on
the dance floor. Maybe it is because
everyone there was in tune and in
step with the same objectives. Maybe
it had to do with the spirit of opti-
mism and co-operation. Whatever the
reason, it felt great and will always be
a time I look back to with fond
memories.

Now I also look forward to the
next DevCon as well. Whatever its
musical theme, somehow I believe it
will be a hit!

MOVING? : v
o NEW ADDRESS
)|
* STATE/IIP
Fill in coupon and mail to: E ‘
AMIGA Plys Subscriptions
P.0. Box 1569 : PLACE CURRENT ADDRESS LABEL HERE.
Martinez, CA 94553 o
g
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Amiga Graphics
Come to Life
on Film.

v
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The Amiga® is great for creating ideas and It's versatile. Imprint is ideal for graphic
images. But, if those ideas and images are trapped  artists to make "comps", doctors for slide lectures,
inside your computer they can be lifeless. and business people for sales presentations or

With Imprint® by Liquid Light you can training sessions.
create vivid 35mm slides, overhead transparencies Imprint runs on all Amiga computer
or instant Polaroid prints, even 35mm motion systems and it comes at a price even a starving artist
picture film. can afford. So give us a call at 213 618-0274 and set

And, it's easy to use. Imprint controls allof  your images free.
the camera functions. You can preview images, edit Suggested retail: $2,495.

colors, vary the brightness and make the exposures.
In fact, Imprint lets you process up to 36 images 4 g g
automatically. That's a real timesaver!

2341 West 205th

Torrance, CA 90501

Tel: 213-618-0274 Fax: 213-618-1982
CIRCLE 027 ON READER SERVICE CARD

Imprint is a registered trademark of American Liquid Light, Inc. Amiga is a registered trademark of Commodore Business Machines Inc.
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Your letters to AMIGA Plus

Super Agnus Corrections

The article "Get Ready for Super
Agnus" by Rick Cook in the Au-
gust/September 1989 issue of AMIGA
Plus was incorrect on a couple of
points.

The Agnus used in the Amiga 500
is identical to the one in the Amiga
2000. Although the installation proce-
dures used by your service center dif-
fer, they use the same part. No third
party device is necessary for installing
the Agnus in the Amiga 500.

The Super Agnus is not directly re-
sponsible for higher resolutions, as is
implied in the article. The Denise
chip controls resolution, not the Ag-
nus. The Agnus chip indirectly allows
better resolutions (via the Denise) by
using one megabyte of chip memory.

As an added note, I believe that
the author did not put enough em-
phasis on having this chip installed by
a service center. It is a difficult part to
install and without the proper knowl-
edge and tools a user could seriously
damage the Amiga. Thank you for
your greal magazine.

Andre Frech

Southeast Technical Manager

- Commodore

Easier Fix for MasterMind

“Thanks to your promotional mailer,
I am a subscriber to AMIGA Plus, and
want to offer my congratulations on a
fine publication.

I read with great interest the letter
from Allan Baer in the June/July Read-
er Input, regarding the incorrect icon
type for the BASIC MasterMind game
in the premiere issue.

I assumed that I had done some-
thing wrong when the game refused
to load. While trying to fix my "mis-
take," I hit upon the following solu-
tion: While holding the SHIFT key
down, click once on the BASIC icon,

then click twice on the MasterMind
icon. The game will load just fine.
Irene Kobelski

7 ‘T’fblches[er, CT
i R
1

\Inkwell Light Pen
" Inkwell's $129.95 Amiga Light Pen

& Diriver, listed as a New Product in
AMIGA Plus #3, is compatible with
EA’s Deluxe Paint III -- not with
DPaint 1I as the announcement stated.
Thanks for correcting this.

Gail Rosenthal

Inkwell Systems

1050-R Pioneer Way

o ?1 Cajon, CA 92020
bt |

\ Disk Recovery Discovery

f'\-"’:_&ongra[ulations on a really good
follow-up to your premiere issue.
The mix of articles is just perfect --
something for everyone!

I thought you might like to pass on
a tip I discovered as a result of trying
to copy the AMIGA Plus Disk. The
disk had been bent into a saucer in
the mail. I held my breath as I
straightened it, and tried inserting it in
my external drive. (I figured the ex-
ternal drive would be easier to fix if
the disk damaged it.) The metal slid-
er on the disk came off, and I thought
my drive was history, but once I man-
aged to shake the slider and spring
out of the drive, I was able to reinsert
the disk with the slider off -- and the
drive was able to read the disk! I im-
mediately inserted a blank disk in my
other drive and copied the disk.

Charles Andrews

Brooklyn, NY 11230

We're glad that things worked out
Jfor you, this time. But we cannot rec-
ommend this desperation technique,
even as a last resort. The risk of seri-
ous damage to your disk drive is too
great -- and AMIGA Plus cannot take

responsibility for damages caused by
trying to read a mangled disk.

We don't bear that many reports of
damaged AMIGA Plus Disks. But if
your disk arrives damaged in the
mail, we are glad to replace it
promptly. Just mail the disk to Disk
Desk, AMIGA Plus, 544 Second St.,
San Francisco, CA 94107. -

+ EDITORS

Final Mission Fallout

"We all know that games are a mat-
ter of taste, but I do think that Steve
Panak was way off base in his review
of the game Final Mission in AMIGA
Plus #2. He wrote, "Technically bril-
liant, the program has state-of-the-art
sound and graphics rivaling the best
arcade games I've ever played." The
graphics are blocky and the only
sounds during game play are the vari-
ous beeps and bops and poorly digi-
tized explosions when you die. The
game just doesn’t stand comparison to
outstanding games such as Pioneer
Plague, Sword of Sodan or Pacma-
nia, to name a few.

I don’t expect Mr. Panak to think
the way I do, but when you review a
game you should not make outra-
geous statements that are truly false.

Robert Goldwasser

Lusby, MD

We passed Mr. Goldwasser’s com-
ments on to reviewer Steve Panak, a
veteran reviewer of games on many
computers, including the C64. He re-
sponds: "I immediately re-examined
Final Mission, which was admittedly
one of the first Amiga games I re-
viewed. True, its graphics and sound
are not as sopbisticated as, let us say,
Technocop . But it is extremely fast,
and its futuristic theme and look are
visually interesting.™ -

+ EDITORS =
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ABOVE
Dialogue: The
Mayan tighre
motif was
digitized and
then brought
into Photon
Paint for
manipulation
and cloning.
The top faces
were rendered
in Photon’s
draw/fill
setting after
sefting the
dither slider.

Shamms Mortier

BELOW
Processional:
The Buddha
figure is from
a religious
calendar and
the Acropolis
is trom a
magazine.
The birds are
hand-painted
and stamped
on.




doing
It with style

Developing Your
On

Style

Style is what sets your
art apart from others.
Everyone who finally
becomes an artist works
very bhard to constantly
refine and release their
visions.

Purchasing a set of fine oil paints
or an Amiga computer is no guarantee
that you'll be able to delve into your
artistic depths without some rather
serious and dedicated effort over a
period of time.

However, starting out with an atti-
tude of having fun with your visual
exploration is the very first step re-
quired for any artistic search. Estab-
lished artists must work very hard to
retain the "open mind" shown by
novices in any medium. If you lose
that, you lose the possibility of being
astounded far beyond your structured
plans. The Amiga is a superlative
artistic medium because it actually
promotes a constantly fresh approach

The

that gives everyone -- professional
and novice alike -- infinite visual op-
tions at an affordable price. Amiga
artists constantly witness visual sur-
prises.

Art is play, and style is born from
that play. You cannot see the world
in one way, and neglect that same
"way of seeing" in your art. Your
artistic mission (should you decide to
accept it) is to engage in visual play
whenever you sit down at the Amiga
canvas. Play in the ways that only
your unique visions and dreams de-
mand, and the basis of your personal
visual style will grow from that.

Pens and Brushes

One paintbrush is not like another,
and one drawing program for your
Amiga cannot be arbitrarily traded for
another without a noticeable change
in the style of your work. If your
emerging style demands thin strokes,
then obviously you will need to work
with specific resolutions and tools that
can produce those strokes. Con-
versely, why purchase a HAM paint
program if you are more comfortable
painting in broad strokes with four
colors. Comfort is a good indicator
that you are on the right stylistic path

Own

Amiga

for you.

If you are just beginning, thor-
oughly learn one painting/drawing
program that you are excited about.
Let the rest of them go for a time.
This will allow you to get a feel for
systems and methods without being
overwhelmed by too much stuff at
your elbow. But if you are a moder-
ately experienced Amiga artist who
understands the way you enjoy work-
ing, stretch out to other software.

You will probably find that specific
paint or drawing software (or a utility
program) offers one little way of ma-
nipulating an image that is just right
for your emerging style. When you
discover that tool, it’s like finding a
lost child after a long absence.

My Amiga Toolbox

My favorite Amiga software tools
vary from one work to another, but I
keep orbiting a few constantly. As far
as doing electronic paintings, which
most times requires very different
tools than video animation or art for
hard-copies, I usually begin with
Deluxe Paint or Express Paint and
then incorporate the 2-D results into
Photon Paint. If the finished work has
to be larger then the screen (super

AMIGA PLUS 15
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Mist Temple: Everything except the red
figure was painted on the screen. The figure
itself is a goddess playing a double flute. It
was digitized trom a postcard sent to me
from Rome by a friend.

bitmapped), I use Deluxe PhotoLab
for the final composition. If I want
3-D elements, [ use Turbo Silver,
Caligari Professional and the newly
released PageRender 3D.

Another element of personal style
possible to explore and expand with
the Amiga has the potential of blend-
ing traditional painterly methods with
electronic media. A digitizer -- in
some cases a "frame grabber" may be
preferred -- enables you to take im-
ages from the real world or
from videotape, and bring
them onto the Amiga screen for ma-
nipulation, editing, and storage. These
images are open to the full range of
color and form manipulation that your
paint programs and Amiga screen res-
olutions will allow. This means you
could still work in pen & ink, water-
color, or many other media and then
digitize your work for incorporation
onto the electronic canvas.

Style is based very heavily upon
your experience in the world, which
has both differences and similarities
with the experiences of all other peo-
ple. Those parts of your experience
that demand expression become
translated into the kinds of subject
matter that become a recognizable
part of your style, the more work you
do.

Style, then, is everything that both
sets you apart from others and at the
same time is the basis of your being
able to communicate with others in a
similar and somewhat shared symbol-
ic language. You can usually tell that
you are developing a style when you

OCTOBER/NOVEMBER 1989

notice that viewers either appreciate
the hell out of you, or dislike your
work intensely. Style represents
choice and risk.

True Amiga Confessions

Visual artists are image philoso-
phers, and the hint of their beliefs
(usually too complex and abstract for
words alone) can literally be experi-
enced by seeing their works. If you
can’t get a discernible "hit" from a
piece of visual art, then no amount of
verbalization will suffice to lead you
to its soul...or yours. Not all art
"works", and that’s certainly true of
my attempts. My main interest (and
my doctoral degree) is centered upon
“transformative symbolism". Transfor-
mative symbols can potentially evoke
change in their surroundings by their
presence alone, and one of the places
that they are noticed is in the visual
realm -- the world that we see around
us. Sometimes, the symbol is actually
the relationship of two or more things
in a certain proximity to each other. I
find that the Amiga is not only the
proper tool for my work, but that in-

Hymarmenae: The background figure was
painted directly on the screen. The
foreground figures are clones of a digitized
pen & ink drawing of a Celtic mythical king.

teracting in its unique environment
actually motivates visual experiments
that I never planned to engage in pri-
or to a working session.

Another identification mark, or
stylistic ingredient, of my present
work, is what I call "digital archaeol-
ogy," meaning that I incorporate digi-
tized images and symbols into my
paintings, or refer to such images in
the paintings themselves. These im-
ages are often parts of traditional
transformative symbols, and are usual-
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Dovescape: The bird that appears throughout
was originally a watercolor befare it was
digitized and brought into the system.

ly found in works based on ancient
religious texts, which is a nice trea-
sure-box of transformative symbols. I
use photographs rather than drawings
when [ do this, preferring to wind up
with a finished piece that is both
painting and non-painting. The pho-
tographic elements of my paintings
are either in the public domain, or are
distorted in some creative fashion so
that I am not committing any copy-
right infringements.

Style, by the way, is only devel-
oped from a dedicated and ongoing
work regimen. You must set a time
aside every day for immersion in the
‘process, and you must try at all costs
to be present in your workroom at
that time. That old tale that an artist
waits until the muse speaks before
doing any work is complete non-
sense. More than likely, you will only
keep and/or show to others about 10
percent of what you create, but the
rest is not a waste of time. It is the
dues paid in the development of style.

I average about 60 hours a week
on my Amiga, working on various
projects, and sometimes the total is
well over 100 hours. That’s when you
can tell that you're on the track or
path of a personal style, or in a work-
ing environment out of which style
will emerge. Style in the arts is not
something you either seek or that you
lust after -- it emerges from long
hours of giving in to visions that de-
mand objectification in the world. W

Sbamms Mortier bas an MEd in
Instructional media and a PbD in
comparative religion/creative arts.
He teaches Design at the University
of Vermont.
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New Low Price
SUPRA 2400 MODEM

$129.00

HAYES COMPATIBLE
300/1200/2400 BAUD

igh Speed

HOT LICKS

HUMAN DESIGN

HUNT FOR RED OCTOBER
HYBRIS

INDOOR SPORTS
INOVATOOLS #1
INSANITY FIGHT
INTELLITYPE
INTERCHANGE
INTERFONT
INTERNATIONAL SOCCER
INTROCAD

INVESTOR'S ADVANTAGE
JACK NICHOLAS GOLF
JET

JET SET UTILITIES
JEWELS OF DARKNESS
JINXTER

JOE BLADE
KAMPFGRUPPE

KARATE KiD il

KARATE KING

KARTING GRAND PRIX
KINDERAMA
KINDWORDS

KING OF CHICAGO
KINGDOMS OF ENGLAND
LANCELOT

LAS VEGAS

LATTICE C 5.0
LAZERSCRIPT

32.00
22.00
35.00
24.00
35.00
56.00
28.00
35.00
32.00
72.00
24.00
51.00
66.00
30.00
36.00
24.00
21.00
28.00
21.00
38.00
28.00
18.00
19.00
32.00
63.00
35.00
30.00
26.00
19.00

204.00

29.00

LEADER BOARD DUAL PACK 21.00
LEATHER GODDESSES
LEXCHECK

LIGHTS, CAMERA, ACTION
LINKWORD LANGUAGES

A2000 HardCards
40 MEG 11ms $799
80 MEG 11ms $1199

SO N=1= DRAGON'S LAIR 39.00
FTW DRUM STUDIO 30.00
DUNGEON MASTER 24.00
3-DEMON 68.00  DYNAMIC DRUMS 51.00
3D FANCY FONTS 4800  DYNAMIC STUDIO 138.00
AAARGH 21.00 EARL WEAVER BASEBALL  35.00
AC BASIC 13500 EMERALD MINES 13.00
AC FORTRAN 198.00  EMERALD MINES Il 28.00
AEGIS DRAW 2000 168.00 EMPIRE 35.00
ALTERNATE REALITY 2500 EMPIRE STRIKES BACK 24.00
ANALYTIC ART 38.00 ENCHANTER 21.00
ANALYZE 2.0 6200 EUROPEAN SCENERY DISK 18.00
ANDROMEDA MISSION 25.00  EXCELLENCE 174.00
ANIMAGIC 63.00 EXPRESS PAINT 3.0 78.00
ANIMATE 3D 95.00 FA INTERCEPTOR 35.00
ANIMATOR APPRENTICE  187.00  FACC Ii 24.00
ARCHITECTURAL DESIGN  22.00  FAERY TALE ADVENTURE  35.00
AREXX 30.00 FAERY TALE HINTBOQK  10.00
ARKANOID 2500 FALCON 30.00
ASSEMPRO 69.00
ATALK 1l 60.00
ATREDES BBS PRO. $0.00
ATREDES TERMINAL 30.00
AWARD MAKER 32.00
AWE. ARCADE VOL. 1 35.00
B.A.D. 30.00 e
BARD'S TALE If 37.00 it
BATTLE CHESS 30.00
BBS-PC 92.00
BENCHMARK MODULA 2 138.00
BENCHMARK LIBRARIES  69.00
BLITZ. ON THE ARDENNE  37.00
BREACH 28.00
BRIDGE 5.0 22.00
BUBBLE BOBBLE 26.00
BUBBLE GHOST 25.00
BUTCHER 2.0 23.00
CALIFORNIA GAMES 27.00
CALLIGRAPHER 74.00
CAPE 68K ASSEMBLER 59.00 S F
CAPONE 3500 FAMILY TREE 30.00
CAPTAIN BLOOD 31.00  FANTAVISION 38.00
CARRIER COMMAND 28.00  FERRARI FORMULA | 35.00
CENTERFOLD SQUARES  20.00  FINE PRINT 30.00
CHESSMASTER 2000 31.00  FIRE POWER 16.00
CHRONOQUEST 24,00 FIRST LETTERS & WORDS ~ 35.00
CITY DESK 95.00 FIRST SHAPES 35.00
COMICSETTER 66.00  FLIGHT PATH 737 19.00
COMICSETTER DATADISKS 22.00 FLIGHT SIMULATOR il 36.00
CAITICS CHOICE 150.00  FLIPSIDE 38.00
CYBER COMPLEX 21.00  FLOW 65.00
CYGNUS ED PRO 60.00  FORMS IN FLIGHT Il 72.00
DARK CASTLES 2800 FORTRESS UNDERGROUND 19.00
DATARETRIEVE §3.00 FRACTION ACTION 32.00
DECIMAL DUNGEON 3200 GALILEO 2.0 44.00
DEFCON 5 28.00 GETTISBURG 42.00
DELUXE HELP DISKS 2200  GIZMOS 2.0 44.00
DELUXE MUSIC 2.0 69.00 GNOME RANGER 14.00
DELUXE PAINT i1l 99.00 GOLD RUNNER 28.00
DELUXE PHOTO LAB 98.00  GOLD SPELL Il 29.00
DELUXE PRINT 5700 GOLDEN PATH 32.00
DELUXE PRODUCTIONS  138.00 GOMF 3.0 24.00
DELUXE VIDEO 1.2 86.00  GOMF 3.0 W/BUTTON 51,00
DEMON'S WINTER 2400 GRABBIT 21.00
DESIGN 3D 60.00 GRADE MANAGER 52.00
DESTROYER 27.00  GRAPHIC STUDIO 38.00
DEVPAK ASSEMBLER 60.00 GREAT STATES Il 25.00
DIGA 51.00 GRID START 19.00
DIG| PAINT 41.00  GAUNTLET 0I 35.00
DIRECTOR 4400  HACKER Il 28.00
DIRECTOR TOOLKIT 28.00 HARDBALL 28.00
DISCOVERY DATADISKS 1400 HARRIER COMBAT SiM. 35.00
DISCOVERY MATH 2800 HARRIER MISSION 19.00
DISC. SPELL 28.00 HEAD COACH 35.00
DISC. TRIVIA 28.00 HEROES OF THE LANCE 26.00
DISK MASTER 48.00  HITCHHIKERS GUIDE 21.00
DISK MECHANIC 5500  HOLE-IN-ONE MIN. GOLF 22.00
DOS TO DOS 3200 HOLLYWOOD POKER 22.00
DOUGS MATH AQUARIUM 51.00 HOLMES| 35.00
CALL 25.00

DR. T'S SOFTWARE

Information and Pricing

HONEYMOONERS

409-560-2826

Orders Only
800-443-8236
CIRCLE 016 ON READER SERVICE CARD

LION'S FONTS

LRDS OF THE RISING SUN
LOTTERY MAGIC
LURKING HORROR

M

MAGELLAN

MANIC INVADERS
MARBLE MADNESS
MASTER TYPE

MATRH MAGICIAN

MATH TALK

MATH TALK FRACTIONS
MATH WIZARD

MAVIS BEACON TYPING
MAXIPLAN 500
MAXIPLAN PLUS

MEAN 18

MENACE

METACOMCO PASCAL 2.0
MICROBOT DESIGN DISK
MICROFICHE FILER PLUS
MICROLAWYER

MID! MAGIC

MIKE THE MAGIC DRAGON

MIMETICS UTILITIES 1
MINI PUTT

MISSION CON-BAT
MISSION ELEVATOR
MODELER 3D
MOEBIUS

MONEY MENTOR
MOVIE CLIPS
MOVIESETTER
MULTI-FORTH
MUSIC MOUSE
MUSIC STUDENT
MUSIC STUDIO
OBLITERATOR

OF THE FLESH

ONE ON ONE

Computer Mart
105 Lynn St.
Nacogdoches, TX 75961

26.00
27.00
51.00
19.00

54.00
31.00
18.00
28.00

155.00
117.00

19.00
35.00
28.00
28.00
35.00
35.00
32.00
35.00
94.00

126.00

28.00
28.00
81.00
22.00

108.00

38.00
92.00
16.00
40.00
24.00
29.00
32.00
88.00
41.00
61.00
21.00
63.00
56.00
50.00
35.00
35.00
28.00
24.00
14.00

ONLINE

OPERATION WOLF
OPTICKS

ORGANIZE

OUTLINE

OUTRUN

P.OW.

PACBOY

PAGE STREAM
PAGEFLIPPER + F/X
PAGESETTER
PALADIN

PERFECT SCORE
PERSECUTORS
PHANTASIE 1lI
PHASAR 3.0
PHOTON CELL ANIMATOR
PHOTON PAINT
PHOTON PAINT 2.0
PHO. PAINT SURFACE DISK
PIONEER PLAGUE
PIXMATE

PLATOON

PLUTOS

PORT OF CALL
POWER WINDOWS 2.5
PRINTMASTER +
PRISON

PRO ASM

PRO BOARD

PRO MIDI STUDIO
PRO NET

PRO SQUND DESIGNER
PRO VIDEO PLUS
PRO. DATARETRIEVE
PROFESSIONAL PAGE
PROJECT D
PROMISE

PROWRITE 2.0
Q-BALL
QUADRALIENS
QUARTERBACK
QUESTRON Hi

RAW COPY

ROAD RAIDERS
ROADWAR 2000
ROADWAR EUROPA
ROCKET RANGER
ROGER RABBIT
ROMANTIC ENCOUNTER
RUSH'N ATTACK
SARGON I}
SCRIBBLE 2.0
SCULPT 3D

SCULPT 4D

SEX VIXENS
SHANGHA!

SILENT SERVICE
SILICON DREAMS
SINBAD & FALCON
SKY CHASE

SKYFOX

SLAYGON

SQONIX

SOUND QUEST

45.00
24.00
66.00
63.00
32.00
29.00
28.00
19.00
138.00
94.00
94.00
28.00
55.00
13.00
28.00
56.00
104.00
66.00
90.00
18.00
24.00
44.00
28.00
21.00
32.00
62.00
32.00
24,00
66.00
355.00
125.00
355.00
98.00
179.00
195.00
240.00
32.00
34.00
78.00
21.00
18.00
48.00
32.00
36.00
24.00
28.00
31.00
35.00
27.00
28.00
28.00
35.00
63.00
66.00
419.00
24.00
28.00
28.00
21.00
35.00
27.00
14.00
28.00
49.00
CALL

SOURCE LEVEL DEBUGGER 56.00

SPACE QUEST

SPACE STATION OBLIVION
SPELLBOUND

SPELLER BEE
STARGLIDER 1

STELLAR CONFLICT
STELLARYX

STREET CAT

STRIP POKER Il

STUDIO MAGIC

SUB BATTLE

SUPERBACK

SUPERBASE PERSONAL 2
SUPERBASE PRO
SUPERPLAN

SUPERSTAR ICE HOCKEY
SWORD OF SODAN

35.00
29.00
25.00
35.00
28.00
28.00
24.00
27.00
24.00
63.00
27.00
48.00
87.00
207.00
99.00
35.00
30.00

ORDER TOLL FREE

800-443-8236

SYNTHIA

TARGIS

TAX BREAK
TECNOCOP
TELEGAMES
TELEWARS
TERRORPODS

TEST DRIVE

TEXTPRO

THAI BOXING

THE ACCOUNTANT
THE THREE STOOGES
THE WORKS PLATINUM
THEXDER
THUNDERBLADE

TIME AND MAGIK
TITAN

TRACER

TURBO SILVER

TV SPORTS FOOTBALL

Y e
L
L

TXED PLUS

ULTIMA IV

UNINVITED

UNIV. MILITARY SIM.

V.LP.

VIDEQ EFFECTS 3D

VIDEO TITLER

VIDEQ WIZARD
VIDEQOSCAPE 3D
WARLOCK

WAYNE GRETZKY HOCKEY
WILLOW

WINTER GAMES
WITCHCRAFT
WORDPERFECT

WORLD CLASS LEADER BD
WSHELL

X-CAD

ZAK MCKRACKEN
ZOETROPE

69.00
24.00
48.00
29.00
22.00
28.00
28.00
33.00
53.00
14.00
190.00
35.00
178.00
26.00
30.00
26.00
27.00
22.00
115.00
29.00

CM 65 MEG A500/A1000 879.00
CM 65 MEG A2000 799.00
CM 85 MEG A500/A1000 966.00
CS-1 COPY STAND 58.00
CVIEW 1 35.00
CVIEW 2 35.00
DELUXE MIDI INTFCE 63.00
DIGI-DROID 62.00
DIGI-VIEW 3.0 139.00
DIGI-VIEW GOLD 139.00
ECE MID} 50.00
EPYX 500 XJ JOYSTK 14.00
ERGOSTICK JOYSTK 18.00

EXP. TECH HARD DRIVE KIT 286.00

FLASH CARD A2000 SCSI  186.00
FLICKER FIXER 510.00
FLICKER MASTER 12.00
FRAMEGRABBER 529.00
FUTURE SOUND 136.00
GEN ONE GENLOCK 699.00

CALIFORNIA

ACCESS CA-880
NEW LOW PRICE

51.00
41.00
35.00
30.00
30.00
130.00
88.00
42.00
127.00
21.00
30.00
24.00
14.00
28.00
193.00
28.00
30.00
414.00
28.00
84.00

HARDWARE

8 UP 0K

8 UP W/2 MEG

8 UP W/4 MEG

8 UP Wi6 MEG

8 UP W8 MEG
ADAPTEC 4000
ADAPTEC 4070
AIR DRIVE EXT.
AIR DRIVE INT.
AMIGEN GENLOCK
APRODRAW 12X 12
BUS EXPANDER

169.00
535.00

CALL

CALL

CALL
126.00
170.00
149.00
139.95
156.00
480.00
485.00

C LTD REPLACEMENT KYBD 98.00

C LTD HARD DRIVES
CALIFORNIA ACCESS
C LTD A500 512K 0K

C LTD CORONA SCSI

C LTD SCSI 500

C LTD SCS1 1000

C LTD SCsl 2000

CM 20 MEG A500/A1000
CM 20 MEG A2000

CM 40 MEG A500/A1000
CM 40 MEG A2000

CALL
149,00

30.00

CALL
156.00
180.00
119.00
639.00
539.00
799.00
749.00

Expansion Technology

ToolBox

2 Slot Expansion uses A2000 Cards for
your A500 or A1000

Starting as low as $144

SHIPPING INFO: Software rates are $2.11/item (Ma

149.00

GO 64 36.00
GO 64 INTERFACE CABLE ~ 15.00
GVP 20 MEG HARDCARD  575.00
GVP 30 MEG HARDCARD  638.00
GVP 45 MEG HARDCARD  816.00

GVP AUTOBOOT EPROM KIT 29.00

GVP FD2010 FLOPPY 135.00
GVP IMPACT A500 CALL
GVP A500 RAM MODULE 66.00

GVP SCSY/RAM A2000 0K 1M294.00
GVP SCSIRAM A2000 0K 2M324.00

GVP SCSIRAM A20002M  750.00
HARDFRAME 2000 257.00
HD-6A HARD DRIVE CASE  125.00
INBOARD 0K A1000 216.00
INBOARD 512K A1000 386.00
INBOARD 1 MEG A1000 556.00
INBOARD 1.5 MEG A1000  726.00
INBOARD 0K A500 239.00
INBOARD 1 MEG A500 546.00
INBOARD 2 MEG A500 853.00
KICKSTART ELIMINATOR 120,00
M501 512K A500 EXP. 0K 65.00
MEGA 2 MEG A2000 479.00
MIDI GOLD A500 58.00
MIDI INSIDER A2000 65.00
MIDI STAR 216.00
MODEM CABLE A1000 15.00
MODEM CABLE A500/A2000 15.00
MOUSE MASTER 27.00
MOUSE PADS 9.00
NEC PINWRITER 2200 432.00
PERFECT SOUND 66.00
PERFECT VISION 188.00
PRO GEN GENLOCK 384.00
PROCESSOR ACC 149.00
PRORAM 8 MEG W/2 MEG  675.00
SCSI CABLES 25.00
SEAGATE ST157N 48 MEG  510.00
SEAGATE ST225N 20 MEG  345.00
SEAGATE ST251N 40 MEG  440.00
SEAGATE ST277N 65 MEG  510.00
SEAGATE ST138N 30 MEG 394.00
SEAGATE ST296N 85 MEG  635.00
STARDRIVE SCSI CONT. 102.00
S! COLOR SPLITTER 74.00
STARBOARD Il 0K 260.00
STARBOARD Il 512K 435.00
STARBOARD i 1 MEG 605.00
STARBOARD Il 2 MEG 944.00
SUPER GEN GENLOCK 699.00
SUPRA 2400 MODEM 129.00
BRICK A500 POWER 102.00
TWESAVER 55.00
TOOLBOX A1000 3 AMP 214.00
TOOLBOX A1000 144.00
TOOLBOX AS500 1 AMP 152.00
TRUMPCARD CONT. 165.00
VI-2000RF 78.00
VI-500RF 78.00
WV-1410 W/LENS,CABLE  238.00
X-SPECS 3D 94.00

$.00) UPS Ground or $4.00/itermn (Max 14.00) UPS

2nd Day Air. Call for Hardware shipping info. REFUND & RETURN POLICY: Defective merchandise
under warranty will be repaired or replaced. Renimed product must be in original packaging. We do not
offer refunds for defective products or for products that do not perform satisfactorily. We make no
guaraniees for product performance. Money back guarantees must be handled directly with the
manufaciunes. All returns must have an RA #. Call 409-560-2826 for an RA. Returned products are subject
10 a 0% restocking fee. Prices subject 10 change without notice. Delivery subject 1o availability.
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WithYour Amga

GRAPHICY

Outstanding animation and graphics from the finest Amiga
artists around, direct to your screen from the AMIGA Plus Disk.
How-to articles will show you the secrets of the top pros. Theres
in-depth reviews of the significant new Amiga products you've
been waiting for. Valuable information on Amiga music, MIDI
and sound too.

Software on the AMIGA Plus Disk combines with how-to articles
by top Amiga programmers to bring you the expert techniques
of the pros. Learn how to become a power user of the Amiga
operating system, shell, CLI, AARexx and all major software
tools. You'll discover the most effective methods of Amiga
programming in C, BASIC, assembler and more.

BAMES

Stimulate your imagination and test your reflexes with the
games on the AMIGA Plus Disk. Puzzles, adventures, shoot-
'em-ups, strategy challenges, educational games and more—
you'll find them all on the AMIGA Plus Disk. Non-stop fun for
adults and kids alike.

SAVE 25%

Off Single Copy Price

For Faster Service Call

TOLL FREE 1-800-234-7001

Visa or MasterCard Only

Subscribe now to
Amiga PLUS with disk!

Sign me up for 6 issues of
AMIGA PLUS including disk
e for the low price of $39.95.
(1 Bill Me

[ Payment Enclosed
[JCheck 0O Visa O Mastercard

Credit Card # Exp. Date
Signature

Name

Street

City State Zip H109A

Please allow 6-8 weeks for delivery of first issue. Canada & Mexico resi-
dents add $9.00 per year. Other lorei?n add $13.00. Foreign Subscribers
(not including Canada) must send full payment. Payment in U.S. funds.
California residents add 62% sales tax.

F PO. Box 1569
M oA G a 2 T N E ~  Martinez, CA 94553




GURU

BASHERS

Amiga users’ technical questions answered here
By Arnie Cachelin and Aki Rimpilainen, AMIGA Plus Technical Staff

Keybuffer BASIC Blues

Q: I want my BASIC program to
repeat a routine as long as the user
has a key pressed. One approach I
tried is:

WINDOW 1,,,31

AS=INPUTS(1) "Wait until a key is
pressed

WHILE INKEY$<>"" "While key
stays pressed

a=a + 1

PRINT a

FOR x=1 TO 500:NEXT 'A dummy
routine

WEND

Unfortunately, INKEYS doesn't
INPUTS(1) can be used instead
of INKEYS to make the program work
well enough to illustrate the next
question. The screen flashes while

work.

the key is pressed and the looping
continues for a while after the key is
released. 1 guess this is the result of
keyboard buffering. Can the buffer
be bypassed with a direct hardware
read? And why doesn’t INKEY$
work?

Brad Zander

Bethlehem, PA

A: In your example, INKEY$
doesn't work because of what is called
the Key Repeat Delay. The system will
wait a specific amount of time while
the key is beld down before repeating
the keystroke. As your program reads
the first keypress, the system detects
that the key is kept down and applies
the delay. Meanwbile, the program
continues executing and searches for
active keys with INKEYS$. This fails be-
cause the system is still waiting for the
delay to end. You can avoid this prob-

lem by setting the Key Repeat Delay
variable in Preferences to "Short" and
inserting the following line between
INPUTS and INKEY$:

FOR X=1 to 1000: NEXT X

The extra time provided by this line
should be sufficient to clear system’s
Key Repeat Delay.

As for the keyboard buffer: In theo-
ry it is possible to bypass the keyboard
buffer by using direct Amiga library
calls from BASIC. A more practical
way to avoid the extra keystrokes after
the key is pressed would be to use an-
other Preferences variable to slow
down your Key Repeat Speed, and
match it with your INKEY$ loop time.
Unfortunately the time it takes this
loop to execute will depend on what
other processes are running on your
Amiga at the moment. In general, the
key buffer can be cleared with a line
like:

WHILE INKEYS$ <> "": WEND

It is a good idea to do this at the be-
ginning of your program if you want
to avoid using any characters which
may bappen to be waiting in the
buffer when you start up.

VirusX AutolLoad

Q: Recently I received the pre-
miere issue AMIGA Plus, including
VirusX, which allowed me to discover

~that I had 57 out of 83 disks infected.

They have all been sterilized, but now
I am not sure how to go about in-
stalling VirusX in my startup-
sequence, as was mentioned in the

docs. Can you give me step-by-step
instructions so [ can continue to use
this invaluable program without load-
ing it each time 1 wish to use it?
R.M.Weber
Kitchener, Ontario, Canada

A: To install VirusX, or most simi-
lar background utilities, in your start-
up-sequence, you need to edit the text
Sfile "startup-sequence” in the s: directo-
ry on your boot disk (or the boot parti-
tion of your hard disk). You can use
Notepad or any other word proces-
sor/text editor which will save plain
text files (i.e. no bolds, fonts, etc.) to
add the necessary line to the file. You
will find Notepad in the Utilities draw-
er on your Workbench 1.2 or 1.3 disk.
Run Notepad, then use the drop-down
menus to OPEN s:startup-sequence.
Your startup-sequence file will appear
in the Notepad window, ready for you
to add the line:

RUN >NIL: virusX

This line should be added some-
where in the middle of the startup-
sequence, afier the first two lines and
above the line which reads ENDCLI
>NIL:. Save the altered file, and re-
boot. (As always, keep an unaltered
backup boot disk, just in case).

For this to work, VirusX should be
in your c: directory with the rest of
your CLI commands. If VirusX is
somewhbere else, you should give the
whole path name in the startup-
sequence (e.g. RUN >NIL: Utili-
ties/VirusX). Using RUN >NIL: will run
VirusX in the background, and send
any messages it has to NIL:, which al-
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It’s new.
b . ¢

.“ o)s

No formatting horror

trip, comes ready to W

use!

Don’t wait any

The Imtronics HD-
Series offers you a
complete product-line
of full autobooting,
ultrafast 3,5" Hard-
drives which are
available for both the
Amiga 500 and - as
Hardcards - for the Amiga 2000
These drives provide a high-speed
non-DMA design which prevents
you from any trouble DMA-devices
may cause, as well as optional
memory expansion up to 8 Mb on

it’s hot.

board. Other fea-
tures include passed-
through expansion
bus and compact
Armiga-shaped case
(models for AS500
only), different
capacities from 33

up to 84 megabytes, the possibility

to control additional external drives
and full autobooting capabilitiy
from a FFS-partition.

If you are looking for a hard drive
system that offers you superior

33 Mb Hardcard for A200

longer - get the power

It’s here.

_Imtronics HD -Series.

33 Mb Harddrive for A500
as low as $698.00 d

>an afford today.

power for a low budget, the Im-|
tronics HD Series will be your first|
choice.

Ask your favorite dealer today, or
call us for further information.

Imtronics, Inc.
12301 South West 132 Court
Miami, Florida 33186
Phone 305 255 9302 or 6903
FAX 305 255 6903
CIRCLE 010 ON READER SERVICE CARD
Distributed by American Software
Call Toll Free 800 225 794]




lows the CLI window to close.

AMIGA Plus Icon Copy
Q: I'm having trouble backing up
my AMIGA Plus Disk from issue #2
(June/July). Every time I try to make
a copy the message comes up:
Error while opening
SYS:Utilities/TurboBackupV1.00: 205
Mackie Bowden
Martinez, GA

A: Sorry, we goofed. To fix this
icon so you can copy your AMIGA Plus
#2 Disk using the Workbench, first
click on the disk icon to select it. Now
choose the Info item in the Workbench
menu. Info lets you see what program
an icon looks for when you click on it,
and lets you change the program
name or path. When the info window
opens, click on the Default Tool entry.
Edit it so the string reads
SYS:System/Diskcopy, and click on the
SAVE gadget. Assuming that the file
SYS:System/Diskcopy is available, you
should now be able to duplicate the
disk from the Workbench. Without
Sfixing this, you could still copy the disk
by using the CLI command
DISKCOPY, or some other disk copy
utility.

This problem bappened becauise the
disk icon for the second AMIGA Plus
disk was produced by an artist using
the PD disk copy utility TurboBackup
v1.0. Apparently this utility changes
the Defauldt Tool setting of the disk icon
to a non-standard name. The setting
needed by most other disks is
SYS:System/Diskcopy -- not
SYS: Utilities/TurboBackupV1.0.

DiskChange Icons

Q/A: In the June/July issue you
answered a question, paraphrased as
follows:

"When I change a disk icon (or
any other) on my hard disk, how can
I see the new version without reboot-
ing?"

You answered that the reader
could run the LoadWB program to see
the new icon with causing any severe
problems for the Amiga.

There is another way. Run the
DiskChange utility (standard with

AmigaDOS in the c: directory).
DiskChange was intended for use
with the 5.25-inch floppy drive, which
does not know when a new disk has
been inserted (unlike the 3.5-inch
drives). However, it works just fine
on other drives, including 3.5-inch
drives, hard drives and hard drive par-
titions.

Further, I have experienced NO
side effects with DiskChange . On
the other hand, LoadWB ate up 28K
to 29K of RAM each time I ran it
while testing. Each time you run
LoadWB, WorkBench "task" is loaded
into memory. Unfortunately, any old
Workbenches are not unloaded and
continue to run!

On another subject, you also ran a
letter in that issue about "fooling"
Electronic Arts software into using the
hard drives. I use a PD program (in
my c: directory) called AssignDev. |
has worked for me in all situations ex-
cept for using the Install command
and other programs that check hard-
ware. Not only are EA products hap-
py, but script/batch files expecting
DF1: work just fine on a 2000 where
the second drive is external (DF2:).

Further, programs similar to Install
do not really pose a problem since
they always notice the presence of
DF2:. Most also recognize mounted
devices where appropriate. Usage:

<drive:path/>AssignDev [<old de-
vice>]

to add a new device name to the
old device, or:

<drive:path/>AssignDev [<old de-
vice>]

to remove an old device. This
works for ALL devices. You can re-
move Par:, DHO:, DFO: ... even CON:.

Thomas Scott
Bellingham, WA

A: Thanks for sharing this useful
information, Tom. We invite and en-
courage all you AMIGA Plus readers to
send the magazine your technical tips

for possible publication. B

()

EXCLUSIVE
PROGRAMS ON
DISKS!

If you bought this
issue of AMIGA PLUS
without the disk,
you're missing out!
Order the compan-
ion disk full of
great, enjoyable
programs from fop
AMIGA experts.
Order your disk by
mail using the order
card in this issue.
For even faster
service, call:

Toll-Free

1-800-234-7001

7 am-6 pm PST
Visa/MasterCard orders only

Each disk is $10.95 plus $2.00
handling & mailing.
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M

Real-time music

performance with ever
new and surprising sounds

I was fully prepared to
dislike M. As a musician
who learned to play in the
school of hard knocks,
namely bars and nightclubs,
I value the human element in
music and tend to resent
anything that substitutes
automation for expression.
But | was delighted and
surprised to discover that M
encourages musical
experimentation without

sacrificing human creativity.

OCTOBER/NOVEMBER 1989

Review by Rob Griffith

M ++++

Best algorithmic music software
for the Amiga. QOutstanding
interface gives you real-time
control over many sound
parameters at once. Works with
MIDI or internal Amiga sound
chip. Still has a few minor bugs.

The first thing that attracted me
about M was that it doesn't require an
act of Congress and a grant from the
Ford Foundation to get started. You
can make simple musical sounds a
few minutes after you first boot up
the program, using the internal
sounds of the Amiga. You don’t need
a costly MIDI setup. M uses standard
IFF sounds and comes with some
good ones. But if you are a MIDI
freak like me, you can also use a
MIDI sound module to play your mu-
sic. Its also easy to change the voices
of your MIDI module, or to change
MIDI channel assignments by using
the mouse and clicking on gadgets.

M is different from many other mu-
sic composition and performance pro-
grams in that it lets the user interact
with the music in real time. Jazz mu-
sicians improvising on their instru-
ments do this all the time. But for a
person who is not accomplished on a
musical instrument, it is a wonderful
feeling to be able to create musical
ideas, play with them and watch them
unfold and transform.

M is based on the concept of algo-
rithmic composition. This method of
composition was pioneered by John
Cage, among others. It is based on
the notion that good music can be
created by pre-setting various musical
parameters such as pitch, rhythm, etc.
-- and then being able to vary them
over time, either in pre-determined
patterns or at random.

This approach differs from the
most widely used method of record-
ing and performing music on the
Amiga (as well as other computers) --
sequencing. Sequencing is useful if
you want to pre-determine and have
complete control over your musical
ideas. However, it is limited because
once a sequence is set, it is difficult to
change in real time other than by lay-
ing another track of music on top of
the sequence. Algorithmic composi-
tion allows you to constantly shift
many parameters at once, thus creat-
ing ever new and surprising sounds.

Seven Windows

I think that M has one of the neat-
est user interfaces I have seen. First,
the screen is fun to look at. Two of
my friends, who didn’t know what M
was for, independently complimented
the screen graphics and wanted to
know more about the program. The
main screen is divided into seven ar-
eas which control the various func-
tions. You create music by setting up
as many as four Patterns of notes, and
then manipulating them.



At the upper left is the Patterns
Area, which is used to input and edit
notes in the four Patterns. Next is the
Control Area where you start and stop
your music, adjust the tempo, save
MIDI files, etc. In the Conducting
Area, you direct various parameters of
your music simultaneously in real
time. The Sound Area is where you
do things like suddenly change your
Mormon Tabernacle Choir into a
crunching guitar.

You'll interact
with your
music in
real time,
like jazz
musicians do.

In the Cyclic Area you create cy-
cles of rhythm, dynamics and legato-
staccato articulation. For example,
you could set a rhythm cycle four
notes long, so that the first note in
your Pattern would be a quarter note,
the second note an eighth, the third a
dotted eighth, and the fourth a half
note (regardless of whether the Pat-
tern itself contained more or less than
four notes). Then, every time four
notes of the Pattern played, this varia-
tion in rhythm would repeat.

The Variables Area enables you to
randomize the order of notes, change
orchestration (for example, to choose
which MIDI channel a Pattern will be
sent to), to change the density of
notes (what percentage of the notes
in your Pattern are actually played),
or to transpose. Each of the cycles
and variations in the Cyclic Area and
the Variations Area is subdivided into
six sections. So you can suddenly
change your rhythm setting or accent
setting or whatever, in one of five oth-

er settings.

The Snapshot Area al-
lows you to store several screen set-
tings at once.

Easy Entry

M uses the old familiar Amiga gad-
gets, plus a couple of new ones I've
never seen before. Slider gadgets can
also function as range bars, setting a
range where a variation can happen
within. For example, instead of set-
ting an accent at an absolute value,
you can set a range where the accent
can fall within, allowing for random
variations of accent in each cycle of a
Pattern. There are also arrow buttons
that can change direction, giving four
settings for one button.

It’s quite easy to enter notes into a
Pattern, either by using an external
MIDI keyboard, or by opening the
Pattern Editor window and entering
or deleting notes. When notes are en-
tered into a Pattern, they have no par-
ticular values of rhythm, articulation,
accent, etc. All these values can be
set and altered later from the various
screen areas. A Pattern consists of up
to 999 steps, each step containing a
note or a chord. M has a 10 1/2 oc-
tave range.

You can also save or load compo-
sitions as MIDI files. The MIDI file
format is a fairly recent addition to the
MIDI standard. It allows you to move
your music to different music soft-
ware, or even to a different type of
computer. For example, you could
create music on M, then move it to
Dr. T’s Copyist and have it written out
as a score. Or you could send it via
modem to a friend who has an Atari
or a Mac, and let them play it on their
own MIDI setup.

As for the manual, I found it for
the most part to be comprehensible.

ON
DISK

Nebula City Blues
By Rob Griffith

| composed “Nebula City
Blues" with M music software for
this AMIGA Plus Disk. To hear it,
just double-click onthe Nebula
icon in the music drawer.

In order to use less than 100K
of disk space, |limited myself to
four one-octave samples, even
though M is capable of using 16
IFF multi-octave sounds simulta-
neously (within the limitations of
memory and the Amiga four-voice
sound chip). M can also drive 16
channels of MIDIinstruments.

M saves sequences of notes in
the MIDI file format, but not in
the SMUS format. Since there are
no MIDI file piayers that | am
aware of, | was obliged to save
my music as a MIDI file and then
convert it to SMUS. | discovered
a MIDI-to-SMUS conversion pro-
gram on a BBS, but couldn’t get
the darned thing to work. Fortu-
nately , Darrienn Fitzgerald came
to the rescue and spent several
sleepless nights writing a conver-
sion program. He didn’t have
time to work out all the bugs,
however, so | had to load the
SMUSfile into Deluxe Music for
tweaking.

One thing Darrienn’s conver-
sion program doesn't do yet is
convert note velocity (volume).
One of the powerful features of M
is its ability to create cycles of
dynamic accent. My attempt to
re-create the dynamic feel of the
piece with Deluxe Music was only
partially successful. But | would
also like to thank Tony Barnes for
his technical expertise in helping
finalize the coversion you'll hear
on this issue’s AMIGA Plus Disk.
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It is organized into relatively small
"bite sized" chunks of information,
which are easy to digest. There were
a couple of places where it got a bit
convoluted, though. For example, the
section on how to load internal
sounds is somewhat unclear.
Unfortunately, M doesn’t quite
seem to have all its bugs worked out
yet. One time, for the hell of it, I cre-
ated a chord in the Pattern Editor win-
dow with every chromatic note in an
octave turned on. I then started play-
ing the Pattern. I held down the left
mouse button and began sliding the
cursor up and down on the Pattern
grid to turn notes on and off at ran-
dom. Much to my dismay, some of
the notes on my MIDI sound modules
got stuck on. Admittedly, I was being
a little wild, but the program is sup-
posed to encourage experimentation.
Once several notes get stuck on, there
is no panic button which will shut
them all off from the program. I had
to either turn them off from my sound
modules, or figure out which notes
were stuck on, and then shut them on
and off again individually from the

Pattern grid, which could be a disaster
in a performance situation.

Another time, the mouse jammed
up after loading a MIDI file. When I
re-booted, once again some notes got
stuck on. I also managed to crash the
system a couple of times, although I

You can save or
load compositions
as MIDI files.

couldn't discover what sequence of
mouse interactions caused the crash-
es. Finally, when I tried to create a
new piece by using the menu to re-
quest a new screen, | got a requester
with a message reading "Can’t Open"
-- which I couldn’t close! Still, M
seems to work quite well most of the
time.

M is copy protected. It requires
you to look up a word in the manual.
However, you can get unprotected
disks by signing an Addendum to the
License Agreement and paying an ad-
ditional $50.

Summing Up

People just starting to get into the
Amiga’s unique sound capabilities
want to know a good program to start
with. On the other hand, there are
musicians who already have many
music programs but are in the market
for something new that will entertain
and challenge them. In either case, M
wouldn’t be a bad choice.

There are some other algorithmic
composition programs available for
the Amiga, Music Mouse and Instant
Music for amateurs, and the Program
Variable Generator in Dr. T's KCS Lev-
el 1I at a professional level. In my
opinion, of all the algorithmic pro-
grams for the Amiga, M best combines
ease of use with musical power. Wl

M $199
Intelligent Music, 116 North Lake
Avenue, Albany, NY 12206. (518)
434-4110.

Copy-protected, 1Mb recommended.
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MOZART
NEVER HAD
IT THIS
GOOD!

Sure, o’ Wolfgang Amadeus was a
prodigious musician. And how
many composers of the 18th cen-
tury can say they’ve been on Broad-
way, won an Oscar and had an ob-
noxious German pop song written
about them? But Mozart never
reached his full potential. Why?
Simply put, he never used
Bars&Pipes, the creative musi-
cal advantage.

Take a look at Bars&Pipes’ four
major elements and prepare to
break the barriers of your imagi-
nation!

The Pipeline
guides your
musical input
from concep-
tion to perform-
ance. By ar-
ranging the
pipes and valves, you can direct
the flow of musical information
on track by track basis. Each
Pipeline can process informa-
tion prior to or after it's recorded
for the ultimate in flexibility.

Bars&Pipes’
Toolbox is
chock full of
musical magic
that processes
MIDI informa-
tion as it flows
through the Pipeline. Explore
new horizons with such Tools as
the keyboard splitter, event fil-
ter, randomizer, chord substi-
tuter, inverter, transposer,
phrase-shaper, harmonizer,

counterpointer and quantizer,
just to name a few. Or, invent
your own macrotools with
Bars&Pipes, Create-a-Tool fea-
ture. Because Bars&Pipesisan
open-ended system, there’s no
limit to what you can do as new
tools become available.

Bars & Pipes,
Sequencerhas
no limit to the
number of
tracks you can
record. Simply
drag your tools
of choice ontothe Pipeline, tickle
the ivories (or plastics as the
case may be) and presto-change-
o, a star is born! Features in-
clude: Global cut, copy and paste
commands; Auto-locate registers;
Punch in and out; Looped mode
recording; Global display of mu-
sic on all tracks; A-B-A global
song construction and editing;
High resolution timing (192

With Bars&Pipes, you'll never have to
carry a tune in a bucket again! And, it

doesn’t require some bizarre Latin middle

name to become a virtuoso.

So, for all the details we couldn’t squeeze
into a 1/2 page ad, write or call us at:

Blue Ribbon Bakery

1248 Clairmont Road, Suite 3D
Atlanta, Georgia 30030

(404) 377-1514

clicks per quarter note); Tempo
maps; Sync to external MIDI or
MIDI Time Code; Audible Met-
ronome; Rhythm, chord, key, lyric
and time signature input; MIDI
file format compatibility.

Bars&Pipes
sports the most
complete Edi-
tor of any mu-

sic package.

Take your pick

of a piano roll
format or see your music dis-
played as bars on a staff. Open
multiple edit windows at once.
Drag notes with the mouse. Cut,
copy or paste your music. Use
Tools to process sections on a
note by note or phrase by phrase
basis. Type your lyrics directly
over themusicand Bars&Pipes
will print out a lead sheet. Edit
key, rhythm and chord change
information for algorithmic
composition.
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Coming To A Screen Near You.

If you're ready to become your own studio produc-
er, there's only one desktop video system that will bring
NTSC and S-VHS to your Amiga's screen. The
Scanlock system by VidTech. Other systems give you a
genlock that's "either-or.” They either support NTSC or
S-VHS. But not both.

Two For One

With Scanlock, you get two genlocks for the price
of one. So you can migrate from NTSC to the newer
S-VHS format without investing in another system. We
also offer a Scanlock model that is compatible with the
International PAL TV format, including its new S-VHS
version.

Scanlock's dual-genlock system gives you broad-
cast-quality video at consumer prices. And our system
offers all the bells and whistles, including front-panel
fingertip controls, multiple monitor connections for
viewing and editing, and independent fade controls for
both reference and Amiga videos. If your Amiga is sup-
porting a load of peripherals, we provide a connection

that lets you use an optional external power supply.

Scanlock is a breeze to use. A “glitch-free" vertical
interval switch lets you insert, reverse and remove refer-
ence video and Amiga graphics at the touch of a finger.
And you can switch between NTSC, S-VHS and analog
RGB formats without moving cable connectors. When
you're done editing, you can resume normal Amiga
operation with the flip of a switch.

Don't Get Locked Out

So if you're ready to become your own producer,
choose the desktop video system that doesn't lock you
into one genlock — the Scanlock system by VidTech.
Coming to a screen near you.

Call or write us today: VidTech International, Inc.,
2822 NW 79th Ave., Miami, Florida 33122. Telephone
800-727-2261 or 305-477-2228. Fax 305-591-1651.
Prices:NTSC-$995, PAL-$1,095. Distributed by
Southern Technologies, Dallas, Texas.

%* Vidlech
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Real-Time

i Introducing the TASS interface for ARexx...

DiskANIM

Hard Disk Animation System

By Wolfgang Dinger

NOTE FROM THE EDITOR: During the most recent Amiga fairs and
electronics trade shows, we heard that Mindware International
was working on a hard disk real-time animation player program --
that would show animations as big as your hard drive could hold.
So we were very pleased when Mindware’s Bob Maludzinski
offered AMIGA Plus this newly finished utility as a special disk
feature. Quick negotiations at deadline and ultimate transmission
of the material took place by phone between Mindware in Canada
and us in California. Then when we downloaded DiskANIM we
were surprised to find that we had gotten even more

than expected...

26 OCTOBER/NOVEMBER 1989

It seems that DiskANIM is the first
stand-alone utility module pro-
grammed with Mindware’s TASS -- a
powerful new point-and-click user in-
terface for the ARexx inter-program
communication language being incor-
porated into Commodore’s upcoming
Workbench 1.4. So the following arti-
cle also serves as a preview of TASS.

Please Note: In order to fit in all
the outstanding features we have for
you on this issue’s AMIGA Plus Disk,
it was necessary to compress the TASS
drawer containing DiskANIM. On this
issue’s "How To Use the AMIGA Plus
Disk" page, you'll find easy instruc-
tions for de-compressing these files
back into useable form.

Many of us bought Amiga comput-
ers so we could make our own ani-
mations, and we have learned to live
with the RAM limits on our creations.
We piece together long animations
from many fragments, meanwhile
dreaming of someday being able to
play five or ten minutes of computer
animation non-stop without going
through the hassle of constant trans-
fers to videotape. The exclusive
DiskANIM program on this issue’s
AMIGA Plus Disk gives us at least
some of that potential.




Although the most significant use
for DiskANIM is as a hard drive ani-
mation player, it really can play a
properly formatted Amiga ANIM file
stored anywhere -- in RAM, or even
on a floppy disk. However, floppy
disk animations will be too small and
too slow to really show what Disk-
ANIM can do. The article also ex-
plains how you can generate a
lengthy sample animation with
PageRender 3D.

Important: DiskANIM can use any
ANIM that's fully compatible with the
standard Aegis format developed for
VideoScape 3D and VideoTitler.
Mindware’s PageRender 3D works
with DiskANIM. However, please
note that some other graphics soft-
ware may use slightly different ANIM
formats which don't work with
DiskANIM.

Operating DiskANIM

To get to DiskANIM, open the
drawer called TASS. Then double-
click on the DiskANIM Startup icon
inside. A window will open up and
show the gadgets for the three main
DiskANIM functions, along with a
configurable grid with five slots
occupied and 11 slots open for
customizing.

Click on the PLAY gadget. You’ll
get a directory requester and use the
mouse or arrow keys to select the
path name (volume, directory, file) for
the ANIM you wish to play. Remem-
ber, your animation can even be on a
floppy if you don’t have a hard drive
After your file is selected, click on §
and the ANIM will play one tim&S®
then quit. '

If you click on the FOREVER gad-g

get before selecting a file from the d

rectory requester, the ANIM will co ]

tinue looping until you press the ESC
key to stop it at the end of its current
loop. There’s also an APPEND gadget
which you use for adding IFF frames
to the end of an ANIM.

DiskANIM Test Case

To generate an animation long
enough to adequately test a hard disk
animation system, you need to make
lots of frames in a short time. This is-

sue’s AMIGA Plus Disk contains a
script, requiring Mindware’s PageRen-
der 3D software, that will generate
1,130 frames in about seven hours on
a standard Amiga with a 68000 pro-
cessor. The script file, called Cir-
cus.Script, is contained in the directo-
ry DiskANIM_Test, which is itself in-
side the TASS drawer. Your complet-
ed animation will occupy approxi-
mately 1.9 megabytes.

The animation frames are generat-

To use this test case, load Page-
Render 3D and use the "DRAWER"
command to indicate the location of
the test script. Use a command
such as:

3D> drawer:TASS/DiskANIM_Test
3D> read Circus.Script

The script will save the animation
to your hard drive in the file
dh0:Circus.Anim. You can change the
name and location by editing the Cir-
cus.Script file, if you wish. Cir-

ed in low resolution 3/4-page size
(240 X 150), but you can edit the
script file to change the resolution.
The file contains comments indicating
where changes can be made. A full-
page size will approximately double
the final ANIM file to almost 4
megabytes. Increasing the number of
bitplanes from three to four will
probably increase the ANIM file

size by about 25%. More
time will also be required
to create this ANIM file,
if you select larger

page size or more
bitplanes.

cus.Script loads six other files from
the TASS/Test drawer.

|
|
|
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More
ARexx Facts

Commodore is putting ARexx
into the forthcoming Workbench
1.4 and is also encouraging all
software developers to include
ARexx ports in their software.
ARexx is the Amiga adaptation of
the Rexx language used on IBM
mainframes. But due to the
Amiga’s wide range of software,
ARexx’s may become even more
useful than Rexx has been on the
IBM.

Any software which has been
adapted to work with the ARexx
programming language instantly
becomes much more powerful be-
cause that software is now pro-
grammable! However. software
that supports ARexx is not only
programmable, but programmable
in concert with other ARexx-
supporting software. For exam-
ple, three consecutive lines of
code in ARexx could drive Digi-
Paint 1ll, PageRender 3D, and
HandShake, all of which support
ARexx.

A programming language nor-
mally comes with a library of
functions which can be utilized
within that language. However,
ARexx is at a distinct advantage
over other languages in this re-
spect. Every program that sup-
ports ARexx will add its command
set to the set of commands which
can be called by ARexx. Thus, the
ARexx base of available functions
will far exceed that of any other
language. ‘

ARexx can be used to tie to-
gether the strengths of various
programs with its own program-
ming abilities for particular appli-
cations. Any program which sup-
ports ARexx could even be rewrit-
ten without a user interface, thus
providing an “engine" which can
be totally customized to the
needs of any user.

S |
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TASS Surprise

What about all those string gadget
locations at the bottom of the
DiskANIM requester? Well, if you
want to use the full potential of this
software, you need to know that
DiskANIM actually runs under a very
powerful new interface system called
TASS (which stands for THUT Appli-
catjon Support System).

TASS is a "software hub" designed
to be used with the ARexx language.
(See the "More ARexx Facts" box with
this article.) ARexx, which will be in-
cluded by Commodore in Workbench
1.4, is a comparatively easy program-

The script on this
disk generates a
two-meg
animation with
1,130 frames in
about seven hours
on a standard
68000 Amiga.

ming language that can control a vari-
ety of ARexx-supporting software.
ARexx messages sent from one pro-
gram to another are usually in the
form of a command string -- a piece
of text that can be read.

Although ARexx programming is
relatively simple, it still involves typ-
ing and using the CLI, which would
dampen the enthusiasm of many
Amiga users. However, software can
be written which primarily functions
as a "hub" for user activity, which not
only ties ARexx macros together with
various ARexx-supporting programs,
but provides a familiar graphic inter-
face with gadgets and requester
windows.

Each of the TASS interface win-
dows can have a number of Macro
Trigger Gadgets. When these gadgets
are selected, they execute a file with
the same name as the gadget face,
from the appropriate macros drawer.
You can assign any utility (Rexx

TASS Color Requester Screen

macro, AmigaDOS batch file, TASS
macro) to any gadget of any user in-
terface window. Even while the user
interface is open, the set of gadgets
can be revised to whatever you wish.
Any key on the keyboard can be as-
signed to a set of functions within a
macro.

TASS user interface windows can
call ARexx macros which can call oth-
er TASS user interface windows. Each
user interface window continues to
function after it sends off an ARexx
macro. TASS only loads the required
modules for a program at the time
they are actually needed.

TASS is to be incorporated in a num-
ber of upcoming Mindware graphics
software products. The first release,
due in late 1989, will be PageFlipper
Plus F/X 2.0. Also coming is
PageRexx 3D, a version of PageRen-
der 3D which has no user interface
and simply functions as a host to
ARexx macros -- which means it can
be totally customized for any user.
Complete TASS utilities and functions
will also be made available to other
commercial developers for their
applications.

More Disk TASS

The additional TASS utilities includ-
ed along with DiskANIM on this is-
sue’s AMIGA Plus Disk are:

Image - Displays IFF files or single
steps through ANIM files. The IFF
files are all loaded into memory, so
that they can be swapped quickly. Im-
age will "split" an ANIM file into IFF
files. It has numerous (and time con-
suming) Image Processing techniques
for IFF-ILBM files including flipping
the image around an axis, mirror
imaging, converting HAM pictures to
other formats, color edge detection
and image resizing. Although there is



an Undo button, there is no way to
abort an operation in progress. This
module loads its pics into the BACK
screen, so you may need to switch the
screens by dragging the TASS and
Workbench screens down, or using
the standard gadgets in the upper
right corner.

Screens - A screen grabber, con-
verting any Amiga Screen to an IFF-
ILBM file by selecting from a list of
current screens.

Arrows - Will shift your screen
around to get those video applications
centered.

DirTool - A File Requester and Di-
rectory Utility. Especially useful for
selecting a number of files at one
time. This module is called by most
of the others when they have to
LOAD or SAVE a file. The DELETE
gadget requires ARexx.

ColoReq - A Color Requester,
which when called from an ARexx
program can return from the user a
single color, a range of colors or an
entire color palette. It can also be
used to revise the Workbench colors.

ShowText - Tool to display text
files. This is used by the help system
to display help files for various func-
tions and utilities. If you click on a
file name within the actual text, that
file is inserted right after its name. If
there is a colon in a line you click on,
TASS will think you mean to import a
file and will create an "insert vol-
ume..." requester. Just cancel it.

SysReq - System Error or Help
Messages work with this tool. It has
the same file insertion features as
ShowText. You can exit with the
mouse, or by typing a return.

These application icons can be se-
lected from the TASS drawer of this is-
sue’s AMIGA Plus Disk. To examine
these applications, first select the
Startup icon. Startup assumes you
have several ARexx commands
available. But without ARexx, you
can still examine these utilities at a re-
duced capacity.

Wolfgang Dinger beads up Toronto,
Canada’s Anakin Research, which
makes the Easyl graphbics tablet for
the Amiga. He was among the first in-
dependent testers of TASS.

NOW FOR THE
AMIGA!

Don't let those finger aerobics get

> you down! There's an easier way to

change between your mouse and joystick or

\ ¢ Joystick and dongle without all that cable

swapping. Mouse Master lets you instantly switch

with just a touch of a button. It's housed in a

compact case for stylish good looks and includes its own
custom cable. It's the handiest switchbox around!

MOUSE MASTER

Orders/Inquiries = (602) 322-6100
ONLY $39.95

plus shipping & handling PFOCtICOl
MC, Visa, COD's welcome
CIRCLE 019 ON READER SERVICE CARD SOlUtlonI ®

fax (602) 322-9271 « 1135 N. Jones Blvd. ¢ Tucson, AZ 85716

©1989
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T FOR TECHNICAL QESTIONS...

Because DiskANIM and TASS are such new and advanced products, technical
support for AMIGA Plus readers is being provided directly by the developers.
Questions, comments and bug reports specifically about TASS should be direct-
ed to: THUT Inc., 34 King Street E., Suite 802, Toronto, Ontario, Canada,

M5C 1E7. (416) 366-6668.

Questions relating to DiskANMIM and other Mindware applications using TASS
should go to: Mindware International, 110 Dunlop Street W., Box 22158, Barrie,
Ontario, Canada L4M 5R3. Voice, (705) 737-5998; BBS, (705) 737-5017.

DiskANIM User registration
| The DiskANIM software presented on this issue’s AMIGA Plus Disk is the property of Mindware
N International. It may be freely used by anyone who completes the following registration form and
mails it to Mindware International at the address below. Registered users of DiskANIM can freely
| make a backup for personal use, but may not distribute or resell the software to anyone else.
) Mindware International reserves all commercial rights to the DiskANIM and TASS software.
|

NAME:

ADDRESS:
CITY/STATE/ZIP:
PHONE:

AMIGA MODEL OWNED:

‘ | understand the terms of usage of DiskANIM as described above and agree to abide by those terms.
| SIGNATURE: DATE:

Send to:
; Mindware International
| 110 Dunlop Street W., Box 22158
| Barrie, Ontario, Canada L4M 5R3

AMIGA PLUS
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RATING ++++

It works. A-Max really runs most
of the best-known Macintosh
applications software on your
Amiga. But be prepared for
some limitations, such as no
hard disk support yet.

If you want to run Macintosh soft-
ware on your Amiga, ReadySoft's A-
Max ($199.95) will do it for you.
Sure, there are certain limitations. But
the bottom line is that it really works.
Not likely to run under A-Max are:
programs that use disk-based copy
protection, programs that do not fol-
low Apple’s programming guidelines.
or programs that take direct control
over the hardware. Programs that use
color, or AppleTalk, or the Mac sound
chip also will not find the resources
they require.

I did most of my testing on an
Amiga 2000 with a Super Agnus, 3Mb
RAM, FlickerFixer and multi-sync
monitor, GVP hard disk controller and
40Mb Quantum drive (not much use
with the A-Max), and 128K Mac
ROMSs. The Amiga had two floppy
drives and used an Apple floppy drive
as well. Printer testing was done on
an old but still operational Star SG-10
printer, and telecommunications test-
ing was done with a Supra 2400.

As expected, games were mostly a
washout. They either never passed
the copy protection check, or bombed
as soon as they tried to talk to non-
existent hardware. Ditto for music
software.
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HOW TO PUT A MACINTOSH INTO YOUR AMIGA

Review by Matthew Leeds
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Applications software ran like a
charm. This article was written using
Microsoft Word V. 3.02, partly on a
Mac and partly on my Amiga. The
same disk was read and written to on
the Mac and in the Apple drive at-
tached to the A-Max cartridge. I also
successfuly tested Superpaint, Page-
Maker, lllustrator, MicroPhone, Excel,
Hypercard, MacDraw, MacPaint,
MacWrite and a whole host of DA’s.

To give you a sense of how well
the emulation works, I ran some sim-
ple benchmarks. Loading Microsoft
Word on a Mac SE from floppy disk
takes 15 seconds, from an Apple drive
attached to A-Max takes 20, and from
an A-Max format disk in an Amiga
drive takes 17. Doing a search and re-
place on a 1,000-word file in Word on
an SE takes 42 seconds, 38 seconds

QOon
@ orf

under A-Max. Other applications
showed similar results. A-Max disk
I/O was slightly slower, CPU intensive
operations slightly faster.

Physical Details

The A-Max cartridge connects to
the Amiga’s floppy drive port. It has
an Amiga floppy drive pass-thru and a
Macintosh-compatible floppy drive
port. Inside the cartridge are two chip
sockets. These must be filled by a set
of Macintosh ROMs supplied by you.
They may be either the older 64K
ROMSs or the 128K ROMs used in the
Mac Plus.

I used a set of the 128K ROMs for
this review, and I recommend them
over the 64K ROMs for many reasons.
They’re faster and they support the
Hierarchical File System (HF ), non-



68000 CPU'’s and MultiFinder. They
offer a higher degree of compatibility
with current system and applications
software.

Macintosh ROMs are available from
a variety of sources, including local
retailers and mail order. At the time of
this review, the best mail order price
on a set of ROMs was around $125.
Apple frowns on the selling of Mac
ROM:s for use in non-Apple comput-
ers, and from time to time makes at-
tempts to cut off the supply. There
are no guarantees that ROMs will con-
tinue to be available, or that their
price will not change. If you are plan-
ning on purchasing an A-Max, |
would recommend that you first ob-
tain a set of Mac ROMs to insure that
you won't be left out in the cold.

The A-Max cartridge physically is
more than a little awkward to install.
It sticks out perpendicularly about
seven inches from the back of the
Amiga, and sticking a drive cable into
the Amiga floppy drive pass-thru con-
nector adds a couple of inches extra
to the total length. You can connect
the cartridge to the back of an Amiga
external floppy drive, but I found that
with some third-party Amiga floppy
drives, the A-Max software would not
recognize the cartridge.

ReadySoft also offers a floppy
drive extension cable. Once installed,
the cartridge can be left in place be-
cause it is transparent to Amiga soft-
ware.

I connected an Apple external
floppy drive to the cartridge to allow
the direct transfer of Mac software to
the custom A-Max format that can be
read in Amiga floppy drives. These
are not Mac format disks, nor are they
Amiga format, they are only readable
under A-Max and appear as Mac disks
while in Amiga floppy drives. There
have been some reports of incompati-
bility between A-Max and some Apple
and third-party Mac-compatible floppy
drives although I had no problems.

Software Connection

Once all the hardware was in-
stalled correctly I could move on to
the A-Max software. There are two
disks provided; one is a standard

Amiga format disk, bootable and con-
taining the A-Max program and some
supporting programs. The other is an
odd format, part A-Max and part Mac.
The Mac portion contains utilities --
useful if you have access to a Mac --
that let you transfer applications from
Mac format disks to A-Max format
disks without using a Mac floppy
drive on your Amiga, and that let you
transfer ASCII files from Mac format to
AmigaDOS format via a two-step pro-
cess. The A-Max portion contains sim-

Running Macintosh
software on the
Amiga under A-Max
offers some
advantages over
running on a Mac.

ilar utilities that support the A-Max to
AmigaDOS transfer.

The A-Max program disk has a few
peculiar features worth knowing
about. It has a custom boot block that
lets you take advantage of the Kick-
start RAM in an A1000. This can add
256K to the available memory pool,
but forces you to re-Kick your A1000
when you quit A-Max. This will not
work if you have installed a Kickstart
Eliminator in your A1000. A utility on
the disk will let you re-install this cus-
tom boot block if required.

As you can imagine, virus de-
tection programs see this custom boot
block as a possible virus. The version
of SetPatch on the A-Max distribution
is not the most recent one. However,
it turns out that the A-Max program is
most compatible with the most recent
version of SetPatch.

Since the current version of A-Max
does not support hard disks (see be-
low), I eventually found that the easi-
est way to use A-Max was to boot
from a backup of their distribution
disk. Although the manual states that
several utility programs will be found
in the C directory of the distribution
disk, they’re in the A-Max drawer on

my copy.

You will also need system software
1o run Mac programs. Most commer-
cial Mac software comes with system
software on the disk. It's worthwhile
to note that Apple recommends using
anything from system 3.2/finder 5.3
on up to system 6.0.2/finder 6.1 on
the Mac Plus. Also, buying a set of
system software should get you a sys-
tem software manual, very useful for
first-time Mac users.

Running A-Max

Running the A-Max Startup pro-
gram brings up a startup preferences
window. From it you can set a variety
of options for using A-Max. The nor-
mal Mac screen display is 512 X 342.
You can choose to emulate it, or run
in 640 X 400 mode. You can also
choose a "video" mode. Running in
interlace allows the entire screen to
be displayed at once. In non-
interlaced mode, Slow Scroll, Fast
Scroll, and Paged options either scroll
the screen or swap it to show the un-
seen portions. A-Max also offers
support for Commodore’s new Ex-
tended Chip Set (unreleased so far but
offering 640 X 400 non-interlaced)
and for the Commodore A2024 and
Viking Moniterm hi-res monitors. |
was fortunate to be able to run with a
FlickerFixer in 640 X 400 mode.

The Memory Mode option is used
to control which and how much
memory on the Amiga is used by A-
Max in Mac emulation. On the Mac,
memory is a single contiguous block,
unlike the Amiga. This difference can
cause problems with some applica-
tions. It’s possible to reserve some
memory for use as a RAMdisk, and, as
previously mentioned, to use Kickstart
RAM on the A1000.

Direct support for ImageWriter
printers and emulation for Epson-
compatible printers is offered. I tested
the ImageWriter emulation and it
worked fine. The serial port may be
used with a modem, and this was test-
ed and worked fine. LaserWriters are
supported, sort of. You must print a
PostScript file to disk, then dump it
out the serial port via a supplied File
Dump utility.

AMIGA PLUS
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All of the Startup preferences can
be stored to a file read by the A-Max
Startup program when you run it. On-
ce all of the Startup preferences are
set, clicking on the Go A-Max gadget
starts the emulation process. A mes-
sage appears on the screen notifying
you to remove all disks from their
drives. There’s a short wait while in-
formation is read from the Mac ROMs,
and then a prompt to press RETURN
appears. Doing so brings up the Mac’s
boot screen.

From this point on you've got a
Mac. Of course, you still need a boot
disk. If you've got an Apple 3.5 inch
floppy drive attached to the A-Max
cartridge, just stick a Mac boot disk in
it, wait till the system boots, then
make a copy of it onto a disk in one
of the Amiga floppy drives. You'll
end up with a boot disk in A-Max for-
mat. 1 highly recommend this method
of moving applications and data files
from Mac format to A-Max format.

If you don’t use an Apple floppy
drive, you will have the opportunity
to be introduced to a fourth format,
the Mini Transfer Disk (MTD) format.
It is similar to the dual format utility
disk that comes with the A-Max. It re-
quires access to a Mac as well. You
create MTD's via the Mac Disk Trans-

" fer program on the utility disk. These

can hold up to 272K of data.

If you want to move data files from
the Mac environment to the Amiga,
you need yet another format -- the
File Transfer Format (FTF). This cre-
ates a disk that can be used with the
File Transfer program that runs on
both the Mac and the Amiga. I had re-
liability problems with this process,
sometimes it would work and some-
times my Amiga would go off into
never-never land.

Custom Boots

Unlike the Amiga, all of the files
needed by the Mac system are stored
in a single directory, the System Fold-
er. It holds the startup application
(usually the Finder, the Mac’s equiva-
lent of Workbench); the system re-
source file named System,; fonts and
desk accessories (DAs) installed via
the Font/DA Mover; programs run at
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startup (INITs); control panel device
files (CDEVs); printer drivers; the clip-
board, scrapbook, and notepad files;
and other magical stuff. If you muck
with files in the System Folder without
knowing what you are doing you are
asking for trouble.

Also, if you run an application
from a disk that contains a System
Folder the Mac will switch to that
disk’s system. Any fonts, DA’s, or oth-
er goodies on the first disk are no
longer accessible. This is called
switch-launching and can be prevent-
ed by holding down the Alt key on
the Amiga when you start the applica-
tion.

A bare-bones boot disk must have
at least one DA, and four specific
fonts. You'll want to have the Control
Panel, and should also keep Key
Caps, Chooser if you plan on printing,
and Scrapbook if you want to do
much cutting and pasting between ap-
plications. The four fonts that must be
on every system disk are Geneva 9 &
12, Chicago 12, and Monaco 9. These
cannot be removed via the Font/DA
Mover. The latest version is 3.8. Make
sure you have a copy.

You'll also want to have a copy of
MultiFinder in the System. MultiFinder
is very useful with A-Max in resolving
memory conflicts that result from the
non-contiguous memory on the
Amiga. As far as CDEVs go, you'll
need General, Mouse, and Keyboard.

If you find that you run out of
room on your boot disk for fonts and
DA’s, consider getting either Font/DA
Juggler or Suitcase. These are pro-
grams that let you access fonts and
DA'’s not in the System Folder or on
the boot disk.

Mac floppy drives auto-eject flop-
pys, they do not have easily accessi-
ble eject buttons. The Mac operating
system keeps an invisible file on ev-
ery Mac disk, called the Desktop file.
This file is updated just prior to eject-
ing a disk. If you manually eject an A-
Max format disk without first letting
the operating system know you want
to remove the disk, you are asking for
trouble. A-Max handles this by flash-
ing a drive number in the upper right
corner of the screen if you forgot and

popped a disk out too soon.

The A-Max manual is confused
about System/Finder numbering.
There is no direct relationship be-
tween version numbers for System
and Finder. Official copies of the sys-
tem software come with an Installer
program that insures the correct pair-
ing between System and Finder ver-
sions.

Although the current A-Max does
not support hard disks, ReadySoft is
planning to introduce hard disk sup-
port by the end of the year. Com-
modore A2090, Microbotics, and Great
Valley Products controllers were spe-
cifically mentioned as part of the com-
ing upgrade. At least one third-party
hard drive controller manufacturer
(IVS) has demonstrated hard disk sup-
port, and several other companies
have stated that they will add support
if ReadySoft does not.

I would have preferred to see Mac-
intosh emulation as a task, running in
its own window. I also find running
on a floppy-based Mac as frustrating
as running on a floppy-based Amiga.
The System Folder on the Mac that |
use at work is over 2.5Mb, stuffed
with fonts, DA’s, CDEV’s, INIT’s,
sounds, and whatever else seems nec-
essary. Hard disk support is essential.

Summing Up

The A-Max is an exciting addition
to the Amiga family. It greatly ex-
pands the utility of the Amiga for
some users. (Applications, yes --
games and MIDI, no.) Certainly, if
you own an Amiga it makes far more
sense to buy an A-Max than a Mac, if
you use a Mac at work and just want
access to your Word or Excel files at
home. W

A-MAX $199.95
ReadySoft, P.O. Box 1222, Lewiston, NY
14092. (416)731-4175.

CIRCLE 178 ON READERSERVICE CARD

Mattbew Leeds is a well-known Amiga
Journalist, currently employed at a
software company where bis
workstation is a Macintosbh.
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PERSONAL COMPUTER SHOW
Come See The California Goldrush!
October 20-22, 1989
Santa Clara Convention Center

Santa Clara, CA

Over 10,000 Attendees and 120 Amiga Companies Will Be There.
STRIKE IT RICH AT AmiEXPO-CALIFORNIA!

Admission includes the Exhibition, Seminars, Keyvnotes & Amiga Artists Theatre!
120 Amiga Exhibitors Featuring State of the Art Software and Hardware, at the lowest prices!

Master Classes Available in Amiga Graphics, Video, Programming, Animation, Music and Publishing!
Seating for Master Classes is limited; call for schedule and availability before registering.
PRE-REGISTRATION DEADLINE IS OCTOBER 6, 1989
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For discounted airfares, call American Airlines at (800) 433-1790 and give them this ID: S-83536.
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SpaceCadet

Cute alien creatures automatically display
your free disk space

This innovative little C utility runs in

background on any Amiga (you don’t need

C to run it) and gives you instant readouts

of the amount of open space remaining on

all your floppy disks, bard drive partitions
and RAMdisks. This article explains the

structure of the C program, which was

written exclusively for AMIGA Plus by the

professional software developers

Jrom Blue Ribbon Bakery.

Just about everyone knows at least
one space cadet, but how many can
say they have one residing in their
own computer? No, we're not refer-
ring to the time when you tried to
stuff your little bother into a floppy
disk drive, we're talking about a terrif-
ic way to monitor the space remaining
on all your disk volumes.

Allow us to explain. By opening a
window and drawing an alien being
(officially called a SpaceCadet), our
program indicates how much space
currently exists on each disk in your
Amiga system -- floppies, hard drive
partitions and RAMdisks. The
SpaceCadet program is small enough
to keep running as a background
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task, so you can always have it for
reference.

Each SpaceCadet figure is partially
colored from toe to head. The filled-
in part of the figure indicates the
amount of disk space already filled.
The name of the disk is printed be-
neath the Cadet. Whenever a new
disk is inserted in a drive, or other-
wise activated, the display is refreshed
and a new SpaceCadet figure is drawn
in for that disk.

As far as we have been able to
test, SpaceCadet can handle even the
most supercharged, multi-drive Amiga
systems. However, the program ig-
nores the Workbench RAMdisk which
would always be shown as "full" be-

cause it automatically expands to fit
whatever is put into it.

To run SpaceCadet, just double-
click on the AMIGA Plus Disk’s
SpaceCadet icon and the aliens will
invade your screen. The Lattice C
5.02 source code for this program is
in the Programming drawer. C lan-
guage owners can recompile and link
this SpaceCadet source code. Just
type the command line:

LC -L spacecadet.c

Programming SpaceCadet

At first glance, the Amiga seems
like a programming labyrinth. You
must head off in one direction and
then another and another in search of
the right programming information,
before you finally ¢nd up with all the
knowledge you nced for creating
what you want. With SpaceCadet,
two key Amiga programming issues
need to be addressed:

1. We need to be able to find out
what disks are in the computer and
how much memory is currently used
in each one. This is an AmigaDOS
issue.

2. We need to draw a SpaceCadet
that is part red, part white. This is a
Graphics and Intuition issue.

Let's address each of these prob-
lems and implement a C programming
solution. These solutions will work
not only for SpaceCadet but will pro-
vide ideas, examples, and solutions
for further programming projects as
well.



By Melissa Jordan Grey and Todor Fay

We're assuming that you are rea-
sonably familiar with C on the Amiga.
However, if you are proficient in an-
other language and have worked with
data structures, you should have no
trouble following this.

Task 1

Getting volume names from Amiga
DOS on your Workbench screen, ev-
ery disk, or "volume," in your ma-
chine is displayed with a disk icon
and a name under the icon. Amiga-
DOS keeps track of each of these vol-
umes, so we need to get that informa-
tion. Doing so requires following a
rather obscure path, so fasten your C-
to-BCPL translators and hold on tight.
We start at the AmigaDOS library
structure. This is called DosLibrary
and is described in the include file "li-
braries/dosextens.h":

struct DosLibrary
{
struct Library di_lib;
APTR dl_Root;
APTR di_GV;
LONG dI_A2;
LONG dI_A5;
LONG dI_A6;

h

Accessing the DosLibrary structure
is easy. Just declare: extern struct
DosLibrary *DOSBase; in your pro-
gram. The startup code that is linked
in with your program (with Lattice C,
it is c.0) defines DOSBase and calls

Openlibrary("dos.library",0) which re-
turns the actual location of the DosLi-
brary structure. The startup code then
places a pointer to DosLibrary in
DOSBase. Looking at the DosLibrary
structure, we are interested in the sec-
ond field, dl_Root. This points to yet
another structure, called RootNode:

struct RootNode
{
BPTR rn_TaskArray;
BPTR rn_ConsoleSegment;
struct DateStamp  rn_Time;
LONG rn_RestanSeg;
BPTR rn_Info;
BPTR rn_FileHandlerSegment;

b

Now, things get interesting.
RootNode is the heart of AmigaDOS,
and we get our first glimpse of some-
thing truly frightening -- the BPTR
data type. AmigaDOS was written in a
strange language called BCPL. In C, a
pointer simply holds the memory ad-
dress of the structure it points to. For
example, if something is at memory
address 0x10028, the pointer holds
the value 0x10028.

In BCPL, a pointer holds the
memory address shifted to the right by
fwo. This is a BPTR. A BPTR for the
address 0x10028 would be 0x400A.
To make sense of a BPTR, shift it
LEFT by two, then treat it as a normal
pointer. A macro in the li-
braries/dos.h file called BADDRO
does just that. (By the way, an APTR
is a generic pointer that does not
need to be shifted.) The field in
RootNode that we want is rn_Info, a
pointer to a Doslnfo structure:

struct DoslInfo
{
BPTR
BPTR
BPTR
BPTR
APTR

IS

di_McName;
di_Devinfo;,
di_Devices;
di_Handlers;
di_NetHand;

Whew! We really are in, the
labyrinth. This gets us a little closer
to our objective. The BPTR
di_Devices points to a list of both de-
vices and volumes. Devices are the
physical hardware into which a disk is
placed (for example, DF0: and DHO:).
A volume identifies a particular disk
that is accessed through one or more
devices. For example, you may have a
disk which you labeled Whale Songs
with the Workbench Rename com-
mand. Whether you stick the disk in
drive DFO or DF1, it can be accessed
by name as the volume Whale Songs.
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Volumes and devices are repre-
sented by very different structures that
sit in the same linked list at which
di_Devices points. The second field
of each is an identifier that specifies
whether this structure is a volume or
device. The definition for a volume
structure is found in the include file
libraries/filehandler.h:

struct DeviceNode
{
BPTR dn_Next;
ULONG dn_Type;
struct MsgPort  *dn_Task;
BPTR dn_Lock;
BSTR dn_Handler;
ULONG dn_StackSize;
LONG dn_Priority;
BPTR dn_Startup;
BPTR dn_SegList;
BPTR dn_GlobalVec;
BSTR dn_Name;
¥

The field dn_Type holds the num-
ber 2 if this is a volume, 0 if this is a
device. A BCPL pointer to the next
Device or Volume is stored in
dn_Next. These two fields are in the
structure whether this is a Device or
Volume. So, if dn_Type is not 2, We
can safely access the next Device or
Volume simply by looking at the
pointer in dn_Next. Finally, dn_Name
points to a BCPL string that holds the
name of the volume. That's what we
are looking for, which brings us face
to face with BSTR, another ugly BCPL
data type. In C, a string is represent-
ed by an array of bytes stuffed with
ASCII characters, and the end of the
string is signaled by a byte with the
value 0.

A pointer to a C string simply
holds the address of the first byte. A
BCPL string is also an array of bytes,
but the first byte holds the length of
the string (thereby limiting it to a
maximum of 255 characters) and the
following bytes hold the ASCII charac-
ters. To point at such a string, BCPL
uses the BSTR data type, which, like
BPTR, holds the address of the first
byte of the string shifted right by two.
So, to get all of the volume names,
simply scan through the list of Devi-

ceNodes and, for every DeviceNode
that has a dn_Type of 2, grab the
name from the dn_Name field.
Getting the name is not enough.
We need to know some statistics:
How much disk space is there and
what percentage of it has been used.
Yet another AmigaDOS structure,
called InfoData, has what we need:

struct InfoData

{

LONG id_NumSoftErrors;
LONG id_UnitNumber;
LONG id_DiskState;
LONG id_NumBlocks;
LONG id_NumBlocksUsed;
LONG id_BytesPerBlock;
LONG id_DiskType;

BPTR id_VolumeNode;
LONG id_InUse;
|3

The InfoData structure carries in-
formation about the current status of a
disk. For example, the number of
disk errors that have occured are
stored in id_NumSoftErrors.
Id_UnijtNumber identifies the device
the disk is currently in. Id_DiskState
stores the current state of the disk
(read only, read/write, or validating).
Id_NumBIlocks stores the number of
blocks available on the disk.

We’ll use this along with the next
field, id_NumBlocksUsed, which
states how many blocks are currently
in use, to calculate what percentage
of the disk is filled. We use the
Amiga DOS routine Info( ) to access
the InfoData of the volume. But first,
Info( ) needs to know where to look.
We must pass it a FileLock structure,
created with the Lock( ) command.
Lock( ) and UnLock( ) are provided
primarily by AmigaDOS to guarantee
that no two programs write to the
same file at the same time. However,
they are also used as a way to identify
a particular file, directory, or volume,
and pass that identifier (the lock
pointer) from one routine to another.

We can get a lock on a volume
simply by calling Lock( ) and passing
it the name of the volume. Then,
pass that lock to Info( ), along with

an empty InfoData structure, and
Info( ) will fill in all of the InfoData
fields. That's it for part one.

Now, we can get a list of volume
names and information about each of
the volumes from AmigaDDOS. Fortu-
nately, that was by far the weirdest
part of this project. Anything is sim-
pler than dealing with AmigaDOS!
On to the next task...

Task 2

We need to draw the SpaceCadet
filled up to a certain leve] with one
color, much like a thermometer fills
up to the current temperature with
mercury. The simplest way to do this
is to have two full pictures, one of a
full SpaceCadet (red), the second of
an empty SpaceCadet (white). Then,
draw the bottom half of the
SpaceCadet with the bottom half of
the full image and the top half of the
SpaceCadet with the top half of the
empty image, the proportion of the
two being determined by how full the
disk is. The simplest way to handle
graphic images is with the Intuition
Image structure:

struct Image
{
SHORT LeftEdge;
SHORT TopEdge;
SHORT Width;
SHORT Height;
SHORT Depth;
USHORT *ImageData;
UBYTE sPlanePick, PlaneOnOff;
struct Image *Nextlmage;

This carries everything which
needs to be known to draw a simple
bitmapped picture. The LeftEdge and
TopEdge fields define the 0 coordi-
nates of the top left corner of the im-
age. Width and Height specify, in
pixels, the dimensions of the image.
Depth specifies how many bitplanes
there are to this image. ImageDarta
points to an array of 16-bit words, in
which the bitmap image is actually
stored. The bits in PlanePick specify
into which bitplanes of the destination
to copy the image, while the bits in
PlaneOnOff determine the color of
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the bitplanes that are not copied to.

Usually, PlanePick is set for all bit-
planes and PlaneOnOff is ignored, so
don’t worry about them. To draw an
image, use the Intuition command
Drawlmage(rastport,image,x,y). Rast-
Port is the graphics structure to which
the image is drawn. (Every window
has a RastPort.) X and Y are the co-
ordinates in the RastPort where the
top left corner of the image should be
drawn.

Drawing just
half an image
is not as easy as
it may look.

Drawing just half an image is not
as easy as it may look. We have to
reorganize the image data. Here’s
why: The data is arranged so that the
entire bitmap of the first plane comes
first, followed by the entire bitmap of
the second plane, and so on. Using
the height and width variables, Draw-
Image knows how far to index down
into the image data to pluck out the
data to draw a line in the proper bit
plane. If the Image Height is
changed, how far Drawlmage indexes
into the bitmaps is also changed.

An example might help clarify this
problem. Suppose we have an image
that is three pixels high, twelve pixels
wide, and two bit planes deep. The
height, width, and depth parameters
would therefore be 3, 12, and 2. Each
line of the image takes one word
(since the smallest size we are al-
lowed is a 16-bit word).

So, each bitplaneis3*1 =3
words. Since the depth is two, there
are two bitplanes, the second after the
first. The way they are arranged in
memory is as follows:

line 1 of bitplane 1
line 2 of bitplane 1
line 3 of bitplane 1
line 1 of bitplane 2
line 2 of bitplane 2
line 3 of bitplane 2
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Now, suppose we want to change
the height to 2 and draw only two
lines. If we simply change the height
parameter of the Image to 2, the data
to draw will look like this:

line 1 of bitplane 1
line 2 of bitplane 1
line 3 of bitplane 1
line 1 of bitplane 2

As you can see, the third line of
the first bitplane still makes it into the
image as the first line of the second
bitplane. We need to throw out the
unwanted line 3 and move the second
bitplane up:

line 1 of bitplane 1
line 2 of bitplane 1
line 1 of bitplane 2
line 2 of bitplane 2

Great! Now we know how to draw
the top half of an image. Copy over
the top half of each bitplane into a
shorter data image array. We also
need to know how to draw the bot-
tom half. This is accomplished by do-
ing the reverse, tossing out the first
lines of each bitplane, and shifting the
other lines up to fill the space. So,
continuing our example, if we want to
draw just the last line, height is set to
1 and the image data becomes:

line 3 of bitplane 1
line 3 of bitplane 2

We need a routine that takes an
image and shuffles the image data
around so just a portion of the image
can be drawn. In SpaceCadet, such a
routine exists. Called drawslice( ), it
takes an Image and draws it, starting
at a specified line in the image and
ending it at a second specified line.
Drawslice( ) is called just like Draw-
Image( ). But, in addition to the four
parameters that are normally passed
to Drawlmage( ), two more, Start and
Finish, are passed. These select
which line to start with and which
line to finish with. Drawslice()

works by creating a copy of the image
and copying just the bitmap imagery
it needs, following the rules outlined
above.

The remainder of the program is
very straightforward. An intuition
window is opened in Workbench with
ACTIVEWINDOW, NEWSIZE, and
DISKINSERTED IDCMP Flags set.
Every time the window is activated
(by clicking on it) or resized, or a disk
is inserted in a drive, Intuition notifies
the window with a message. At this
point, SpaceCadet scans the list of
volumes (our first task), and redraws
the window with a SpaceCadet for
each volume -- drawn part empty,
part full (our second task), with
name underneath.

This program could be improved
in many ways. For one, you might
wish to display more of the informa-
tion leaned from the InfoData struc-
ture, like how many bytes total exist
on each disk (id_NumBlocks *
id_BytesPerBlock). Or, you may wish
to display the devices, as opposed to
the volumes by grabbing them from
the DeviceNode list.

So, there you have it. A disk space
fuel guage right on the screen! Aside
from playing with SpaceCadet, you
can apply some facets of this article to
other projects.

Now that you know how to access
Volume and Device names, you can
write a sophisticated file requester.

- Use drawslice( ) to write a pro-
gram that cuts and pastes figures of
people. (You know, like those books
when you were a kid that allowed
you to combine the head of a pig
with the torso of an ostrich and the
legs of a rhino.)

- Improve on drawslice( ) so that it
will crop a picture in both directions,
horizontally as well as vertically. I

Todor Fay is the author of 10 different
Amiga software products including
Soundscape, 3-Demon, Who! What!
When! Where! and Bars and Pipes.
Melissa Jordan Grey is president of
Blue Ribbon Bakery, an Amiga soft-
ware publisber, and co-designer of
Who! What! When! Where! and Bars &
Pipes. They bave both been called
space cadets at one time or anotber.
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ANIMagic

FLASHY VIDEO ANIMATION EFFECTS GALORE

RATING  ++++

ANIMagic produces many slick
and professional video
animation effects. It is not for
the impatient, or for those
unwilling to learn multi-step
processes.

Aegis’ ANIMagic is a powerful
desktop video tool that can produce
some very complex and outstanding
animated digital video effects (DVE)
using one or two ordinary IFF files,
such as pictures, lettering or graphic
objects. The ANIMagic effects are
saved on disk in ANIM format, which
stores the first image completely and
then only stores the changes to that
image. This method significantly
speeds up the animation while cutting
down its size. ANIM is becoming one
of the standard Amiga graphics file
formats, so the animation you create
can be displayed using a number of
commercial video presentation pro-
grams, as well as the PlayANIM utility
supplied with ANIMagic.

To achieve your ANIMagic effects,
you start out by selecting one of the
22 DVEMaps furnished with the pro-
gram. These maps create effects ran-
ging from venetian blinds (the surface
of the blinds turns in segments to re-
veal a second image on the back) to a
rotating cube that displays a different
image on each surface. You can pro-
gram each of the DVEMaps in 9,025
different ways, so ANIMagic has the
capability of producing almost
200,000 different effects!

Control Panel
The heart of the program is the Ef-
fects Control Panel. It is here that you

Review by Steve King

select the effect you want, as well as
the number of frames for the effect.
You can specify a strobe effect which
leaves a trail of images and, if you
combine this with Translucent, the
trail will become lighter and lighter
until it finally disappears. Clicking on
the Grid button will open another
panel where you can choose the loca-
tions from which the effect will begin
and end. By clicking the 3DStuff but-
ton, you can specify the starting depth
of the image and produce an anima-
tion where the object starts as a small
point in the background and moves
towards you.

ANIMagic can
produce almost
200,000 variations
of effects.

The Backdrop Control Panel per-
mits you to choose which image or
colored background you would like
behind the animated graphic, and
even provides a moving shadow.

An effect lasting only several sec-
onds could require computing and
rendering up to sixty different frames.
ANIMagic provides a Preview button
to let you see a quick wire-frame ren-
dition of the entire effect.

A Palerte Panel gives you broad
control over the colors, and a special
optimizing feature can combine differ-
ent palettes from multiple pictures to
produce a new palette that best
matches the two pictures.

The Edit Bay Panel is where you
select the images as well as control

the actual animation process. Here
you can edit, splice, append and
overlay animations created both by
ANIMagic and other animation pro-
grams. Depending upon the com-
plexity of the effect and the screen
resolution, the animation process
could take anywhere from 15 minutes
to several hours, and the final ANIM
file might weigh in at several hundred
thousand bytes. But the end results
do justify the wait for ANIMagic’s ef-
fects. The program supports all
graphic modes (including HAM and
half-brite) as well as screen resolu-
tions up to 1008 x 1008 pixels.

Mouse Overwhelmed

While ANIMagic is entirely mouse-
driven (no alternate keyboard com-
mands) and you work entirely from
graphic control panels, the sheer
number of sub-panels and buttons de-
tracts from the friendliness of the pro-
gram.

The 86-page manual is full of tuto-
rials, but lacks the information and or-
ganization truly necessary to commu-
nicate a clear understanding of how
the program actually works. Creating
your animation requires many steps
and buffer swapping. The introducto-
ry tutorial animation, for example, is a
32-step procedure. If these are per-
formed incorrectly or in the wrong or-
der, you risk a visit from the Guru.
ANIMagic is not copy-protected and
comes with a separate data disk con-
taining graphics for the tutorial.

After you experiment and get used
to the program (which takes consid-
erable time), you will find you can
produce some stunning visuals. One

CONTINUED ON PAGE 42
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RATING  +++1/2

The Datel Data Acquisition Unit
is a functional, low-cost digital
storage oscilloscope that’s the
only one available for the Amiga.
If you need an oscilloscope for
testing electronic equipment,
this is well worth the price.

Of all the applications for the Amiga
that I have seen, the Digital Storage
Oscilloscope (DSO) may well be the
most esoteric. As a low-cost alterna-
tive to an actual oscilloscope, a DSO
makes it possible to check electronic
equipment using your computer.

As of this writing, the $179.99 Da-
tel Data Acquisition Unit (hereafter
referred to as the Datel DAU) is the
only DSO available for the Amiga.
On the other hand, there have been a
variety of DSOs available for some
time for the Macintosh and MS/DOS
computers.

The operational specifications are
impressive for such a low-cost unit.
It has an internal 6-bit analog to digi-
tal (A/D) converter which is rated at 5
million samples per second. The
overall 3 db operating bandwidth, for
the entire unit, is from DC to 1 mHz.
Up to 8,000 samples (4,000 samples
for each channel) can be stored in on-
board RAM.

Working Screen

The Datel DSO’s main working
screen is modeled after a typical oscil-
loscope. The right half of the screen
is nearly filled by a representation of

REVIEWNR

Datel

Data Acquisition Unit

DIGITAL STORAGE OSCILLOSCOPE FOR THE AMIGA

Review by Morton Kevelson

Inside the Datel DAU.

the cathode ray tube (CRT) of a real
oscilloscope. In most cases you will
want to illuminate the scope’s gratic-
ule (a calibrated grid) by clicking on
the GRAT button right below it. The
width of the CRT is 250 pixels, which
corresponds to the actual number of
samples which can be displayed.

The available sweep speeds are
from a minimum of 10 microseconds
to a maximum of 500 milliseconds.
The sweep speed can be changed in a
1, 2, 5 sequence, for example 10, 20,
50, 100 ... microseconds.

The gain of the vertical amplifiers
ranges from 100 millivolts per gratic-
ule division to 10 volts per division.
Like the sweep ranges, the vertical
amplifier gain canbe setinal,2,5
sequence.

Trigger Modes
The Datel DSO has several trigger
modes which initiate the sampling

operation. In the Continuous / Auto-
matic mode samples are repeatedly
taken as rapidly as possible. Each
sampling operation consists of a se-
quence of steps. First the signals on
both channels are sampled until the
selected buffer is filled. The size of
the buffer can be adjusted from a
minimum of 250 samples to a maxi-
mum of 4000 samples per channel in
250 sample increments.

In the Single/Auto mode the sam-
pling and display process is done on-
ly one time after the incoming signal
reaches the preset trigger level. The
resulting sample then remains in the
buffer and on the CRT. The Manual
trigger mode is similar to Single/Auto
mode except the sequence waits for
the user to start the sampling process.
The trigger level can be set from 1 to
64 with the higher numbers represent-
ing increasing sensitivity.

The Datel DAU also lets you aver-
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DATEL

COMPUTERS

AMIGA BURST NIBBLER - ONLY $49.98
*THE ULTIMATE COPY PROGRAM”

*Copies almost any commercial disk, 1 or 2 sides up to
85 tracks."Special 'Strategy Files’ cope with the most
advanced protection schemes. Decrypts many encoded
programs*Works with one drive or two.”Mullipie copy
option - many copies from one original.*Special format
parameters for non standard formats.”Full verify
option."Updates available - we ship the latest.

ROBOTARM - ONLY §$129.99

*FULL FUNCTION - 5 AXIS MOVEMENT

*Human like dexterity so versatile, it can manipulate small
objects with amazing ability."Controlied using 2 Joysticks
or connect 1o your Amiga with the Interface & Software
supplied to give COMPUTER ROBOTIC CONTROL
*Comss with
Accessories:
'Finger Jaws,
Magnetic At-
tachment,
Shovel
Scoop,and 2
Joysticks
*Uses 4 D
batt. (not sup-
plied), no com-
puter power to
power motor
movement

ACCESSORIES

*DATA SWITCH BOXES

$34.95 A/B Switch - $49.99 ABCD Switch

*A/B type connects two printers or accessories to one
computer or(vice-versa) "ABCD type connects four
devices to one computer (or vice-versa) “Centronics or 25
pin ‘D’ %pe connections.

"PRINTER CABLES - ONLY $14.99 6F1. Length

*25 pin "D’ to 36 pin Centronics 25 pin "D’ to 25 pin 'D*

PRO SAMPLER STUDIO - ONLY $119.99
*100% machine code software for realtime func-
tions."HiRes sample editing *Realtime frequency dis-
play*Reaitime level meters *Files saved in IFF format
*Adjustable manual/automatic record trig level *Varable
sample rate and playback speed "Hardware/Software
compatible with other packages *Reverse, copy, mix,
clear plus
other edit
facilities
*Microphone
and line input
1/4" Jack and
Din connec-
tions *3D shot
of sound
waveform
*‘Wave editor
to design your
own wave-
forms or adjust
existing ones.

COMMING SOON: 400DP1I SCANNER

800-782-9110

*ORDERS ONLY

CUST SERV / TECH
702-454-7700

MON-SAT SAM-6PM (PST) i |
FUESA TOAM-6PM

CALL US FOR LOWEST PRICES ON OTHER SOFTWARE / HARDWARE

DATEL 3.53" DISK DRIVE

$169.99 SINGLE DRIVE - $299.99 DUAL DRIVE
*Slimiine extra
low profile - 6°
long “Top
quality drive
mechanism
“Throughport
allows daisy
chaining other
drives "100%
compatible *1
meg unfor-
matted
capacity per
drive

DATA ACQUISITION UNIT- onLY $179.99

*Measure a wide range of data inputs.*Sample and
display events from microseconds to hours with
amplitudes from millivolts to 50 volts."DIGITAL SCOPE
DISPLAY - 2 channel inputs, manual or continuous
display, timebase 500ms/div to 20 us/div - accurate to
5%"6 bit lash conversion does 5 million samples/sec
"Adjustible trigger level *5 x zoom function *“Memory scan
*Load/Save functions, waveform enhancement, graph
displays
"Hardware
contains
onboard RAM
and Crystal
dividers
‘PLOTTER
DISPALY "2
channel and
memory recall
dispaly
‘Timebase
range 1 sec to
10 hrs per plot.

512K RAM CARD - NO MEMORY

ONLY $39.99 card only - $69.99 withCLK/CAL

*Plugs internally into a A500 slot*Switch RAM in/out with
switch supplied*With calandar/clock onboard time/date

automatically booted*Battery backed 1o retain time/date
~CALL FOR PRICES ON BOARDS WITH MEMORY~

MIDI MUSIC MANAGER - ONLY $59.99

*8 realtime Midi tracks for record/playback.*Works with
standard IFF files.*Adjustable track length - fimited only
by available memory."Play sampled sounds on Amiga
from any Midi track.*Full dubbing - listen to one track
while recording another.*Perfect companion for Pro
Sampler Studio or any music application.

MIDIMASTER - ONLY $59.99

*Full standard Midi Interface*Compatible with leading Midi
packages*Midi in - Midi Out x 3 - Midi Thru®Fully Opto
Isolated

ONLY $324.99 AND LOGIC ANALYZER - ONLY 5179.94

CALL FOR INFORMATION ON ORDERING
CALL US FOR THE BEST PRICES ON ALL YOUR SOFTWARE/HARDWARE NEEDS

DATEL COMPUTERS *ADD: $4.00 Shipping/ Handling in the
Continental U.S. : $7.00- PR, VI, AK, HI,

FPO. APO: $10.00- Canada / Mex: C.0.D.
orders add $3.00 to above shipping charges

3430 E. TROPICANA #67
LAS VEGAS, NV 89121

SPECIFY COMPUTER MODEL WITH ORDER
VISA/MC / Checks / Money Orders / C.0.D.
Accepted - Please call for return authorizaion
number - Returns subject (o 20% restocking fee.
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CONTINUED FROM PAGE 39
of my favorites was the Unfold9 effect
-- where each of the nine pieces of a
picture folds out of a stack at the cen-
ter of the screen. This effect, however,
took about 90 minutes to create. An-
other of my favorite effects has the
source picture on a pair of swinging
doors that open to reveal another pic-
ture in the background.

Simpler animation effects can be
achieved much more quickly using
other programs such as Deluxe Paint
III. But ANIMagic is a powerful effec-
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ts generation program that clearly can
do a lot for video professionals, or for
any Amiga-owning video enthusiast.ll

Steve King Hves in Wayne, Pennsylva-
nia and is a widely publsbed Amiga
tecbnical reviewer making bis AMIGA
Plus debut bere.

ANIMAGIC

Aegis Development, 2115 Pico
Boulevard, Santa Monica, CA 94404.
(213) 392-9972. Minimum 1Mb required
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$99.95

DATEL  conTiNUED FROM PAGE 41
age the results of 8, 64 or 256 sam-
ples. This potentially useful function
may let you extract some useful infor-
mation when a signal is obscured by
high random noise levels. The aver-
aging function can only be applied to
the sweep ranges from 500 millisec-
onds to 2 milliseconds. Unfortu-

The main screen is
modeled after a
typical oscilloscope.

nately, the unstable triggering of the
Datel DAU tended to negate this fea-
ture.

A Plotter display function is also
provided. In this mode about 75 per-
cent of the screen is turned into a
graphic display. The time base range
can be set from one second up to ten
hours for a full sweep of the screen.

Mouse Access

Access to the mouse is turned off
while the actual sampling takes place.
When the slower sweep rates are
used in conjunction with a large
buffer, the time that you cannot ac-
cess the machine may be more than a
minute.

There is no way to obtain a hard
copy of any of Date]l DAU’s waveform
displays other than using your own
screen dump utility. Improvements
could be made to the sample process-
ing. Features such as RMS extraction,
waveform squaring (corresponds to
electrical power), sum, difference and
product of the two samples could all
be inserted via software, without any
changes to the hardware.

Still, the Datel DAU is a functional,
low-cost, digital storage oscilloscope.
Despite various shortcomings, it is
well worth the price. B

DATEL DATA

ACQUISITION UNIT $179.99
Datel Computers, 3430 E. Tropicana
Avenue, Las Vegas, NV 89121. (800)
782-9110, (702) 454-7700.
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Pictures From A
Perfectionist

Best Amiga color reproductions you can get!
By Guy Wright, AMIGA Plus Contributing Editor

For almost two years,
Peter Lullemann’s
Pbhiladelphia Video Lab
has been producing
the bighest quality
slides, transparencies,
color prints, black &
white prints, and
videotapes being made

Jfrom Amiga grapbics.

S Hh araram

Many of the top Amiga
, . Amiga pro artist R. Shamms Mortier gets his master slides made at Philadelphia Video Lab.
Dpros use Peter’s services

~-developers, artists,

animators, publishers.

Very simply,
Peter is the best.

Even the best-quality color printers
— which most of us can't afford any-
way -- don't do justice to the graphics
we see on an Amiga screen. If you
just create Amiga art for your own en-
joyment, this may not be a big prob-
lem for you right now. But what if
you are an Amiga professional - a
software developer who needs a
clean screenshot for your package or
advertisement, a computer artist who
needs big prints for a gallery show, or

a producer of Amiga graphics presen-
tations?

Increasingly, Amiga graphics pros
are getting their hardcopies from a
small company in a suburb of
Philadelphia. At a very nice house, in
an upstairs study filled with absolute
top-line equipment, you can usually
find Peter Lullemann, owner and
founder of Philadelphia Video Lab.
You could say that Peter #s Philadel-
phia Video Lab. You could also say
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that Peter is a perfectionist driven by
his own standards to produce work of
the highest quality.

To understand why Philadelphia
Video Lab is the best when it comes
to Amiga graphics you have to under-
stand Peter. Born in Hamburg, West
Germany, Peter came from a family of
artists and engineers. He was always
fascinated with film, color, audio, tape
recorders, technology, and later video.
He wanted to become a film camera-
man, but that was just about impossi-
ble in post-war Germany. After serv-
ing a five-year apprenticeship in
graphic arts, he became a professional
photographer. From the beginning he
was constantly experimenting with
new film technologies, always search-
ing for ways to do things a little better
than anyone else. For 15 years he
was considered one of Europe’s best
photographers.

Early color film was difficult to
work with and Peter developed meth-
ods of calibration that were unique.
But unless your printing process
matches your film calibration, your
photos will never be perfect. Since no
film labs could guarantee the quality
he wanted, he started his own labora-
tory because, as he puts it, "I had no
choice." His lab was based on a very
simple idea, "Just do everything right
the first time." Soon the photogra-
phers who used to be his competitors
became his customers.

Video USA

Eventually, he wanted a change,
sold his business, and in 1977 he
moved to America. He had become
interested in video technology 10
years earlier and had some ideas he
wanted to work on. In America he
had the freedom to try out different
ideas. "In Germany I could never
have done these things because I was
not officially trained in this field. In
the U.S. you don't need a degree, you
just need an idea."

He started The Photo Lab, Inc. a
commercial film processing laboratory
that again specialized in doing things
right the first time. In the following
years, as his business grew, Peter be-
gan investigating the capabilities of in-

OCTOBER/NOVEMBER 1989

Philadelphia Video Lab 35mm slides of com-
mercial Amiga software screens.

dustrial video equipment. But it just
wasn’t good enough for his purposes,
so he moved up to broadcast quality
equipment.

In November 1985 he bought an
Amiga 1000. But with no video sofi-
ware or peripherals avaijlable and too
many other projects going on, he end-
ed up putting it in his basement.
During the next year or two, he did
intensive video research and finally in
1987 he decided that he was ready to
launch his next venture, the Philadel-
phia Video Lab.

Philadelphia Video Lab specializes
in generating slides and prints from
videotape. "Extended definition hard-
copy from video," says Peter. As with
everything Peter ever did, he gained a
reputation for producing the highest
quality work. His prices range from
$80 to $120 per image -- but if you
need the best, it’s worth it. His clients
range from major broadcast networks,
down to a man who took pictures
and videotape of his son’s birth.
When the local one-hour film devel-
oping house accidentally destroyed
the film, Peter made new prints from
the video tape.

Amiga Discovery
Just before Christmas 1987, Peter

bought an expensive "television com-
puter" and decided that it was a piece
of junk. He got so frustrated with the
computer that he dragged his Amiga
out of the basement to prove that
even an inexpensive "hobbyist com-
puter" could do a better job. It then
occurred to him that he could use the
same techniques for generating slides
and prints from the Amiga that he
used for his video clients.

After two weeks of experimenta-
tion he had the bugs worked out and
on January 4, 1988 he gave me a call.
Did I think it was worth while? Would
people be interested? When he sent
me examples of the things he was do-
ing I was certain people would be
very interested.

In a quiet way, Peter began pro-
moting his services to the Amiga de-
veloper community. At the same time,
he has been looking for ways to bring
down the costs of his services so that
anyone can afford them. And he has
been working on a few of his own
new products for both end-users and
developers.

Trade Secrets

So how does Peter generate such
high quality slides, transparencies and
prints from an Amiga? Anyone can do
it. Just study film, color, processing,
photography, and video for 20 or 30
years, then invest about $500,000 in
highly specialized camera and video
equipment, and finally have access to
one of the best photo processing labs.
It’s as simple as that.

When you ask Peter what kind of
camera he uses, his reply is straight-
forward, "I had to learn, experiment,
spend money, and make mistakes for
a long time before I could do this. If
someone else wants to know what
the techniques are, let them find out
for themselves. I will say that it is not
done with just a camera."

While Peter is very secretive, he
will talk a little about what makes his
process better. Since his basic system
is built around video, the process is
not just a slick screen shot. He first
takes the signal from the Amiga and
splits the image. One of the signals
goes into a waveform monitor and a



vector scope where he can accurately
check color levels and values. If he
needs to, he can adjust the signals
electronically. He also uses the scopes
to tell him exactly how to calibrate his
camera. From there the signal goes in-
to a $9,000 calibration monitor with
900-line resolution, which he uses to
check final screen output in case he
has to make adjustments.

The other IFF signal gets split into
straight RGB (red, green, blue) format
and sent to a $30,000 electronic cam-
era that he had custom-built. After he
checks the levels and values on the
scopes from the other signal, he cali-
brates the electronic camera. Then he
makes a three-pass exposure, one for
each of the RGB colors. Because
electronic cameras are so sensitive, it
is essential to get the calibration cor-
rect before making any exposures.

Another element is matching the
camera calibration to the processing
materials. Since every batch of pro-
cessing chemicals varies slightly, it is
almost impossible to match these two
elements -- unless, like Peter, you
have your own processing house.
Peter has been doing this for years, so
he knows how to calibrate and match
his signals, equipment, and process-
ing. He makes few mistakes and
doesn’t have to bracket his shots. This
saves him both time and money due
to expensive wasted film.

Breaking the Limits

Peter says, "Most people who buy
a $2,000 computer will put a $2,000
camera on it. That means a Polaroid
Palette. The Palette cannot be calibrat-
ed or adjusted the way a more expen-
sive electronic camera can be. So you
are stuck with what they give you.
You can go out and buy a $30-
$50,000 electronic camera. But you
still won’t have the control that I do,
or the experience."

Another element of Peter's work is
transferring Amiga animations to
videotape. He has all the equipment
necessary to produce master tapes
that can then be transferred to what-
ever format you need. He can do all
the electronic color corrections, edit-
ing, and titling you need. Right now

Anyone can do it.
Just study film,
color, processing,
photography,
and video for 20
or 30 years. Then
invest about
$500,000
in highly
specialized
camera and video
equipment -- and
finally have access
to one of the
best photo
processing labs.

he can do still images or RAM anima-
tions and he will be working on sin-
gle frame animation soon. These ser-
vices are not cheap -- Peter charges
$100 an hour. But the finished prod-
uct is of the highest quality.

Although Peter is careful about
guarding his secrets, he is more than
willing to help people -- particularly
when his advice will produce a better
result. One of the products that he is
working on now is a utility that will
help people select the right palettes
when working with Electronic Arts’
Deluxe Paint II and IlI. Another util-
ity will select legal palettes for HAM
software. Peter is also planning to is-
sue a videotape of his professional-
quality backgrounds.

One of the biggest problems Peter
encounters when transferring Amiga
graphics and animations to video is
the color. While the Amiga is about
the closest thing to a video computer
that you can buy at that price, it is not
perfect. For the most part the video
signals that the Amiga produces are
close to TV standards. However, the
Amiga is also capable of producing
"illegal" colors that have unusually
high saturation levels.

On the Amiga monitor everything
looks fine, but if you feed the signals
through a waveform monitor (a de-
vice for measuring video signals) you
can see that some colors jump way
off the scales. When you try transfer-
ring these signals to videotape, the re-
sults are very poor. While it is possi-
ble to clean up these signals in a
video studio with the proper equip-
ment (not just a genlock) it is much
easier to avoid using those colors in
the first place.

Peter’s product will give you giant
palettes with hundreds of legal colors
that you can pick from. This way, if
you ever wish to put your work on
videotape, you can be fairly sure that
what you see on the videotape will be
what you see on the Amiga screen.
He is also working on software for
calibrating your Amiga monitor to
professional standards. (If your moni-
tor is off when you create your work,
there is no way you can expect things
to be right when you go to film or
videotape.)

Even though Peter’s rates for his
services may seem expensive, they
are very reasonable for what he pro-
duces. He is also not getting rich by
doing work on the Amiga. So why
does he spend so much time and en-
ergy on the Amiga when he could
probably make more money from the
Mac or MS-DOS world? For the same
reason that you and I use the Amiga.
He likes the computer and the peo-
ple. "It is a very creative computer
with capabilities the other computers
don't have," he says. "Yes, I want to
make money from the things I do but
I also have to enjoy what I'm doing.
Besides, MS-DOS machines are bor-
ing."

When asked to describe himself
Peter said this: "I am not an artist.
When [ was a professional photogra-
pher in Germany I was only as good
as my art director. If they gave me
good directions I gave them good
work. I was more interested in the
technology behind the photographs. I
would have to say that I am only 40%
artist and 60% technician,” then with a
bit of a smile, "but, I am a very cre-
ative technician." 1
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DEADLINE: 90 days prior to cover date (e.g., December 1989 closes September
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Clip this coupon, attach to typewrliten copy and send with remittance to
address on the lefi.
HANDWRITTEN COPY WILL NOT BE ACCEPTED
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For The Dealer Nearest You!
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EAST COAST  WEST COAST
615-478-5760  206-882-2009 mias

Even Up The Score!

Let your Amiga give you the Advantage
in making better investment decisions!

Color graphics of Individual Stocks and General Market
Trends help you make more profit in this volatile market.
High Low Close, Moving Averages, Centered Moving
Averages, Volume, Relative Strength, Stochastics, Wilder's

) RSI, Cycles, Trend lines and Momentum. Powerful re-
Eﬂgg‘,;?g ports such as the Relative Strength Report help you pick
the best performers. Use the Market Barometers to help
you time your market entries. Update Stocks, Mutual
Funds and Commodities manually or automatically. Easy
to use communications included.

Only $9995

See your local Dealer or Call:
Software Advantage Consulting Corporation
37346 Charter Oaks Blvd
Mt. Clemens, MI 48043 (313) 463-4995
Amiga and the Investor's Advantage are trademarks of their respective companies.
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Hard-Copy Output

Tips and tricks to help you get the most from your Amiga printing

All printers have a most
favorable paper and some
manufacturers even supply a
paper carefully designed to
match their printing
technology. It is well worth
your efforts experimenting
with various types of paper to
get the most desirable results
from your ribbon or inks.

The most commonly used terms to
identify paper mostly fall under the
heading of "finish" -- surface charac-
teristics which help identify the vari-
ous grades of paper and affect the ink
application results. Paper finishes are
either porous or smooth, and either
coated or non-coated. Porous paper
allows deeper absorption of the print-
ing medium and aids quick drying
characteristics which avoid ink smear.
Smooth finish retains more printing
medium on the surface of the paper
which helps create a brighter, more
vivid image.

Coated paper has substances ap-
plied to its surface for added control
of paper appearance and printing
properties. Coatings print brighter,
more solid-appearing color. Your ink
may run or smear if you use too

Column by Curt Kass

smooth a finish, or pick the wrong
coating combination for your particu-
lar printing medium. With high-
porosity paper or no coating addi-
tives, your particular ink application
may appear dull and lifeless. Porous
paper may use a coating 1o counter its
dulling ink blotting characteristics
while retaining its quick drying fea-
ture. The Canon PJ1080A roll paper is
an example of this combination.

Sizing adds substances to the body
of the paper for greater strength, wa-
ter resistance, and better receptivity
for coatings. The combination of
coating and sizing called ink receptiv-
ity is the final degree of control over
ink penetration and ink spread, flow
or bleed. This can be the difference
between seeing the individual dot, or
allowing the dot to flow and merge
with its neighbors for a solid fill or
over-fill of ink.

Paper is also manufactured in vary-
ing weights. However, most comput-
er printers have limited capabilities to
feed stock of less than 16 pounds or
more than the standard 20-24 pound
thickness. Note that paper weights
can be confusing. Basis weight (also
called Substance weight) indicates
how many pounds that 500 sheets of
a particular paper weighs in the basic
size for that grade paper. For exam-
ple, bond, book, index, and cover pa-
per all have different basic sizes.
Considering size along with the
weight effect caused by porosity and
manufactured additives, an 80-pound
book paper may be a similar thick-
ness to a 20-pound bond. Due w0

this, some printer manuals list a paper
thickness feed range instead of a
pound size.

For reference, this page of AMIGA
Plus is Lithobright 45-pound coated
text (book) stock, and the AMIGA
Plus cover is Sterling 80-pound coat-
ed, gloss-finished text (book) stock
paper.

Explore various types of paper by
visiting office supply stores, art stores,
and paper distributors or manufactur-
ers. The last two sources are usually
willing to provide you with samples at
no charge and, more important, will
further your paper education.

Dot-matrix ribbon printers are de-
signed to print well on plain paper.
Coatings and very smooth paper will
increase vividness of color to some
degree and may allow you some con-
trol over ribbon smear. Anyone using
the Canon PJ1080A or Quadrum
QuadJet or Radio Shack equivalent
will find that Hewlett Packard Paintjet
paper works very well and is readily
avaijlable. I use the Z-fold paper and
tear off the micro perforations -- it is
not as expensive as the 8 1/2"x11" cut
sheets.

If you substitute the Canon inkjet's
coated but porous roll paper with a
smoother finished paper you must
avoid smearing. To accomplish this,
remove the printer’s clear plastic pa-
per-cutting blade to prevent the fresh-
ly printed ink from contacting its sur-
face, and give the paper special han-
dling for the few moments necessary
for the ink to absorb and set. Some
plotter papers which generally have a
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very smooth finish will also produce
brighter results on the Canon with a
little more bleed of individual ink
dots. I have not yet found an equiva-
lent or better paper for the color HP
PaintJet or the Xerox 4020. Readers
could use a tip from anyone who has.
In fact, readers of this are encouraged
to send their output tips in care of
AMIGA Plus and help spread the out-
put magic of the Amiga.

DeskJet & Super_DJ

Widely used throughout the Amiga
desktop publishing community, the
Hewlett Packard DeskJet printer is a
300 dots-per-inch inkjet printer with
output that rivals the quality and ver-
satility of laser printers -- for less than
half the price. It can even achjeve
PostScript capabilities with the
PrintScript software I reviewed in
AMIGA Plus #3.

The DeskJet's inkjet operation is
quiet compared with dot-matrix or
daisywheel printers. Plug-in ink car-
tridges and font cartridges make main-
tenance and expansion easy and effi-
cient. (However, I did find consid-
erable differences between several
Hewlett Packard 51608A black ink
cartridges when printing graphics. I
am continuing to look into this and
will keep you informed.)

It's a spelibinding experience for
the new DeskJet owner watching the
almost silent print cartridge whiz back
and forth as it prints 120 characters
per second letter-quality and 240 cps
draft mode. Hewlett Packard is now
introducing the Desk]Jet Plus, which
promises even more speed and more
fonts. List price for the DeskJet Plus
is $995 - same as the original DeskJet
which now lists at $795 and can be
found for $600 or even less.

One problem is that the Amiga
drivers available for this printer did
not fully harness all its impressive fea-
tures. This prompted Gerald Hull of
Creative Focus to program the Su-
per_DJ printer driver. Hull felt that
Commodore’s Workbench 1.3 driver
produced darker graphic values that
tended to look all the same, so he
programed a look-up table to improve
gray scale differentiation.
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Hull did not incorporate a com-
plete image processing program
where you could set the gray levels
yourself by changing brightness and
contrast. So he had to hit the middle
of the road as a compromise and he
frankly states, "On some pictures that
do not have a lot of gray scale, the 1.3
driver is better. But Commodore’s
DeskJet driver doen't control the car-
tridges, and every time you change
Preferences it drives you crazy by re-

setting to the internal Courier font."
Printing graphics with Super_DJ is
where [ spent the most time checking
things out. [ had previously experi-
mented with printing images on the
DeskJet and knew that generally the
most favorable 1.3 Dithering setting
for the DeskJet is Halftone in letter
mode. I double-checked this with Su-
per_DJ and found it to be the same.
An image printing too dark with
the 1.3 driver at Ordered [letter mode]

Super_DJ DeskJet Output

Binghampton IFF image from Super_DJ program disk -- captured in black & white using DigiView, imported
into Professional Page, output at the halftone dither setting. Printed on Hewlett Packard DeskJet at letter
mode. Time: 5 minutes, 10 seconds.

Printed using Super_DJ driver.




Butterfly is a colorized and line-enhanced clip-art image created using Deluxe Paint 320x400 and image-captured with
Digi-View . Printed using 1.3 Preferences HALFTONE:Dithering

Canon PJ1080A

(inkjet - 83 x 84 dpi)

LEFT: Canon PJ1080A coated roll paper.
RIGHT: Hewlett Packard Paintdet Paper

Canon paper is too porous and its coating alone is
not effective enough to prevent dulling of colors.
PaintJet paper traps more ink on its smooth surface
for more vibrant color, while the coating holds ink
bleed more effectively . With a better paper the
PJ1080A shines, and only a lower dpi holds it back
from matching the twice-the-price HP PaintJet.

Paper Comparison Output

Star Micronics NX-1000 Rainbow

(ribbon - 240 x 216 dpi)

LEFT: Champion Chrome Coat 60 Ib Litho paper.
RIGHT. Champion # 4 grade 24 Ib bond paper.

Some ribbon printers thrive on “cheap® plain paper.
The stock Rainbow four-color ribbon likes a fairly
smooth surface to hold ribbon smear and to trap ink
for a bright look. Here the modest Champion bond
does the trick, though it does allow a little too
much bleed which overpowers the light blue and
turns the Butterfly' s right antenna red. The ultra
coated, super-smooth, premium grade Chrome
paper traps the ink perfectly and gives the Butterfly
a proper orange left antenna. But the ultra surface
causes smearing by retaining too much ink on its
surface to work with an impact ribbon printer.

Hewlett Packard PaintJet

(inkjet - 180 x 180 dpi)

LEFT: Champion Ghrome Coat 60 Ib Litho paper.
RIGHT: Hewlett Packard PaintJet paper.

Here is a good example of how important the paper
is to a particular printing application. The paper
especially designed for the PaintJet outperforms
any paper | have tried with this unit. The Champion
Chrome Litho paper is one of the finest surfaces to
use for many lithographic printing applications.

will change to a modified lighter-
scaled version when printed using the
same settings with the Super_D]J
driver. Changing Ordered to [draft
mode] produces nearly unusable
proofs with too much emphasis on
similar value dark grays when using
the 1.3 driver. Print the same image
at Ordered [draft mode] with Su-
per_DJ and you achieve a super dif-
ference. The image results when us-
ing the Halftone setting parallel the
above findings, the difference being
that one or another Dithering settings
will output "better” depending upon
the nature of -- composition, satura-
tion, values and possibly hues of that
particular image.

The best examples of what Su-
per_DJ can do are the comparison im-
ages printed with this review. What
looks "better” to individual viewers is
somewhat a matter of personal taste.
However, I think these sample pic-
tures show that Super_DJ can produce
more pleasingly varied shadings than

the noticeably darker 1.3 output.

I also tried Super_DJ with excel-
lence! to see how it would help a
word processor. With many pro-
grams, including excellence!, one of
the worst quirks of the current 1.3
DeskJet driver is unnecessary page
feeds. Super-DJ fixes this, but unfor-
tunately when using excellence! with
the DeskJet the top margin place-
ment will shift lower each time a mul-
tiple copy of a document is printed.
This quirk occurs when using either
the 1.3 DeskJet driver or Super_DJ
and is related to perforation skip. It
will also exist in other programs that
issue extra linefeed commands. With
Super_DJ, the reset switch is used to
maintain top margin placement after
printing each document.  The Su-
per_DJ manual covers such situations
adequately, although there is still a bit
of trial and error involved. This nine-
page manual, which you print from
disk, provides DeskJet owners with a
clearer understanding of some opera-

tions than the official 250-page HP
manual.

Font control with Super_DJ is a
somewhat clear improvement over the
1.3 driver. A high point is more direct
control over the DeskJet font sizes via
its toggle key switch. For the
DeskJetter who uses font cartridges,
Super_DJ enables you to use Amiga
sequence printer commands to select
bold and italic, or any 8-bit character
sets the DeskJet supports if your word
processor can download escape com-
mands along with text.

SUPER_DJ

Creative Focus, Box 580, Chenango
Bridge, NY 13745.

CIRCLE 177 ON READER SERVICE CARD

$25

Curt Kass is an artist/designer in the
Grapbic Arts Department of tbe Uni-
versity of Wisconsin at Mihwaukee. He
also is tbe developer of Palette Printer,
color proofing software for the Amiga.
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USING
YOUR

AMIGA
PLUS
DISK

Every article in this
magazine with a disk
icon on its first page

bas accompanying
Sfiles on the
AMIGA Plus Disk.
-Most programs on this
FULL disk can be run
by just clicking

on their icons from

the Workbench.

o use the AMIGA Plus Disk, first make a
copy and store the original in a safe place.
Then boot your Amiga with your standard Work-
bench (version 1.2 or higher) and insert your
copied AMIGA Plus Disk in any drive. Double-
click on the AMIGA Plus icon to see the disk
contents --including the Instructions scroll.

DiskANIM and TASS

On this Issue’s disk, you will see an icon called
MakeT ass. Double-click on this to run a script
that will decompress the drawer called TASS
and put it onto a different floppy disk, or onto
a partition of your hard disk. TASSis the sys-
tem of programs including DiskANIM -- which
plays long-running animations from your hard
disk. You'll also find additional handy utilities
in the decompressed TASS drawer.

In order to fit in all the special features on
this issue’s AMIGA Plus Disk, we needed to
compress the entire TASS system into a single
file. When all the directories and sub-

directories in TASSare recreated, the whole
system will fill more than half a floppy disk. In
its current form, the file with the decompres-
sion software fills less than a quarter of the
AMIGA Plus disk.

To rebuild TASS, you will need a blank, for-
matted floppy disk. When this disk is ready,
double-click on the MakeTass icon. The
MakeT ass script will ask you some questions
about your system and proceed to copy TASSto
the destination of your choice.

Before you can start DiskANIM (or any oth-
er program) from the TASS drawer on your new
floppy, you must double-click on the drawer to
open it, and then double-click on the Startup
icon. (This Startup icon takes care of some
necessar assignments for TASSand will also
start ARexx, if it's available.)

After Startup is activated, you will also see
the TASS ShowText module displaying a de-
tailed file of instructions. You can click on
the TASS Load box to view other text files, or
just click on the Amiga close gadget in the up-
per left corner to exit ShowText.

The other icons in the TASSdrawer will run
other modules, many of these modules acces-
sible from within one another as well. Help is
always available by pressing the Help key
while the mouse is over the gadget in ques-
tion. Further help can then be obtained by
clicking on the names of the additional Help
files in the text.

SpaceCadet

SpaceCadet is a cute and useful utility that

will show how much free space is left on your
disks. For each floppy, RAMdisk, or hard disk
partition in your Amiga system, the program
displays a partially filled-in space alien. Just
double-click on the SpaceCadet icon and the
aliens will invade your screen. The Lattice C
source code for this program is in the Program-
ming drawer.

Music Drawer

The Music drawer holds Rob Griffith’ s sound
demonstration accompanying his M software
review in this issue of AMIGA Plus. Just dou-
ble-click on the Nebula icon to hear "Nebula
City Blues.”

Promise Drawer
The Promise drawer holds the Promise spelling
checker software. Torunit, first copy the

Promise drawer to a separate disk. Then dou-
ble-click on the AssignPROMISEHere icon in
the drawer to make the correct assignments
for Promise. Now you can double-click on the
Spellcheck icon to check the spelling of your
documents.

Pointers Drawer

The Pointers drawer contains GetPointer and
PutPointer , easy-to-use stand-alone C pro-
grams for playing with the mouse pointer im-
age on your Amiga.

You will also notice some 20 icons with
names that end with .p -- these are pointer
data files for use with PutPointer. To view any
of these ready-made pointers, simply double-
click onits icon. For some of the smaller im-
ages, you may need to click around a few
times before you actually hit the icon. Double-
clicking on the PutPointer icon will restore the
pointer to the original Workbench arrow.

Both GetPointer and PutPointer can be run
from the CLI, where they have several addi-
tional options available. For example, Get-
Pointer can also save the pointer data in the
form of C language declarations, which can
then be incorporated into your own programs.
PointerDemo is a small C program which
serves as an example of the use of these point-
ers in a program. Just double-click onit, and
then click on various windows to see the
Mouse pointer change. Source code for these
programs is in the Programming drawer.

Programming Drawer
This drawer holds Todd Petit' s AmigaBASIC
mouse pointer programs CustomPtr.bas and
GetPrefs.bas. There are also a few example
pointers in AmigaBASIC format, and some
.bmap files which the programs need. To run
the BASIC programs, you will need to move
these files onto a disk with AmigaBASIC on it
An easy way to do this is to just drag the entire
programming drawer over to a copy of your Ex-
tras disk with some room on it.

in addition, the Programming drawer con-
tains the fites for Daniel Wolf’s article about
Exec message passing. To try the assembled
programs, double-click on the Whisper icon.
This will run a script to open two CLI windows
named Fred and Wendy. Then follow the
prompts and you'll see Fred and Wendy’s all-
too-brief messageport tete-a-tete.
Finally , the C source code for SpaceCadet (Lat-
tice C)and the pointer programs GetPointer,
PutPointer, and PointerDemo (Aztec C)is also
found in this drawer. &

All programs on this issue's disk are Copyright 1989 by AMIGA
Plus untess specifically referred to as ‘redistributable.”

In order to speed up disk access, the entire disk has been
grocessed with Blitz A Oisk (B.A.D.} from M.V. Micro
(distributed by Centaur Software, Inc.).
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Promise:
95,000-Word Spell Checker

FAST,

This issue’s AMIGA Pius Disk
features Promise, a quick and
efficient spell checker with a
dictionary of over 95,000
words. With a mere click of
the mouse button, you can
add words to your own custom
dictionary, and Promise will
even check for basic

punctuation errors.

Even writers who hate spell check-
ers will love using Promise. This slick,
feature-packed commercial software
from The Other Guys was marketed
for $49.95. Promise boasts a fast-
searching 95,000-word main
dictionary, easy graphic interface and
lots of unusual and useful tools -- in-
cluding simple punctuation checking,
and a helper module that suggests al-
ternate spellings for words you're re-
ally unsure about.

Promise is designed to be compati-
ble with as many word processors
and editor formats as possible.

POWERFUL,

EASY-TO-USE,

SOLD AT $49.95

Special AMIGA Plus Disk Bonus

T T I

(P —

Among the formats that Promise can

work with are Textcraft 1.0 files, FTXT

IFF files (Textcraft later than 1.0), for-
matted ASCII files (Scribble and
Notepad), dot commands, standard
ASCII, IFF standard format,

ProWrite, etc., etc.

Getting Started

Promise is featured on this issue’s
AMIGA Plus Disk. To use the pro-
gram, first double-click on the
Promise drawer icon to open it. Then
double-click on the icon labeled As-
signPROMISEHere — which tells
Promise where to look for its various

support files. Now you can double-
click on the Spellcheck icon. Promise
then opens a window with several
gadgets and loads the main
dictionary.

After the dictionary has been load-
ed, click on the Select Input File bar
to bring up a file requester box. Use
the gadgets to select the drive that
your text file is on, or type the name
of the drive in the Disk Drawer box.
Choose the file you want to check
and click on OKAY to return to the
main window.

Click on the Start Spelling Check
gadget. Promise will read your file --
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at 1,080 words a minute -- and check
each word against the main dictionary
plus any custom dictionaries you have
loaded. You can have as many as
three custom dictionaries in memory
at once, each with up to 20 words.

To put Promise on a separate disk,
or onto your hard disk, copy the en-
tire Promise drawer from your AMIGA
Plus Disk. Dragging the drawer icon
to the new disk icon will work just
fine. If you rename the new floppy
as Promise, you won't need to use the
AssignPROMISEHere icon anymore.

Corrections and Changes

When Promise finds an unfamiliar
word, the surrounding text will ap-
pear in the main text window, with
the unknown word highlighted. If the
word is correctly spelled, you can tell
Promise to ignore the word this once
-- or throughout the document. If the
word is one you expect to use fre-
quently, you can add it to a Custom
Dictionary simply by clicking on the
appropriate bar. (Be sure to Save
Custom Dictionary when you finish
checking the document.)

If the word is spelled incorrectly,
and you know how it should be
spelled, you can click on the word in
the Correction box, make your
change, then click on either Change
This Once or Change All Occurences
to make the change in your text.
Make sure the word in the Correction
box is spelled correctly before you se-
lect either Change option. Promise
will accept any change you make in
the correction box, whether it is cor-
rect or not.

Punctuation Checker

The punctuation checker can be
turned on or off. As you run the spell
checker, the punctuation checker also
checks to see that sentences begin
with capital letters, that punctuation
marks are not doubled, that commas
and periods fall inside single or dou-
ble quotes, and that colons and semi-
colons always fall outside quote
marks. Sorry, possessives and con-
tractions are beyond the scope of this
(and most) spell checkers — you'll still
have to check for yourself that you're
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using the proper form of "its/it's" or
"theirs/there’s."

Spelling Help

If you're not sure about the
spelling of a word, click on the Help
With Spelling bar and a new box will
appear, showing the word in question
and any similar words from the
Promise dictionary. You can help nar-
row down the search by editing the
unknown word, using asterisks (*)
and question marks (?) as wild cards.
Use asterisks to replace unknown
parts of a word, and a question mark

You'll never have
to sweat again
over those
exceptions to "i
before e except
after c."

to replace specific letters when you
know exactly how many letters are in
a word, but not the order in which
they appear. You'll never have to
sweat again over those exceptions to
" before e except after c."

If any of the suggested words is
correct, click on it and the word will
appear in the Word To Export box.
When you return to the spell checker,
this word will appear in the Correc-
tion box. Click on Change This Once
or Change All Occurrences to replace
the mispelled word in the text.

This spellhelp portion of Promise
can be run independently of the spell
checker. Simply double-click on the
spellhelp icon in the Promise drawer
and the window will come up. The
spelling helper does not actually load
the dictionary into memory, and uses
much less memory than the spell
checker. Using multi-tasking, you
should be able to use your favorite
word processor with the spellhelp
program running in the background
where you can easily access it for aid.

Custom Dictionaries
Each custom dictionary you create

can hold as many as 20 words. You
can load three different custom dictio-
naries to be used along with the main
dictionary. If you want to change dic-
tionaries, you must first click on Clear
Custom Dictionary to remove the old
dictionaries, and then load the new
ones.

You can only make a custom dic-
tionary while using the spell checker
to check a document. But you can
easily create a text file containing
words you want to enter, or to check
to see if the words are already in the
main dictionary.

For example, if you write about us-
ing your Amiga you will probably
want to create a custom dictionary of
technical terms (such as the word,
Amiga). You can use your word pro-
cessor to make a list of such words,
save the list'to disk and then use
Promise to check the list. You'll see
which words Promise already knows,
and any unknown words can be
added to your new custom dictionary
with just a click on the Add to Custom
Dictionary bar. Save the dictionary
with a descriptive name, and whenev-
er you want to write about the Amiga
your custom dictionary will be ready
to load.

Of course, Promise can't check any
words that aren’t already in its dictio-
naries. It will assume that any words
you enter in a custom dictionary are
spelled correctly. Any mistakes you
make may multiply if Promise gives
you your own misspellings as Sug-
gested Words. A little care while set-
ting up your dictionaries can save you
a lot of trouble later.

Manual Available

Promise is a well-designed pro-
gram that's really easy to use. We be-
lieve this article explains all the essen-
tial commands you’ll need to know.
However, if you wish to have com-
plete documentation, the 20-page
original Promise manual is available
from The Other Guys. For your man-
ual, send a check or money order for
$5.99 plus $1 for shipping and han-
dling to: The Other Guys, 55 North
Main Street, Suite 301-D, P.O. Box H,
Logan, Utah 84321. W




Designasaurus

WALK YOUR DINOSAUR THROUGH A PERILOUS PRE-HISTORIC ENVIRONMENT

RATING: ++++1/2
Designasaurus is highly
recommended, although its
poignant introduction fo nature’s
life-and-death struggles may not
be appropriate for a very young
child. However, the "Build Your
Own Dinosaur" section of the
program is an excellent
stand-alone game that’s totally
suitable for children of any age.
Prints dinosaur posters and
T-shirts too.

Britannica Software has released a
terrific kids’ program called Desig-
nasaurus. The first time I tried play-
ing this with Hannah, my 2 1/2 year
old daughter, it took some explaining
as to why all the pretty dinosaurs kept
getting eaten by a mean-looking
tyrannosaurus rex. Nevertheless, nat-
ural violence aside, Designasuarus re-
ally is an excellent piece of education-
al software, even for pre-schoolers.

You get to walk a dinosaur
through five eco-systems with your
mouse. You must survive in a pre-
historic environment of swamps and
deserts, making decisions about
where to go and what to eat, that
would be suitable to the attributes of
whichever dinosaur you choose. If
you selected a brontosaurus, you
must spend most of your time finding
and eating treetop vegetation while
keeping an eye out for that nasty, car-
nivorous trydnnosaurus rex.

As you stomp and munch through
the well-drawn pre-historic screens --
with excellent dinosaur sound effects
-- a display tells you the status of
items such as your present caloric in-
take, existing vegetation, terrain and

Review by Dean Friedman

the operating ecosystem. The point
of Designasaurus, and its beauty, is
that it really does demonstrate in an
almost poignant way how the balance
of an ecosystem is maintained. The
relationship between grazers and
predators is presented clearly and
simply.

Another aspect of the game that I
appreciate is that it is dramatically
slow. It’s not your typical arcade
shoot-’em-up. Designasaurus allows
players time to focus on -- and start
worrying about -- the real issues of
the game. When will I eat next? Is
there sufficient vegetation in this envi-
ronment to support life? Will I be eat-
en myself? Will I starve? These are
serious issues, relating not only to the
dinosaur’s world, but to our own.
And it is well-handled in the context
of an enjoyable and educational
game.

Build Your Own

But that's just the first part of De-
signasaurus. The second part is abso-
lutely hysterical. You get to actually
design your own dinosaur skeleton.
You select body parts -- head, body or
tail -- from the files of the Natural His-
tory Museum. As you view each file,
you are given information about the
body part, what dinosaur it comes
from, its classification -- phylum, class,
order, family and so on -- plus brief
notes about the dinosaur’s lifestyle.
You can combine the head, body and
tail of any of the different dinosaurs in
the file. The unusual creature you
wind up assembling is then displayed
and can be printed out.

This may seem like just a silly
game. But in the process you end up

DESI

DerignlWare

—]

with a substantial amount of knowl-
edge about dinosaurs, and a good feel
for how their different skeleton types
tell us things about how those di-
nosaurs actually lived.

The Designasaurus disk also con-
tains a library of 12 dinosaur illustra-
tions that can be printed onto a sheet
of paper, or in a large four-page
poster. You can even print onto a
sheet of T-shirt iron-on transfer paper
for decorating your own dinosaur
T-shirts. W

DESIGNASAURUS $49.95
Britannica Software, 345 Fourth Street,
San Francisco, CA 94107.

(415) 546-1866.

CIRCLE 165 ON READER SERVICE CARD

Dean Friedman is a musician,
illustrator and programmer living in
Peekskill New York. In addition to
having a number of bit records to bis
credit, be is the autbor of several
bestselling books and videos about
music synthesis. He is currently
designing interactive children’s video
games for Nickelodeon.
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NOW AVAILAB (EFOR
i.LM&_ AND ATARI ST

* It’s the best flight simulator yet put on a microcomputer. .. 8 must
far any Mac owner. .. John Dvorak— San Francisco Examiner

= Other Hlight simulators ... pale te insignificance compared (o
FALCON. .~ Jack Warner — United Press International

* “Flymg FALCON is nathing short of exhilarating..
Howard Bornstein — Computer Currents

CIRCLE 026 ON READER SERVICE CARD

Amiga & Atan ST screen

FALCON TAKES
TOP HONORS

 BEST SIMULATION

« BEST ACTION/
STRATEGY GAME

 BEST TECHNICAL
ACHIEVEMENT

THE F-16
FIGHTER SIMULATION

Climb into the FALCON cockpit and fly a
highly realistic simulation of the F-16A
Fighting Falcon. Perform fighter maneu-
vers while engaging enemy MiG's in
dogfight baules OR connect two com-
puters and go head-to-head against
another plane piloted by a second
person. Realism is captured by use

of sound and digmzed airplane images,
advanced radar mechanisms, and four
alternatng heads-up-displays. Muluple
levels and missions challenge even
expert pilots, Feel the exhilaration of
power, speed, and maneuverability

af the F-16 as you claim the skies

as FALCON territary!

FALCON-&vailable on Macimosh (1 Megl [8M 256K, Amiga
812K, and Atar ST 512K

2061 CHALLENGER DRIVE
ALAMEDA, CA 94501 (415) 522-0107

FALCON and Spectrom HoloByte are trademarks al

SPHERE Inc Macimosh and [BM are regitered trademarks
of Apple Computer, Ine and Imermational Business Machines
respectively Amiga is a rademark of Commodore Amiga, In
Arar and ST are registered trademarks ot Atan Lo



- Desktop
Motion Pictures

COMING SOON TO A THEATER NEAR YOU

It’s the local neighborhood
theater. Lights dim and the
music comes up. On the big
screen is your own animated
movie! A desktop animated
feature. Impossible? No. You
can now transfer images
directly from an Amiga to

35mm motion picture film.

Many Amiga users are already fa-
miliar with American Liquid Light of
Torrance in Southern California.
Liquid Light makes the Amiga inter-
face for the Polaroid Palette—which
converts computer screen images
directly to color slides, color prints,
or color separations. (That’s What
AMIGA Plus uses for all our in-house
screen shots.—+ EDITORS) The
35mm Motion Picture Pack is
their latest offering and works in
conjunction with the already existing
Palette and software. This camera
add-on requires no additional cables,

Reviewed by Stephen Gulsvig

American
Liquid Light’s
Polaroid Pal-
ette motion
picture
converter—
from the
Amiga to the
movies.

no additional parts to purchase and
the Palette itself does not have to be
reconfigured in any way.

If you are comfortable using the
Palette to transfer images to 35mm
slides, there are no new tricks to
learn about manipulating your IFF
files and the camera—one frame at a
time. The only drawbacks to the cur-
rent software are the many film type
options (none of which were specifi-
cally for motion picture film types)
and a batch file limitation of 36 files
maximum. However, American Liquid
Light does have a new, more motion-

Cancapr FACES

picture specific version of the soft-
ware in the works. This should elimi-
nate many of the irrelevant film
driver selections and expand the
number of files in a batch. Once you
begin 10 process your animation
frames, you will understand why ex-
tended batch files would be
beneficial.

The camera itself worked flaw-
lessly right out of the box. A well-
constructed, precision-machined in-
strument, the camera consists of four
main parts—a metal stand containing
a fixed-focus lens, the camera body
CONTINUED ON PAGE 60
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Get

The Message!

Assembly Language Doorway to Multi-tasking

Amiga assembler
programmers
will learn bere
bow the
little-documented
Exec message
passing
capabilities

are used for
controlling
communications
between
simultaneous
computing

operations.

BY DANIEL WOLF, PH.D.

In the first issue of AMIGA Plus
showed some basic methods for using
the Amiga’s Exec routines to handle
device-oriented I/O. The Exec is like
an onion, with a core surrounded by
various layers. I see the I/O system as
the outermost layer of Exec. This
time let’s look at the layer just be-
neath Exec’s device-oriented I/O sys-
tem -- the message passing setup
which is unique to Exec.

I know no way to duplicate what
the Exec message passing features can
do, using DOS or any other part of
Amiga's Kernel. Exec message pass-
ing is also important if you want to
become more than a superficial
Amiga programmer. Even more im-
portant for you is that the information
in this article is not well-documented
elsewhere for assembly programming.

Exec messages are the key to ex-
ploiting much of the Amiga’s multi-
tasking nature. If you work in assem-
bler, it’s no secret that the multi-
tasking requires you adapt your pro-
gramming methods to it. The ability
of one task to communicate directly
with another is one of the least ex-
ploited aspects of the multi-tasking
system. [ should qualify that last
statement -- message passing is thor-
oughly exploited within the Amiga

Kernel, it’s just that few outside pro-
grams use it much to communicate
with one another.

Let’s demonstrate just what mes-
sage passing between programs can
mean. First we need to look at the
nature of Exec messages, message
ports, and the routines provided in
the Exec library for transmitting and
receiving messages between tasks. [
presented the notion of message ports
in the first article, along with assembly
language routines for opening (creat-
ing) them and deleting (killing) them.
Those routines substitute for the C
programming versions in Amiga.lib
which, as an assembly programmer,

I avoid.

Message Port Structure

The message port (MsgPort) is a
structure consisting of a node and
room for flags and pointers. Figure 1
shows the MsgPort structure just as
found in Commodore’s new AutoDocs
Manual ($32.95, Amiga ROM Kernel
series, 18177, Addison-Wesley Pub-
lishing.) I can't praise the new
AutoDocs Manual too highly. It has
abundant and up-to-date system doc-
umentation and numerous tables and
cross-references oriented to both C
and assembly language programmers.

AMIGA PLUS
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FIGURE1

MsgPort Structure

Offset Field Name
0 In_Suce

4 In_Pred

8 In_Type

9 In_Pri

10 In_Name

14 mp_Flags
15 mp_SigBit
16 mp_SigTask
20 mp_MsgList

Field Size
LongWord 4 bytes
LongWord 4 bytes
Byte 1 byte

Byte 1 byte
LongWord 4 bytes
Byte 1 byte
Byte 1 byte
LongWord 4 bytes
LongWord 4 bytes

Function

Pointer to next list entry
Pointer to prev. list entry
Type of list

Priority of this list node
Pointer to text of node name
Message Port flags

Bit to signal task

Pointer to task owner of port
Pointer to list of messages

For the first time in one book you'll
find complete lists of library function
offsets and structure offsets in the
form required by assembly language.
The complete "include" files for the
official Metacomco assembler are also
there.

The MsgPort begins with 14 bytes
we can mostly ignore for now. These
make a complete Node structure re-
quired by Exec. Any item such as a
MsgPort, which Exec will manage as
part of a list, needs to begin with such
a node structure. Just keep in mind
that the node structure has pointers to
the "next" and "preceding" nodes as
well as other tools which Exec can
use to manage the list. MsgPorts are
attached to tasks, and since a task
may have more than one MsgPort, the
node at the beginning functions as a
hook into a list of MsgPorts for the
task. The other parts of the MsgPort
include a signal bit, to signal the own-
er of the MsgPort when a message ar-
rives, and a pointer to the Task Con-
trol Block structure of the task which
owns the port. That is the hook con-
necting the port to the task. Then
there’s a pointer to the list of mes-
sages which have currently arrived at
the port and not yet been removed
with GetMsg.

Figure 2 shows a message struc-
ture. It also starts with a 14-byte node
structure so it can be managed by the
Exec list handling system. Then it
contains a pointer to a "reply port."
The reply port is a message port

OCTOBER/NOVEMBER 1989

owned by a task which sends a mes-
sage. It permits a task which receives
the message to return it to the origin.
The task which receives the message
also can find out which task sent it by
examining the message’s reply port
pointer to that port’s task.

The message’s pointer to its reply
port is a hook to the point of origin of

Sending and
receiving messages
doesn’t really need

to move any

message data.

the message. It can be exploited by
the receiving task in a variety of other
ways. The message structure also has
a word indicator of the size of the ac-
companying block of memory which
really constitutes the body of the mes-
sage. The actual message portion of
the message structure can vary in size
up to 64K. When you write a pro-
gram containing a message structure
you simply extend the message struc-
ture with the actual message data.
This issue’s example program,
Wendy, shows a message structure
with a size indicator of 64 bytes fol-
lowed by 64 bytes of room for text.
Another way to set up a message
structure is to call AllocMem in the
program code and copy (using MOVE
instructions) some pre-defined (DC.B)

text into its data area. You simply
need to set the size of the data area
by MOVEing a size value into the
mn_Length field. the important thing
is that message data directly follows
the message structure mn_Length
field. You either have to plan ahead
for a potential maximum amount of
message data when allocating
memory for the message structure, or
you must know specifically the
amount of memory required for that
message. I decided to show it explic-
itly in Wendy for clarity.

Sending and receiving messages
needn't really involve any movement
of the message data. The Exec mes-
sage system just provides a mecha-
nism compatible with the multi-
tasking properties of the Amiga.
When one task sends a message to
another, the receiver is given "permis-
sion" to manipulate the message data
area of the existing message structure
related to the sender task.

The receiver can do with the mes-
sage as it pleases. It could copy the
message somewhere, but usually
there’'s no need. The receiver’s job is
to wait for the message, get it, use it,
and reply to it. The reply function is
usually important because it can alert
the sender that the message has been
processed at its destination. From
then on the originator of the message
can examine the Message structure
data returned and interpret the results.

A message is nearly useless with-
out a port to which it can be sent.




FIGURE?2
Message Structure

Offset Field Name
0 In_Succ

4 In_Pred

8 In_Type

9 In_Pri

10 In_Name

14 mn_ReplyPort
18 mn_Length

Field Size
LongWord 4 bytes
LongWord 4 bytes
Byte 1 byte

Byte 1 byte
LongWord 4 bytes
LongWord 4 bytes
Word 2 bytes

Function

Pointer to next list entry
Pointer to prev. list entry
Type of list

Priority of this list node
Pointer to text of node name
Pointer to sender’s MsgPort
Size of attached data area

Message ports can be either public or
private. The difference is that public
message ports have names and pri-
vate ones do not. The name of a
public message port permits other
tasks to find it. Finding another task’s
port is necessary before messages can
be sent to it. We need to call the Ex-
ec routine, FindPort, and let it locate
the port by name. The task searching
for another task’s port just needs to
know that name.

Wendy and Fred

In this month’s code example there
are two programs - Wendy and Fred.
Details about accessing these pro-
grams are on this issue’s Disk Instruc-
tions page. Wendy is designed to
send a message to Fred and wait for
the reply. Fred's reply to Wendy is
printed in Wendy's CLI window (both
programs are simple CLI commands).
Fred just waits for a message, prints
the message received from Wendy,
then copies some text to the message
data area as a reply and returns the
message to Wendy’s CLI window. Af-
ter the exchange, both programs close
their message ports and quit.

Fred uses WaitPort to await
Wendy’s message, a well-documented
function of the WaitPort routine in Ex-
ec. It might seem obvious to some to
use WaitPort to await a message’s re-
turn as well, but the ROM Kernel Ex-
ec Manual glosses over that point.
WaitPort does the job of awaiting a re-
ply in Wendy, just as it awaits the ar-
rival of the message in Fred. If
Wendy went about her business doing

some other jobs you could delay us-
ing WaitPort until later in the code.
Since Wendy intends to print the reply
from Fred immediately after it arrives
and has nothing else to do in the
meantime, WaitPort appears in the
code just after she sends the message
to Fred with PutMsg. WaitPort assures
that Wendy will keep her hands off
the message while it’s in Fred’s pos-
session.

Each of the two communicating
programs each has a different type of
message port. Wendy’s is private be-

I knew no way
to duplicate
what the Exec
message passing
features can do

cause Fred doesn’t need to find
Wendy, just reply. But Fred’s is pub-
lic and named, surprisingly, Fred.
Wendy uses FindPort to locate Fred.
When the message is sent to Fred us-
ing PutMsg, Fred uses GetMsg to re-
trieve it. After manijpulating it, Fred
only needs to use ReplyMsg to return
it. The message structure contains a
pointer to its port of origin
(mn_ReplyPort), so Fred doesn't need
to find Wendy.

When the ports are created they
each need to be processed a little dif-
ferently. The same is true when they
are removed. This part of the coding
can be tricky and, if improperly done,

can cause strange fireworks. You
must remove Fred’s message port
from its task’s list of public message
ports before freeing the port’s signal
bit and its memory.

The private port needs no such
"removal". In fact, you must not at-
tempt to use Remove or RemPort on a
private port. This issue’s programs
demonstrate three ways to accomplish
removal of a public port (see Fred
and the MsgPorts.asm file). Both port
programs end with calls to the KILLA-
PORT subroutine in the MsgPorts.asm
file. KILLAPORT frees a message port
signal bit and its memory.

The MAKEAPORT routine in Msg-
Ports.asm shows how to arrange a call
to the AddPort routine in Exec for a
named public message port. Both
programs have the name, Fred, de-
clared in data bytes. Fred uses it to
create a public port with his name
and Wendy uses it to find Fred. If the
port is private the MAKEAPORT uses
the NEWLIST assembly language
macro instead of AddPort. AddPort ac-
complishes the job of adding the port
to the system’s list of public message
ports for that task. If a port is public,
you must call Remove or RemPort be-
fore you use KILLAPORT. FreeSignal
destroys the port and that isn’t nice if
it hasn’t been removed. NEWLIST is
derived from a macro in the AutoDocs
Manual, in the listing of the exec/
types.i include file. W
Daniel Wolf, Pb.D. is an independent
Amiga software developer and co-

autbor of "COMPUTE!'s Amiga Ma-
chine Language Programming Guide."”
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DESKTOP MOTION PICTURES

and two film cannisters. One can-
nister holds 100 feet of film stock and
the other acts as a take-up reel.

As | set out to expose my test foot-
age, 1 first had to determine the type
of film to use. Since I had success
making slides with Ektachrome 200
ASA daylight film using the Liquid
Light Ektachrome driver, 1 tried a
daylight motion picture film of simi-
lar speed, Kodak’s 5297 high-speed
color negative film.

Next, the film had to be loaded
into the source cannister. I used a
film-changing bag from my local
camera supply store for this, but
other options include waiting until
dark or locking yourself into a com-
pletely dark room and then loading
the cannister. In any case, be sure the
film is coming out of the cannister
with emulsion side DOWN.

The camera had to be centered
over the lens and Palette opening.
This was done by attaching a cross-
hair registration bar over the opening
where the camera body itself will at-
tach. After registration, all that re-
mained was to place the camera body
over the lens and thread the film
through the camera housing, attach-
ing it to the take-up reel in the other
cannister.

The fixed-focus camera lens pre-
vents any accidental adjustments.
However, you do have the option of
adjusting the aperture with seven
f/stops ranging from /2.8 up to f/22.
Currently, you can use three Liquid
Light film drivers—Ektachrome,
Fujichrome and Agfachrome.

Experiment With Settings

After experimenting, I found the
optimum exposure level and true
color saturation to be a combination
of f/8 with the Ektachrome driver.
The Fujichrome driver tended to
shade my colors green, and the Ag-
fachrome tended towards blue. You
will no doubt want to run your own
test footage, but a setting of /8 with
the Ektachrome driver and Kodak
5297 film should give you adequate
results.

If you have never worked with
35mm motion picture film or equip-
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CONTINUED FROM PAGE 55

ment before, some of the sounds take
some getting used to. At first you may
swear that the film has come off its
sprockets and is bunching up inside
the camera. Once you started expos-
ing your film, resist the temptation to
open up the camera body and see if
the film is advancing properly. Open-
ing up the camera to check the film
may sound ridiculous, but I know
someone who did it several times un-
til 1. .. (ahem) he was convinced the
system was worked properly. If you
find yourself unable to resist the

My test footage
is not Oscar
nominee
material, but it
was thrilling to
see something |
had done at
home come to
life on the big
screen.

same temptation, be sure you ad-
vance the exposed film far enough
before resuming your exposures.
Also, be sure to reset the nifty auto-
matic frame counter on top of the
camera body.

After I completed my exposures,
the film in the take-up cannister had
to be unloaded in complete darkness.
I removed the film and sealed it in its
original film can, ready for the lab.
You may have to call around to find a
lab capable of handling motion pic-
ture film, but 1 found most local labs
very friendly and willing to help. I
settled on a lab with a sister company
that could copy my workprint to a
VHS cassette. After all, it’s not easy to
carry around a 35mm projector to
show your friends your creation.

Just about any program offering
IFF compatibility can be used with
this system. Deluxe Paint III and
PageFlipper Plus F/X worked well in
my tests. Your 35mm film master can
be archived and copied onto any

other format you desire. Using a
commercial copying service, you can
transfer to VHS, Beta, 8mm, SVHS,
ED-Beta, ¥%-inch, Betacam, one-inch,
HDTV (when it finally arrives) or any
future video format that comes our
way.

Once you’ve got your print, you
owe it to yourself to find a screening
room or cut a deal with a theater
owner to view your production on
the big screen as well. While my test
footage is not Oscar nominee mate-
rial, it was thrilling to see something 1
had conceived and executed at home
come to life on the big screen.

Why Bother?

At a retail price of $6,995, this unit
is well within reach of the profes-
sional and corporate/industrial film-
making market. It is even priced low
enough for the dedicated hobbyist to
consider.

There are those who argue that
transferring computer animations to
film is inconvenient and costly, and
that mastering onto the one-inch or
Betacam video formats is adequate.
For editing purposes, videotape may
even be easier to handle. However,
you can always transfer your film to
any video format you desire for edit-
ing, and the $60,000+ price tag for
Type C one-inch format video
recorders quickly moves that render-
ing system out of the “desktop”
category.

Until high-definition television ar-
rives, film is by far the most consis-
tent quality image format. If you are
looking for a way to capture all of the
depth and richness of Amiga com-
puter images on film, this is the tool
for you. @

35MM MOTION PICTURE PACK  $6,995

American Liquid Light, Inc., 2341 W. 205
Street, Suite 116, Torrance, CA 90501.
(213) 618-0274.
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Steve Gulsvig is a freelance writer/
Droducer llving in the Orange County
area of California. Currently be is
working on a feature script which will
employ the use of this motion picture
system.



Elan
Performer

HOT-KEY GRAPHIC PRESENTATIONS, MIXING ALL FORMATS

Review by Morton Kevelson

RATING:  +++++

Elan Performer is a
high-powered, flexible and
easy-to-use display program that
handles any mix of IFF images,
RIFF and ANIM animations.
Unprecedented arsenal of
capabilites at an excellent

price.

Until now there has not been a
simple way to view a diverse collec-
tion of Amiga graphics. Even though
a number of slide-show programs are
available commercially and in the
public domain, this software either
cannot create automated displays, or
it requires substantial effort by the us-
er to set up the show.

At its simplest level, Elan Per-
former ($59) is an easy-to-use slide
show for displaying Amiga graphics.
It accommodates individual images in

any Amiga display format, including Elan Performer’s working screen. Images have been assigned to keys 1 through 5.

HAM and halfbrite. It handles sizes An animation is being created on key 0.

ranging from a simple brush to se-

vere overscan, including interlaced resolution, eight-color, interlaced dis- keys. The number of assignments can

and non-interlaced images. Palettes play which shows no flicker on a be doubled by using the shift key.

can range from just the two colors of standard Amiga monitor. Images can be assigned to keys by se-

a single bit-plane to the 4,096 colors By using a high-resolution inter- lecting them from the file requester

of a HAM display. Elan Performer laced display, Elan Performer has and clicking on the appropriate key.

can also work with multiple images in  been able to place all of its controls Although the control panel only

the Amiga RIFF and ANIM animation on a single, mouse-driven screen shows drive selection buttons for

file formats. without any menus. The lower half DFO0:, DF1: and RAM:, Elun Performer
All of Elan Performer’s functions of the screen is a representation of automatically lists all the currently

are accessed from a single working the Amiga’s keyboard. Images, ani- mounted volumes in the file window

screen. It may not be apparent from mations, or complete environments when the program is started. The

the accompanying screen photograph, can be assigned to any of the al- VOL: button is used to update this list

but the working screen is a high- phanumeric keys and the function CONTINUED ON PAGE 74
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POINTER

CONGSTRUCTION

AmigaBASIC and C utilities save and display your custom pointers

Here’s everything you need for designing, saving

and using an unlimited number of wildly cus-

tomized system pointers. They work with any

commercial software that uses the pointer

saved in Workbench Preferences. You

can even build these pointers into

your own programs in C or

AmigaBASIC. Also, this
issue’s AMIGA Plus
Disk includes

20 flasby

ready-made

pointers to

get you

started.
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|: CUSTOMIZED
SYSTEM POINTERS
IN AmigaBASIC

By Todd Petit

One of the more interesting Amiga
effects is customizing your mouse
pointer -- not system-wide, but for just
a single program. While the pointer
remains the familiar red-and-black ar-
row on the Workbench, it could be a
bright green dollar-sign within your
BASIC financial program. You could
change the pointer to an hourglass to
show that your program is busy doing
something, or perhaps change to a

pencil when your data entry screen
comes up...

You'll find two AmigaBASIC pro-
grams that let you save and display
your own customized mouse pointers
-- along with several sample BASIC
pointer files -- in the Programming
drawer of this issue’s AMIGA Plus
Disk.

In order to use GetPrefs.BAS and
CustomPtr.BAS, you don't need to un-
derstand every detail about how the
program works. But some elementary
knowledge of AmigaBASIC is re-
quired. If you can load, merge, and
run BASIC programs, and do some
simple editing, you should have no
trouble using GetPrefs.BAS and Cus-
tomPtr.BAS. In fact, it should only
take a few minutes to complete the
entire process.

GetPrefs.BAS will locate the point-
er data in RAM, extract it, and format
it as BASIC language DATA statements
that you can use for setting up this
same pointer in your own program.

First, find AmigaBASIC on the
Workbench Extras disk. Since you
will need to have AmigaBASIC
available to these programs, you
should copy both AmigaBASIC and
the Programming drawer to a fresh
disk and use it as your work disk.

- Includes 20 ready-made pointers on AMIGA Plus Disk



Load AmigaBASIC into your Amiga
and then use the chdir command to
change your directory to :Program-
ming. You want to do this for the
three .bmap files necessary to run this
and the CustomPtr.BAS program. The
.bmap files that AmigaBASIC requires
to access many of the Amiga’s system
functions must be either in the current
directory or the LIBS: directory of the
bootdisk. If you move GetPrefs.BAS
and CustomPtr.BAS to another disk,
make sure you move the .bmap files
too - or put them in the LIBS: direc-
tory of your bootdisk.

Create a custom pointer (see how
in sidebar) and while using that point-
er, load and run GetPrefs.BAS. The
program will ask you for a filename
for the new pointer data. Give it a le-
gal filename -- such as dfo:PuData --
and press the RETURN key. That’s it!
The darta for your custom pointer is
now safely tucked away for later use.

How GetPrefs Works

Preferences refers not only to the
Workbench program you ran a few
minutes ago to edit your pointer, but
also to the data block created by that
program. Your Preference settings
control everything from text size (60
or 80 columns) and keyboard repeat
rates to printer settings and pointer
definition. All of this data is trans-

Replace the mundane
Workbench arrow with the

. image of your choice!

ferred into RAM from your system-
configuration file at bootup. If you
change these settings (as you did ear-
lier when you edited your pointer and
selected USE), the definition block of
data in RAM is updated. This data
block can be read by the system func-
tion GetPrefs in the Intuition library.
If you follow the comments in the
GetPrefs.BAS program you will see
that getting preferences is exactly
what it does.

First, the program allocates
memory for the Preferences data
block. In this case, since we are only
interested in pointer data, only the
first 108 bytes of the data block are
retrieved. The first 28 bytes of this
are ignored by the program because
they hold data on things such as baud
rate and keyboard delay values. The
next 72 bytes hold the pointer image
data. Bytes +100 and +101 hold the
X-offset and Y-offset of the pointer’s
"hot spot." All of this data is written
out to the first two DATA statements
in the output file.

Six bytes are then used to hold the
color information about your custom
pointer. These bytes hold the RGB
values for the three color registers
used by the pointer (registers 17, 18,
and 19). Two bytes are used to hold
each set of three values. The first
byte alone holds the red color value.

Make Your Own Pointers

To design new pointers of your
own, use the excelient pointer
editor that Commodore provides
in the Preferences program. Call
up Preferences on your
WorkBench disk -- it's in the
Prefs drawer on Workbench 1.3.
Click on the Edit Pointer box and
design yourself a new shape by
filling grid squares in the colors
of your choice. Make sure you

hot spot in a logical place,

ideally at the tip of the pointer (if
it has one). The hot spot, or
point, is the part of the pointer
that activates icons or gadgets
when you click on them. Trying
to click on a narrow icon can be
pure frustration if you can’t
figure out where the hot spot is.

After you have finished
creating your custom pointer, go
back out to the first screen of the
Preferences program. Downin
the bottom right corner is a box
labeled USE. Click on this box.
This makes your custom pointer
the system pointer, but does not
save it to your bootdisk. The
data for this pointer is only held
in RAM at this point and would
disappear forever if you shut
down your Amiga.

You can save only one custom
pointer to replace the default
arrow on your boot disk by
clicking SAVE in Preferences.

. To have a variety of pointers
available, ready to load at a
double-click, you need the
special programs in AmigaBASIC
and C on this issue’s AMIGA Plus
Disk...

use Set Point to put the pointer's ,
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HOURS:

8 AM to 7 PM Monday - Friday

B8 AM to 4 PM Salturdsy
Call on Sunday

The So

tware Shop, Inc.
Your AMIGA Software and Hardware Marketplace

Visa and MasterCard Accepled

Hardware Spectacular! Sensational Savings!Compare!

Memory Expansion A2000/A2500/A500/A1000

HardCards w/HF2000

HardFrame
138N 32Mg

157N 48Mg
Quantum 40Mg
Quantum 80Mg
Quantum 105Mg
277N 63Mg

ACCESSORIES

A-B Swilch cable . . $35.00
A/B/C/D Switchbox . 63.00
Boing optical mouse . 108.00
Copy Stand . ... . 65.00
Ece Midi 1000 ... . .. 5200
Ece Midi 50072000 .. 5200
Epyx S00UX ...... i 1?%
Ergo Joystick £k 71
Frg:dom stick .. 65.00
Infared mouse ... .. . 178.00
MD120 3.5 Disk holder . .. 29.00
MDS0 disk holder . 26.00
MD#64 disk holder .

Mullvsync cable 1-302M/F .
Okimate black ribbon .
Okimate color ribbon
Power strip 6 outlets
Printer cable 2000/500 . .
Printer cable A1000

Star NX black ribbon
Star NX color ribbon
Tilt and swivel stand .

Xerox 4020 500/sheet . .

CAD SYSTEM

A500/A2000/A2500
PERIPHERALS
AZ000 D sgmgzams wicont. . CALL

w/cont...
A2058 ram board .. CALL
ms"gbil d CALL
Amiga 2000 Cpu
Amn a 500 CPU .

Analytic ant .. $39.00
Gizmoz enha 45.00
Inlellllype 35.00
Magefian . 129.00
Master ...... . 25.00

vis beacon typing .. 3300
Your lamily Lk T C P A 3200
DATABASE MANAGEMENT
Acqulslllon ................ $189.00
Data retrieve ..... ..51.00

Data Helneve Prof.

$ 249
589
659
759

1079 | Quantum 80Mg
11?9’
759

External 5.25 Drv $ 179 Exterpal 3.5 Drv  § 119

HardCards w/FastCard
$ 159
506
589
669
999
1079
689

FastCard

13BN 32Mg
157N 48Mg
Quantum 40Mg

Quantum 105Mg
277N 63Mg

PROGRAMMING
LANGUAGES

A/C basic
A/C fortran
Algebra ii
Arexx ...

Aztec C developer
Axtec C professional ...
Aztic complete devel.sys. .
Benchmark C library ...
Benchmark iff library . . .
Benchmark modula 2 ..
Benchmark simplified . .

Cape 68k ....
Critic’s Choice. .

FastTrack AS00/A1000

FastTrack Sys. $ 379
138N 32Mg 722
157N 48Mg 799
Quantum 40Mg 8939
Quantum 80Mg 1223
Quantum 105Mg 1304
277N 63Mg 889

Internal 3.5 Drv - $§ B9

DESKTOP PUBLISHING

Cil
Citydesk companion .
Citydesk compani
Page stream .

setler. . .
Professional Draw
Professional page .

Dissasembler . . .
GFA basic 3.0
|novalools ",

The power system pewn A
The professional pecan .
The Works Platinum ...
True basic ...

W. shell

FONTS

Asha's fonts . .
Calligrapher . .
Fancy 3d k:nts .
Font set | .

Inter font . .
Kara fonts cofor
Lionfonts......
Masterpiece fonts . .
News letter fonts
Profonts | Prof . .
Profonts Il deco:
Studio font. ...

angfa

BINRBHLANG]
888888888888

HARDWARES

8Up Memory Exp. A2000 .
Accelerator ...

Expen 512K A500 .
Expansion 1mg A500
Flickes fixer .
anegrabbev
Future sound .
nghl pen .
ive A2000 . .

o (7 o o e M
Super Gen .
Supra modem 2400bd ... .... 149.00
WV1410 Panasonic Camera
[ ilo e B e e 199.00
SPREADSH EETS
Analyze!20 ........ $95.00
Haicalc ....... 3200
Maxiplan 500. . . 95.00
Maxiplan plus 26.00
Superplan..... 97.00

VIP Professional . . ..

Publisher plus . .
Shakespeare
ACCOUNTING

The Accountant . .......... $183.00
Best general ledger ..77.00
Financial plus . . 189.00
Invester wvanlage .63.00

fedger 63.00
Micro lawyer . 39.00
Easy Ledger . 99.00

WOHDPROCESSORS

Becker text
Excellence! ..... 1791!)
Fiow idea processovs 63.00
Gold spell I . 3000

Kindwords .

LPD writer unprof ed
Microtext.........

Prowrite v2.0 . 80.00
Reason 49.00
Textpro..... 50.00
Word perfect 59.00
Wplibrary .......... . 78.00
MONITORS

Amdek multisync 12" mon...$512.00
Panasonic 8cm515 mon. , . . . . 249,
Sieko ¢mM1430 monitor . .

Sony multi-scan Monitor

Zenith 14° Flat screen mon.

Nec 3D multisync . .

Taxan 1000 20" mulnsync

ToolBox AS00/A1000
ToolBox $ 248
ToolBox w/48Mg 849
ToolBox w/32Mg 769
ToolBox w/Q40 939
ToolBox w/Q80 1279
ToolBox w/Q105 1349
ToolBox w/63Mg 939

Digi-View Gold, WV 1410

EDUCATION

Adventure of sinbad . .

’s fables.. ...
All about America
Animal kingdom . ..
Decimal dungeon . .

Flrst letters and words
First shapes . .

Fraction action
Grade manages
Great states
Kid Talk ...
Kinderama .
Kwik speak spanish
Learning curve ...
Link word French ..
Link word German .
Link word Ralian . ..
Link word Russian .
Link word Spanish
Math tak ..

BRIZBRRRNRNNRERRBRBRINRRERE
§888885888888858388888888888

Spell bound
Speller bee. . .
Tales from Arabia ..
Wordmaster

SkER
888

PRINTERS

1091i Panasonic pririter ... ..
Alps Allegro 24 PIN

Plug'nprnt ..........
Star nx rainbow .

jet
Xerox 4020 starter kit .

1-800-752—0050

In Mass. Call....

1-508-756-6452

SALES AND QUOTES (outside Mass.):
1-800-752-0050
SHIPPING AND TECHNICAL SERVICE:
1-508-756-6452

QuUOTE-A-FAX: 1-508-799-9354

* Corporate and volume purchases
invited. Call Moe.

Stock orders placed by 12:00 NOON EST
shipped the same day.

Allow 10 days for personal checks

to clear.

Wire transfer accepted.
Minimum $5.00 Shipping/handling charge

Add $3.50 for CQD.

Returns subject to restocking charge
Software defects-call the Manufacturer
For ftaster delivery send cashiers check

CIRCLE 025 ON READER SERVICE CARD

$ 479
739
999

1229
309

8Up 2Mg
8Up 4Mg
8Up 6Mg
8Up 8Mg
Spirit 512K
Spirit 1Mg 399
Spirit 1.5Mg 459
Panasaonic camera w/lens

SOUND & MUSICS

Audio master ..
Back songbook . .
Copyist Il , .
D50

Deluxe mysic .
Drdrums , .
Drkeys....
Dr T’s Keyboard -
Or. T's Midi recording studio ..
Dx heaver
Dynamic drums .
Dynamic studio
Future sound AS00/A2000 .

Instant music . .
Matrix6 . ...
Midi Magic . .
M-32 ...
Music student ...
Pro sound designer
Promidi studio. ...

Unilities 2(m|ma|:cs)

UTILITIE S

B.AD.disk optimizer......... $32.00

CB.Tree .........
Celebrity cook book
Customn screens * . .

Fine print .
Fleet check .
Flipside ....

P!
Laser up: |onls
Laser up: plot .
Laser up: print .

Tai editor sources
Tdi examples. .
Tdi grid awess
“Tdi kermit .
Text ed plus
WERRE R .

SHOWROOM:

Starboard Ok
Starboard 512K
Starboard 1Mg
Starboard 2Mg
MiniMeg 512K
MiniMeg 1Mg
MiniMeg 2Mg
and Copy stand

$ 269
359
429
649
378
498
735

$399

GFI.N’HICS & VIDEO
3-Demon

Animation effects

Animation Fiipper . . L. R0
Animation multiplan o . 58.00
Animation stand ... .. 3200
Animation w/images . ..89.00
Animator apprentices. .185.00
Animotion ... .65.00

Architechtural . 2300
Ant gallery | 20.00
Art gallery 1l 20.00
Anpak 1. 20.00
Antparts 1 . 20.00
Artparts I . 20.00
Award maker pl 3200
Broadcast Titter 89.00
Butcher .., 25.00
C light 3d edi 39.00
Calligrapher help 2800
Chroma Paint 48.00
Color splitters 79.00
Comicsetter . . 65.00
Deluxe paint 1l 89.00
Deluxe Paint Ili 02.00
Deluxe print Il 55.00
Deluxe photo X
Deluxe productio 137.00
Deluxe video Il .89.00
Desngnasaurus 3200
Digi paint . 39.00
Digi paint he 24.00
Digi view .. 31.00
Director's T 26.00
Dpaint help 2400
Exprss paint . 65.00
Express .89.00
Forms in flight Il . 77.00
Future design 3-d 2300
Graphic studio * . . 35.00
Human design 3-d . 2300
Icon Paint .59.00
Impact .... .55.00
Interchange . 3200
Invision, . 109.00
Lights Came: .49.00
Microbot desngn 3—d . 2300
ler 3d . ©64.00
Movie setter 65.00
Page flipper fx. . 85.00
Perfect vision... .. 175.00
Photon expansion disk . .19.00
Photon paint ........ .85.00
Photon paint 2.0 ... .97.00
Photon painthelp ... .. . 23.00
Photon video cell anim. . 97.00
PRRmAten . . e ot . 4300
Print master plus .33.00
PRS-, ne .52 o hban .43.00
Pro video plus set ... . 83.00
Pro video plus set It .. . 83.00
Pro. result using dpaint . . 35.00
Provideo plus ....... 193.00
Sculpt 3-d . .64.00
Silver turbo 129.00
The Director . 4600
Turbo silver 129.00
Tv-show . . 64.00
Tvtext ..., 64.00
Video effects 3d . 121.00
Video scape 3-d . 120.00
Video titler . .95.00
Zoetrope . |
DlSKE TT ES
Fuiji3.5' ds/dd colordisks. ... .
Sony 35" ds/dd...... .19

TDK 3.5 ds/dd disks .
Centech 3.5' ds/ad disks .
Centech 5.25' ds/hd disks

ENTERTAINMENT SOFTWARE

We have them alll Over 300 games In stock. Call
for your favorite game, and check our low prices.

22 Front Street, Worcester, MA 01614




ON |
DISK:

20 Ready-Made
Pointers

The Pointers drawer of your
AMIGA Plus disk contains
dazzling new mouse pointers
created by our staff, along with
some old favorites. To view any
of these ready-made pointers,
simply double-click on its icon.
(All the pointer filenames end in
.p.) For some of the smaller
images, you may need to click
around a few times before you
actually hit the icon.

Also in this drawer you’ll find
PutPointer and GetPointer, two
stand-alone C programs that let
you save and retrieve your own
custom pointers. Double-clicking
on GetPointer saves the current
mouse pointer. You will probably
want to rename the new pointer,
since GetPointer saves each
pointer as NewSprite.p.
Double-click on the PutPointer
icon to restore the original
Workbench arrow.

PointerDemo, another small C
program in the drawer,
demonstrates the use of custom
pointers in a program. Just
double-click on it, then click on
various windows to see the
mouse pointer changing.

Both GetPointer and
PutPointer have several
additional options when you run
them from the CLI. For example,
GetPointer can save the pointer
data as C-Language declarations
for use in your own C programs.
Source code for these programs
is in the Programming drawer.

The green and blue values are com-
bined into the second byte. GetPre-
fs.BAS will decode this and pass the
correct values to the output file in the
third DATA statement it writes.

Displaying Your Pointer

At this point, the data describing
what your custom pointer [ooks like is
now stored in the file you specified,
ready to be displayed with the pro-
gram CustomPtr.BAS.

If you have AmigaBASIC and Cus-
tomPtr.BAS on the same disk, you can
run CustomPtr.BAS by clicking on the
icon. The program will request you
to type a pointer filename. Or you
can just press RETURN, to see the
custom pointer already in this pro-
gram. You can even use Cus-
tomPtr.BAS to display pointers created
with GetPointer, a C program on this
issue’s AMIGA Plus disk. When the
program asks for a filename, specify
one of the files ending in .p from the
Pointers drawer.

Using the DATA that you saved for
your custom pointer is a bit trickier.
First, go to Preferences and, on the
first screen, click on the LAST SAVED
box. This will reset the entire Prefer-
ences data block to the values con-
tained in your bootdisk’s DEVS: sys-
tem-configuration file. This has the
effect of wiping out any custom point-
er you're using. (If we didn't do this,
you wouldn't see any change when
you ran the CustomPtr.BAS program
to show your pointer.)

Don't click on the icon, but instead
load the program directly from Amiga-
BASIC and LIST it. At the bottom of
the listing are a group of DATA state-
ments labeled Pointer.data. These de-
fine a custom pointer shaped like a
pencil. Delete these lines -- including
the Pointer.data: label. From the out-
put window, merge in the data file
you created earlier (type MERGE
"df0:PurData"). The DATA statements
defining your custom pointer will
now be at the end of the listing. The
funny spacing between the numbers
and the commas is caused by the way
AmigaBASIC outputs numbers. It will
not affect the operation of the pro-
gram.

Run CustomPtr.BAS. Press RE-
TURN to select the default pointer.
This time your new data lines in the
program will be used, and your cus-
tom pointer will appear just as you
designed it.

Your new pointer will work just like
a normal pointer until you click on a
window outside of your program’s
window. Use the front-to-back or re-
size gadgets to get to the Workbench
screen and click on it. Your custom
pointer will disappear, replaced by
the old system pointer, although your
custom pointer colors remain. Click
on your BASIC window again -- the
custom pointer is back! This new
pointer shape is available to your win-
dow only.

In fact, if your program opens up
multiple windows, you must set up
the pointer in each window you
open. This may sound like a bother,
but it has its advantages. This way
you won't need to look at a dollar
sign when you leave that financial
program and pop into some other ap-
plication.

Press any key to stop the program.
Your custom pointer is gone again,
now that the program is over. There
are a few examples of other custom
pointers on the disk. These data files
can be identified by their .ptr exten-
sion. Just merge them into Cus-
tomPtr.BAS and try them out.

How CustomPtr.BAS Works

So how did we do all that? LIST
the program and look at the comment
beside the program lines. First it allo-
cates 72 bytes of Chip RAM to hold
the image data for the custom pointer.
Before loading the new pointer, the
color values of the old pointer are
saved to integer arrays. You need to
save these because you will be plac-
ing new data into the color registers
and we want to be able to set every-
thing back the way it was when we
exit the program. It isn’t necessary to
save the original pointer image data
because we don't overlay that. We
put our image data somewhere else
and point to it.

Next the program loads the custom
pointer image data from our DATA
statements into the memory block we
previously allocated. To turn on our
pointer, the program calls SetPointer
from the Intuition library. This call
tells the Amiga several things. The
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first parameter WINDOW(7) indicates
the window in which to place the
custom pointer. The second parame-
ter points to our image data block.
The next two parameters indicate the
height and width of our pointer.
Since the editor we used always pro-
duces data for a 16 x 16 pointer you
can safely set these values. (Pointers
don’t need to be 16 x 16, however.
Larger or smaller pointers are possi-
ble.) The final two parameters set the
"hot spot" of the pointer -- the part of
the pointer that the Amiga actually
reads when you click on something.

SetRGB4 (from the graphics li-
brary) is then called three times, one
call for each of the three color regis-
ters of the pointer. The new colors
you chose for your pointer are now
installed and will stay in place even if
you go to the Workbench. The point-
er image will change back, but not
the colors.

When you exit the program, three
calls are again made to SetRGB4.
This time we are restoring the original
colors. ClearPointer (from the Intu-
ition library) tells your Amiga to forget
about a custom pointer being as-
signed to this window. As soon as
this call is processed, your old pointer
will return. Finally, the memory
block we allocated to hold our cus-
tom image data is given back to the
system through a FreeMem call. Cus-
tomPtr.BAS can be easily modified in-
to a routine for you to use in your
own programs.

ll: CUSTOM
POINTERS FROMC

By Aki Rimpilainen,
AMIGA Plus Technical Assistant

You can customize your own ap-
plication’s pointer with the help of the
three C programs in the Pointers
drawer on this issue’'s AMIGA Plus
Disk. GetPointer grabs and saves the
present pointer image, PutPointer dis-
plays a pointer you have saved, and
PointerDemo is provided as an exam-
ple for using these custom pointers in
your own C programs. All files can
be run both from CLI (or Shell) and
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WorkBench, though CLI usage gives
you many added options. We have
also included 20 ready-to-use point-
ers. Just open the Pointers drawer and
double-click on your favorite pointer
images.

GetPointer

GetPointer lets you save pointers
created with the Preferences pointer
editor. You can save the pointer ej-
ther as a data file with icon, or as a C-
language text file for use in your own
C programs. With the data file and
icon, you can just double-click on the
icon to use the new pointer -- just like
the sample pointers in the pointers
drawer.

GetPointer can create an icon for
the pointer that you created, but you
must have the file Defaultlcon.info in
the same directory as GetPointer. The
resulting icons look narrow on a high
resolution screen (640 pixels wide)
because pointers are always displayed
in low resolution. Loading your
pointer by double-clicking on its icon
can be tricky, because the icon may
be very narrow. You might need to
click around it a few times before you
actually hit the icon. This can be es-
pecially difficult if you have a strange
pointer already loaded and aren't sure
where the hot spot actually is.

When you have a pointer you
want to save, USE that pointer from
Preferences and then run GetPointer
by double-clicking on its icon. To use
the CLI to save your pointer as data
and icon, type:

1>GetPointer D filename

Your pointer will be saved in a file
labeled filename.p. In full, the CLI
options are as follows:

1> GetPointer (C|D) [filename]
[structurename}

The first argument specifies the
save mode of the pointer data: C for a
C language SimpleSprite structure, D
for raw data. Depending on your
choice the program will add .p (raw
data) or .h (include) to your filename.
If you are saving your pointer as an
include file, structurename defines the

variable name for the structures and
tables within that file. You can omit
the last two arguments, in which case
the program will name your file De-
faultSprite and your structure DefSpr.

PutPointer

PutPointer reads and displays a
pointer data file you have created
with GetPointer. Use it from the
Workbench by double-clicking on any
of the pointer icons, or from CLI. To
display the pointer saved above, you
would simply type:

1> PutPointer filename.p

Other options from the CLI use the
following format:

1> PutPointer [S|R] [filename]

Using option R restores the system
pointer after you have played with
our pointers, while S saves the speci-
fied pointer as your default system
pointer. Whenever you boot with this
Workbench disk, the pointer you just
saved will appear, instead of the stan-
dard pointer. To get the Amiga’s de-
fault arrow pointer back, simply omit
both arguments (or double-click the
PutPointer icon).

PutPointer should be in the same
drawer as the pointer file. The icon
created by GetPointer will have the
same settings as the icon Defaultl-
con.info. If you want to change
where the Amiga looks for the Put-
Pointer program, click once on the
pointer icon, go to INFO on the
Workbench menu and edit the Default
Tool setting for that icon.

PointerDemo

PointerDemo is a simple program
which demonstrates using the include
files created with GetPointer’s C op-
tion. Double-click on the Pointer-
Demo icon and it opens two win-
dows. Each window displays a differ-
ent pointer -- try clicking on the win-
dows and the Workbench to see them
all. As with the BASIC pointer pro-
gram, all the pointers use the same
new set of colors. Click on the close
gadget to exit. W




Thinker

Outliner/hypertext combo brings Amiga new one-two punch

THINKER  +++

Combining hierarchical outlines
with hypertext results in a
powerful program that can be
very helpful in organizing your
work. Setting hypertext links to
IFF pictures and other
applications is also very good.
But lack of user-friendliness
makes learning Thinker harder
than if ought fo be.

Thinker is a program that com-
bines outline processing with hyper-
A Thinker document consists of
a collection of "statements" (text para-
graphs) arranged in a hierarchical or-
der. Since each element of a docu-
ment can be a paragraph, instead of
just a simple heading, Thinker is more

text.

than just an outline processor, it is a
"hierarchical text" processor.

The hypertext features of Thinker
allow you to set up links between
words or phrases or statements. Ev-
ery statement within a document can
have a "label" -- a word or a phrase
enclosed between parentheses or
brackets. By clicking the mouse on a
label you jump elsewhere in the doc-
ument to text with the same label.

The combination of these text han-
dling features results in a powerful
and useful program. Here is a simple
example. I used Thinker to create an
outline of a class I taught, called "In-
troduction to Programming in Pascal."

Review by Richard Bielak

A portion of the Thinker document
looks like this:

INTRODUCTION TO PASCAL

+Class #1
+Class #2

Two levels of text are shown
above. The + preceding Class #1 and
Class #2 indicates that there is more
information hidden at a lower level.
Clicking on the plus sign produces
this display:

-CLASS #1

+Introduction to programming

+Input/Output

+Variables, assigment and
expressions

+Example problems

+Lab and homework

Further detail can be seen by click-
ing on the + gadget attached to an ap-
propriate statement. Clicking on the -
in front of Class #1 will hide all the
sub-statements.

To insert a new statement into a
document, you select the insert option
from the menu or click on the insert
gadget. A new statement could be in-
serted into the hierarchy at the same
level, up on a higher level, or down
to a lower level. When the mouse is
used to select an insertion point, a

small menu appears right under the
mouse pointer so you can choose
from “after, down, up."

Thinker provides only rudimentary
editing features, which are used when
new statements are typed in. For ex-
ample, the BACKSPACE and DELETE
keys perform as you'd expect. Por-
tions of text can be selected with the
mouse. Statements within the docu-
ment can be deleted, or moved
around in both position and hierarchi-
cal level.

To change an existing statement,
simply click the mouse pointer on the
appropriate text and begin typing.
The mouse pointer changes to a verti-
cal bar when it is over text that can
be modified.

Hypertext Features
Hypertext links are set up in docu-
ments by placing the same labels on
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Outliners And Hypertext
One of the most universal, though not the most glamorous, applications of
personal computers is text manipulation. Word processing -- writing with

computers -- was the first such application.

However, computers can perform

more sophisticated tasks than being “glorified typewriters."

As personal computers get more powerful, other ways of dealing with text are
slowly emerging. Two such applications are outline processing and hypertext.
Outline processing software allows the user to create text as a collection of
imbedded outlines. The elements found under each heading in such a document
are either another outline or simple text. The program can hide the details of the
document beyond a certain level, so that the user only sees the headings and text
that exist "above" that level. For example, viewing at the highest heading level
shows the outline of the document. This ability to display or hide details of a
document makes it easier to organize one’s work. It is possible to concentrate on
the details of particular points, yet at any time easily switch to view the structure

of the entire document.

Outline processing programs have been with us for a while on small
computers. (For example, ThinkTank first appeared on the Apple Il.) Hypertext
only existed on larger (read “expensive’) machines. Only with the arrival of
personal computers as powerful as the Amiga can hypertext programs appear on

our desktops.

The idea of hypertext dates back to the 1940s, although the name "hypertext"
was not invented until the 1960s. A hypertext document is a collection of text and
possibly graphics or sound, with "links" that associate related pieces of data. For
example, an encyclopedia entry describing impressionist painters could contain
links to digitized images of their paintings. To see the painting, you would click
the mouse pointer on the title of the painting in the text, while clicking on the
artist’ s name would lead to a biographical entry.

In a hypertext document every word, phrase, or image could potentially be a
link to other information. The potential for a large number of links, combined with
the fact that really useful hypertext documents must be large, explains why
hypertext did not appear on earlier, less-powerful personal computers.
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separated statements. The following
label is in the outline for my Pascal
class:

-Example problems

(Cash Register) Write a pro-
gram that will "simulate" a cash
register. The input to the pro
gram will be the price of the
item and the amount of money
given by the customer. The pro-
gram will compute the sales tax,
total amount of sale and the
change.

The label for the statement above
is (Cash Register). The same phrase is
then used as a link to paragraphs
elsewhere in the document:

Let’s use what we have
learned so far about assigments
and expressions, and write a pro-
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gram that works like a smart
<cash register>.

Above, the link is the phrase en-
closed in the < > brackets -- <cash
register>. When the mouse is clicked
on that link Thinker will jump to the
statement with the corresponding la-
bel.

When jumping to a new statement,
you have the option of opening a
new window. This way the source
and the target of the jump can be
seen together. Thinker links can also
point to statements in other Thinker
documents, to IFF images, or even to
other programs. When a link to an
IFF picture is selected, the picture will
be displayed. The picture can be
shown on the entire screen or can be
compressed to a small window. I
used Thinker to catalog a number of
pictures of the Mandelbrot fractals set.

This way I can view a number of the
generated pictures at the same time.

Selecting a link to another program
causes that program to execute. For
example, the program that generates
the Mandelbrot fractals can be started
from the same Thinker document that
catalogs the images.

Hypertext links
are set up in
documents by
placing the same
labels on
separated
statements.

Thinker provides a number of dif-
ferent ways of "jumping" around the
document. Following hypertext links
is one method we have already seen.
The Quick Jump command (QJUMP)
allows the user to position any dis-
played statement at the top of its win-
dow, just by clicking the mouse over
that statement. Other jump com-
mands allow movement within the
text hierarchy. For example, you
could jump to the next or previous
statement at the same, higher or lower
level. Thinker also remembers your
last six locations within the document,
and you can jump to any of them.

Good & Bad

The best feature of Thinker is the
idea of combining hierarchical text
with hypertext. The result is a power-
ful program that can be very helpful
in organizing your work. The ability
to set hypertext links to other Thinker
documents, as well as to IFF pictures
and other applications is also very
good. Using these features it is easy
1o set up libraries of pictures along
with their descriptions, or use Thinker
documents to provide interactive doc-
umentation for programs.

However, although Thinker is a
useful program, it could be improved
in many areas. First of all, the 50-
page manual is hard to read and lacks

CONTINUED ON PAGE 81
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good response, great colorful
graphics, and one of the best
interactive playing fields I've
seen. The best Amiga helicopter
simulation yet.

I set Collective up a notch and
Cyclic forward for lower altitude and
some more speed. With Weapons Se-
lect set to AGM-114A Hellfire, TADS
up on a T-74 tank, | fire and fire
again. Impact on the tank, tap the
TADS and get the BMP-2 in back of it,
with the Hellfire in flight. Turn and
dive -- that lost weight caused me to
climb. S-60 gun is at .3 kilometers
and may be tracking me, go to the
cannon and fire a burst. Good! TADS
is clear, but a HIND attack ship was in
the area when I flew into this mess.
Look for it and make turns to get it
off angles. Go for a Sidewinder mis-
sile, lock on and fire. Splash one
HIND. Luck and time in the seat have
kept me alive again.

Yes, MicroProse finally brings Gun-
ship: The Attack Helicopter Simu-
lation to the Amiga. One of the best-
selling computer games of all time,
Gunship has already been cenified
platinum for selling more than
500,000 copies in the C64, PC and ST
versions.

Gunship is built around the AH-
04A Apache helicopter. At $7-million-
plus apiece, the Apache carries lots of
today’s most advanced weapons and

Gunship ... at last, the best

avionics. To operate this high-tech
ship the pilot has two devices that put
a computerized fire control system in-
to the look-and-shoot category -- the
[HADSS (Integrated Helmet and Dis-
play Sighting Sub-System) helmet and
TADS (Target Acquistion & Designa-
tion Sigho.

Once TADS is active and the tar-
geting mode is selected, an aiming
box appears. The pilot identifies the
target and decides whether or not to
fire. If the weapon is the chain gun
or a laser-guided missile, TADS will

continue guidance to target as long as
the pilot keeps it in sight. TADS also
places any known target on the map
display and switches to a new target
on command -- just look, identify, se-
lect and fire.

The weapons available include the
AGM-114A Hellfire laser-guided mis-
sile, the 2.75" FFAR air-to-ground un-
guided rockets and the AIM-9L
Sidewinder infra red homing missiles
for the occassional airborne target.
The final weapon system is a chain
gun cannon, firing 30mm HEDP (High

AMIGA PLUS
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'»i‘ Ballistix --

jg life-size

Explosive Dual Purpose) ammunition.

The avionics package begins with
a CRT display that has map, radio
message, or TADS modes. Below it is
the weapons stores selection display.
The standard instruments are the VSI
(Vertical Speed Indicator), Altimeter,
Airspeed, Auitude & Artificial Horizon,
Engine and Fuel Gauges. Other items
will be new to some pilots -- System
Damage lights, Threat Display, Radar
and Infra-Red Warning and Jammer
lights, a Rotary/Digital Compass and
INS (Inertial Navigation System).

This array of weapons and equip-
ment are needed to offset the equip-
ment you’ll meet in combat, such as
Russian tanks, combat vehicles and
armored personnel carriers.

Before you hot-shot jet jockeys try
to fly this beast, read the 79-page
manual. Fixed wing is not rotary
wing. Here you point the nose down
to fly forward!

You also need training to go with
the knowledge you'll gain from the
manual. The Duty Assignment menu
offers pilots "Flight Training in the
USA" Here the bad guys don't shoot
back while you work your way
through two tutorials.

After graduation, it's combat time.
You have a choice of four Duty As-
signment Areas -- Southeast Asia
(SEA), Central America (CA), Middle
East (ME) and Western Europe (WE).
The type of weapons and enemy
quality (reality levels) range from
third-line guerilla forces with outdat-
ed, visually sighted weapons, to first-

OCTOBER/NOVEMBER 1988¢

line Warsaw Pact Soviet Divisions with
the latest in high-tech weaponry.

You are then briefed on the mis-
sion -- primary and secondary objec-
tives, grid coordinates, the type of
mission (destroy depot, support in-
fantry, clear LZ, etc.), day or night,
password and conditions.

Completed missions gain points
and promotions. The Army figures on
a 14-to-1 kill ratio to pay for their in-
vestment in training you and the cost
of the ship. Try to improve on that.

-- WOLF GRIFFEY

GUNSHIP $49.95
MicroProse Software, 180 Lakefront
Drive, Hunt Valley, MD 21030. (301)
771-1151. Minimum 512K, joystick
recommended, key-disk copy-protection

allows loading onto hard disk.
CIRCLE 245 ONREADER SERVICE CARD

BALLISTIX ++++

Futuristic pinball/soccer
combination with "show off your
Amiga" graphics and sound. You
can even customize the playing
conditions to match your skill
level.

Combining pinball and soccer with
a grimly futuristic scenario, Psy-
clapse’s Ballistix puts you into an in-
ventive high-speed arcade game on
an alien world.

In the one-player version, Ballistix
plays like a pinball machine, with
gravity pulling the ball toward the
bottom goal on a tilted playfield .

You shoot at the ball and try to knock
it back up the screen into the top
goal. The two-player game gives you
a level playfield.

Obstacles make the going tough.
Arrows push the ball aside and mines
destroy it, restarting the round. Ran-
domly-placed symbols can cause an
explosion of a dozen balls, tilt the
playfield, or place a protection shield
in front of your goal.

Game play is smooth, with less
than 15 seconds of loading time be-
tween each level. There are 50 levels
for one-player games, and 80 for two
players.

Especially good, if you don't like
the way the game plays, you can
modify eight different values on the
options screens. You can tailor Bal-
listix to your ability, whether you’re a
beginner or expert.

Graphics and sound are top-notch,
from the elegantly tiled floors to the
gruesome crack that the ball makes
when it hits the skulls lining the play-
field. Ballistix definitely falls in the
"show off your Amiga" category.
Game play seems perfect -- I couldn't
come up with any ideas for improve-
ment. It is nice to see a game so di-
rect in concept and original in execu-
tion. -- J. DOUGLAS ARNOLD

BALLISTIX $34.95
Psyclapse (Psygnosis Ltd.), distributed
by Computer Software Services, P.0.
Box 483, Addison, IL 60101.

(800) 669-4912. Minimum 512K,

joystick required.
CIRCLE 246 ON READER SERVICE CARD

TV SPORTS FOOTBALL +++

TV Sports Football’ s stunning
graphics are really comparable
to watching a game on
television. Just be prepared to
learn a lot of joystick movment
commands (some awkward) and
how to use them quickly .

Cinemaware’s TV Sports Football
tries to do a little bit of everything.
All 28 NFL teams are represented on
the game's two disks, though the
player names are strictly fictional.
You can alter ratings of players and



teams, or take one or more teams
through an entire season, including
the playoffs and the Super Bowl -- if
you’re lucky enough to get that far.

Your four game options are: exhi-
bition, league, practice and clipboard.
Believe me, you’ll need to practice all
those joystick commands. Just select-
ing plays takes three different joystick
moves. If you don't pick a play in 15
seconds, the computer selects one for
you. (Supposedly the computer
learns your play-calling tendencies to
aid in that selection.)

In actual play, you control the
player with the ball. Making the re-
quired split-second decisions and joy-
stick moves is challenging, exciting
and occasionally frustrating. Offen-
sive play requires special moves. If
you want a pass play, you must pull
the joystick toward you when snap-
ping the ball. Otherwise the quarter-
back will hand off to the nearest run-
ning back. Your control shifts to the
runner, and it’s up to you to get past
the defense. Calling and executing
defensive plays is much easier.

What's most attractive about TV
Sports Football is its graphics, as at-
tractive as any sports game on the
market. It really is almost like watch-
ing a game on television, and will
wow your friends. But overall, the
game doesn’t feel much like real foot-
ball and seems more difficult than
necessary. -- RICK TEVERBAUGH

pumps -- and a spellbook to restore
yourself to human form. Most of the
chambers are bewildering concoctions
of deadly spikes and killer green
carpets.

It is necessary to move carefully
and stay alive until you get to the
next pump. Then jump atop it and
re-inflate. Don't get greedy -- too
much air and you explode. After you
find a pump, explore all the rooms
around it. But don’t even try to map
- you’ve got to move too fast for this
luxury. Memorize the passageways.

The manual gives very little of the
game away, challenging you to ex-
plore its many intricacies. Some
rooms require use of special items,
such as a flashlight to push back the
darkness. And don’t forget about the
jump button. Often you'll have to
bounce. Most players will need many
weeks to locate the missing spell-
book.

Although I didn’t particularly care
for the pastel color scheme, Airball’s
graphics are arcade quality, as are its
sound and responsiveness. While the
four movement commands are easily
learned, Airball has the same problem
inflicting many games which have 3-D
playfields in forced perspective. You
must move the joystick in directions
that don’t correspond to your on-
screen movement. But give Airball a
try and you just might have a ball.

- STEVE PANAK

TV SPORTS FOOTBALL $49.95
Cinemaware, 4165 Thousand Oaks
Blvd., Westlake Village, CA 91362.
(805) 495-6515. Minimum 512K,
joystick required.
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AIRBALL ++1/2

You're a ball with a slow leak,
wending your way past lots of
sharp objects. Airball performs
nicely once you master its
control interface.

The premise of Airball is that an
evil wizard has transformed you into a
ball with a slow leak. Before your air
pressure runs out, you must search
the 250-room wizard’s mansion for air

AIRBALL $39.95
Microdeal (MichTron), 576 S. Telegraph,
Pontiac, MI48053. (313)334-8729.

Minimum 512K, joystick recommended.
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GRANDPRIX CIRCUIT  +++1/2
Grand Prix Circuit is a
well-executed road racing game
that’s a bit different,  but lives
up to the standards that
Accolade established in its
Test Drive serigs.

This time, Accolade has even made
it legal to go thundering down the
computer roads at 200+ miles per
hour in Grand Prix Circuit, a For-
mula One racing simulation featuring

eight of the world’s top race courses
and three of the hottest cars.

Formula One drivers are sharp, the
cars designed for one purpose only,
and the courses test the limits of each
car and driver. It’s you against the
clock to qualify for each race.

Grand Prix Circuit gives you as
many as 99 laps of the curving course
in Monaco and the high-speed
straightaways in Germany. Detroit
and Japan run part of their races on
the city streets and through a tunnel
or two. Other choices are Brazil,
Canada, Britain and Italy.

For the qualifying lap you choose
one of the three team cars. The Fer-
rari is the best in handling and a little
slower. The Williams is in the middle
in speed, control and braking. The
McLaren car is the most powerful and
the most likely to spin out on turns.
There is no top speed given for these
cars, and chances are that few drivers
will top out. With engines showing
680 to 790 horsepower, handling and
braking become as important as
power.

Drivers begin by setting themselves
up on the difficulty level bar. There
are five levels, rookie to pro. Rookies
get all the breaks, with automatic
shifting and no blown engines or car
damage. The pros treat them kindly.
Higher levels take away that easy life
on the track.

At the big-time pro level, the strat-
egy is to gain a high position from
your qualifying time, and then keep it
or better it at the finish line. Each
race you finish gives you points for
your final position. That’s how cham-
pions get their crowns. You don't
need to be number one every time.

Grand Prix Circuit has good steady
graphics and rich colors. Control re-
sponse is well done, and the learning
curve is right. This is a nice change
from the highway and street racing
programs. -- WOLF GRIFFEY B

GRANDPRIX CIRCUIT $49.95
Accolade, 550 S. Winchester Bivd.,
Suite 200, San Jose, CA 95128.

(408) 296-8400. Minimum 512K,
joystick required.
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ELAN PERFORMER cONTINUED FROM PAGE 61
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whenever you swap disks. To open a
volume or a directory, simply click on
its name in the file listing. To pick an
image file, just double-click its name.

The pointer then changes into a "TO"

arrow which can then be clicked on a
key.

Colors of the keys change to indi-
cate their status and assigned file
type. Gray represents an unloaded
image while white indicates a loaded
image. Elan Performer makes effi-
cient use of available memory. To in-
sure a smooth transition from one im-
age to the next, the program tries to
place two images into chip RAM. The
first image is on display while the sec-
ond image is next on the list. When
running in automatic mode, the key-
board display order is from left to
right and from top to bottom.

If you have enough memory, or if
your presentation is small enough,
Elan Performer will load all of the im-
ages into RAM. At this point, images
can be changed as fast as the display’s
frame rate of 1/30th of a second. To
avoid fragmentation of RAM, the pro-
gram loads the images into a single
block. Memory is not cleared until it
has been completely filled or until the
current environment is changed.

Animations

In addition to individual IFF im-
ages, Elan Performer accommodates
two types of animation files, RIFF and
ANIM. The RIFF file format is very
flexible in that it can be used to string
together IFF images with different dis-
play modes. Thus, it is possible to
create an animation that mixes inter-
lace with non-interlace and even HAM
with standard bit-map graphics. Of
course, RIFF files require more
memory than ANIM files. The ANIM
file format only saves the changes be-
tween successive frames. This limits
it to animations built up from a single
display mode.

The editor window is where you
assign the way an image or animation
will be displayed. For images you
can set the time it will be shown in
minutes, seconds and frames. A
frame is 1/30th of a second. You can
also set whether or not the image will
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color-cycle. As many as eight color-
cycle ranges are supported, but these
must be set from your paint program
before the image is saved. Elan Per-
former does not provide any means of
setting or adjusting the color cycle
ranges of an image.

For RIFF files, the editor lets you
set the number of times the sequence
will loop, along with the speed of the
animation. The speed setting ranges
from 0 to 999, with 1 being the stan-
dard speed. Timing is in multiples of
1/30th of a second, except for the 0
setting which is 1/60th of a second.

The number of
images and
animations making
up an Elan
Performer
presentation is
virtually unlimited.

RIFF files can also be double buffered
to ensure smooth transitions when
successive images in the animation
have different color maps. The editor
screen also shows the size of the RIFF
file and the number of frames.

The controls for the ANIM files are
similar to those for the RIFF files. The
primary difference between the two is
the reverse option. Turning on the
reverse option loads the entire file in-
to memory as a RIFF, file so it can be
played backward as well as forward.

The PREFS button at the top of the
working screen sets the overall oper-
ating mode. Elan Performer can be
told to run automatically for a preset
number of cycles, or it can be told to
cycle endlessly. You can also have it
show the first image and await further
instructions, or you can run the show
entirely on your own. While the im-
ages are on display, the control panel
is not shown. Only the images ap-
pear.

You can assume manual control of
operations during an automatic show-
ing simply by pressing an arrow key

or a mouse button. When Elan Per-
former is in manual mode, you can
use the arrow keys and the mouse to
move through the loaded image se-
quence.

The CAPS LOCK key turns the
mouse into a remote. In remote con-
trol mode you can step through the
images one at a time, in forward or
reverse, by clicking the mouse but-
tons. Or you can hold down both
buttons and cycle the show by mov-
ing the mouse. Images can also be
directly displayed by just pressing
their assigned keys.

Elan Environments

The keyboard file assignments,
along with the current editor settings,
make up Elan Performer’s "environ-
ment." Environments are an impor-
tant concept for the open-ended oper-
ation of Elan Performer. The entire
current environment can be saved to
disk just like any other image file. A
public domain player utility included
on the program disk allows you to
pass around your completed produc-
tions.

Like image files, saved environ-
ments can be loaded and assigned to
any key. Environment files are very
small because they only contain the
file and path names for the various as-
signed images, animations and other
environments. Note that an environ-
ment can contain another environ-
ment. In fact environments can be
nested to any level. As a result, the
number of images and animations
making up an Elan Performer presen-
tation is virtually unlimited.

Saved environments can be loaded
two ways, as replacement for the cur-
rent environment or as an assignment
to a key. If you choose key assign-
ment, the editor lets you set the envi-
ronment to skip or run. If the run set-
ting is chosen, the environment will
be invoked when its key comes up
for display. If the skip setting is cho-
sen, the environment will not be auto-
matically called up. Instead you can
activate the environment by pressing
its key at your discretion.

Elan Performer lets you create your
own animations by simply selecting




images from assigned keys and ap-
pending them to another key. By us-
ing a very slow frame rate, you can
create entire slide shows on a single
key. Images and animations, which
have been assigned to keys, can be
saved back to disk. This process can
also be used to convert an ANIM file
into a RIFF file or to break up an ani-
mation into individual images. The
last option does not let you choose
individual frames of the animation.
All of the frames are saved in se-
quence. Since a disassembled anima-
tion can use up a lot of memory, it is
possible to run out of disk space. In
this case you will have only the first
few frames.

Before saving a file, Elan Per-
former can be instructed to show how
much memory will be needed. For
an animation file, the size of the first
image along with the size of the cor-
responding ANIM3, ANIMS and RIFF
files is shown. Calculating these

statistics can take some time, so you
are given the option of turning it off.

Several independent utilities are
provided on the program disk for as-
sembling and disassembling animation
files. FrameCutter is used to break up
an animation file into individual

Elan Performer is a powerful, flexi-
ble and easy-to-use display program
that can handle any mix of IFF images
and animations. Its possible applica-
tions range from simple slide shows
to automated advertising displays,
interactive presentations and video

frames. As before, there is no provi-
sion for saving selected images. If

All functions
are accessed from

working screen.

recordings. For video work, blank
white and black frames are even
provided on the program disk. I feel
that Elan Performer is an excellent
value. H

ELAN PERFORMER $59
Elan Design, P.0. Box 31725, San

Francisco, CA 94131. (415)359-7212.
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you run out of disk space you will

only get the start of the sequence.
The RIFFsplicer and ANIMsplicer utili-
ties assemble individual frames into
animation files. These three utilities

Morton Kevelson is an electrical
engineer from Brooklyn wbo bas a
particular interest in video digitizing.
He bas been writing about Commodore
computers for eight years.

can also be used to convert an ANIM
into a RIFF and vice versa.

NO

AMIGA
DISK?

{
()

Every issue of AMIGA Plus features

great programs on disk. If you
bought this issue of AMIGA Plus
without disk, you're missing out!

CALL (800) 234-7001!

7 am-6 pm PST  Visa/MasterCard orders only

Each disk is $10.95 plus $2.00 handling & mailing.

-—!omDUT&quTE"=

I COMPUTERMATE AUSTRALIA, is arguably

Australia’s largest independent distributor of
software and accessories for the Commodore
64/128 and Amiga range of computers.

COMPUTERMATE has builtits reputation on
its ability to supply quality products to the
Australian marketplace and to support these
products 100%.

It presently distributes software and
accessories from Aegis, Berkeley Softworks,
Antic Publishing, Micro-Systems Software,
Professional Software Inc., Polarware, Curtis
Manufacturing, American Covers and Micro
Format to list but a few.

COMPUTERMATE would now like to expand
its direct contact with manufacturers and
publishers of Commodore 64/128, Amiga
and IBM compatible products.

Contact Ray Firth at
Computermate Australia Pty. Ltd,,
9 High Street, Mt. Kuring-Gai, N.S.W. 2080.
TELEPHONE: 011-61-2-457 8118
FAX: 011-61-2-457 8739
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Print custom color charts on your printer
to visually match any other color system

LETTE RHNTERTM

A COLOR MATCH SYSTEM for the AMIGA

30 IFF screens output 850+ colors with
RGB settings printed below each swatch
Conversion Chart for RGB 10 YMC% process color

is included with the manual & disk
for use with Desktop/Electronic Publishing
ARTISTS: Know the palette potential of your
color printer. PreSet your RGB color output.

GRAPHIC DESIGNERS: Create impressive
color "dummy" proofs in-house closely
matching final process printing colors.

Ali Inquires answered and Orders welcome

send check or money order for
$29.95 (postage paid) to

ONTOLOGICAL SURVEY
P.O. BOX 17488
MILWAUKEE, WISCONSIN 53217-7488

Amiga is a t of G Amiga, Inc.
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Hyp@m@m

for AMIGA
"..stunning capabilities.. simple to
operate.." "..superbly crafted..”

Gary Gehman, Amiga Sentry 6/89
Hypertext combines database ideas
with word processing ideas (™~
making a powerful writing (<’ / \.\_
tool. The latest lechnology( ? !
for organizing information [\ l
and ideas. Use Thinker for 2.

writing, designing and documemmg.

$8 Ver 1.03 New Features
Demo CA res. add tax
COD $5 Disk $5 30 day guarantee

Poor Person Software

3721 Starr King Circle, D9
Palo Alto, CA 94306
(415)-493-7234
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FREE
INFORMATION!

It's easy to get more
information on the
products you've read
about in this issue of
Amiga Plust

1. Find the Reader Service
numbers of the products
which interest you.

2. Turn to the Reader
Service Card at the back
of the magazine, and
circle these numbers.

3. Simply mail in the
card—our advertisers
will then send you infor-
mation on the products
you want. It’s that easy!

MCR-ETA R LN B

Shopper's Mart

THIS DECISION MAY DETERMINE THE
FUTURE OF YOUR BUSINESS !!!

HOW DO YOU REACH
OVER 60,000 AMIGA USERS
EVERY MONTH?

You don’t have to be a marketing genius to know the fast, easy,
and effective way to advertise—

Showcase your products in the new SHOPPER Plus
Featured in each issue of AMIGA Plus.

It’s simple!—Our readers are affluent, intelligent shoppers that
turn to SHOPPER Plys for their computer product needs.

THIS COULD
BE
YOUR AD!

Rates
1x $400
3x $850

6x $1525

--— ) —»>

-—221, —>

LIMITED OFFER:
SIGN UP FOR 6 ISSUES AND RUN YOUR 7TH
AD FREE!

It couldn’t be easier...contact your SHOPPER Plus Sales Rep:
Diane Van Arsdall

544 Second Street

San Francisco,CA 94107

(415) 957-0886




More than 50 new releases coming up!

New Amiga Products

By Carolyn Cushman, AMIGA Plus Associate Editor

Deluxe Video Il

Deluxe Video I

A professional quality
desktop video program, this
latest version of Deluxe
Video from Electronic Arts -
uses the full integration of
sound effects, music and
MIDI to make complete au-
dio-visual presentations.
External device control in-
cludes an ARexx message
port, MIDI output, single-
frame VCR control and con-
trol over the SuperGen gen-
lock. Utilities include an In-
stant Slide Show and a
freely distributable Player
program that lets anyone
with an Amiga play your
videos. ($149.95, 1 meg
and 2 disk drives required,
hard disk recommended.)

3-D Art Objects
Add to your collection of
Sculpt-Animate 3/4D objects
with Jason Twamley’s disk
containing a detailed, rotat-
ing "globe" of the earth.
($25, $30 outside U.S)
Caligari at Home
A home version of Oc-

tree’s $1,995 Caligari will be
available from Electronic
Arts. Caligari is a conceptu-
al three-dimensional design
and animation program,
which uses a virtual three-
dimensional space with real-
time response and heirarchi-
cal manipulation. The user
can easily modify 3-D objects
simply by moving the
mouse pointer and watching

the scene change. The
home version does not in-
clude animation capabilities.
($249)

HARDWARE

IMG Scan

Turn your dot matrix
printer into an inexpensive
scanner with SunRize Indus-
tries’ IMG Scan. This hard-
ware/software combination
lets you scan and digitize
pictures in 256 gray scales
at up to 360 dpi, and save
images in both IFF and RAW
formats. ($149.99)

HDA-506-2 Hard Drive
Adaptor

A low-cost alternative to
SCSI hard drives, this adap-
tor from Spirit Technology
makes it possible to use off-
the-shelf, IBM-compatible
ST-506 hard drives with any
Amiga 2000. ($172 for
adaptor board and software
only.)

ALF .

Your Amiga Loads Faster
with ALF from Pre’spect
Technics Inc. This adaptor
lets you connect standard
IBM-compatible hard disks
(ST 412/ST 506) to your
Amiga. (Prices vary, and
packages are available com-
plete with hard disk.)

A.LF.
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Star XR-1500

Star Muiti-Font Printers

Star Micronics introduces
the XR-1500 and XR-1000
Multi-Font printers, two fast
and quiet nine-pin printers
featuring eight built-in fonts.
Identical except for the XR-
1500’s wider 15-inch car-
riage. (XR-1500, $799; XR-
1000, $579)

Serial Solution

Now Amiga 2000 owners
can stop switching between
printers and other peripher-
als with the Serial Solution
from Checkpoint Technolo-
gies. This dual-port internal
serial board adds two serial
ports to the A2000’s built-in
port. ($299)

inky dink

Software Sensations’ inky
dink provides better color
ink-jet printing at lower
cost. This high brilliance
ink is available in four col-
ors (cyan, magenta, yellow
and black) and works with
most color ink jet printers,
including the Sharp JX-30
and Diablo C-150. ($11.95
for 17¢cco)

S-View: The
Connection

Also from Software Sen-
sations, S-View breaks the
S-Video barrier with a cable
that lets you record on Su-
per-VHS, ED-Beta and Hi8,
or display your images on a
large-screen S-Video moni-
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tor -- with graphics almost
as clear as on high-cost RGB
multisync monitors. Com-
patible with all Amiga S-
Video encoders. ($79)

Auto Droid

Speed up your Digi-View
color digitizing with Micro-
Search’s Auto Droid
($59.95), a servo motor that
turns the Digi-View filter
wheel for you, cutting digi-
tizing time by nearly 50%
($59.95)

Powerdrome

Populous,
Powerdrome,
Twilight Swords

Now you can play God
with Populous, the hot Eu-
ropean strategy game
brought to the U.S. by Elec-
tronic Arts. Build land, gain
worshippers and with
enough mana you can even
lay waste to your opponent
God's population with
earthquakes, floods and vol-
canos. Guaranteed addic-
tive by the AMIGA Plus

1989

staff. ($49.95)

For futuristic thrills, Elec-
tronic Arts presents Power-
drome, a high-speed air
race that combines arcade
action with the strategy of
Formula One racing. Or
you can travel a magical
pathway through eight me-
dieval worlds in Swords of
Twilight, a multi-player fan-
tasy role-playing game that
allows up to three people to
play simultaneously as com-
panions on a quest for sev-
en magic swords. (Power-
drome $39.95, Swords of
Twilight $49.95)

FanFare

A new entertainment line
from Britannica Software,
FanFare brings two unusual
British arcade games to the
U.S. In Archipelagos, you
must destroy the obelisk on
each of 10,000 eerie island
chains, building land
bridges while avoiding the
weird and deadly creatures
all around you. The AMIGA
Plus staff can’t get enough
of this game’s Twilight Zone
atmosphere. In Eye of Ho-
rus you play the Egyptian
god Horus, on a mission to
avenge your father’s death
and destroy the evil god Set.
($39.95 each.)

Lucasfilm Games

In Loom, the first fantasy
adventure game from Lucas-
film Games, a young mem-
ber of the mysterious Guild
of Weavers must use the
magic distaff to save the
world from a terrible catas-
trophe. ($59.95)

Beyond Battlehawks
1942, there's now Their
Finest Hour: The Battle of
Britain, a WWII air combat
simulator with an enhanced
replay mode, improved
graphics and the ability to

save your exploits -- plus
the option to fly for either
Germany or Britain.

(859.95)

Accolade

Jack Nicklaus’ Greatest
18 Holes of Major Cham-
pionship Golf features 18
of the world’s most challen-
ging holes, with variable
winds, course hazards, ran-
dom pin placement and be-
ginning or expert levels. An
add-on course disk is also
available: Jack Nicklaus
Presents the Major Cham-
pionship Courses of 1989.
($49.95, add-on disk $19.95)

For would-be arcade
game designers, Accolade’s
Shoot ’Em Up Construc-
tion Kit gives you the tools
the pros use to make to-
quality arcade games, which
can then be saved in
playable form for all your
friends. ($19.95)

Dinowars

Eight of the best-known
dinosaurs team up and bat-
tle it out in this new pack-
age from DigiTek Software.
Combining an interactive
strategy game with fully ani-
mated arcade sequences
and a complete encyclope-
dia on the prehistoric era,
Dinowars is both fun and
educational. ($39.95)

Hoyle’s Book of Games
For a Family Classic, try
Sierra’s new Hoyle's Book
of Games. The games in-
clude such family favorites
as Crazy Eights, Old Maid
and Cribbage. More than a
collection of card games,
however, this program lets
you play against as many as
three onscreen characters,
each with different person-
alities and skill levels.

($34.95)
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Sega Arcade Classics
Two more Sega arcade
classics will soon be
available for the Amiga.
Use your Ninja might and
magic to fight relentless ter-
rorist attackers in Shinobi.
Or, for exciting air combat,
take off in an F-14 in
After Burner.($49.95 each.)

Mindscape

Try your hand at six cir-
cus events, but watch out
for Fiendish Freddy, the
cynical circus saboteur in
the satirical, slapstick-filled
Fiendish Freddy’s Big Top
O’Fun. Or you can search
the Dark Dungeons for trea-
sure in Gauntlet I, a faith-
ful reproduction of the ar-
cade megahit, with 100 new
mazes and spellbinding ani-
mation. ($49.95 each) Deja
Vu IlI: Lost in Las Vegas is
a new interactive graphic
adventure that takes you to
a cheap Vegas hotel, where
the mob wants $100,000
from you, and doesn’t care
how you get it. ($49.95)

Miami Vice

Bring the sultry sizzle of
the TV series to your com-
puter screen with this inter-
active action-arcade game
from Miami-based Intracorp
Inc. Race through eight lev-
els of challenging crime-
fighting. ($39.95)

Kristal

Based on The Kristal of
Kronos, an original stage
musical, this science fiction
epic puts you in the role of
Dancis Frake, a space pirate
seeking the long-lost Kristal.
Cineware ($49.95)

Titan

Titan is a compelling
game from Titus Software
requires you to use strategy

as you solve puzzles and
mazes, guiding the power
sphere through eighty levels
full of deadly death icons.
($44.95)

Turbo

Latest in Microlllusions’
One on One series of null-
modem games, Turbo pits
you against the clock or an-
other opponent in a death
race through crowded city
street and twisting mountain
roads. ($24.95)

Fright Night

Not for the squeamish,
MicroDeal'’s Fright Night
brings the horror of the
movie to an arcade-style
game. You play the vam-
pire, slinking through the
night in a desperate attempt
1o turn everyone else in the
house into a vampire.

($39.95)

Artworx Three

Tank Attack combines
the strategy and action in a
two, three or four player
game where each player
commands a country’s Tank

Corps. ($24.95) Colossus
Chess X offers chess play-
ers a chance to play a com-
puter oppenent familiar
with all the rules of chess --
and capable of learning
from its mistakes. ($34.95)
World Snooker (and Pool
and Billiards) offers five
different types of pool --
two versions of snooker,
straight pool, eight-ball, En-
glish pocket billiards and
U.S. Carom billiards.
($24.95)

Mastertronic
Megagames

Megagames is a new line
of home computer games
identical to the arcade ver-
sions produced by Arcadia,

an affiliate of Virgin Mas-
tertronic. The games will
require 1 meg or more of
memory, but will provide
home users with the same
graphics, animation and
sound seen in the arcade
versions. First to be
released, under the Mel-
bourne House label, will be
Magic Johnson’s Basket-
ball, followed shortly by
World Trophy Soccer.
($49.99 each.)

International
Championship
Wrestling

Challenge opponents
from around the world,
each with his own "death
move" in this exciting action
arcade game from Avatar
Consulting. ($32.95, 1 meg
recommended.)

Taito Trio

Rescue your buddies
held behind enemy lines in
Sky Shark, a fast-moving
arcade game that lets you
take the stick of a World
War Il P-40 Tiger Shark. Or
for a classic game of mental
dexterity and strategy, Qix
brings you into an electrical-
ly charged world of deadly
roving sparks and waves of
energy to avoid as you build
your territory. Due also is
Rastan, in which you as the
ancient warlord must Kill off
a host of evil lords and their
slimy servants. ($34.95
each.)

Omni-Play Basketball

From SportTime Comput-
er Software, a new affiliate
of Broderbund Software,
this baskeball game lets you
manage, coach and play.
For a touch of realism, the
game features players who
age each year and even suf-
fer injuries. ($49.95)

APPLICATIONS

CanDo

Even non-programmers
can create their own games,
applications and complex
interactive audio/visual pre-
sentations with CanDo from
Inovatronics. A graphic in-
terface guides the user
through a step-by-step pro-
cess that generates the soft-
ware. ($149.95)

City Desk 2.0

Features new to this

powerful desktop publish-
ing program from Mi-
croSearch include text flow
around irregular graphics,
macro capabilities, IFF color
to gray scale conversion, an
improved text editor and
rewritten graphics editor.

($199.95)

VIDI-Mice

Using Tensor Produc-
tions’ VIDI-Mice software
with the LIVE! frame grab-
ber from A-Squared, you
can control virtually any
Amiga program from your
video camera input.

K-Data
A new database from
Kuma Computers Ltd., K-
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More than 50 new releases coming up!

Data makes full use of the
Amiga’s Intuition windows
and drop-down menus.
Easy to use, K-Data offers
features normally associated
with more complex relation-
al databases. (49.95 pounds
UKD

Source Level Debugger

The latest in a series of
add-on products from
Avant-Garde Software for
use with Benchmark
Modula-2, the Source Level
Debugger uses a
mouse-and-menu interface
to make debugging easier.
($149.95)

MIDI STUFF

Bars and Pipes

Make music with Blue
Ribbon Bakery's Bars and
Pipes, a four-part icon-
oriented program that uses
a plumbing metaphor to
process music. Control the
music’s flow through icons
resembling pipes and
valves, then use tools from
the Toolbox to modify and
shape the sound. ($250)

Master Tracks Pro

Bring your music to life
with this powerful profes-
sional sequencer program
from Passport Designs.
Based on Passport’s award
winning program for the
Macintosh and Atari ST
computers, the Amiga ver-
sion also supplies all the
hooks a musician needs to
sync up to audio or video
tape, with the ability to
slave to SMPTE via MIDI
Time Code. ($395).

Music-X
The long-awaited music
processor from Microlllu-
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sions is finally here, with
features including a Se-
quencer, Bar Editor, Event
Editor, Filter controls, a
Keymap Editor, Samples
controller, Librarian, Patch
Editor -- and the ability to
create and edit scores. Mu-
sic-X offers a wide range of
MIDI capabilities. Not
copy-protected, 512K re-
quired, supports MIDI-
interfaced devices. ($299.95)

Synthia Professional

A complete sound syn-
thesis editing package, Syn-
thia Professional from The
Other Guys features eight
synthesizers that create and
modify 16-bit instruments,
which can be saved in sev-
eral file formats. ($395,
demo disk $10.)

Manufacturers

Accolade, 550 S. Winchester 8ivd.,
Suite 200, San Jose, CA 95128. (408)
296-8400.

CIRCLE 201 ON READER SERVICE CARD

Artworx Software Company, Inc., 1844
Penfield Road, Penfieid, NY 14526.
(716) 385-6120, (800) 828-6573.
CIRCLE 202 ON READER SERVICE CARD

Avant-Garde Software, 2213
Woodburn, Plano, TX 75075. (214)
964-0260.

CIRCLE 203 ON READER SERVICE CARD

Avatar Consulting, distributed by
Digital Wizards Inc., 9307 Cariton
Hills Blvd., Santee, CA 92071.
CIRCLE 204 ON READER SERVICE CARD

Blue Ribbon Bakery, 1248 Clairmont
Road, Suite 3D, Atlanta, GA 30030.
(404) 377-1514.

CIRCLE 206 ON READER SERVICE CARD

Checkpoint Technologies, P.0. Box
2035, Manassas, VA 22110. (703)
330-5353.

CIRCLE 208 ON READER SERVICE CARD

Cinemaware Corporation, 4165
Thousand Oaks Blvd., Westlake
Village, CA 91362. (805)495-6515.
CIRCLE 209 ON READER SERVICE CARD

1989

DigiTek Software, 8910 N. Daie Mabry,
Executive Center, Suite #37, Tampa,
FL 33614. (813)933-8023.

CIRCLE 211 ON READER SERVICE CARD

Electronic Arts, 1820 Gateway Drive,
San Mateo, CA 94404, (415)
571-7171.

CIRCLE 212 ON READER SERVICE CARD

FanFare/Britannica Software, 345
Fourth Street, San Francisco CA
94107. (415) 546-1866.

CIRCLE 213 ON READER SERVICE CARD

Inovatronics, Inc., 8499 Greenville
Avenue, Suite 2098, Dallas, TX 75231.
(214) 340-4991, BRS (214) 357-8511.
CIRCLE 215 ON READER SERVICE CARD

IntraCorp Inc., 14160 SW 139th Court,
Miami, FL 33186. (305) 252-9040,
(800) 468-7226 (orders only).

CIRCLE 216 ON READER SERVICE CARD

Kuma Computers Ltd, 12 Horseshoe
Park, Pangbourne, Berks, Engtand
RG8 7JW. 07357 4335.
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Lucasfilm Games dist. by Electronic
Arts
CIRCLE 218 ON READER SERVICE CARD

Mediagenic, 3885 Bohannon Drive.,
Menlo Park, CA 94025. (415)
329-0800.
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MicroDeal, 576 South Telegraph,
Pontiac, MI 48053. (313)334-8729.
CIRCLE 221 ON READER SERVICE CARD

Microlllusions, 17408 Chatsworth
Street, Granada Hills, CA 91344. (818)
360-3715, (800) 522-2041.

CIRCLE 222 ON READER SERVICE CARD

MicroSearch, 9896 SW Freeway,
Houston, TX 77074. (713) 988-2818.
CIRCLE 223 ON READER SERVICE CARD

Mindscape Inc., 3444 Dundee Road,
Northbrook, IL 60062. (312)
480-7667.
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Octree Software, 311 West 43 Street,
Suite 904, New York, NY 10036. (212)
262-3116.

CIRCLE 224 ON READER SERVICE CARD

The Other Guys, 55 North Main Street,
Suite 301-D, P.0. Box H, Logan UT
84321. (800) 942-9402, (801)
753-7620.

CIRCLE 226 ON READER SERVICE CARD

Passport Designs, Inc., 625
Miramontes Street, Half Moon Bay, CA
94019, (415)726-0280.

CIRCLE 227 ON READER SERVICE CARD

Pre'spect Technics Inc., P.O. box 670,
Station 'H', Montreal, Quebec, Canada
H3G 2M6. (514) 954-1483.

CIRCLE 228 ON READER SERVICE CARD

Sega dist. by Mindscape Inc.
CIRCLE 229 ON READER SERVICE CARD

Sierra On-Line, P.0. Box 485,
Coarsegold, CA 93614: (209)
683-4468.

CIRCLE 230 ON READER SERVICE CARD

Software Sensations, 1441 South
Robertson Boulevard, Los Angeles, CA
90035. (213)277-8272.

CIRCLE 232 ON READER SERVICE CARD

Spirit Technology, 220 West 2950
South, Salt Lake City, UT 84115. (801)
485-4233.

CIRCLE 233 ON READER SERVICE CARD

SportTime distributed by Broderbund
CIRCLE 234 ON READER SERVICE CARD

Star Micronics, 200 Park Avenue, New
York, NY 10166. (212)986-6770.
CIRCLE 235 ON READER SERVICE CARD

SunRize Industries, P.0. Box 1453,
College Station, TX 77841. (409)
846-1311.

CIRCLE 236 ON READER SERVICE CARD

Taito Software, 267 West Esplanade,
Suite 206, North Vancouver, 8.C.,
Canada V7M 1A5. (604) 984-3344.
CIRCLE 237 ON READER SERVICE CARD

Tensor Productions, 280 Mathilda, #9,
Goleta, CA 93117. (805) 685-6245.
CIRCLE 238 ON READER SERVICE CARD

Titus Software, 20432 Corisco Street,
Chatsworth, CA 91311. (818)
709-3692.

CIRCLE 239 ON READER SERVICE CARD

Jason Twamley, 515 Marjorie Mae
Street, State College, PA 16803.
CIRCLE 240 DN READER SERVICE CARD

Virgin Mastertronic, 18001 Cowan
Street, Suites A and B, Irvine, CA
92714. (714) 833-8710.

CIRCLE 241 ON READER SERVICE CARD

AMIGA Plus cannot assume responsibility
for the accuracy of advance information

- provided by the makers of products

announced in the New Products notices.




THINKER  coNTINUED FROM PAGE 68

a reference section or an index. This
problem is compounded by a some-
what non-intuitive user interface.

Many commands use menus that
pop-up directly under the mouse cur-
sor. These are are nice, but they do
not follow the Amiga standard. Fur-
thermore, the menus do not appear in
a consistent manner. [ found it con-
fusing that some commands have one
pop-up menu, while others have
many.

When a link to an
IFF picture is
selected, the

picture will be
displayed.

It is impossible to close the current
project and read 4 new one from disk
without exiting Thinker, because ex-
isting projects can only be opened
from Workbench or CLI. Expected
commands such as New, Open, Save,
Save As, Quit are all missing from the
Project menu. Thinker’s assignment
of keyboard shortcuts is also very
poor. For example, AMIGA-Q does
not mean Quit, but instead is an insert
command. AMIGA-S is not Save, but
a jump comand.

Thinker has a steep learning curve.
Before you can use it effectively or
even understand the manual, you
must learn a number of definitions
such as statement, clipping level, an-
chor, branch, group, etc. This could
discourage less technical users from
using the program.

Overall, Thinker is an interesting,
powerful and useful program that
shows how a computer can handle
text in new ways. Although the cur-
rent version (1.03) can be difficult to
use, Thinker is a tool worth the learn-
ing efforr. W

THINKER $54.95
Poor Person Software, 3721 Starr King
Circle, D9, Palo Alto, CA 94306. (4i5)
493-7234.
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AMIGA..

Public Domain
Library

Now only $5.93 each

Due to the Incredible demand, we have been able to signiticantly lower
our prices. The Amiga Plus Public Domain Library presents DevDisks
by DevWare. DevDlIsks are the public domain library of choice for the
serious Amigaphiles. Each disk contains 7 - 10 of the best public
domain programs avallable. The ftirst two letters on each indicate the
orientatlon of the disk; DD# Intermediate to advanced user - often
contains source code, WB# general interest - all programs can be run
from the workbench, and FD# general entertainment and games.

DD17: RAYTRACING - learn about
raytracing the inexpensive way;
DgWRender - Ray tracing,
RayTracedPics, C source included.
DD44: ARP and DiskSalv - On this
disk you will find the complete
ArpRel3.0  This is the official
AmigaDOS Resource Project (ARP)
release 1.3. ARP makes many
improvements to AmigaDOS and
makes your system easier to use
from the CLI. If you have AmigaDOS
1.2 or 1.3 you should get ARP (see
dd45), and DiskSalv - "DiskSalv
V1.3 is a disk recovery program.
DiskSalv will scan a bad disk volume
for anything that can be recovered,
and will restore these items to any
AmigaDOS volume. It does not
make any attempt to fix the bad
device in place. Many other useful
utilities are provided.
DD45: AREXX PROGRAMS - This
disk contains several useful arexx
programs and examples (rumor has
it that arexx will be provided free with
released with 1.4 AmigaDOS
including, AllZoo, EMake Mc
%'2.0), peechTo1\:, StarTrek,
xEd-SpeechToy, TxEdref, Txret
Txref2, and the complete
RexxArpLib2.3, Also included -
SoundUtit A set of C source code
routines for using the audio device,
by Robert Peck, IconMiester - great
icon generating program, PopCL14 -
The latest of a must have utility. Now
supports arexx in addition to many
new enhancements, ArpUserDocs3.1
- Finally, the documentation for the
3.1 ralease of Arp which replaces
most 1.3 AmigaDOS commands (see

dd44).

WB1: GRAPHICS and PLOTTING -
Several neat graphic and
mathematical plotting routines are
include; Plot - a three dimensional
mathematical function plotter. Can
plot any user defined function. Many
aspects of the plots are user
variables so that almost any

WB1: cont- combination of
rotations, perspectives, and
parameters for any function can
groduce infinite results, Scenery -
his generates fractal landscapes.
The pictures it generates might
remind you of somewhere you've
been even though they are entirely
random, Surf - BezSurf (or Surf for
short) is a program for producing
bezier surfaces of revolution. It
produces awesome pictures of
wineglasses and doorknobs, and
other objects one could turn on a
lathe. BezSurf includes the capacity
to map iff image files onto any
surface that it can draw. And others
WBO004: Telecomunication - This
disk contains several excellent PD
comunication programs designed to
et you on line quickly and easily.
ccess (1.42) - A very nice ANSI
term program based on Comm
v1.34, but with the addition of
transfer protocois; Comm (v1.34) -
The best PD communications
programs ever made; Handshake
(v2.12a) - Full teatured
VT52/100/102/220 terminal;
JRComm (v0.93) - Another great full
featured comm program.
FunDisk0006: GAMES! - This disk
is chalked full of games including;
Checkers, Clue, Gold - A new slide
the pieces puzzle, Jeopard - An
enhanced version of Risk, RushHour
- Surprisingly addicting, and
SpaceWar - Best described as a
cross between Combat-Tanks and
asteroids.
FD7: PACMAN - This disk contains
several pacman type games
including; PacMan87, MazMan and
Zonix, also Connect_4 - A checker
type game, CRobots - ("see-robots™)
is a game based on computer
programming (excellent), Tiles - A
very good solitaire game Ia{ed with
three layers of picture (difficult).

Please send me the Following:
Enter Disk Id (Ex. DD17, FD5, WB3 ...)

Payment Enclosed

Total Disks: x $5.95 each $

Visa Disk Based Catalog (add $2.50) $

{]

[] Please Charge My
[

[ CA residents add 6.5% sales tax$

Master Charge

Total Due $,
Account # Expires
Signature
Name
Address
City St Zip

Ploass allow (our to 8lx weeks tor delvery Forel mrﬂommﬁwdbﬂmmuailﬂo&«w vammus
Funds drawn on US Bank. A mindmum o $20.00 required for all credit card orders. DV52

Amiga Plus Public Domain Library, P.O. Box 215 La Jolla, CA 92038
Dealer Inquirsles Welcame
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EEP THE
CHANGE !

It looks, feels, and plays like a real
Arcade game ... because it is!

But you don’t have to wait your turn at the Arcade
to put your quarters into this new high-energy
game . ..you can take it home to play on your
personal computer!

MELBOURNE

HOUSE




Prolext

The Last Word Processor You'll Ever Need

ProText is a fully integrated word processing package
combining the features of a word processor, text editor, and
a command line interpreter all in one easy to use package.

ProText includes features usually found in word process-
ing packages costing several hundred dollars more. These
features include: a spell checker, automatic page formatting,
screen attribute display, footnoting, header text, footer text,
mail merge, unlimited document size, cut and paste opera-
tions, on screen help, full macro functions, full support for
most popular printers, and a command line interpreter. This
allows ProText to be used effectively in program develop-
ment and reduces time wasted switching to an editor.

The combination of these powerful features has created
aunique working environment. ProText can be used to com-
pose a letter, write a book, develop a program, and much
more.

ProText is available from MichTron for the IBM PC,
Amiga, and Atari ST for the retail price of $199.95.

% Michiron

576 S. Telegraph, Pontiac, MI 48053
Orders and I nformation (313) 334-5700
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