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J AMIGA PRO SAMPLER STUDIO

@ A top quality sound sampling system at a realistic
price

@ All the usual features of a sampling systam plus
mAny more

@ 100% machine code software for realtime functions
@ Hires sample editing.

@ Realtime frequency display.

@ Realtime level meters.

® Files saved in IFF format.

@ Adjustable manual/automatic record trig level

@ Variable sample rate and playback speed

® Separats scroll ine waveform windows plus zoom
function with Edit windows for fine accurate editing

@ Hardware compatible with many other software
packages

@ Software flles can be used within other music
utilities.

® Reverse, copy. mix, clear plus other edit facities

@ Microphone and line input ! ;" Jack and Din
connections

@ 3D shot of sound waveform Wave editor to design
your own waveforms or adjust sxisting ones

onwy $199.99 coMPLETE SYSTEM, PLEASE STATE A500/1000/2000

shrenene

I MIDI MUSIC MANAGER

@ At last a truly professional

Midi package for the Amiga at a

realistic price.

® B reaitime Midi tracks for record;
playback

® Works with standard IFF files

@ Adjustable track length — limited only by
available memory

@ Use as a multi-track Midi recording studio

® Works with many Midi interfaces including
Datel Midi Master (see Ad) and Nimetics

@ Editing facilities for corrections and track
Joining ete.

@ Internal or External Midi clock control

@ 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

onwy $59.99

_| PRINTER CABLES

@ 25 pin ‘D' to 36 way Centronics
parallel lead.

@ A 500 or 1000 please state.

@ 1.2m length.

onwy $14.99

@ 25 pin ‘D' to 25 pin ‘D' — serial
printer lead.

@ A500 or 1000 — please state,

@ 2m length.

onw $14.99

_] MIDIMASTER
@ Full Midi Interface for AS00/
2000/1000 (Please state model)
@ Compatible with most leading
Midi packuges (inc. D/Music)
® MidiIn — Midi Outx3 —
Midi Thru
@ Fully Opto Isolated
@ No need to pay more —
Full Midi standard

ony $59.99

] DATA/SWITCH
BOXES

@ A/B type connect two printers 1o one computer
or (vice-versa)

@ Centronies connections or RS232 (Serial) connections
(25 pin) please state

ONLY $34.99

@ ABC type connect three printers to one computer
(or vice versa)
@ Centronics or RS232 connections

ONLY §49.99

e r—
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DATEL COMPUTERS

L] AMIGA BURST NIBBLER

@ Superfast disk copier will copy almost any
commercial disk.

@ Friendly user Interface — Mouse driven
throughout.

L] (hmplau)y compatible with Amiga multitasking

.Specu.l ‘Stratagy Files’ cope with even the most
advanced protection schemes.

@ Fast operation — typically around 80 seconds.

® Even decrypts many encoded programs including
D.Print/Video Paint/Music/Il etc.

@ Works with one drive or two

@ Multiple copy option allows you to make many
copies from one original.

- DATA ACQUISITION UNIT

@ Turn your Amiga into a sophisticatad measuring
instrument capable of measuring a wide range of data
inputs.

® Sample and display svents from microseconds to
hours — with amplitudes from millivolts to 50 volts

® A Hardware/Software package with very high spec
inchuding

_| DIGITAL SCOPE DISPLAY — 2 channs! inputs
Manual or continuous display. Timebase 500ms/div o
20ps/div. — accurate to 5%
@ 6 bit flash conversion gives 2 millions samples,/sec
@ Adjustable trigger level 5 x zoom function
Memory scan
@ Load/Save functions, waveform enhancement. graph
displays
@ Hardware contains onboard RAM and Crystal dividers
_| PLOTTER DISPLAY
@ 2 channel display
@ Memary recall display
@ Timebase range 1 sec o 10hrs per plot.
All features found on units costing thousands of pounds!

oNLY $179.99 for hardware/
software/please state A500/1000/2000

_JROBOTARM
= Full Function

— 5 AxisMovement
@ Explore the fascinating science of Robotics
with this full feature Robot Arm.

@ Human like dexterity — with 5 Axis of
movement it is so versatile. It can manip-
ulate small objects with amazing ability.

@ Easily controlled using 2 Joysticks (any
9 pin type) or connect to your Amiga
with our Interface + Software to give
Computer/Robotic control (see Interface
offer).

@ Comes with Accessories including ‘Finger'
Jaws, Magnetic Attachment, Shovel Scoop,
4 Stabilizing Suction Base Legs, etc.

@ Uses 4 HP2 batteries (not supplied) to
power motor movement S0 uses No Com-
puter power

@ Self contained, ready to use (except batts,
Joysticks)

Complete with interface/software

onwy $129.99

® Copy 1 or 2 disk sides ~ upto 85 tracks

@ Unique ‘INFO' analyser — displays vital disk
‘parameters, including sector distribution, data
dispersion, etc. etc.

@ Special format parameters for non standard
formats.

@ Full verify option

® Easy to use loon driven program takes the mystery
out of disk backup

@ Compatible with all Amigas

@ Regular updates available — we always ship the
latest.

onwy $49.99

] EXTERNAL 3.5"
DISK DRIVE

@ Singe or twin drive models available
@ Slimline extra low profile — only 67 long!
@ Bp quality NEC drive mechanism
@ Throughport allows daisy chaining other
drives
@ Superbly styled case in Amiga colours
@ Fully compatible
@ | meg unformatied capacity per drive
® Cood cable length for positioning on your desk etc.
@ Twin drive model takes up very litte space

@ Value for Money — before you buy a drive please
compare the features - thess drives have NEC
mechanisms housed in superb cases. Some products
are built to & price and not a standard. Don't spend a
few pounds less and end up with ‘rubbish’ — and
remember you are buying from the manufacturer

ony $169.99 sinaLeorive
$299.99 rortwinorive

_1512K RAM
EXTENSION CARD

@ Available with/without calendar clock
option

@ Simply plugs internally into a A500
slot

@ Switch in/out with switch supplied
@ Fitted in minutes — no soldering etc.

@ With calendar/clock onboard time/
date automatically booted

@ Battery backed to retain time/date

onLY $69.99 craonty s ram
ONLY $89.99 card with clock only

$ RAM
PLEASE PHONE FOR LATEST RAM PRICES.

ORDERS 1-800-782-9110

NOTE: ~ Techalcal or any other type of
Eaqaiy cannet be aaswersd by the stal

ONLY

e this sambez

PACIFIC TIME
CUSTOMER SERVICE

TECHNICAL SUPPORT MONDAY THRU SATURDAY 9am to 5pm

(702) 454-T700 Gursins conTiawms.v.s.

Add $4.00 Shipping/Handling
CHECKS/MONEY ORDER/CODS ACCEPTED

DATEL COMPUTERS
3430 E. TROPICANA AVENUE,
UNIT #67, LAS VEGAS, NV 89121



The latest multi-player multi-

format PC game from Australia is

different to all forms of Poker.
Aussie JOKER POKER features

ability, selectable deck size and hands per
player, password controlled gambling system
with automatic accounts — and 5 free entry
forms for the $200,000 Aussie JOKER
POKER Contest.

Each month December 1988 through
April 1989 winners of 240 JOKER
SOFTWARE games and 4 finalists will be
randomly drawn from all entries received
that month.

With a guest, the 20 Finalists will be
flown to Las Vegas to play Aussie JOKER
POKER for a first prize of $100,000 In
cash at the Golden Nugget.

1,220 Prizes Value $200,000

1,200 Joker PC software games
at $29.95 to $49.95 dependent
on disk format. Game prizes

at sole discretion of sponsor. $60,000
Cash Prizes for

Aussie JOKER POKER

Contest Grand Final:

Highest Scorer: $100,000
Second Highest Scorer: $5,000
Third Highest Scorer: $2,500
Lowest Scorer: $1,500
16 Consolation Prizes of $1,000

each to eliminated Finalists $16,000
Prize includes air travel for Finalists and their guests
T e ce .. 1$15.000

(approx. retail value $750 each subject to departure points).

All taxes and other expenses not specified
herein are sole responsibility of winners
All winners will be notified in writing.

IBM®

IBM, Apple & Macintosh, Amiga, Atari STand C64/128 are

|

J

AMIGA™

Aussie JOKER POKER is
available for SIX major PC’s

If your PC has a mouse or keyboard, a mono
or color monitor and a 512K minimum ram
(except Apple Il and C64/128 use 64K and
keyboard only) you and your family can
practise at home for the Las Vegas final of
the Aussie JOKER POKER contest.

Suggested retail prices:

IBM & compatibles

(CGA Board required) $39.95
Amiga & Atari ST $49.95
Macintosh (monoonly) $49.95
Applell $39.95
C64/128 $29.95

If ordering by telephone add $3 shipping & handling and check that
your PC meets the minimum hardware requirements as no cash
refunds apply. Warranty is limited to free replacement of faulty
products returned by prepaid post.

Another Wonder from Down Under g
d of International Business Machines,
do El Lid, resp ,écl‘:.nsaﬂﬂ:skersuhwara JP12A

Apple Computer, Inc,, Commodore Amiga, Inc., Atari, Inc., and C

Aussie JOKER POKER Contest Rules
1. No purchase necessary to enter.
2. Void where prohibited by state or federal law.

3. To enter, simply complete and return the the official
entry form.

4. Limitfive entries per family or household. Five free
entry forms and full contest rules are included with
“Aussie Joker Poker” or may be obtained by sending
a stamped self-addressed envelope larger than
532" x T¥%" with a hand written request to: Aussie
Joker Poker Contest Entry Forms, P.O. Box 22381,
Gilroy, CA 95021-2381. Mail-in requests limited to
one per name, household or family and must be
received no later than 3/31/89. WA & VT residents
need not include return postage. Full rules also

ilable from participating Mindscape retailers.

5. Monthly entries must be received no later than the
last day of the month in which a drawing will take
place in order to participate in the month's drawing.
Drawings will be held from December, 1988
through April 1989, inclusive. Final entries must be
received by 4/30/89.

6. Contest open to legal residents of the U.S.A. and
Canada (other than Quebec).

7. 0dds of winning depend on number of eligible
entries received.

B. Contest subject to complete official rules.

SEE YOUR NEAREST MINDSCAPE
SOFTWARE RETAILER

VI

EXCLUSIVE # &8\ D|STRIBUTOR
M

MINDSCAPE INC

or if not avallable order direct on

1-800-24-JOKER

IN CANADA: 1-800-54-JOKER.
24 hour order service

JOKER SOFTWARE INTERNATIONAL.
PO BOX 22380, GILROY CA 95021-2380.

RETAILERS CALL: 1-800-221-9884
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HardFrame /2000

The Super-speed, DMA, SCSI Hard

Disk Interface with 1.3 Autobooting

N

i

How fast is fast? HardFrame/2000 transfers data
at Amiga bus speeds! It's actually faster than the

hard disk mechanism itself! And even more important
in the Amiga’s multitasking environment, HardFrame/2000 has
extremely efficient DMA circuitry to get on and off the bus in al-
most no time at all: 280ns to get on; 200ns to get off. HardFrame/
2000 autoboots under AmigaDOS™ 1.3 and is fully compatible
with the new Fast File System. The core of any DMA SCSI inter-
face is its SCSI protocol chip and DMA chip. MicroBotics has
chosen the new, high performance Adaptec AIC-6250 SCSI chip,
capable of up to 5 megabytes per second raw transfer speed, and
the Signetics 68430 DMA chip running at 12.5 megahertz. Then
we added additional FIFO buffering and enabled 16-bit wide
data transfers for maximum throughput. The sophisticated de-
sign of HardFrame/2000 provides for automatic SCSI arbitration,
selection and reselection. The hardware supports either syn-
chronous or asynchronous data transfer. HardFrame/2000 can
function as either the SCSI bus initiator or the target and can re-
side in a multiple master environment. Physically, HardFrame/
2000 is optimally flexible: the compact, half-size card comes at-
tached to a full length, plated aluminum frame. The frame has
mounting holes positioned to accept standard, 3.5" SCSI hard
disk units such as those manufactured by MiniScribe, Seagate,
Rodime, and others (hard disk mechanisms must be supplied by
the user or his dealer as a separate purchase item). Alternatively,
you can cable-connect to a SCSI drive mounted in your Amiga's
disk bay or in an external chassis. As many as seven hard disks
may be connected to a single HardFrame. There is no size limit
on each disk. HardFrame/2000 includes a 50-pin SCSI cable and
header connectors for either 50-pin or 25-pin cable connection.
Also included is a current tap to power frame-mounted drives di-
rectly from the slot itself. HardFrame/2000 comes complete with

driver, installation, and diagnostic software. Available September 1988.
Suggested list price, $329 (hard disk not included).

The HardFrame/2000 photo shows the
product with a MiniScribe 20 megabyte
hard disk installed. Hard disks are not
included in the purchase price of Hard-
Frame. Note that if placed in the first
slot, HardFrame uses only one slot.

8-UP! e Eight Megabyte
Memory Card with Amiga-specific
Controller Logic

LR jii

All the memory space you and your Amiga 2000
need —in a modern, highly integrated FastRAM
expansion board. In8-UP!, MicroBotics went all the way to
provide you with a truly Amiga-specific memory design to meet
the special demands of the Amiga's high speed multitasking en-
vironment: The heart of any memory expansion is its DRAM con-
troller circuitry. Rather than compromising with off-the-shelf
parts, MicroBotics developed its own, custom controller design
and built it into high-speed, Programmable Macro Logic chips (Sig-
netics PLHS501). These new, super chips (each 8-UP! uses two
PML's) permit MicroBotics to employ sparse refresh technology to
assure that your 8-UP! is a truly zero wait-state/minimal-refresh-
collision memory design. If you're putting eight megabytes in
only one slot, that means that you probably have plans for your
other A2000 slots. 8-UP! gives you new freedom to do that plan-
ning since, unlike other ram peripherals, it is an extremely low-
power memory card- a single, fully-loaded, 8-megabyte 8-UP!
draws an astoundingly efficient 800 milliamps! That's less than
two-fifths of the power "budget" for a single slot! Low power draw
also means that the card is cool-running for reliability and long
life (not to mention a cooler Amiga!). 8-UP! offers you maximum
flexibility in memory configuration: it is organized into two sep-
arate PIC's (Amiga-speak for autoconfiguring peripherals). Each
8-UP! PIC consists of four SIMM module sockets; these sockets
accept either 256k-byte or 1 megabyte SIMM's (Single Inline
Memory Modules). You can also purchase optional PopSIMM
boards from MicroBotics; fill them with conventional RAM ; then
use PopSIMM's to fill your 8-UP! The card can run with as little
as 512k of memory or as much as eight megs -with many inter-
mediate configurations possible (particularly the six megabyte
configuration, most desirable for use with a BridgeCard™). 8-UP!
is speedy, efficient, custom memory technology for your Amiga
2000 —and it's available now! s-UP! suggested list price is $199 (Ok installed).
Optional PopSIMM's are $49.95 per pair.

The 8-UP! photo shows the card half
populated with conventional SIMM
modules and half with MicroBotics
PopSIMM's. PopSIMM's (without DRAM
installed) are available as separate
purchase items.

MicroBotics,Inc.
Great Products Since the Amiga Was Bomn!
811 Alpha Drive, Suite 335, Richardson, Texas 75081 (214) 437-5330
SOLD ONLY THROUGH YOUR AMIGA DEALER
Tell your dealer he can quick-order from MicroBotics directly — no minimum quantity —show him this ad!
"Amiga" is a registered trademark of Commodore-Amiga. "HardFrame/2000", "8-UPI", "PopSimm®, are trade names of MicroBotics
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Perspectives from the Editors

Welcome to the premiere issue of COMPUTE!'s Amiga Resource—and get ready
for an even bigger and better Resource next time.

This time we have an array of features and reviews, as well as the best col-
umnists in the business: Jim Butterfield on the Command Line Interface, Shay Ad-
dams on entertainment, and our own Randy Thompson and Rhett Anderson taking
sides on various Amiga topics. They’ll be here every issue.

What do have we planned for COMPUTE!’s Amiga Resource? On the technical
side, we’ll be looking at both programming and hardware tips and techniques aimed
at getting the best possible performance out of your computer. We'll offer a full
range of reviews, buyer’s guides, and new-product information. There'll be features
both diverting and informative. The Amiga community—believe us!—is filled with
strong opinions, and our columnists will both present and respond to those opin-
ions. We’re hoping for a lively letters page as well, so let us hear from you.

Perhaps more important than the news and opinions we can share is the win-
dow on Amiga creativity that we offer. This magazine is'the showplace where your
creativity can shine.

Already, we’re putting together the first COMPUTE!’s Amiga Resource Disk,
and we’re confident that you’ll be hard pressed to find a more creative, diverting
package. There’s “Advanced Laser Chess,” the superb sequel to one of the most
popular programs we’ve ever published. Strategy of another kind is shown to good
effect in “Power Poker.” We'll have some useful and exciting utilities on disk. Our
“Amiga Art Gallery” will appear both on paper and on disk.

Where do we find these programs? How do we come by the art for our gallery?
Most of the software and virtually all of the art come from our readers. We look
closely at each submission we receive, and we pay for the privilege of publishing the
best of it. If you're doing good work on the Amiga, think about showing it to us.

We’ve enjoyed your response to our special Amiga User's Guide series, and that
response has helped set the direction for this new magazine. We hope you’ll agree
with us that COMPUTE!’s Amiga Resource is a different kind of Amiga publica-
tion—one that addresses topics and delivers information that you’ll find nowhere
else. Think of this as a transitional issue, midway between our user’s guides and the
full-fledged, disk-included Resource. Next time, with the addition of the disk, we'll
be bringing you the most complete Amiga publication available. In other words,
we’ll be your resource.

Welcome to our first issue. We look forward to your response and to seeing you
here for every issue and disk to come.

—Keith Ferrell

ADVERTISING OFFICES

New York: ABC Consumer Magazines, Inc., 825 Seventh
Ave., New York, NY 10019. Tel. (212) 265-8360. Bernard J.
Theobald, Jr., Group Advertising Director.
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West Wendover Ave., Greensboro, NC 27408. Tel. (919)
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COMPUTE!, Suite 200, 324 West Wendover Ave.,
Greensboro, NC 27408

PRINTED IN THE U.S.A.

The next issue of COMPUTE!’s Amiga Resource marks the debut of our
disk, with software including “Advanced Laser Chess,” an all-new and enhanced
version of our award-winning strategy game.

Also on disk is “Power Poker,” a hypnotic card game, as well as utilities and
our exclusive “Amiga Art Gallery.”

In the magazine, you’ll find reading material galore, including the debut of
some new columnists. Among them is Rob Peck, who'll be here every issue to
answer your Amiga questions.

Dozens of reviews will bring you up-to-date on the latest Amiga products.
We’ve got features that are sure to entertain and enlighten. And there’s plenty of
programming and technical advice.

A special charter subscriber offer can be found on page 92.

See you next time.

SPRING 1989 8




Do you have a question or a
problem? Have you discovered
something that could help other
Amiga users? We want to hear from
you. Write to Amiga Feedback,
COMPUTE!"s Amiga Resource, P.O.
Box 5406, Greensboro, NC 27403.
We regret that, due to the volume of
mail received, we cannot respond
individually to programming
questions.

See Your Dealer

I've owned my Amiga 2000 for two
months now. I installed an A2052
RAM card and it didn’t work. I've
been having a hard time getting it re-
paired under warranty. They say I
voided it by installing the card. Noth-
ing warns you of this. Could you find
out about this and print something
about it in your magazine?

® & & & & & & & & & 0

David Huntz
Pearl City, HI

Since your card would be worthless if
you couldn’t plug it into your Amiga
2000, we found it hard to believe that
“you could void your warranty by in-
stalling a card—especially the A2052
RAM card, which is made by Commo-
dore, comes with user installation in-
structions, and is presumably up to
Commodore’s hardware specifications.
So we called a Commodore Amiga
dealer for more information. One com-
ment he made was that he had heard
that some people were installing
Bridgeboards into their Amiga 2000s
with such fervor that they sheared off a
small row of capacitors near the base
of the card. The dealer, in turn, direct-
ed us to one of Commodore’s four re-
gional service centers.

We had the privilege of getting in
touch with Todd Butson, Commodore’s
Midwest Technical Advisor, based in
Chicago. Mr. Butson said that al-
though the card comes with user instal-
lation instructions, the user is
ultimately responsible for any damage
he or she causes while installing a
card. The moral of the story is to have
a qualified Commodore service repre-

6 AMIGA

sentative install any cards that you
may purchase for your Amiga.

Mr. Butson also said that replace-
ment chips, like the Kickstart 1.3
ROMs for the Amiga 500 and 2000
and the upcoming enhanced chip set
Jor those same computers, or the re-
placement Denise chip for the Amiga
1000, should also be installed by your
dealer.

According to Mr. Butson, Commo-
dore’s policy on this matter is similar
to the policies of Apple and IBM.

We'd be interested in hearing from
readers with similar experiences.

e L] L] L] [ ] o [ ] L ] [} ° G [ ] [ ] e
Perfect Painting
I am planning to purchase an Amiga. I
know it’s a great machine for graphics,
but I'm having trouble finding the
right paint program. I'm definitely not
a professional artist, but nevertheless,
I’'m interested in a product that takes
full advantage of the Amiga’s potential.
The paint programs I've seen
have either been too technical, expen-
sive, and overloaded with extra, diffi-
cult-to-use features, or have been
oversimplified so as not to utilize the
full power of the Amiga. Could you
help me in picking an Amiga paint
program that’s complete, not aimed
solely at professional users, and rea-
sonably priced?

Wilson Lee
Canton, MI

Needless to say, there are many, many
Amiga programs. That'’s good, but it
does complicate the process of choos-
ing. Current paint programs can be di-
vided (rather arbitrarily, we admit) into
those that support the HAM (Hold And
Modifyv) mode and those that don't. Be-
cause HAM paint programs support so
many colors, they are well suited to
manipulating digitized images. They
also are good for painterly effects. With
a good HAM paint program, you can
simulate watercolors, pastels, or oils. In
general, HAM paint programs are
slower than their counterparts.

The king of the non-HAM paint
programs is Deluxe Paint II (@ new

version, Deluxe Paint 111, is nearing
completion), from Electronic Arts. It
has the smoothest feel of any Amiga
paint program. It’s a good choice
whether you're a beginner or an ad-
vanced user.

For HAM paint programs, Photon
Paint, from Microlllusions, is a good
choice. It has most of the features of
Deluxe Paint, plus some new ones.

A new program, Deluxe Photo-
Lab, from Electronic Arts, lets you
draw in any Amiga mode. It’s a good
way to have the best of both worlds.

All the programs mentioned here
are packed with features. You'll find
that it won't take too long to accustom
yourself to the tools you need most.
Eventually, you'll probably find a use
Jor each and every feature (and maybe
even want more).

We'll tell you more about these
and other Amiga paint programs in an
upcoming issue of COMPUTE!’s
Amiga Resource.

TV, Amiga-Style

Could I buy just an Amiga 500 com-
puter and play games on it on a regu-
lar color TV without having to buy
any other hardware for it?

Mike Ross
Browns Mills, NJ

Yes and no. The Amiga 500 has two
video sources—an RGB connector and
a monochrome composite output. The
composite output is useful if you have
a monochrome monitor, but nearly all
Amiga users use an RGB color moni-
tor like the Commodore 1084S.

If your television is fairly new, it
may support direct composite input
[from your computer. Otherwise, you'll
need a video modulator, which can be
purchased at any Radio Shack store
and most video stores. With the com-
posite output, however, you'll get a pic-
ture that is black-and-white only (not
good news for game players like you).
To obtain color, you need an RGB
monitor. We realize it will set you
back some money, but there’s really no
stand-in for a good RGB monitor. A



Youriga Event Comes to You!

AmiFORUM - Florida
January 14-15, 1989
Hyatt Orlando Hotel

Orlando, Florida

AmiEXPO - New York
March 3-5, 1989
The Marriott Marquis
New York, New York

AmiEXPO - Midwest
July 28-30, 1989
The Hyatt Regency
Chicago, Illinois

AmiEXPO - California
October 20-22, 1989
Santa Clara Convention Center
Santa Clara, California

f

Enter the First Annual AmiEXPO Art and Video Contest with Prizes from R&DL Productions, CSA,
SunRize Inustries, Supra Corporation, Elan Design and A-Squared! Call for Rules and Application

Call 800-32-AMIGA Nationwide
For Your Ticket to The Amiga Event!

In New York State Call 212-867-4663




TAKING SIDES

Rhett Anderson and Randy Thompson

Disk Copiers—Pirate’s Weapon or User’s Tool?

WEAPON! Software companies might not be happy that
I'm actually coming out and saying it, but I haven’t found a
single program that is safe from even the greenest of Amiga
personal computer users. Disk copiers like Marauder I1
(discontinued once its producer started making copy-
protected games), Project D, and Raw Copy are insidious
programs that can make pirates out of us all.

Think about the stereotyped image of the pirate—a
technically sophisticated hacker with too much time on his
hands. On the Amiga, a pirate is someone who has enough
money to buy a disk copier and not enough sense to know
that pirating hurts the Amiga and all Amiga users.

We’ve heard the excuse for disk copiers: “Users have a
right to make backup copies of their software.” [ don’t ar-
gue with that. After all, suppose that you’re a business-
person on a schedule. If your word processing program
breaks down and you don’t have a backup, you're in bad
shape, right? Right, but what word processor is copy-
protected? WordPerfect?
Nope. ProWrite? Nope.
KindWords? Nope. Copy-
protected productivity soft-
ware is a rare bird indeed.

On the Amiga, it’s the
games that are copy-pro-
tected. Do you really need a
backup of Marble Madness?
Is it the process of legiti-
mate backup that sells all
these disk copiers? And
we’re not just talking back-
up here, folks. Some of
these copiers actually re-
move the passwords that the manufacturers put in to keep
from having to protect the disks.

How do these copiers hurt Amiga users? In the vain
attempt to keep their games from being spread around like
butter, game producers try out new and nastier copy
protection. It works for a little while—sometimes even for
the shelf life of the game.

A case in point: My all-time favorite computer game is
Time Bandits. 1 could get an ulcer listening to the kachunk-
kachunk-thoop-thoop-thoop of the game loading. Why
don’t the software companies just give up copy protection?
Some have tried, only to find that their games got passed
around faster than everyone else’s.

Looking over at Mr. Thompson’s side, we see the tired
defenses we've all seen before. Luckily, he wakes us up
with this amazing statement: “When you purchase some-
thing, you have the right to do whatever you need to make
that product last as long as possible.” I've never heard that
bit of law before. Is this some forgotten amendment to the
Constitution, Mr. Thompson?
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TOOL! Maybe I've been twisted by some traumatic child-
hood experience. Perhaps I'm just immoral (my cohort
Mr. Anderson calls me compulsive—among other things).
But the first thing I do when I buy a new program is boot a
disk copier and make a backup. I'm not talking about drag-
ging a Workbench disk icon on top of DF1:BAD or execut-
ing DISKCOPY from the CLI. No, I use one of those evil,
borderline-legal programs that are the tools of treacherous
underground technology pirates; I use a copy program that
can duplicate copy-protected software.

When you purchase something, you have the right to
do whatever you need to make that product last as long as
possible. With tape decks, that means cleaning the heads.
With software, that means backing up your disks. And with
copy-protection so common, backing up software requires
the use of disk nibblers, crackers, parameters copiers, and
so on. If anything, it’s copy protection that should be
stopped, not disk copiers.

When VCRs first came
out, the television and
movie industries tried to
halt their production. They
claimed that people would
steal their services by
handing out copies of mov-
ies and television shows to
friends. Software manufac-
turers have the same con-
cern. But just because a
product can be abused
doesn’t mean that it should
be abolished. You can kill
someone with an ice pick,
but banning sharp kitchen utensils is not the answer.

I don’t condone software piracy, but copy programs
serve a vital function. I wouldn’t own a computer without
one. They back up disks faster than Workbench could ever
hope to and they back up programs that are otherwise
uncopyable.

Looking over at Mr. Anderson’s side, I'm humored by
his holier-than-thou attitude. Climb down off your ped-
estal and confess, Mr. Anderson. I hear Marauder’s sledge-
hammer pan pipe emanating from your office cubicle. You
may not be pirating software, but you are using the soft-
ware you so adamantly preach against.

Sure, it's games that are affected the most by copy
protection. But I have the right to back up games, too.
Games make up 75 percent of all Amiga software. For many
Amiga owners, games are the reason they bought their com-
puter. They don’t want to shell out 40 bucks for the latest
arcade challenge just to have their only copy go bad.

Save your breath, Mr. Anderson. As long as there’s copy
protection, copiers will remain useful and vital tools. A
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AMIGA IMPORT SPECIALISTS

—featuring fabulous European software-

PACMANIA [l HITDISK #1 3495 Bl ARKANOID Il
29.95 34.95

KARATE KID II-SLAYGON
JUPITER PROBE

SPEED BALL
34.95

OUTRUN

GARFIELD
34.95

ELLBQEEAN_AMIGA_S_QEIMBE MANHATTAN DEALERS ....... 34.95 BARBARIAN.......c..coosocrrrrr MEAN 18... iB2es
AMEGAS... . 2995 MIKE THE MAGIC DRAGON 2995 BARD'S TALE .. MISSION CON-BAT 37.95
MINDFIGHTER... ..3495 BATTLE CHESS NORD & BERT... 27.95

ATAX... . 2295 PINK PANTHER .. 29.95 BETTER DEAD THAN ALIEN 3495 OBLITERATOR ... 27.95
ATRON 5 . 2295 QUANTOX....... 29.95 BLACK LAMP .19.95 PALADIN...... 27.95
BATTLESHIPS . 27.95 SCREAMING Wi 29.95 BREACH.. 72795 PALADIN QUEST #1.. 19.95
BOMBUZAL.... " 3495 SIDE ARMS......... 2995 BREACH SCENARIO #1.....19.95 PHANTASIE l......... 19.95
BUGGY BOY ...... . 2995 SPIDERTRONIC 2995 BUBBLE GHOST......... 72495 PIONEER PLAGUE. 27.95
CAPTAIN BLOOD. " 3495 SPITTING IMAGE.. 2995 CALIFORNIA GAMES..........34.95 PLATOON............ 34.95
COGON'S RUN... ..2995 STARRAY...... 3495 CARRIER COMMAND .....32.95 PORTS OF CALL. 3495
COMPUTER HlTS #2..... ..29.95 STAR WARS. ..29.95 DIVE BOMBER......... ....3495 QUADRALIEN.... ...2295
TETRIS - JOE BLADE STIR CRAZY... ...2995 DRAGON'S LAIR.. ...4295 QUESTRONII.... ... 37.95
GOLDEN PATH STRANGE NEW WORLD...... 2995 DREAM ZONE..... 3495 ROAD RAIDER.. 2795
BLACK SHADOW ROADWAR 2000.. .. 2795
CORRUPTION.............. ROCKET RANGER .. 3495
DIVISION 1 (SOCCER). AM I G A 500 ROGER RABBIT ...... 3295
... 29.95

DRILLER..,

SCRABBLE DELUXE...
E EDWARDS SUPER SKI ..

SILENT SERVICE.....

CALL/

ELF.. AM IGA 2000 SKYFOXII.......... ..29.95
ELIMINATOR .. ; SPACE CUTTER... ... 2495
EMPIRE STRIKES BACK. i STAR GLIDER II... ..3295
FERNANDEZ MUST DIE ...... 3495 STRIKE FORCE HARRIER....29.95 DUNGEON MASTER............. ST SPORTS BASKETBALL... 19.95
FISH... s ..3495 THUNDER BOY.........cco...... 20.95 DUNGEON MAPS................4. SUB BATTLE... ..34.95
FREEDOM .. ..29.95 TRIPLE PACK........ ..29.95 DUNGEON MASTERY ...... 12. SUPER STAR ICE HOCKEY 34.95
GIGANOID... ..29.95 TRIVIAL PURSUIT IL. ...29.95 F/A-18 INTERCEPTOR.......... 37. SWORD OF SODAN............. 34.95
GRAND SLAM (TENNIS) ..29.95 TURBO CUP......... ..29.95 FINAL ASSAULT......... 3295 TERRORPODS..... ..2795
GROWTH .. ..22.95 QUANTOX... ..22.95 4X4 OFF RD RACING / TETRA QUEST...... 2795
GUNSHOOT... ..2495 VETERAN.... TIMES OF LORE... .27.95
HOSTAGES ..3495 THE WALL.... TORCH 2081..... .22.95
IMPACT... i TV SPORTS FOOTBA ..34.95
INTERNATIONAL SOCCER... 29.95 ULTIMA IV... i
IRIDON . s . 29.95 UMS...

JINKS.... ..29.95 AAARGH...... JACK NICKLAUS GOLF........ 3495 WAYNE GRETZKY HOCKEY 34.95
JOE BLADE I...... ..29.95 AMIGA KARATE JOKER POKER... ... 34,

KARTING GRAND PRIX........ 22.95 ARKANOD........ KAMPFGRUPPE... . 39! i ;
LOMBARD RALLY... 3495 AUTO DUEL.. LEADER BD DUAL PACK..... 24.95 come visit our walk-in store at
TUXOR .22.95 AWARD MAKER PLUS......... 3495 MANIAX... .. 19, 1839 E Chapman

MACH B3....oooooccccrrreserscernnn 20.95 AWESOME ARCADE PACK. 37.95 MENACE ... Orange, CA

N
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COMPUTER GAMES +  Box 6144 - ORANGE CA 92667 « (714) 639-8189

71 4-639-81 89

SHIPPING: Software - free shipping on US. orders over $100, otherwise $2.50 US,,
$6.50 outside US. Hardware - depends on weight, call for quote.
Charge cards + 3%. CO.D. orders are welcome, add $2.20for UPS + 3%.

ORDERS ONLY
PLEASE
1-800-443-8189
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~JUST FOR FUN

Shay Addams

Amiga: The Nintendo of the Nineties?

THE PREMIER GAME MACHINE! You won't be

seeing that in a Commodore Amiga ad, but most game
designers agree it’s what the Amiga does best—and does
better than any other computer. To find out why, I asked
Brian Fargo (whose Interplay Productions recently shifted
from developing software for Electronic Arts and other
companies to manufacturing and marketing its own pro-
grams), Happy Keller (an Electronic Arts producer whose
most recent Amiga effort was Earl Weaver Baseball ), and
Bob Jacob (president of Cinema-
ware, the biggest manufacturer of
games for the Amiga). I also got
some comments on the “dark side”
of the Amiga from a freelance pro-
grammer who requested anonymity.

Brian Fargo

Addams: Why did Interplay release
Battle Chess on the Amiga first?
Fargo: We chose the Amiga be-
cause we wanted to make a splash.
Since we’re really like a new com-
pany, we wanted to do a product
that was graphically stunning,
something that people would re-
member us by, that would really
stick out in a crowd. The Amiga has
the best graphics capabilities of any
computer out there, and it also has
the stereo sound, again, to capture
everyone’s attention. And we’ve al-
ways been fond of the Amiga. It
was the first machine out there to
really do these types of graphics and
sounds, so we've always had a place
for it in our hearts.

Addams: From a game designer’s
perspective, what's so special about
the Amiga’s graphics?

Fargo: It’s got the most colors you
can put on the screen per se, in a normal mode. And it also
has hardware support for the graphics, so we can do a lot
more with the graphics because the hardware is handling it
for us. And it’s also 68000-based, so it’s easier to write for
than some of the other machines—say, the 6502. And the
disks have plenty of storage—800K. The Amiga is definite-
ly the best machine for graphics, sound, and processor
power, no doubt about it.

Addams: How does it compare to the Apple IIGS and Atari
ST as a gaming machine?
Fargo: The Apple IIGs does not have better graphics than
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Guru meditation
error— | never know
when it's going to
POP up.

the Amiga. The sound is questionably better—you have
more ranges, but it doesn’t sound as full and is kind of
tinny, though it’s a great machine. You also have to
program in 65816, which is just a superset of 6502, so it’s
not the greatest language. There’s no hardware support for
the graphics, and C runs slow on the GS. That makes the
Amiga a clear standout.

Then the ST, which has a 68000 and runs C quite well,
has a problem with its disk drives that hold only
380K-400K—which meant we'd
have had to split Battle Chess into
two disks, and we didn’t want peo-
ple to have to swap disks in the
middle of a game. The sounds are
nothing compared to the Amiga,
and it has fewer colors. Plus, soft-
ware sales of ST games are less than
half of those for the Amiga.

Addams: How many people do you
have working full-time on the
Amiga?

Fargo: At least two of our seven
programmers.

Addams: Would you call it a fun
machine to program on?

Fargo: Fun? Programming fun?
Well, it has so much power that it’s
fun. There are quirks with the sys-
tem that make you want to throw it
out the window sometimes. But
overall it’s fun to work on.

Addams: Are you planning more
Amiga-first games?
Fargo: Yeah, we are. We like the
idea of doing the Amiga version
; first—doing a program that is
o graphically stunning and state-of-
the-art, that runs fast and sounds
good and looks good—and then taking it from there and
going down [when converting it for other machines]. When
you start at the top, your designs can be more ambitious,
because you know you can do more; then you try and
figure, how am I going to get this one on the IBM? But that’s
good, too, because it makes you push harder when you port
down.

We got away with doing Bard's Tale first for the Apple
and then going to the Amiga, but we redesigned the thing
from scratch, as far as how it would look and feel, and it
would have been easier if we'd started at the top and gone
down. &



Happy Keller

Addams: Why do you like to program for the Amiga?
Keller: Doing an Amiga version of a game is a real good
showcase for the product. And there are certain games that
just really belong on the Amiga—that don’t fit well on
other computers. And you get super versions of existing
games [when they're converted for the Amiga). I really
enjoy the digitized sounds we can produce on the Amiga
because of its excellent sound capabilities. It’s just the best
blend of sound and graphics out there at a reasonable price.
There are also more people who will purchase the product
than if it were released on any other 68000-based machine.

Addams: What sort of games are best suited for the Amiga?
Keller: Well, Interceptor, with all its cinematography: all
the different angles that you can fly from; looking at your
plane from behind, underneath, or on top; turning your
head all around. There are a lot of movie-type special
effects that we could execute because there’s enough horse-
power in the machine.

Addams: What makes it particular-
ly well-suited for that kind of game?
Keller: More colors and four-chan-
nel stereo sound. We’ve got a blitter
and sprites and bobs, which our
artists are able to manipulate to
produce some special effects that
just haven’t been seen—or can’t be
seen—on other computers.

Addams: Do you think of the
Amiga primarily as an entertain-
ment machine now?

Keller: I do personally, because I'm
in the entertainment studio. But we
have an entire division that makes
creativity products for the Amiga, and they’re continually
updating and improving those. For them, it’s a creativity
tool and a way of making presentations.

Addams: Electronic Arts supported the Amiga with a big
ad campaign when it was first released. What was the
reaction when the Amiga initially bombed?

Keller: In spite of the hardware sales not matching our
expectations, we did quite well. And we’re going to do
more Amiga titles, and so are our affiliated titles.

Addams: Have you noticed a difference since the 500 has
been out?

Keller: Some. Anytime there are more machines out there,
sales will be up. Still, a true mega-hit title on the Amiga will
only do about 25,000 units, which is a real small number
compared to a mega-hit in the IBM market, which can do
150,000 or more. But it still makes good business sense, if
doing a new game or port for a 68000 machine, to do it for
the Amiga—because more people are willing to purchase it
than copy it. For me personally, not being a representative
of Electronic Arts, I find it amusing that the ST was put out
as a kind of cheap Amiga, and it looks like the people who
bought it for that reason have managed to kill it (because of

The games we'll see

over the next couple

of years will just be

quantum leaps over

anything we've seen
so far.

their piracy of ST software).

Bob Jacob

Addams: Do you view the Amiga as a game machine more
than anything else?

Jacob: That’s the most obvious thing in the world. And
whether Commodore chooses to recognize it as a game
machine is almost irrelevant. The fact is, the people recog-
nize it as a game machine. It's certainly not a very good
business machine, for two reasons: Hard disk support is
minimal and the 640 X 400 mode is just not very pleasing
on the eye for word processing and database management.
Yet with all the great music and sound-and-graphics capa-
bility, I think you have to recognize the Amiga for what it
is—the world’s greatest game machine. There’s no question
about it. We support the Apple 1IGS and IBM. But the fact
is, neither of them has a blitter; the PS/2 has only minimal
sound support; the GS has great sound support—but the
animation capabilities are very limited. Certainly, the PS/2
can put lots of colors on the screen, but how do you move
them? And if you move them, how
do you get nice sound effects to
accompany them? You can’t. The
Amiga is the one box in the market-
place that offers no compromises in
terms of being able to put out a
really entertaining experience.

Addams: Why did you choose the
Amiga for your first games, such as
Defender of the Crown?

Jacob: Two reasons. One, as a new
company we felt it would be easier
to gain recognition in the market-
place by jumping on a new band-
wagon and running with it. Being a
new machine with amazing capa-
bilities, the Amiga gave us an opportunity to do something
spectacular. We saw it was capable of much better graphics
and sound, and it made us rethink what a game could be on
this machine. Defender of the Crown’s success (it has sold
over 50,000 units) proves we struck a nerve somewhere.
The other reason we wanted to support the Amiga was
because technically it is the best machine.

If you compare our Amiga products with ports of 64
games going up to the Amiga, you’ll see that it’s easier to go
down than to come up. It’s very tempting not to redo the
graphics from the 64 version when you go up to the Amiga,
but it’s very easy in some cases to start from the Amiga and
work your way down. After all, the Amiga, Atari ST, and
IBM all share the same graphics resolution, 320 X 200, and
we've developed methods of doing graphics on the Amiga
and porting them over to these other, less capable machines,
including the Commodore 64. The fact is, we make a lot
more on the 64 and the IBM than we do on the Amiga. But I
think we end up with a better 64 and IBM product by
porting down to them from an original Amiga version.

The Amiga is also a labor of love for a lot of people.
It’s certainly not the largest machine population in the
world. Obviously, in North America, the IBM market is
approximately 40 times larger than the Amiga market. Yet
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people who program for it do love it, and I think a lot of
publishers who were taking a wait-and-see attitude are
starting to jump on the bandwagon. You're going to see a
tremendous increase in the number of Amiga titles in the
entertainment field.

Addams: Cinemaware’s first few titles incorporated many
elements of the adventure game, but the most recent ones,
such as Rocket Ranger and The Three Stooges, have
emphasized arcade action. Is this a trend?

Jacob: That’s just a coincidence. It does not indicate a
specific trend toward eye-hand coordination tests. In fact,
if you don’t personally fall in love with Lords of the Rising
Sun, I'll be amazed, because it has the kind of depth that an
SSI game has, in terms of being a war game, and it has the
best graphics we've ever done—better than Defender of the
Crown. It should be out in January. Although there are five
arcade elements in it, you don’t have to play them if you
don’t want to.

But the best software for the Amiga has yet to be
written. It wasn’t until about four years after the Apple II
was released that really decent games started to appear.
And in the case of the Commodore 64, just in the last year
there’s been a tremendous improvement in quality, be-
cause programmers are figuring out all these technical
tricks that allow the machine to do more than it’s designed
to do. In the case of the Amiga, with its capabilities, I think
the games we’'ll see over the next couple of years—at least
by 1991—will just be quantum leaps over anything we’ve

seen so far, at least by 1991.

Unknown Programmer

Not all Amiga programmers love the machine. With bag
over head (and, possibly, tongue in cheek), one programmer
shares his views on the dark side of Amiga programming.

Unknown: Guru meditation error—I never know when it’s
going to pop up. It seems it’s almost random, but there are
bugs with the system that cause it to crash. If you don’t
double-click the mouse on the Amiga 500 fast enough or
you do it too fast (I'm not sure which), the system gets
locked up, so you have to eject the disk and put it back in
again. Also, the operating system does things behind your
back that will drive you nuts. And the failure rate on the
drives is bad. But all the Kickstart problems have been
worked out. None of these is a big deal in itself, but these
little things start to add up.

Some of my colleagues have very nasty names for
AmigaDOS—AmigaDOG, for one. Others are often com-
menting, “‘Boy, don’t you think it'll be nice when the
Amiga finally gets an operating system?” Because the first
thing I do when starting an Amiga program is disable as
much of the Amiga’s operating system as possible and do it
myself, since I can do it more memory-efficiently and
much better. And it would be nice if Commodore would
stop selling it as just a creativity box: They’ve got the best
entertainment machine out there, and they don’t advertise
it as a game machine. A

BEGNNCrS

Have you ever seen a GURU
MEDITATION ALERT or a TASK
HELD REQUESTER telling you
that a program has crashed?

experts

* Restores your memory and sys-
tem resources after a crash.

* Remove tasks, processes and
devices

* Use from WB or CLI.

error, and you may not have had to
reset your computer!

"GOMF performs flawlessly...[it] is
not a luxury, it's a
necessity.....perhaps the most use-
ful utility yet introduced for the
AMIGA." -Amiga World

Hypertek/Silicon Springs
205-2571 Shaughnessy Street
Port Coquitlam, B.C. CANADA
V3C 3G3

Dealers: call for special prices!

It's amazing! Now, you can actu-
ally save data AFTER a program
has crashed! (Even after a total
lockup) We call it the GOMF BUT-
TON.

GOMF BUTTON $74.95
GOMF SOFTWARE $39.95

order toll-Freel

1-800-663-8526

Technical Support 604 524-1125

: the gqurubuster ! * Includes pages of technical refer-
If you had GOMF in your system, % :
youywould have bee: ableyto re- ﬂ ence tq assist you with your pro-
move the program that caused the NEW VERSION !!! gramming.

"Anything that can stop this terrible
[GURU] syndrome deserves around
of applause”

- Commodore Magazine

ATTENTION PROGRAMMERS!
Do you have a great idea for a
product for the AMIGA? Give us a
call for more info!

Other Offerings:

Deluxe MIDI Interface. Simply the
best you can buy! Only $95

TTL monitor interface  $99
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THE ULTIMATE STRATEGY BATTLE SIMULATIONS

TeleWar, the Ultimate Strategy War Game, allows
you to play against the Ulrimate Opponent.
Playing against an unpredictable human opponent
assures you that victory is only sweet until the
next game and that each TeleWar match is an

exciting clash of intellect and intuition. $39.95

TelellJar]I“’
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TeleWar II, the Ultimate Strategy War Game
Revisited with new terrains and enhanced game play.
Experience the ecstasy of blasting your best friend to
rubble or disintegrate someone you don’t even know.
Watch out! You may be the next casualty peering out

of a twisted pile of smoldering steel. $39.95

TeleEptc is the Medleval Verszon of the Ultimate
Srategy War Game. Instead of commanding tanks
and artillery, you lead a band of heroes waging
war against your mortal foe. Test your skills
wielding a mighty axe or sword. Throw a dagger

or check your accuracy as an archer.  $39.95

TeleGames

(hess =g By Scott Lab Tizo Flayers
[hetkers i3

Te!eGames , like all our "Tele’ products, provides the
enjoyment of competition without the problem of
where to play. Competition is enhanced with smooth
3D perspective graphic animation and digitized
sound effects. Players may compete on one computer
or 'TeleConnect’ via modem. $34.95

The Intruder Alert Monitor allows your
computer to become a monitoring, logging, or
security system for your home or business.
The system includes a startup kit including
several types of detector switches and wire.
Each of eight individual ports may be
programed independently. Intruder Alert
software allows for digitized audio alarms,
speech synthesis, modem interaction, date

and tlme stampm? of events, external program launching, and utility support for BSR/X-10

controlling. Like al

available though our BBS service or via BIX vendor support area 'TeleGames’.

AVAILABLE
FROM YOUR LOCAL
DEALER!

Software Terminal products direct support from the author and designer is

$159.00

?;&EQ*F\'\_NP\_“ “
’5—,’\%‘\"\\“&\_

3014 Alta Mere Drlve
Fornt -Worth, . Ixa 76 110
Phone: (817)-244-4150

BBS: (817)-244-4151



_CLI CLIPS

Jim Butterfield

Infroducing the CLI—the Command Line Interface.

When most people first meet the Amiga, they meet icons—
little pictures on the screen. Move the mouse so that the
pointer is positioned over an icon, click (press the left
mouse button), and that icon is selected. In this Work-
bench mode of operation, there’s no need to type in
commands or to remember special formats.

After a while, the Workbench seems limiting. This is
especially true for those who have used other, less powerful
computers. Learning to type commands such as LOAD,
RUN, or DIRECTORY takes a lit-
tle effort. But such commands give
you more options and freedom than
seem to be available with icons.

Enter the CLI, or Command
Line Interface. Using the CLI,
you'll be able to type commands
rather than just select options from
a menu. Soon, you'll be able to see
information and do things that
would not be possible with the
Workbench alone.

Some users will be happy to stay
with the Workbench. They will click
on the desired icon, put the Amiga to
work, and have all the computer
ability they need. Others will want to
look deeper within their machines,
to examine, adjust, and fine-tune
their programs and disks. To do this,
they will need to use the CLL

Early Amigas hid the CLI from
users. Perhaps the designers feared
confusing our brains by putting too
much power in our hands. On early
Workbench systems, users needed
to select Preferences and then click
on a box marked CLI ON. When
they returned to their Workbench
display, an icon marked CLI would
then be visible. On current systems,
the CLI icon (marked CLI or Shell)
can be found on the Workbench disk. Click twice on the
box and a CLI window will spring into operation, ready for
your commands.

There are other ways to make a CLI window available.
One that’s popular but not problem-free involves pressing
a combination of keys as the Amiga is executing its startup
sequence. As the Amiga starts up and the first message
appears on the screen, you can hold down the CTRL key
and tap the D key. The Amiga abandons what it’s doing
and waits for you to type a command. This technique
works, but since the Amiga has not finished its startup
work, the system may not be as neatly organized as you
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Early Amigas hid
the CLI. Perhaps
the designers feared
confusing our
brains.

might want.

If you plan to use the CLI a great deal, you'll want to set
up a Workbench disk that will leave a CLI window on the
screen when all the initial work has been completed. That’s
not hard to do; it involves a simple change to a file called
s:startup-sequence. I'll show you how to do that later.

Workbench 1.3 is now available. If you don’t have it
yet, get the Enhancer package as soon as possible. It's more
convenient, it’s more efficient, and it will keep you up-to-
date. In this and following articles, I
will use 1.3 features whenever they
are useful, and that will be often.

The 1.3 system adds many new
CLI commands and expands most
existing ones. The CLI window it-
self (called the console) has been
made more sophisticated by means
of a shell. This is a new type of
console (called newcon) that allows
you to recall previously entered
lines in order to correct, modify, or
repeat them (or even just to read
what you've done). It's much like
the screen-editing feature of earlier
Commodore machines such as the
64. There are many other attractive
new features in 1.3; we’ll meet them
as we discuss the CLIL

Do get the Enhancer rather
than picking up an unauthorized
version of 1.3. The manual alone is
worth the price. You get well over a
hundred pages of detailed docu-
mentation on the new commands,
including many new CLI features.

Before you do anything else,
make a copy of your original Work-
bench disk. Then put the original
disk away as an archive disk, which
you won't use unless you need to go
back to the source. Remember that
most of the Amiga’s logic is on this disk: lose its contents
and you’ll lose the power of the Amiga, at least until you
get a replacement.

We’ll assume that you would like to have this disk
give you a CLI window as soon as it has powered up (or
booted ). To do this, we’ll need to change the script file
s:startup-sequence.

A script file contains a series of CLI commands that
will be performed when the file is executed. These com-
mands are written in normal ASCII characters, so you can
read them if you like. For example, type the command
TYPE s:startup-sequence and this file will be typed out to



Wright

QOur specialty is software! Call or send for our complete listing of games and other software for
IBM, AMIGA, COMMODORE and APPLE.

FTWARE APPLE Il SOFTWARE
[l Leisure Suit Larry 40 26 Warship 60 39
LIST  WRIGHT (eisure Suit Wasteland 50 33 LIST — WRIGHT
PRICE PRICE  Larry Il 50 33 Wizard’s Crown 40 2% PRICE  PRICE
Lotus 123 $495  $345 Manhunter NY 50 32 Wizard Wars 45 29 2400 AD 840 326
Microsolt Word 450 230 xmnopoiy ; 40 26 Zak McKracken 45 29 American Civil
; obunaga’s War 2 0r 3 40 26
Printshop 60 39 Ambition 60 39 AMIGA SOFTWARE Bard's Tale 45 30
Wordperfect 495 255 PT-109 50 33 ‘};ﬁ E‘E ﬁlRRI’C{’.“EH T Bard’s Tale lhor i 50 32
Pirates 40 26 Battles of
2400 AD $30 $20 Platoon 40 26 Superbase 8150 875 Napoleon 50 33
4th & Inches 40 26 Police Quest I or Il 50 32 ; 4 6 Demon’s Winter 30 20
Ancient Art of War 45 29 Rocket Ranger EGA 50 33 gg:g??aﬁe Ssg S34 Empire 30 3
Ancient Art of Romance of King's Quest I, Il,
Apollo 18 40 2 Sent. Worlds I: Earl Weaver Manhunter
Balance of Power 50 34 Future Magic 50 33 Baseball 50 33 LA 80 i
Bard's Tale 50 33  Sherlock B8 28 fpagssalt 45 29 i jg gg
Beyond Zork 50 33 Shiloh 40 26 Impossibl (eSO e
Bck Cauldron 40 26 Silent Service 35 23 Missionil 50 33 Ultima Vor V. 60 39
Breach 40 26 Solitaire Royale 35 23 King's Quest I, If Under Fire 60 39
Bridge 5.0 30 20 Sons of Liberty 40 26 or Il 50 32
California Games 40 2% Space Max 60 39 L.A. Crackdown 50 33
Chessmaster 2000 45 29 Space Quest I, Il Lords of the C-64 SOFTWARE
Defender of the or lli 50 32 Rising Sun 50 33 LIST WRIGHT
Crown 40 26 Star Command 50 33 Marble Madness 50 33 PRICE  PRICE
Farl Weaver's Starflight 50 32 Menace 30 20 4th & Inch $30 20
Baseball 40 2 Star Saga 80 52 Obliterator 40 26 Amm’; gfv”
Elway Strike E.'eer 40 26 Pa.’qdm 40 26 War Vol 2 or 3 40 26
Quarterback 30 20 Test Drive 40 26 Palice Quest 50 32 Bard's Tale /. Il or /il 40 2%
Empire 50 33 The Games: Questron Il 50 33 Ratlociols
za_ic;ns i 50 33 ?ﬁ;ng;% efso{r!ron 50 33 Rocket Ranger 50 32 Napoleon 50 3
ight Simulator J 4 ;
20 50 33 Winterfdtion 50 33 Wi i e Demon's Winter' 30 20
The Sporting A Impossible
Gold Rush 40 26 Space Quest [ or Il 50 33 Mission Il 40 2%
Gunshi 50 33 News Baseball 40 26 5 ;
unship Starglider If 50 33 Jordan vs Bird:
Hunt for Red Thexder 35 23
Terrorpods 40 26 One on One 30 20
October 50 33 Three Stooges 50 33
| b Thud Ridge 40 2 Thexder 35 23 Questran Il 40 26
HIpCESIIG ; Three Stooges 50 33 Red Storm Rising 40 26
Mission Il 40 26 Ultima | or Il 40 26 Twili % Road Rinn 35 23
Jordan vs Bird: UtimalVorV 60 39 Ny cans ) i
one on one 40 26 Under Fire 325 23 Ultima il 40 26 Three Stooges 35 23
King's Quest I, Il Universal Military Ultima IV 60 39 Times of Lore 40 26
i or IV 50 32 Sim. 50 33 Universal Military Ultima IV or V 60 39
L.A. Crackdown 50 33 Visions of Simufator 50 33 Zak McKracken 35 23
Aftermath 40 26 War in Middle Earth 60 39
Wizard Wars 40 26
Same Day Shlppmg (subject to availability) VISA - MASTERCARD

Order by mail with money order or check (check orders not shipped until cleared) Do nol send cash
2 . -
SHIPPING: U.S. orders sent U PS. Add $2.50 for shipping and handing. U.S Mail, FPO and APQ avallable Call for shipping and

handing costs Kansas residents add 5% sales lax. Prices subject lo change. T “ f
oli-free

Wright Computer

PO. Box 780444 / Wichita, KS 67278-0444



the screen for you to see.

The file contains all the things that are done when the
Amiga boots. At the moment, we don’t need to know what
all of these commands mean. But we do want to add
something new to the file to make it leave a CLI window
open when it’s finished.

To change any text file, you may use an editor. The
easiest one to use is called ED, although you might prefer
one of the many other editors that are available. Typing
ED s:startup-sequence causes the edit window to appear
and the file to be displayed. (Note that when you give
commands within the CLI, the case of the characters is
insignificant—you could type Ed S:StartUp-SequencE
with equal success.)

ED is a screen editor. If we change the text appearing
on the screen and then give the Exit command, the revised
file will be saved. If you somehow botch things up, use the
Quit command to terminate editing and leave the original
file unchanged. This last command is performed by press-

Here are some of the commands I use frequently:

CD Set the current directory. The current directory
may be thought of as your working directory pointer.
Whenever you don’t say explicitly which disk or drawer to
use, the system will use your current directory. If you
haven’t changed the CD, it will usually point to the disk in
drive 0 (DFQ:). If you'd like to see what your current
directory is, type the CD command followed by RETURN.

DIR and LIST Take a directory listing of the contents
of the disk. DIR is more compact and presents the files in
alphabetic order. LIST gives more detail on each directory
item.

COPY Make a copy of a file. This is more flexible than
you might think at first. For example, COPY FILE PRT:
delivers the copy to the printer; in other words, it causes a
text file to be listed. COPY FILE * would cause the file to
be delivered to the CLI window (designated with an
asterisk).

ECHO Output a string. At first, this command seems

ing the following keys in order:

useful only within a script file; but

ESC, Q (for Quit), RETURN. You
may be asked if you really want to
abandon the editing work that you
have done; press Y to signal Yes.

With the ED display of the

Editing the Startup-Sequence File
A 1.2 Startup Sequence

BindDrivers
echo “A500/A2000 Workbench 1.2 ...

with redirection, it can be very
handy. For example, I could jot a
quick note on the printer by com-
manding ECHO >PRT: “Quick
Note”, or I could write a short file

startup-sequence file on the screen, LoadWb
press ESC followed by B (for Bot-
tom) and- then RETURN. This
takes you to the bottom of the file.
The last command is almost always
ENDCLI, which means Terminate
this CLI window. On systems earli-
er than 1.3, all you need to do is to
remove this line. You do this by
pressing ESC, D (for Delete), and
RETURN. The revised file will be

endeli > nil:
Addbuffers df0: 10

cd ¢

NewShell
endcli >NIL:

[[delete this line]]
A 1.3 Startup Sequence

c:SetPatch >NIL: ;patch system functions
echo “A500/A2000 Workbench disk. Release 1.3...

LoadWB delay ;wait for inhibit to end before continuing
[[add this line]]

on a ramdisk by typing ECHO
>RAM:TEST *“Hello World™.
RENAME Change the name
of a file. Since the file’s path is part
of its name, this command is useful
for moving a file in or out of a
directory (or drawer). Thus, to put a
file called TAX into a drawer whose
name is BUSINESS, you might
command RENAME TAX
BUSINESS/TAX.

saved with ESC, X (for Exit), RE-
TURN. After you've made the change, the system will
boot from this disk in a slightly different way: It will leave a
CLI screen on the window after it has completed its work.

If you have a 1.3 system, it’s better to take another
approach. The CLI window is nice, but a more advanced
Shell window is nicer. So instead of removing the ENDCLI
line, add a new line just before it. Move the cursor to the
start of the ENDCLI line and press RETURN; this will
create a blank line just above. Position to this blank line
and enter NEWSHELL. You may now save the revised file
with ESC, X (for Exit), RETURN. Later, when you boot
this disk (start up using the disk), it will complete its initial
work by presenting you with a shell window in which you
can type CLI commands.

Keep in mind that you don’t need to set up your disks
to generate a CLI this way. You can always just double-
click on the CLI or Shell icon. There are even special
utilities (such as POPCLI, by John Toebes) that will give
you a CLI window any time you press a certain combina-
tion of keys.

There are 64 commands in the C (command) directo-
ry, and additional commands elsewhere. You won’t use all
of these. In fact, about a dozen commands will become your
favorites. The others you will look up as you need them.
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DELETE Get rid of a file you
don’t need.

NEWCLI This is a good way to start multitasking. If
you want the computer to do more than one job at a time,
you can open an extra CLI window using the command
NEWCLI. In the new window, type the command to start a
job. Then click back to the old CLI window and go to work
on the other job. The two jobs will run independently,
providing they don’t both try to work on a single resource
(such as the printer) at the same time. Even then, they’ll
work—but you won’t like the results.

RUN A quicker way to multitask. If the job you want
to start does not need to use the CLI window, you can start
it up as a separate task by prefixing the word RUN to the
command. For example, if you were to type AMIGABASIC,
the CLI would go to work and set up Amiga Basic as
requested. But in this case, you could not use the CLI for
anything else until Amiga Basic had been terminated. In
contrast, you could type RUN AMIGABASIC to cause
Amiga Basic to be set up as a separate task. This would
leave the CLI free to do other jobs as you wished.

The CLI sits close to the heart of the Amiga. As you
learn more about its workings, you’'ll also learn ways to
make your computer more efficient and effective. And
that’s what we’ll be doing in this column. A
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SUPER
SAVERS

Byte By Byte

Equal Plus

Financial Plus, . .......... $189
FTL

Dungeon Master .......... $25
Gamestar

GFL Champ. Football .. ... .$29
Gold Disk

Animate3-D............. $99
Sculpt3:DE bR st $65
Cinemaware
Defender of the Crown . . . . .. $32
King of Chicago...........$32
Lords of Rising Sun .. .. ....$32
SRR AN i Y $32
Sinbad: Throne of the Falcon $32
The Three Stooges. . ....... $32
TV Sports Football ........832
Digitek
HoleinOne . ..cooovev.. 825
Hollywood Poker. ......... $23
Vampire's Empire .. ....... §29
Discovery
Arkanoid'. il eahaa e 519
Better Dead Than Alien.. . . .. $23
Grabbit & S s o s19
HYBIS (o s T s $25
Marauder2 .. .. 00825
Virus Infection Prulullun
Brogramici s o el $32
Zooml ot v ilaaiiaus $19
Electronic Arts
ArcticFox ...............514
Bard'sThle...............$32
Bard’s Thle 2 ..o oo 339

Epxy:

S00X]J Joystick
The Ultimate Joystick! Faster,
most accurate action. High-scor-
ing trigger finger firing. The only
joystick designed to fit in the
palm of your hand.

For right-handed players only!

1% 514

Comic:Seleriit i s cas Call
Professional Page. . ........ Call
Inkwell

AmigaLightPen . .........895
Interplay

Battle Chess’ th bl Sd $32
Interstel

Empiret iRt e $32
StarRleet Iis) st satsass $36
Michtron

Gold Runner .............525
Insanity Fight. . ........... $25
Karate lid 2 & o i an il §25
Leatherneck. ... «v- tieee: $25
Major Motion. . ........... $25
SIEYRON it e wiiinalee el $25
Tanglewood . ... vvvvvnnns $25
Thtra QUESt s i ik s $25
TimeBandit. . ..enevanin,s $25
Microillusions

Black Jack Academy. .......$25
Craps Academy . .......... $25
EBONEIars . Sa ATl T o itite U $25

To Order Call:

1-800-225-7638

(PA —1-800-223-7784)

Abacus
AsSem Pros S0t ks $49
BeckerTExty, v o i e it $89
DataTrieve ......civvunen $49
Text Pro Word Processor. . . . . $49
* Abacus Books in Stock!. . . .Call
Access
World Class Leader Board . . .$29
Accolade
BubbleGhost . . ........... $23
4th & Inches Football. . . ... .$29
Hardball#:-.f. .. 5 coidnan ol $25
Jack Nicklaus Golf .. ....... $32
MiniPutt . covcvieinnnaa 325
Pinball' Wizard:. .. .o 00 s $23
RestDives S dons st $25
Action Ware
Capone. 511 o ruknd s s s $25
BhasepGuniis sls: vocs o Call
PO e L oy $25
Aegis
AudioMaster2 ........... $59
Bigasiisiaianisan i o 5849,
Draw 2000 .. csvsinme i Call
Images s s i $25
Lights, Camera. Action! ....$49
LT R S ARl S $49
Videoscape3D........... $129
Yideo Titlers. 0w o5 oAl ol $89
Arcadia
ARRIEN; . 5 e Ll $23
Double Dragon ........... $26
P TS e e e s Call
RoadWars ... laiilsias 5ot $23
Rockford _................ $23
Artworx
Bridge5.0 .....00000.....823
Centerfold Squares. . . ...... 519
Linkword Languages:
Brenchyzi s o e $19
(67, T e LR e $19
SPRNISNL .00 g st m s bl §19
SippiPoker =i it s $25
S.PDataDisk #4.......... 514
S.P DataDisk #5......... 514
Baudyville
Video Vegas..............$23
Broderbund
Fantavisiondi . iy o e ol $39
SKY Chase .. civiiosvnses $25
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Cinemaware:
Rocket Ranger

A master race from outer space
threatens the fate of the free
world! Digital and original music

and sound effects.
549”3 *32
SDA Price

List Price

List Price SDA Price
Chessmaster2000 ......... $29
Deluxe Music Const.

Deluxe Paint2 ......... 2 1584
Deluxe PhotoLab ......... $99
Deluxe Print 2. . «o.csiuenioi $54
Deluxe Productions . .. .... $129
FA/18 Interceptor. . ... .....$32
Ferrari FormulaOne . . ... .. $32
Instant Music. .. ... i e $32
Intellitypesl = Solisd b salcl $32
Marble Madness .......... $32
Return to Atlantis. . ........ $32
ScrabBlesimianeinTiiel Ko e $26
SkVIOND. e et $26
Weaver Baseball. . ......... $32
World Tour Golf . .......... $26
Zany Golfi o ceanieaivnii i 526
Epyx

California Games ......... Call
DeathSword. ............. 519
BDestroyerde e Do $25
Final Assault ............. $32
Impossible Mission2 . ... ...532
Street Sports: Basketball. . . . . $14
Sub Battle Simulator. .. ... .. $32
Temple Apshai Trilogy .. .... S14
Winter Games ............ $14
WorldGames ............. S14

Faery Tale Adventure. . .. .. .$32
Fire POWeriins b oot e s taries $16
Galactic Invasions ......... $16
Photon Paints it et $65
Photon Paint Expansion Disk 5]‘)
Romantic Encounters. . . .. . .$25
TYacers LG slhadl 65 $33
TUIDG. . oot emn s sl $16
Microprose

Silent Service. . ...vveve... 525
Microsystems

Excellence WP ..........8159
Scribble WP . ... incean $49
Platnumis s e Call
e WOTK S S e, e e ratals $119
Mindscape

Alien Syndrome . ......... Call
Balance of Power ... .......525
Blockbuster'- - ol oo $25
De JaiNus s o s e oy $32
Harrier Combat Sim. . .. ....$32
Into the Eagle’s Nest . ...... $25
OubRun oo e e Call
Perfect Score SAT ......... 549
ShadOWgaLe . . ... o uicinsivinias $32
Space' Harmer s ss it o Call
Super Star Ice Hockey ... ... $32
URinVItedis S n et e i $32
Mindware

Page Flipper + FX ........ 599
Newtek

Digi-Paint .......00eeiaan $39
Digi-View3.0 ........... $129
Northeast

PublisherPlus . ........... $59

Sublogic
Flight Simulator. .. ........ $32
(Jetisat e Wt I8 L SN $32
SceneryDisks............ Call
Three Sixty
Dark Castle & pusdaeeilat 525
IWAIOCK 0 o i s sy §23
Thunder Mountain
Winter Challenge . ....... $9.88
Who Framed Titus
Roger Rabbit? CrazyCars il l $25
“Toon™ in to the outrageous Fire & Forget ............. 5'-;-5
adventures of Roger Rabbit and Off Shore Warrior ......... $25
his friends in this fast-paced, (
action-packed game. High-quality Unicorn
animation and sound effects. Acsop/sFablesi .o oo 229
Decimal Dungeon ......... 29
54495 $29 Fraction Action ........... $29
List Price SDA Price Kinderama............... $29
¥ ] MathWizard ......... ....529
Read & Rhyme. ........... $29
Omnitrend Unison World
Breach........:.........$25 | ArtGallerylor2.......$19Ea.
Breach ScenarioDisk . . . . . .. $16 | ArtGallery: Fantasy........ $19
Paladin iz eme s Yo v $25 | Fonts& Borders........... $23
OXXI Print MasterPlus .......... $25
MaxiPlanPlus ...........Call Word Perfect
Word Perfect WP ,........ all
Par Software ) ford Perfect W.P. Cal
ExpressPainte et st $65 Zuma
P TViShow ol Lot noes $59
TApON VTR A ) it $59
Aben Fres Accessories
. a Compuserve Starter Kit . .. .. 519
U S & Canad Disk Case (Holds 45) . . . .. $6.88
Disk Drive Cleaner. . . .. ..56.88
Dow Jones Starter Kit. . . .. .. 519
SupraHard Drives. . ....... Call
WicoBatHandle .......... $17
Wico Ergostick....... o319

Progressive
GLEEMate: v S a2y
Disk Master......cccuvns $32
Dr. Term Professional. . . . . . .$59
Intro Cad .o liea di e NG $49
Pix:Mate oot s 544
Superbase Professional . . . .. Call
Rainbird

CarrierCommand . ........ $29
Starglidan iy $29

Universal Military Simulator Call

Sierra

King’s Quest1,20r3. .. .832 Ea.

Leisure Suit Larry . ........ $26
SpaceQuest..............$32
Thexder .. L L LRI 0 $23

Things you should know. We place
these ads months in advance, so prices
and availability can change (usually for
the better). We accept charge cards,
cashiers checks, money orders, and per-
sonal checks (3 weeks clearance). Free
shipping on orders over $100 in the con-
tinental U.S. On orders under $100, add
$3.00. For AK, HI, FPO, APO, add
$5.00 to alf orders. For Canada &
Puerto Rico, add $7.50 to all orders.
You must call for a Return Authoriza-
tion # before returning defective
merchandise. We will replace defective
merchandise with the same merchan-
dise; other returns are subject to a 20%
restocking fee. Order lines open M-TH
9:00 AM-7:00 PM: FRI 9:00 AM-5:30
PM; SAT 10:00 AM-4:00 PM Eastern
Time. For information or customer ser-
vice, call 412-361-5291 M-F 9:00 AM-
5:30 PM Eastern Time.
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Play 18 with the Golden Bear
Computer golfers can now tee it up
with the Player of the Century, Jack
Nicklaus. Accolade’s Jack Nicklaus’
Greatest 18 Holes of Major Champion-
ship Golf, based on the recently re-
leased videotape from the ABC Sports
Video library, features Nicklaus's fa-
vorite 18 holes of major championship
golf along with two additional Nicklaus-
designed courses to challenge players
of any ability level.

Players can compete against up to
three human opponents, a computer-
ized Jack Nicklaus, or a variety of
computerized men and women. Other
features include a choice of Skins scor-
ing or stroke play; pro, men’s, or ladies’
tees; wind intensity and direction; and
uphill or downhill lies.

Jack Nicklaus’ Greatest 18 Holes
of Major Championship Golf is the
first joint project produced as the re-
sult of a three-year agreement between
Jack Nicklaus Productions and Acco-
lade. Nicklaus, recently named by Golf
Magazine as the best player in Ameri-
ca’s first 100 years of golf, plans to
work with Accolade on additional
home computer golf simulations.

The Amiga version sells for
$49.95.

Accolade, 550 S. Winchester Blvd.,
Suite 200, San Jose, CA 95128
Circle Reader Service Number 200.
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SupraDrive for Amiga

Supra has announced the release of
the SupraDrive for the Amiga 2000.
The hard disk system provides users
with autobooting and fast access time.

SupraDrive has complete DMA
access and an external SCSI port, al-
lowing the connection of additional
SCSI devices to the system. The sys-
tem is compatible with RAM boards,
digitizers, and the Amiga Bridgeboard
(the system supports MS-DOS when a
Bridgeboard is used).

Both internal and external Supra-
Drives are available in 20-, 30-, and
60-megabyte capacities. Each drive is
packaged with formatting and utilities
software, allowing the disk to be divid-
ed into as many as five partitions.
CLImate is also included with each
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drive, along with an operator’s
manual.

A special Supra Interface Kit,
containing everything but the hard
disk, is available for those who already
have a hard disk that will be mounted
internally.

The 20-, 30-, and 60-megabyte
drives retail for $699.00, $799.00, and
$995.00, respectively. With a control-
ler, the interface kit sells for $399.95;
without, it retails for $249.95.

Supra, 1133 Commercial Way, Al-
bany, OR 97321
Circle Reader Service Number 201.
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Genlock 2000

The Commodore A2300 Genlock
Board has been introduced by Com-
modore Business Machines for use
with the Amiga 2000. The A2300 per-
mits Amiga-generated graphics and
text to be synchronized and combined
with output from standard National
Television Standards Committee
(NTSC) external video sources such as
a videocassette recorder, video cam-
era, or laser disc player.

The board, which can be installed
into the CPU internal video expansion
slot, allows users to add titles, color
graphics, and three-dimensional ani-
mation to professional and home vid-
eo productions. With the use of a
graphics or video software program,
text and graphics can be developed on

With the Commodore A2300 Genlock,
users can integrate text and graphics
into a video.

Mickey McLean

the Amiga and then integrated into the
video.

The A2300 Genlock Board is
available in both PAL and NTSC
modes and carries a suggested retail
price of $399.00.

Commodore Business Machines,
1200 Wilson Dr., West Chester, PA
19380
Circle Reader Service Number 202.
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Ancient Quest

Players of Microdeal’s Tetra Quest
find themselves involved in the first
Galactic Games, where athletes from
different worlds have assembled. The
games cannot go on because the six
Phoenix Tablets have been stolen by
the Tetroids, who were not invited to
participate in the games.

Phoebus, the sun god, challenges
the player to find the tablets. The
Tetroids have split them into 64
pieces and have hidden them in the
six provinces of their world. Their
world contains 384 sections, where
players encounter Spitters, Aliens, acid
and oil slicks, mutating deflectors, and
joysticks.

The Tetroids, having a sense of
sportsmanship, have devised obstacles
that can be twisted into advantages for
the player.

The suggested retail price for Tet-
ra Quest is $39.95.

Microdeal, 576 S. Telegraph, Pon-
tiac, MI 48053
Circle Reader Service Number 203.
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Sounds Good

Precision Incorporated has released
Pro*Sound Designer, Gold Edition for
Amiga 500, 1000, and 2000 comput-
ers. This sound-digitizing, -processing,
and -playback system has a specially
designed hardware adapter that uses
second-generation sound-digitizing
technology.

The adapter has a full 1-32 kHz
frequency response range with a high
signal-to-noise ratio. Features include
automatic gain control and the ability
to record, edit, and manipulate up to
four sound samples at the same time.
Users can cut, paste, and overlay
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while changing frequencies and oc-
taves. The user interface provides a
graphic display of sound samples.

The package includes an extra
disk containing MTDI-Plus software,
which permits samples recorded with
Pro*Sound Designer to be played back
as instrument voices on either a MIDI
keyboard or an Amiga. The MIDI-Plus
module permits up to ten samples in
memory at once, giving the user full
playback control over all or part of a
given sound sample.

The Pro*Sound Designer and
MIDI-Plus system retails for $159.95.

Precision has announced that all
Superbase products are no longer mar-
keted by Progressive Peripherals.

Precision Incorporated, 8404 Ster-
ling St., Suite A, Irving, TX 75063
Circle Reader Service Number 204,
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A Big Bad Cat

Players had better watch out for Street
Cat, the toughest cat in the city and
the latest release from the U.S. Gold
line of games from Epyx.

The game features four events
that test the cat’s athletic ability and
knowledge of the streets. In the city
park sprint, cats must make their way
through an obstacle course. The cats
then hop on their motorcycles, where
they must run over roadside disks
without being caught for speeding.

The next event, set in a swim-
ming pool, requires the cats to float on
platforms and knock geometric shapes
off a diving board. If they can stay
dry, they can then move on to the cat-
walk event in the sewer system, where
rats, a mad dog, slimy pipes, and slip-
pery barrels and ladders must be
avoided. Should the cat slip, it could
wind up in the city cesspool.

The final event is bowling against
a bulldog, but there are no pins. The
cat and the dog try to bowl each other
over and into the gutter. Whoever gets
bowled over has to drink a milkshake,
and, after downing a few, will find it
difficult to move around.

Street Cat can be played individ-
ually or against an opponent or the
computer. The suggested retail price is
$24.95.
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Epyx, 600 Galveston Dr., P.O.
Box 8020, Redwood City, CA 94063
Circle Reader Service Number 205.
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See the Amiga Through 3-D
Glasses

Haitex Resources has introduced X-
Specs 3-D glasses, which provide ste-
reoscopic three-dimensional viewing of
images on the Amiga screen. The
glasses control what each eye sees in-
dependently by closing and opening an
optical shutter at 60 frames per sec-
ond, tricking the brain into seeing the
images with depth.

SpaceSpuds, an arcade space bat-
tle designed especially for X-Specs, is
packaged with the glasses. Haitex re-
ports that over 40 independent soft-
ware-development firms are working
on X-Specs 3-D-compatible Amiga
software.

The complete system includes one
pair of glasses, an interface that sup-
ports up to two pairs of glasses, a disk
of three-dimensional images, and the
SpaceSpuds game. The interface plugs
into the second joystick port and re-
quires no additional power supply.
The suggested retail price is $124.95.

Haitex Resources, 208 Carrollton
Park, Suite 1207, Carrollton, TX
75006
Circle Reader Service Number 206.
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Sea Battlers
Players of Titus Software’s Off Shore
Warriors battle in a sport in which
participants pilot powerboats and bat-
tle against rocks and waves in addition
to competing against each other.

The battles take place on large

Powerboaters battle to the death in
Titus’s Off Shore Warriors.

lakes, where crowds cheer on the com-
petitors. Players are armed with a boat
equipped with missiles and must bat-
tle to the end to determine the winner
and ultimate survivor.

Off Shore Warriors has a suggest-
ed retail price of $39.95.

Titus Software, 20432 Corisco St.,
Chatsworth, CA 91311
Circle Reader Service Number 207.
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Move Up with Your Modem

Trans Com has made it possible for
Commodore 64 and 128 users who are
moving up to an Amiga to continue
using their 1670 modem with their
new computer. With the IF-1670 Mo-
dem Interface and cable, users can
plug their 1670 modem into their
Amiga serial port.

The interface is designed to be
used with Commodore model 1670
300-/1200-baud modems and an
Amiga or other computer with an RS-
232 port.

The complete package consists of
the interface module, a three-foot ca-
ble with a DB-25 connector, and a
wall-mount power supply for powering
the IF-1670 and the 1670 modem.

Once installed, the 1670 modem
works with all terminal software for
the Amiga.

The IF-1670 has a suggested retail
price of $43.95.

Trans Com, P.O. Box 88566, Car-
ol Stream, IL 60188
Circle Reader Service Number 208.
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Go to the Head of the CLAS
MicroEd has released the Computer-
ized Lesson Authoring System (CLAS),
designed for users who want to create
their own interactive teaching lessons
but lack programming skills.

CLAS makes it possible for the
Amiga to write the program for the
user. The created programs can utilize
digitized picture screens, voice, and
music.

The program carries a suggested
retail price of $99.00.

MicroEd, P.O. Box 24750, Edina,
MN 55424 A



One Good Book deserves Another

and another, and anot

Amiga C for Advanced Programmers
-contains a wealth of information from the pros:
how compilers, assemblers and linkers work,
designing and programming user friendly
interfaces using Intuition, combining assembly
language and C codes, and more. Includes
complete source code for text editor. s 2 4 g 5

Amiga C for Beginners New
. o Coming Soon

-an introduction to learning the popular C language. Explains the language
elements using examples specifically geared to the Amiga. Describes C library

routines, how the compiler works and more. $19.95 Amiga 3-D Graphics Programming in BASIC

-shows you how to use the powerful graphics capabilities
of the Amiga. Details the techniques and algorithm for
writing three-dimensional graphics programs: ray
tracing in all resolutions, light sources and shading,
saving graphics in IFF format and more. $19.95
Amiga Disk Drives-Inside & Out New Coming Soon
-is the most in-depth reference available covering the Amiga's disk drives.
Learn how 1o speed up data transfer, how copy protection works,
computer viruses, Workbench and the CLI DOS functions, loading, saving

sequential, relative file organization, more. $29.95 Amiga For Beginners

-the first volume in our Amiga series, introduces you to Infuition
(Amiga;giphic interface), the mouse, windows, the CLI, and
Amiga BASIC and explains every practical aspect of the Amiga in
plain English. $16.95
Includes Workbench 1.3

AmigaBASIC Inside and Out Best Seller

-THE definitive step-by-stej guide to programming the Amiga in
BASIC. Every AmigaBASIC command s fully described and

iled. Topics include charts, windows, pull do , files, : ¢
dataleand opics include cl ‘a s, windows, pull down menu: ;95 . : Amiga Tncks_and Tips . Best Seller
Includes Workbench 1.3 $24. ] / 2 -follows our tradition of other Tricks and Tips books for CBM users.
- - o Presents dozens of tips on accessing libraries from BASIC, custom
character sets, AmigaDOS, sound, important 68000 memory locations,
and much more! $19.95
AmigaDOS Inside and Out New
-covers the insides of AmigaDOS from the internal design
up to practical applications. Includes detailed reference
section, tasks and handiing, DOS editors ED and EDIT, how Amiga Machine

to create and use batch files, multitasking, and much more.

-is a comprehensive introduction to 68000 assembler machine language
Includes Workbench 1.3  $19.95

programming and is THE practical guide for leaming to program the Amiga in
ultra-fast ML. Also covers 68000 microprocessor address modes and

archtecture, speech and sound from ML and much more. $19.95
Amiga System Programmer’s Guide
-comprehensive guide to what goes on inside the
Amiga in a single volume. Onhéa few of the man
SUb]Eﬂ!S OQV:EFEd i{&c!udg the EXEC structure, 1/ / ArmgaDOS Quick Reference Guide New & Handy
Lﬁﬁﬁ%@.ﬁn&%ﬂ'@nﬁ a?% mLe;ﬁ;E:; ‘rrrllgrrggement. ¥ / -an east-to-use reference tool for beginners and advanced programmers alike. You can
$34.95 ] FL quickly find commands for your Amiga by using the three handy indexes designed with
E [ ’ the user in mind. All commands are in alphabetical order for easy reference. §14.05
Includes Workbench 1.3
Computer Viruses:
a high tech disease

Save Time and Money =Optonal program disks are available for all our Amiga reference
books (except Amiga for Beginners). All programs listed in the books are on each respective
sk and will save you countiess hours of typing!

$14.95
Abacusiiiii

Dept. C2, 5370 52nd Street SE
Add $4.00 per order for shipping Grand Rapids, MI 49508
foreign add $12.00 per item

-describes what a computer virus is, how
do viruses work, viruses and batch files,
pm!eciing1 your computer and designing
virus proof systems and more.

e $18.95

O

Optional

Disk

See your local dealer or CALL TOLL FREE 1-800-451-4319




he Amiga’s been around
for almost four years.
During that time, it’s
been one of the most
exciting computers to
watch grow. The creativ-
ity that fueled that
growth isn’t dying out.
Instead, it’s exploding.
The Amiga’s strong hard-
ware and flexible software are
being used to create new and
unique products, and the old
standbys—games and graph-
ics programs—are for the
first time approaching the
limits of the machine.

At three recent trade shows
we attended, we saw many
products and talked to many
people. The products coming
out now (and the ones that
will be coming out soon) pro-
vide clues to the products
and applications in the future
of Amiga computing.

The Los Angeles Ami-
EXPO, although much small-
er than the other shows, was
exciting because it was geared
exclusively toward the Amiga.
Dozens of exhibitors showed
their wares. Among the excit-
ing products first shown at
AmiEXPO was ASDG's
SpectraScan scanner and Antic
Software’s Pioneer Plague—

The Amiga,

the first game to use the
Amiga’s exclusive HAM (Hold
And Modify) graphics mode.

The World of Commodore
show featured a huge Com-
modore booth. The show was
to cover the Amiga, 64/128,
and Commodore PC comput-
ers, but the Amiga easily cap-
tured the lion’s share of the
attention. Exciting software
like Movie Setter from Gold
Disk and ReadySoft’s Drag-
on’s Lair made their first
appearances. ReadySoft’s
Macintosh emulator, Max,
was also a hit.

COMDEX (Computer
Dealers Exposition) is a show
for computer dealers and
distributors. The Amiga
didn’t play a big part in the
proceedings, but Commodore
did make a bit of a splash
with its announcement of two
new Amigas—the 2000HD
and the 2500—and support-
ing hardware.

While these shows were go-
ing on, Commodore quietly
began shipping version 1.3 of
its operating system. If you
haven’t updated yet, contact
your dealer. The 1.3 Enhanc-
er package (consisting of
three disks and a manual) is
worth the $29.95 price.

Now

y attending shows, reviewing software,

reading and rereading press releases of
cryptic hardware, and just plain messing
around with the Amiga (it's a tough job),
we've collected a sampling of what's
happening in the Amiga market today. Take
a look and see what you think. We're betting
that you'll be as excited about the Amiga’s

future as we are.
22 AMIGA

Commodore’s two-story
booth was the cornerstone

of the World of

e © @ o o o Commodore show.

Where to Next?

here’s the Amiga going? With all the recent shows

and new-product announcements, it’s hard to find

a linear path. We all know that the Amiga is an
everything machine, but Commodore’s marketing crew has to
decide. just which niches to hit.

John DiLillo and the rest of the crew in the Education Di-
vision of Commodore would say that education is the future
of the Amiga. With its low price and high performance, the
Amiga is well suited to the classroom. Student-created videos,
captured and edited on the Amiga; simulation programs that
present painless animal dissections performed with a mouse-
controlled scalpel (no more dead frogs); or spectacular views of
the night sky, where students can learn about the names and
locations of key constellations—these applications just scratch
the surface of the possibilities of the Amiga in the classroom.

On the hardware side of the issue, Commodore Inter-
national has been showing off some stunning prerelease prod-
ucts. Amiga boards in the works include a Transputer, an
80286 board, a 68020 board, and two eye-popping graphics
boards.

Although not a new phenomenon, games will always be
important to the Amiga’s future. The latest breakthrough
games incorporate more realism and detail than ever. New
technologies such as CD-I promise to revolutionize the way
we interact with games. Even today, we see adventure pro-
grams evolving into complex, interactive novels. Look at some
of Cinemaware’s Amiga products and you’ll find software that
has more in common with a movie than with any traditional
computer game.

Compared to the IBM PC and Apple Macintosh, the Amiga
is sorely lacking in productivity and business software, but this
is changing. Databases, spreadsheets, and specialized account-
ing programs are slowly appearing. Tomorrow’s productivity
programs for the Amiga will not be translations of MS-DOS
software, however. They’ll be unique in their use of graphics
and sound—spreadsheets with a wide variety of graphing fea-
tures, databases that can cross-reference digitized sounds and
animation files as well as names and numbers, and inventory
software that uses bar-code readers to record and delete items,
complete with digitized pictures to represent them.



The Latest In
Graphics

he Amiga excels in graphics applications. There are
many companies pushing it into professional applica-
tions. For instance, ASDG has introduced Spectra-

Scan, a hardware system that leaves common digitizers out in
the cold. It’s based on the Sharp JX-450 color scanner. You
lay your artwork or photo on the scanner, and the image
shows up on your Amiga in brilliant color. You can then ad-
just such parameters as intensity and saturation. The software
maintains a 24-bit representation of your image in RAM for a

palette of 16 million colors.

If you’re using the Amiga for desktop publishing or word
processing, you'll appreciate a larger screen with higher resolu-
tion. The Viking I, from Moniterm, is a monochrome monitor
that displays four shades of gray. The monitor is big and sharp

as a tack.

Animation buffs will love Movie Setter, a program from
Gold Disk that lets you make cartoons on your Amiga without
learning to program. Just use the built-in paint program to
draw a few frames of animation. Then use the mouse to click
your characters across the screen.
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Superbase, Precision Soft-
ware’s popular database pro-
gram, is multiplying faster
than rabbits. Precision seems
to introduce a new version
every chance it gets: There’s
Superbase Personal, Super-
base Personal 2, Superbase
Professional, Superbase Pro-
fessional 3, and, for the IBM
PC, Superbase 4 as well as
Superbase 4 X 4 (not that
you're interested in the IBM
PQ).

Movie Setter brings
point-and-click animation

to the Amiga.

No matter which version
of Superbase your pocket-
book allows, Superbase is an
excellent database program.
It’s both powerful and easy to
use. You can store all kinds
of Amiga media—text, graph-
ics, sounds—and access them
with a simple VCR-type con-
trol panel. It takes a while to
get up to full speed on the
program’s many features, but
it’s worth the trouble.

Good Amiga word proces-
sors were hard to find when
the computer was young. To-
day we see a whole new genre
of text editors. These word
processors don’t just handle
text; they manipulate graph-
ics, check spelling, and even
correct grammar. Excellence,
from MicroSystems Software,

Amigas

Commodore announced two
new Amiga computers at the
recent COMDEX show in Las
Vegas: the 2000HD and the
2500. The Amiga 2000HD has
everything a 2000 has, plus
an A2090A hard disk confrol-
ler, a 40MB hard disk, Kick-
Start 1.3 in ROM, and a new
nameplate that touts the
computer’'s lengthier name.
The hard disk comes initial-
ized with Workbench 1.3,
Amiga Basic, and various util-
ities already installed. With
1.3 in ROM, the 2000HD auto-
matically boots from the hard
disk. The Amiga 2000HD car-
ries a suggested retail price
of §2,999.

With a 68020 micropro-
cessor, a 68881 math co-
processor, and 2MB of 32-bit

is the newest word processor
to hit the market. It supports
IFF graphics, color text, mul-
tiple columns, proportional
text, and math functions
within documents. As a re-
sult, Excellence is not as fast
as some word processors; it
is, however, the Amiga’s
most capable word processor.
On the other end of the
word processor spectrum are
text editors—programs de-
signed to edit plain lines of
text, and nothing more.
These word processors don’t
need word-wrap, multiple
fonts, spelling checkers,
graphics support, or even the
ability to print. Text editors
are the tools of programmers,
who use them to write source
code. ASDG’s text editor,

The current top-of-the-line
computer from Commodore

is the Amiga 2500.

RAM (a total of 3MB of RAM),
the Amiga 2500 is Com-
modore’s top-of-the-line
Amiga. Like the 2000HD, the
2500 also has a 40MB hard
disk and KickStart 1.3 in ROM.
The 2500's strong point, how-
ever, is speed. At 14.23 MHz,
the 2500 operates at twice
the processor speed of a nor-
mal Amiga. Commodore
claims that performance Iin-
creases can go as high as
400 percent. The Amiga 2500
has a suggested retail price
of $4,699.

CygnuskEd, offers the speed
and versatility that pro-
grammers require. CygnusEd
performs text searches at
100,000 characters per sec-
ond, incorporates blitter-
based scrolling for maximum
speed, and can have up to ten
files open at one time.

You won't need CygnusEd
if you use Lattice’s new C
compiler to write your pro-
grams; Lattice C 5.0 has its
own integrated text editor,
which flags lines that cause
compiler errors. Lattice C 5.0
also compiles faster, generates
more efficient code than pre-
vious versions, and has an
integrated debugger that al-
lows you to step through your
code and interrogate program
variables and structures. >
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Games That

Push the
Limits

ake a look at some

of the new Amiga

games and I guar-

antee you'll be im-
pressed. Programmers are
slowly but surely realizing the
computer’s full potential as a
game machine. Soon, Amiga
games will be pushing the
limits of the Amiga, not just
reaching them.

Want to impress your
friends? Show them Antic
Software’s Pioneer Plague,
the first commercial game to
use HAM (Hold And Mod-
ify) mode. HAM mode allows
you to display up to 4096 dif-
ferent colors on the screen at
a time. Everything in the pro-
gram, from the explosions to
the scrolling backgrounds, is
dazzling. It’s a wonder that

game developers have ig-
nored HAM mode for so
long. After all, it’s the variety
of colors, not high resolution,
that makes television images
look so good.

Pioneer Plague’s pro-
gramming magic was per-
formed by Bill Hawes, the
author of the first Amiga
game, Mind Walker.

If you’re into animation,
check out Dragon’s Lair,
from ReadySoft. This game is
unbelievable. The color
animation is so fast and so
clean that it rivals Saturday

morning cartoons. The orig-
inal arcade version of Drag-
on'’s Lair uses a video laser
disc to achieve its picture-
perfect animation; the Amiga
version relies on the raw
horsepower supplied by the
computer’s advanced video
subsystem. To the casual ob-
server, the two versions are
identical.

The creative genius be-
hind Dragon’s Lair is Don
Bluth, a former Disney artist
and the director of the full-
length animated movie The
Secret of NIMH. Bluth and

The Amiga struts its stuff
when it runs ReadySoft's

Dragon’s Lair.

his team put a lot of work
into Dragon’s Lair—the
game encompasses six Amiga
disks. If you have the chance,
stop by your Commodore
dealer’s and ask to see the
Dragon’s Lair demonstration
program. You'll be amazed.
As one COMPUTE! editor
put it, “Dragon’s Lair repre-
sents the future in games.”

Tomorrow’s Hardware from Commodore « « < = = « -

s far as technology

goes, the Amiga as a

computer was born out
in front of the pack, with its
powerful 68000 microprocessor
and its amazing custom chips.
Recently, the competition has be-
gun to creep up. Not to fear—
Commodore Technology, a di-
vision of Commodore Inter-
national, is finally beginning to
talk about some of its upcoming
projects. It's hard to say when
these products will be released,
but it's good to know that they're
in the pipeline.

Envious of the 256 (out of 16
million) colors available in VGA
and Macintosh Il systems? Don't
be. The Commodore Amiga High
Resolution Color Graphics Card
will be hard to beat. It features
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programmable resolutions rang-
ing to 1024 X 1024, with as
many as 259 (that's right, 259)
colors on the screen simulta-
neously. The background screen
is formed with 256 of the colors,
while 3 more colors overlay the
background. This will make it
easy to scroll text and simulate
sprites without disturbing the
picture-perfect background. The
board features the Texas In-
struments TMS34010 graphics
processor, which executes graph-
ics commands at up to 6 million
instructions per second (and you
thought that the blitter was fast).
You choose your 259 colors from
a palette of 16 million. The chip
uses high-speed DMA to move
images and commands from your
Amiga to its 1.5 megabytes of

memory. You'll need an Amiga
2000 and a multisync monitor.

There's another graphics board
coming from Commodore. It's the
Professional Video Adapter, a
combination genlock, frame grab-
ber, and digitizer. A professional
paint program is being written to
take advantage of the features of
the board. The PVA requires an
Amiga 2000.

If one processor isn't enough
for you, you'll be anxious for the
Amiga Transputer Parallel Pro-
cessing Workstation, a number-
crunching demon that will
process your Amiga's socks off.
You can connect as many as 17
Transputers to your Amiga for
heavy-duty math and science
applications. It will work great in
conjunction with the graphics

boards described above. With the
Transputer, you can run your
Amiga at hundreds of millions of
instructions per second.

Two other slightly more conser-
vative coprocessor boards are in
the works. First, there's the
A2620 68020 board for the 2000.
It runs the fast Motorola chip at
14.3 MHz. Included are the 68881
math coprocessor and the 68851
memory-management unit. The
board comes standard with two
megabytes of 32-bit RAM. With
this card, you can expect to run
your off-the-shelf Amiga applica-
tions with a performance increase
of approximately 400 percent.
The other board is the new A2286
Bridgeboard. With the new Bridge-
board, you can run your IBM PC
appliéations at IBM AT speed. 4
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Around theWorld

You’re familiar with the Amiga in the States.
Join us for a guided tour of bow the rest of

the world uses the machine. . ..

26 AMIGA llustration by Janice R. Fary



et’s not beat about
the bush. There’s
just one question to
be asked about the
Amiga in Britain: Can it
survive?

It may come as some-
thing of a shock to U.S. read-
ers to know that only a few
months ago, the considered
answer to this question was
an emphatic negative. The
Atari ST was sweeping the
market in the U.K. on a
surge of software support and
aggressive marketing, while
the Amiga was sitting on the
shelves. Things are changing
now, but it’s still an uphill
struggle. What went wrong?

To understand the diffi-
culties faced by the Amiga in
Britain, you have to come to
grips with the curious attitude
of the English toward
computing.

Cost-Consciousness
It’s no coincidence that the
first mass-selling computer in
Britain was Clive Sinclair’s
ZX-80. The fact that it had
only 1K of RAM and a 16K
add-on pack that wobbled so
badly it frequently dumped
your data was of no im-
portance whatsoever; at less
than $170 (a bargain for the
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In the United Kingdom and
on the continent, the
amazing Amiga is winning
more converis every day.
It’s easy to understand
why, considering the
amount of software and
industry attention Europe

is directing at the Amiga.

Steve Cooke

0

late seventies), the machine
would have sold without any
memory at all. Since then, it’s
been an accepted fact that al-
though Britain has Europe’s
largest computer user base,
it’s a user base traditionally
driven by price, not power.

British home-computer
users have become accus-
tomed to paying around $250
for the major 8-bit machines.
They also expect to use their
existing color TV with their
computer so they won’t have
to fork out for a monitor. Fi-
nally, although they like the
idea of disk drives, they still
expect not to have to pay for
them—the vast majority of
entertainment software
(which drives the home com-
puter business in Europe)
sells on cassette.

In such an environment,
Commodore even had a
struggle persuading con-
sumers that they should pay
for the C64’s dedicated tape
unit. Almost unbelievably,
several companies made
money from selling little gad-
gets to let impecunious Brit-
ishers connect their 64s to
their $20 cassette players.
The fact that anyone should
consider going to all that in-
convenience just to save per-
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After a shakRy start, the Amiga is capturing the

attention of enlightened computer users

throughout Europe. But is the current Amiga

entbusiasm another case of

too little, too late?

haps another $20 is typically
British.

When it comes to soft-
ware, the pricing situation is
even more acute. The last few
years have seen enormous
drops in software prices in
the U.K. Games topping the
U.K. charts now regularly re-
tail in the so-called “budget”
category, at around $3.40
each. Prices like these don’t
leave an awful lot in the bank
for software development,
much of which is carried out
in Britain by teenagers or
programmers in their early
twenties.

The amount of money
available in Britain and the
way people are prepared to
spend it is therefore the single
most important factor in-
fluencing hardware sales. Peo-

ple may believe that 16-bit is
twice as good as 8-bit, but
they certainly aren’t prepared
to pay twice as much.
Launched at £499 [approxi-
mately $900] and later re-
duced by £100 [$175], the
Amiga was priced way out of
the mass British market, at a
retail cost higher than any yet
seen on a machine in this
sector.

Branded?

Buying preferences and brand
loyalty also tended to hurt
early sales of the Commodore
machine. The Sinclair Spec-
trum has been by far the
most popular computer in
Britain, closely followed by
the Commodore 64 and, in
third place, the Amstrad
range of Z80 machines.

While we're delighted to bring you this in-depth portrait
of the European Amiga scene, we must admit that
volatile currency exchange rates can render information
obsolete as soon as it's printed.

Conversion rates used at press time (for what
they’re worth) were

£1 = $1.79

1DM = $1.75

For the sake of readability we rounded off the
figures. Historical amounts we simply converted to the
U.S. equivalents.

Thanks for your indulgence—and if you have a
better formula for predicting exchange-rate fluctuations
between magazine preparation and on-sale date, give
us a call. There are several weeks between the two, and
we'd like to make some investments—Editor
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While the 8-bit market ruled,
each of these machines cre-
ated certain preconceptions
about what a home computer
should be.

First, the Sinclair was
not only cheap, but also, in
internal hardware/firmware
design, very easy to program.
Sinclair owners wanting to
upgrade looked forward to
another cheap, clean machine
in which the CPU did most
of the work and any nec-
essary support chips were
easy to set up and program.
And, of course, they wanted a
modulator so they could use
their TV. Naturally, they
chose the Atari ST—available
before the Amiga and (at
launch) £200 [approximately
$350] cheaper.

The Commodore 64 was
noted for its hardware sprite
facilities and its sound chip,
but renowned for a poor
BASIC. Commodore owners
looked forward to more of
the same, but without having
to POKE every time they
wanted to peep. However,
they'd paid more for their
machine in the first place and
weren’t quite so penny-
pinching.

This market sector
should have provided most
of the Amiga’s sales in Brit-
ain, but Commodore’s per-
verse marketing policy in the
early days of the Amiga in
Britain aimed itself primarily
at business applications. At
this stage, the average 64
owner lost interest and
sought comfort from the
ST—or possibly a Sega or

Nintendo games console.

Finally, the Amstrad ma-
chines came with every-
thing—built-in tape or disk
drive, monitor, excellent
BASIC, and good color facil-
ities, but rather slow screen
handling. Amstrad owners
wanted something more
powerful, but it had to be in
a single package. The market-
ing of the ST and that of the
Amstrad range have a num-
ber of similarities—not the
least of which being the par-
allels between Alan Sugar and
Jack Tramiel—and many
Amstrad users joined the ST
queue.

The sad truth is that in
the struggle against Atari, its
only true competitor in the
16-bit European market,
Commodore not only
launched second, but also
mistargeted, overpriced, and
underpromoted its product.
As a result, the initial success



Pacmania, licensed and

converted for the Amiga by
Grandslam. This and similar
Amiga arcade conversions
are playing an important part
in winning the machine a

larger market in Europe.

of the ST in Britain was so
great that a survey conducted
by the country’s leading
multiformat magazine, ACE,
in the summer of 1987
showed that 95 percent of the
8-bit owners planning to up-
grade intended to get an Atari
ST. The Amiga, which had
only made it onto the market
in any volume during Feb-
ruary of that year, hardly fig-
ured at all.

At this time, it really
looked as if the Amiga was
doomed. Anyone who sug-

" gested that a year later it

might be outselling the ST
and heading for the number 1
slot would have been sent for
medical attention.

That, however, is pre-
cisely what happened.

Turnaround

The first stage in the Amiga’s
recovery came, ironically,
from the ST’s success. Sud-
denly everyone was talking
16-bit. Software houses
supporting the Atari machine
began to increase their mar-
gins by doing Amiga versions
as well. With increased soft-
ware support, the machine
became marginally more
attractive.

At this stage, however,
almost all Amiga software in
the U.K. looked identical to
the ST versions. There were a

few imports from the States
that didn’t fall into this cate-
gory—notably Cinemaware’s
Defender of the Crown—but
they tended to be criticized
(with some justification) for
hiding a lack of extended
gameplay behind pretty
graphics and sound. The ST
was still the gamesters’ ma-
chine and therefore the one
the dealers stocked.

The whole ball game
went into reverse, however,
after Atari’s increase of the
ST retail price from £299
[approximately $535] to £399
[approximately $715]. Com-
modore followed through
rapidly with a new marketing
team, a matching price of
£399, and a new, entertain-
ment-based marketing strat-
egy. People began to look at
the Amiga with greater favor,
and the dealers, disappointed
by Atari’s distribution tactics
and frequent product
changes, began to switch
loyalties as well. Suddenly,
the Commodore machine was
on all the shelves—and get-
ting taken off them by the
public, as well.

Finally, increasing aware-
ness of the ST’s failure in the
States and elsewhere began to
count heavily against it. On
top of this, titles like Intercep-
tor and Psygnosis’ Menace

appeared for the Amiga,
showing something of what
the machine was capable of.
Whatever that something
was, the ST couldn’t match
it...and hasn’t since, despite
a drop back to the old £299
price level.

Which leaves everything
in the garden rosy for Com-
modore. Or does it? Unfortu-
nately not; the battle with the
ST may be won, but other
formidable opponents are
now on the horizon. The
most serious has to be the
growing question of whether
or not one should buy a 16-
bit computer at all.

This question arises in
Britain (and to a much lesser
extent, if at all, in the rest of
Europe) because of the nature
of the market. Buyers remain
price-conscious, and £399 for
an Amiga or £299 for an ST
is still a lot of money for a
mass-market device in
Europe.

Martech’s Phantom Fighter—
one of a new generation of
British Amiga products

due out this Christmas.

2 Left
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Secondly, it’s still
primarily a games market. Al-
though graphics applications
are popular (and MIDI,
where the ST is concerned, is
especially attractive), what
people really want to do is
grab a joystick and start
blasting. To do this, there’s
really no reason why a dedi-
cated games console
shouldn’t suffice.

Until now, there hasn’t
really been a console avail-
able that delivers enough
clout. Nintendo looked
promising but has suffered
distribution problems. How-
ever, the company is now
planning a multimillion-
dollar TV ad campaign for
Christmas 1988 that could
change its fortunes.

Even more significant,
however, are the plans of
U.K. firm Konix to produce
a 16-bit “mega-console” for
around £120 [approximately
$215]. Although it’s been
shrouded in secrecy, enough
is known about the machine
to get software houses
clamoring for a development
system. Activision/
Mediagenic, U.S. Gold,
Ocean, and a number of
other major development
houses already have one. The
machine is due for unveiling
early in 1989 and features
cartridge and disk loading to-
gether with superlative graph-
ics and sound performance.

Not quite Roger Rabbit, but still
a clever mix of graphics and live
action, this scene from the

TV fantasy game “Knightmare”
was produced using images

generated on an Amiga system

by the Travelling Matte Company.
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A quick glance at this clipping from

Amiga, Infocom adventures, alle 30 p&
disk., m. manual disk, kr. 225,-.

06212472
Amiga, Pac. mania, Street S. Basketb.,
Star Goose, Turbotracks, Menace Mega
T., Cybermnoid, Summer OL, Spider Tronic,
Netherworid, Nebulus, Bundesliga Man.,
Rocket R., Zynaps, 25,-/stk. incl. disk.

06 44 5555

a popular Danish newspaper shows

the enormous extent of Amiga

software piracy in Denmark. At the
time this paper appeared, many of
these titles were yet to be released

on the open market. Since 1 krone
Amiga, Rocket Ranger,Summer OL,Virus,
Katakis,Platoon,Major M,Whirligig,Down
at the Trolls,BoB Moran. Ring for ny-
hedsliste. Garanti pa spillene. Henv. efter
kl. 18:00. Kr. 20,-/stk. incl. disk.

equalled about 15 cents at press
time, you can see that these games

were going for rather less

05220256
than peanuts. Amiga: nye spil, progr., kr. 25,-, incl. dis-
kette. 06 4339 30

Amiga: synops, major motion, rocket ran-
ger, bomb jack, the three stooges, alien
volleyballsimulator, platoon,

The company, previously
known for its joysticks, is
also supplying a number of
control options, including the
home user’s very own sitting-
room sit-in console.

Meanwhile, another
U.K. company, Flare, has de-
signed a Z80-driven engine
with powerful custom chips
that leaves most 16-bit ma-
chines, including the Amiga,
stumbling at the starting
block. Negotiations are cur-
rently underway to put the
unit on the market for £199
[approximately $250]. Its
window/menu operating sys-
tem is entirely joystick- or
mouse-driven, so a keyboard
is not required. The Flare

syndrom,

uses a DSP (digital signal
processor) with a reduced
instruction set to handle a
3000-vertex vector-graphics
screen at 50 frames a second
with 256 colors onscreen at
once. You can also program
it to emulate Casio PD or
Yamaha FM synthesis on any
of eight sound channels with
full stereo positioning. Not
bad for under £200.

Yet the Amiga is selling
better than ever before. The
question on everybody’s lips,
however, is whether it isn’t

ieboy, incl. disk, kr. 25,-/stk.

07 5232 47

\a: Bomb Jack, Minigolf, Zynaps, In-
or, Alien Syndrom, Attack on Lon-
2, kr. 20,-/stk.

all too little, too late.

This holiday season will
determine whether the Amiga
ends up a Christmas
present ... or a turkey.

And on the Software
Side ...
“It’s so obviously superior.”

Ian Hetherington, British
programming guru and
project leader at 16-
bit-software house Psygnosis,
reckons that from the soft-
ware developer’s point of
view, the Amiga has to
succeed.

According to
Hetherington, the trouble
with the Amiga market has
been the hardware: “It’s
tempted programmers to pro-
duce a glut of product which
merely exploits the hardware
features. They see the blitter
and 500K of RAM and, pow!,
they’ve filled the entire mem-
ory with graphics.” As a re-
sult, the U.K. has been
inundated with endless pretty
shoot-"em-ups and graphics
packages, but no really cre-
ative entertainment software.

This situation is chang-



ing now, however. Psygnosis’
next product, Menace 2, at-
tempts to branch out with a
two-disk multiload game (un-
usual so far for the Amiga in
Britain) containing 500K of
music data alone, as well as
enhanced gameplay.

*“Multiload is common in
the States,” Hetherington ob-
serves, “‘but for different rea-
sons. They have different
problems over there, since
most programmers go through
the operating system. We
clear it out completely, so that
once the software has read the
boot track, you could just as
well jettison the ROMs—all
our software works with the
whole 500K. There seems to
be a U.S. philosophy to obey
OS rules in the belief that this
aids upwards compatibility. If
this is really the case, and I
believe it not to be, then at
the very least you pay a heavy
penalty in processing time to
achieve it.”

This sums up one of the
major differences in
entertainment-software
programming between the
U.K. and the U.S. and
touches on the reason why
the Amiga was slow to catch
on. Programming the ST
wasn’t too different from
programming some of the
earlier, clean 8-bit machines.
The teenage prodigies respon-
sible for much of the coun-
ry’s games software were
wary of setting up the
Amiga’s sound and graphics
chips. It all seemed a bit too
much like hard work, what-
ever the results.

That initial resistance
seems to be rapidly dis-
appearing, however. Games
like Martech’s Phantom
Fighter and conversions
along the lines of Grand-
slam’s Pacmania are all part
of a burgeoning Amiga soft-
ware scene in Britain.

Continental Questions
Although Britain remains the
most active home computer

market in Europe, other
countries are rapidly catching
up. How is the Amiga doing
on the continent?

With the exception of

France, Commodore seems to

be pulling in the prizes in al-
most every territory. The

basic situation isn’t that

much different from the
U.K.’s in that the ST, al-
though initially popular, has
been sliding everywhere.
More importantly, however,
the original predominance of
the Commodore 64 in Eu-
rope (as opposed to the Sin-

clair Spectrum in Britain) has

eased the introduction of
Amiga technology.

Great Danes

The most striking example of
this is Denmark, where Com-

modore accounts for prac-

2

tically all the non-MS-DOS
units sold. The company
even has a firm hold in the
PC market—an area it has
failed to attack successfully
elsewhere in Europe.

Amiga-crazy is about the
best way to describe Den-
mark. The country is swarm-
ing with computer clubs, and
every self-respecting home
computer user has an Amiga
2000—quite a difference
from the British market,
where the less expensive
Amiga 500 is preferred.

The only problem in
Denmark is software. An un-
usually high level of piracy
means that software titles,
however successful, sell as
few as 500 units each, which
is hardly enough to pay for
the packaging, let alone the
costs of development. The

The staff of the Amiga Centre
Scotland (Martin Lowe,
foreground), the first
company in Britain to
wholeheartedly and
exclusively back

the Amiga.

only hope here is the increas-
ing activity of Danish pro-
grammers on the inter-
national market: As they
achieve success, perhaps
they’ll start to realize the pen-
alties involved for indiscrimi-
nate piracy and so exert more
influence on their colleagues.

The German Market
Germany was the first coun-
try in Europe to really take to
the ST, which in 1987 be-
came the first computer in
that territory ever to push
IBM from the number 1
hardware-sales slot. The ST’s
never done that again, how-
ever, and now the Germans
are espousing the Amiga. By
the summer of 1988, it was
generally reckoned that the
Amiga’s installed user base
had overtaken the ST’s by
around 30,000 units, though
figures for the total sales were
unavailable.

One of the reasons for
the success of the Amiga in
Germany is price—unusual
in this market, which nor-
mally puts price at the bot-
tom of the list of consider-
ations. However, the 520ST
is not popular in Germany,
and a 1040ST costs around
1200DM [approximately
$675], whereas an Amiga 500
comes in at 200DM [approxi-
mately $115] less.

Throughout Europe,
however, the real determining
factor seems to be brand loy-
alty. Germany is traditionally
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a Commodore 64 market and
has gone for the Amiga. Den-
mark and Holland have fol-
lowed the same pattern.

France and Spain, on the
other hand, having previously
been loyal to Spectrum and
Amstrad, seem to be looking
more to the ST. How long
this is likely to continue, in
the face of dwindling Ameri-
can sales, remains in doubt.

Assuming the continu-
ation of a strong 16-bit-home
computer market over the
next few years (and it’s really
only in Britain that there is
the slightest doubt on this
point), the Amiga appears
destined to be Europe’s num-
ber 1 machine.

The Business Sector
In common with its approach
elsewhere, Commodore is
making a big push in the
U.K. toward vertical markets,
targeting the Amiga at audio-
visual applications, CAD,
and desktop publishing.

The company’s already
meeting with considerable
success. On the A.V. side, in-
dependent TV production
company Triangle Television
has adopted the Amiga stand-
ard in its graphics-design/
animation department. A
number of other companies
have followed suit. Most
conspicuous to date must be
the infamous Travelling
Matte group, which does TV
and video postproduction
work from the back of a van.

The Travelling Matte has
already been responsible for a
national TV show, “Knight-
mare,” which featured
Amiga-driven graphics se-
quences overlaid on live ac-
tion to simulate a computer
adventure/fantasy game in
which the monsters actually
appeared to threaten and
chastise the players. The suc-
cess of the show means that a
sequel is bound to appear
soon, giving the Amiga a
growing prominence in the
TV market.
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Cadvision’s X-CAD has
also given the machine a big
boost in the computer-
aided—design arena, where it’s
currently rumored that the
chairman of the Auto-CAD
User Group runs an
Amiga . . . using X-CAD.
Commodore has been quick
to press home this advantage
by appearing at a number of
CAD exhibitions—the first
manufacturer with a product
in this price range to do so.

Desktop publishing has
been a much slower part of
the market, however. Al-
though the Amiga is widely
used for this purpose in Den-
mark (some of the country’s
most popular Commodore
magazines, from Microtech
Publishing, are all produced
on an Amiga 2000 using
PageMaker) and in Germany
to a lesser extent, the British
market hasn’t taken off yet.

According to Dean
Barratt, Commodore’s
marketing manager, “This is
simply because the right
product hasn’t appeared.
PageMaker on the Amiga just
isn’t strong enough.” It is,
however, only a matter of
time; the MS-DOS desktop
publishing market has been
very slow in Britain, and the
only real alternative, the Ap-
ple Macintosh, suffers from a
punitive pricing policy, mak-
ing the machine almost twice
as expensive in the U.K. as it
is in the States. The appear-
ance of an affordable, com-
petent desktop publishing
system that could handle
color would be a major mar-
ket breakthrough.

What Lies Ahead?
Commodore has had a tough
time in Britain ever since
1986, when the company shut
down its vast Corby manu-
facturing plant. The high
times of 1985, when Prime
Minister Margaret Thatcher
presented the millionth Com-
modore 64 to a lucky user,
are long gone.

Since then, it’s been up-
hill all the way. The Plus 4
and C16 were abysmal fail-
ures, despite the latter gaining
reasonable sales following
heavy discounting. And until
recently, the Amiga looked as
if it might follow the others
inito oblivion.

In the last couple of
years there’s been a big staff
shakeup at Commodore
U.K., ending up with a new
management structure deter-
mined to make the Amiga
succeed. A charismatic 24-
year-old, Dean Barratt admits
the company has made mis-
takes in the past, but points
to a new initiative with the
Amiga that he believes will
pay handsome dividends.
“We had a good Christmas
last year,” Barratt contends,
“but we lacked investment
from Commodore. Now
we've got a £1 million TV
campaign about to break, to-
gether with shop-window
promotions in 300 sites
across the country. We've
had a tremendous response
from everyone and the out-
look is very encouraging.”

Speaking from the other
side of the fence is Martin
Lowe, the man who’s done as
much as anyone to get the

Dean Barratt, Commodore’s
U.K. marketing manager,
surrounded by images that
suggest the Amiga will
finally be targeted at game
players and not at

spreadsheet users.

Amiga a high profile in Brit-
ain. His Amiga Centre Scot-
land is the first and foremost
Amiga specialist in the coun-
try and one of the few
companies (if not the only
one) in Britain to deal exclu-
sively in Amiga products.

“Commodore has wasted
a lot of the last three years,”
he remarks. “Other machines
are now threatening to catch
up, so the next six months
are quite critical.”

The main problem as
Martin sees it is the ma-
chine’s technical specifica-
tions. “There’s a serious need
to re-spec the hardware,” he
says. “The screen resolution
and numbers of colors are
just not good enough for the
serious graphics market.
Also,” he concludes, “there
may have been improve-
ments in Commodore’s op-
eration, but the marketing
has been nonexistent.”

Probable causes for con-
cern here are, first, the
Acorn/Olivetti Archimedes—
an extremely fast RISC-based
machine, priced at £800, with
320 X 256 pixel resolution
and 256 colors out of a pal-
ette of 4096—and, secondly,
Amstrad’s new range of VGA
MS-DOS machines, which
start at even lower prices.

[’s too early to say
which machine will prevail.
The Amiga has a big start,
but the computer business
has a way of ignoring starting
positions when it comes to
awarding the medals. A

Steve Cooke is editor of the U.K.
magazine Your Amiga.



n Canada, the Amiga has
always known where it
was going.

From the time the ma-
chine appeared, near the end
of 1985, there was no doubt
in Commodore Canada’s
mind that the Amiga would
be the machine to replace its
best-selling 64. Advertising
began immediately, with ra-
dio ads gracing, among other
shows, Toronto Blue Jays
broadcasts. The ads, dem-
onstrating the Amiga’s built-
in speech capability, were
impressive.

As with all computers in
Canada, though, pricing was
a barrier. The earliest Amiga
1000s, complete with second
disk drive and an RGB mon-
itor, sold for about 3,500 Ca-
nadian dollars. Compared to
a Commodore 64, which with
drive and color monitor was
going for under $1,000, the
Amiga represented a major
investment.

Worlds to Conquer

But Commodore pushed the
machine. The Toronto-based
company hosts an annual
Commodore-only trade show,
the World of Commodore,
and even in December 1985
the Amiga made a strong

Thanks to an aggressive
marketing campaign,
not to mention unequaled
name recognition,
Commodore Canada bas
achieved substantial success
with the Amiga. And now
that Canadians bave their
machines, what are they

doing with them? Plenty....

Neil Randall

showing. By 1986 it easily
filled half of the show. At the
December 1987 World of
Commodore, the Amiga was
clearly the dominant
machine. In many ways, of
course, this progress reflected
the Amiga advances shown in
the United States, but, on the
whole, the Canadian branch
of the company seemed to
give the new machine
stronger support.
Commodore Canada, in
fact, is entirely in charge of
its own marketing. The direc-
tor of marketing, Stan
Pagonis, creates promotions
for the Amiga, 64, 128, and
the PC line. Among the more
popular Amiga promotions
are three Amiga 500s (with
1084 monitors) for the price
of two (educational institu-
tions only); software bundles
at substantial discounts with
system purchase (some bun-
dles emphasizing applica-
tions, others demonstrating
entertainment software); and
a special price on the 2088
Bridgeboard when it’s pur-
chased with an Amiga 2000.

Across the Boards
What must be realized to
appreciate the relative success
of the Amiga in Canada is
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the overall success of Com-
modore International’s Ca-
nadian subsidiary. Commo-
dore Canada has never
posted a year of financial
losses, not even during Com-
modore International’s worst
days of 1986. Its IBM-
compatible line is the second
largest seller of MS-DOS ma-
chines in the country, and
sales of Commodore comput-
ers represent half of Canada’s
home computer market (in
units sold). Part of Com-
modore’s popularity here re-
sults from the fact that
Commodore Business Ma-
chines was originally a To-
ronto company, but much
has to do with the afford-
ability of the 64. Apples,
IBMs, Macintoshes, and even
early Ataris were expensive in
Canada, much more so than
in the United States.

Today, sales of the 64 ac-
count for just under 30 per-
cent (in dollars) of Commo-
dore’s overall sales, and sales
of the company’s IBM com-
patibles are doing slightly bet-
ter than that. The Amiga, by
comparison, accounts for 42
percent, and it is the machine
Commodore has chosen to
give the strongest push. Buy-
ers include those upgrading
from the 64 and first-time
buyers who have read the ads
or have heard of the Amiga’s
capabilities from others.
Promotions in Canada have
concentrated on the Amiga,
but specials for the IBM-
compatible line are in the
works.

The problem with the
Amiga in Canada, says
Pagonis, is consumer aware-
ness. Businesses, universities,
and even home users know
about IBMs, Apple II's, the
Macintosh, and the Com-
modore 64, but few think of
the Amiga when they think of
computers. To help promote
awareness, Commodore has
stepped up newspaper and
magazine advertising (to the
tune of $2 million in the
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third quarter of 1988), and a
television campaign is to be
launched before Christmas
1988. Furthermore, the com-
pany demonstrates the Amiga
at business and education
shows. Awareness is helped
by the Amiga’s distribution
in nonspecialty stores such as
K mart, Canadian Tire, and
Eaton’s, but this presence is
somewhat dubious since
mass-market distribution can
hinder the appeal of the com-
puter for businesses.

School Days

One of the company’s more
interesting awareness cam-
paigns took place in the sum-
mer of 1988. Thirty-four
students from across Canada,
all of them Amiga users, were
flown to Toronto for training
by Commodore. Each mem-
ber of the Amiga Action
Team, as it was called, then
returned home and visited all
Amiga dealers within an as-
signed area. Their task was to
help local dealers display and
promote the Amiga properly,
to coordinate between Com-
modore and the dealer, and
to participate in awareness-
oriented Amiga Days. Accord-
ing to Roger Comens, of
Neutron Computers (a Com-
modore retailer in Kitchener,
Ontario), the experiment was
aimed at the chain stores
rather than the specialty deal-
ers because the mass-market
stores do not have the
resources to maintain a
computer-knowledgeable
staff,

Comens states, as well,
that Commodore Canada
provides very good support
for its dealers. He sees the
measured growth of Amiga
advertising as a strong signal
of the competence of the
company’s marketing strat-
egy, saying, “Advertising is
something you develop over
a period of time, not some-
thing you do all at once.” He
also feels that Commodore’s
modest advertising for the

Amiga in the early days was a
good thing, because the ma-
chine’s potential was far from
realized by the available
software.

Support for the Amiga in
Canada, particularly the
Amiga 500, is under-
standable. For the past five
years, Commodore 64s—and
more recently, 128s—have
dominated the Canadian
education market, much as
computers in the Apple II se-

presentation, the Amiga is
making slow but significant
in-roads against the better-
established MS-DOS and
Macintosh base. Somewhat
predictably, Commodore is
fighting in this market against
the popularity of its own 64,
because in research circles, as
in business, the Amiga is
prejudicially viewed as the
descendant of the 64 and
thus a more powerful game
machine.

The Amiga enjoys centerstage status in Toronto.

ries have formed the basis of
K-12 educational hardware
in the United States. With
the 64 already in place, Com-
modore was a known com-
modity in education, so
upgrading to the 500 has
been a natural step.

Of course, school boards
are reluctant to replace one
set of computers with a set of
incompatibles, and inexpen-
sive MS-DOS machines are
cutting into Commodore’s
dominance of the K-12 mar-
ket. To combat the incursion
of the competition, Com-
modore Canada has assigned
three regional education man-
agers to ensure that the
Amiga gets a fair trial.

One of these managers,
Ray Prachun, sees the
Amiga’s K-12 base beginning
to broaden, but he finds
greater support at the
postsecondary level. Es-
pecially in the area of audio-
visual projects, and
increasingly in desktop
publishing and video

User Groups
User-group support for the
Amiga is very strong. Com-
modore Canada’s “User
Group News,” a newsletter
aimed at user groups, lists
over 120 Commodore groups,
most of which, according to
Commodore’s Donna Green,
have a growing Amiga
component. A few of the
groups are exclusively Amiga,
but many began several years
ago, in support of the 64, the
VIC-20, or even the PET.

The largest Commodore
user group in Canada, in fact,
retains a reminder of its PET
origins in its name. The To-
ronto Pet Users Group, a.k.a.
TPUG, offers a wealth of
Amiga public domain soft-
ware and programming and
development assistance.
TPUG has several chapters
in the Toronto area, and
meetings are both regular and
frequent.

One group, Ottawa’s
Amici Amiga Users Group,
launched the first annual



Amiga Community Friend-
ship Day on October 1 and 2,
1988. Their initiative was to
take some 500s, 1000s, 2000s,
keyboards, video cameras,
digitizers, printers, and
genlocks into an Ottawa chil-
dren’s hospital and let the
children create an Amiga
environment. Amici con-
tacted several other groups
around the country and in
the United States, and their
challenge to organize similar
community-based events in
other cities received an ex-
tremely favorable response.

Down to Business
Like all computer manufac-
turers, Commodore hopes to
break the IBM—and to an
increasing extent, Mac-
intosh—hold on the business
market. For a number of rea-
sons, this is far from an easy
task. First, where businesses
use microcomputers rather
than mainframes, personal
computer (PC) has come to
be synonymous with IBM. In
addition, Apple has done a
much better job of selling the
Macintosh than Commodore
has done selling the Amiga.
Finally, the introduction of
IBM’s OS/2 and that of the
the Macintosh II have done
much to convince businesses
to upgrade the system they
have rather than switching to
a new system. If these three
reasons haven’t been enough
to keep Canadian businesses
away from the Amiga, the
Amiga itself provides two
reasons: its price and its com-
pany. Given the perception of
many business professionals
that you get what you pay
for, only the Amiga 2000 is
expensive enough for a busi-
ness to consider it a “serious”
computer. What's more,
Commodore Business Ma-
chines, despite its longevity
in the computer field, is not
viewed as a completely reli-
able company.

Still, there is room for
optimism in the Amiga’s

chances of capturing a share
of the business market. Ac-
cording to Pagonis, “There is
considerable movement in
business circles for the
Amiga, especially where a
powerful graphics tool is nec-
essary. Art studios, advertis-
ing agencies, corporate
departments that require
four-color separation—these
are the most common busi-
ness applications at present.”
Furthermore, Pagonis says,
interest is high in the area of
video applications. Cable
companies and production
houses are using the Amiga
for sets, animation, and ti-
tling; and it’s seeing increas-
ing use in Canadian tele-
vision for weather telecasts.
The Amiga has been seen on
“Miami Vice” and in the
movie Three Men and a
Baby.

Despite this activity,
Pagonis admits that the
Amiga’s business growth is
slow. The company is aiming
less at businesses currently
using IBMs than at those
now equipped with Macin-
toshes, because the Amiga’s

Earl Weaver Baseball on the
Amiga might well be the best-
looking software designed for
any microcomputer, but, in
the world of word processing,
spreadsheeting, and database
managing, the existence of
graphics-intensive games is a
minus, not a plus. Certainly
the introduction of Word-
Perfect for the Amiga eases
part of this difficulty, but the
machine still has no proven,
respectable database manager
or spreadsheet program. Like
WordPerfect Corporation,
Ashton-Tate (publishers of
dBase III), Borland (publish-
ers of a host of IBM soft-
ware), and Microsoft
(publishers of MS-DOS and
Word) are names that speak
volumes. Amiga software
developers have not built
anywhere near this level of
corporate reliability.

New Kid on the
Desktop

Here too, though, is reason
for optimism. WordPerfect’s
presence on the Amiga scene
is very good news, but so is
the commitment of Canadian

Thousands of people attend the World of Commodore show.

advantages over the Mac—
color, graphics handling, ani-
mation—are better under-
stood by an organization
already committed to a Moto-
rola 68000-based machine.
One of the problems
with cracking the IBM/Mac
business market, of course, is
the availability of pro-
fessional-quality software.

publisher Gold Disk Incor-
porated, of Mississauga, On-
tario (near Toronto). The
company’s first Amiga offer-
ing was PageSetter, a me-
dium-complexity desktop
publishing package. Gold
Disk was among the first to
offer LaserScript compatibil-
ity for its software, with the
release of PageSetter Laser-

Script a few months later.
Last year, Gold Disk in-
troduced Professional Page, a
professional-quality desktop
publishing package clearly
aimed to compete with Mac-
intosh packages such as
PageMaker. A recent upgrade
to Professional Page includes
a four-color-separation mod-
ule on paper or on film (for
later conversion by typeset-
ting machines) and a wealth
of other improvements to an
already-impressive product.

From a business stand-
point, the company’s com-
mitment could be a major
plus. Like most professional
products, Professional Page is
offered at a strong discount
to educational institutions,
and a policy of upgrades is in
full force for all owners. Re-
cently Gold Disk released
Professional Draw, designed
to work hand in hand with
Professional Page. Pro-
fessional Draw offers the
possibility of camera-ready
color illustration, something a
production house would find
most appealing. These two
products are typical of the
kind that vaulted the major
IBM and Macintosh publish-
ers to the kind of respectabil-
ity they now enjoy.

Such respectability is
necessary. The Amiga is well
established in Canada, but it
still has a long way to go. It
must either crack the busi-
ness and education markets
before too long or abandon
the attempt in favor of its
own unique markets, prob-
ably in broadcasting, produc-
tion, and in the home. Cer-
tainly Commodore Canada
seems committed to making
the Amiga happen here, and
it is willing to look at the ma-
chine’s growth as a long-range
strategy rather than a quick,
shoot-the-works kind cf ap-
proach. That alone is some
guarantee of success. A

Neil Randall, a frequent contributor
of features and reviews, is a professor
at the University of Waterloo in Ontario.
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here may not be

many Amigas in

the Orient yet, but

there is a lot of talk
about the machine.

Considered estimates
place the number of Japanese
Amigas, for example, at fewer
than 5000. In terms of aware-
ness, though, the Amiga is
close to universal. During a
recent visit to Japan, we
discovered that virtually
everybody in the Japanese
personal computer industry
seems to know the Amiga,
and despite language barriers,
all are able to extol the ma-
chine’s virtues.

Commodore itself is well
aware of the potential for suc-
cess in the Orient. “We want
to see a larger number of
Amigas in Japan and the Ori-
ent,” says Max Toy, Com-
modore’s president.
“Although our largest market-
ing opportunity remains right
here in the United States,
there’s no denying the busi-
ness and vertical uses that
Amigas can serve. That’s as
true in Japan as anywhere.”

It's more likely, though,
at least for the time being,
that there will be more Japa-
nese software flowing west-
ward to the Amiga than

3 AMIGA

Amiga news, notes, and

notions from around

the globe

Amigas migrating to the East.
Several leading Japanese
entertainment software
publishers are already finding
the Amiga to be a hospitable
home for their products.

Entertainment software
in Japan is an arcade-driven
industry, and industry lead-
ers, intent on carrying their
programs to the world, have
targeted the Amiga as the
machine on which to display
their products to their great-
est advantage.

Taito spokesman S. Ya-
suda is enthusiastic about the
machine. “Amiga offers
[producers of entertainment
software] a great opportunity.

Amiga has the combined
graphics and sound capabili-
ties that make it an excellent
amusement machine.” Al-
ready established in the
Amiga market with games
such as Arkanoid, Taito will
be bringing other proven ar-
cade performers to Amiga
screens in 1989,

Konami is another Japa-
nese arcade giant with am-
bitious plans for the Amiga.
According to Kenji Kobayashi,
supervisor of Konami’s over-
seas department, the company
will release 7-10 Amiga titles
in 1989.

Because the Amiga is al-
most the only personal com-

Keith Ferrell

puter capable of matching the
quality of coin-operated
games, there may be an even
more interesting arcade
development. Rumor has it
that a major producer of
coin-op games is looking into
the possibility of using
Amigas as engines for new-
generation coin-operated ar-
cade machines.

It would be ironic,
wouldn’t it, if those quarters
that kids pop into slots deliv-
ered the same graphics and
sound we already enjoy in
our homes and offices?

Up from Down Under
If Crocodile Dundee and ko-
ala bears can come out of
Australia to conquer the
world, then why not
software?

That, at least, is the hope
of Joker Software Inter-
national. Peter Snow, CEO of
the Australian company, is
eager to let the world know
the wonders of Australian
software for the Amiga.

The first of those prod-
ucts to hit the States is Aussie
JOKER POKER, a card game
that has proved phenom-
enally popular in Australia
and which will be making its
American debut simulta-



neously in all major personal
computer formats.

It’s clear from a few
minutes with Snow that the
Amiga may be nearest and
dearest to his heart. For one
thing, Aussie JOKER POKER
was originally written for the
Amiga using True BASIC as
well as certain proprietary
software tools. For another,
the Amiga is hugely popular
in Australia, where more than
10,000 copies of Aussie
JOKER POKER have been
sold.

“That’s a terrific number
of copies,” Snow points out,
“considering the size of
Australia’s population.”

The game itself is simple
enough, yet it can prove hyp-
notic. With your Amiga act-
ing as both dealer and
croupier, players (up to 90 of
them!) work their way
through hands dealt them—
sorting, discarding, and draw-
ing cards in hopes of tallying
high scores. Aussie JOKER
POKER is enough like famil-
iar card games to be quickly
accessible, yet it carries
enough of the flavor of
Australian casinos to be a lit-
tle exotic.

Like all of Joker’s prod-
ucts, the game is nonviolent,
a point Snow stresses. “Our
products are appropriate for
the whole family,” he says.
Upcoming products from the
Australian developer include
a word game and a LOTTO
generator.

If they’re as well exe-
cuted as Aussie JOKER
POKER, we may be saying
G'day! to quite a bit of
Australian software in the
near future.

Smooch!
Whatever the nation, the
market for personal comput-
ers is predominantly male.
That’s as true of the Amiga
as it is of any other machine,
and it’s a situation Com-
modore intends to remedy.
In Europe, an advertising

campaign to win the hearts of
the female market is sealed
with a kiss. Literally.

Kiss Me, Amiga! is the
tag line for a series of ads de-
signed to increase female
awareness of the Amiga in
particular and of microcom-
puting in general. “Our audi-
ence is 85-percent male,”
notes Winfried Hoffmann,
managing director of Com-
modore’s European opera-
tions. “It’s up to all of us to
stress the importance of equal
computing opportunities for
members of both sexes.”

The new campaign is de-
signed to encourage young
women to explore the educa-
tional benefits that can be de-
rived from the Amiga. “It’s
the computer for the clever
her, the clever him,” the ads
state.

While the campaign is
primarily running in tradi-
tionally female-oriented publi-
cations, the tag line appears
to have acquired a life of its
own: Kiss Me, Amiga! has
been spotted on clothes borne
by both fans and athletes at
recent soccer and track-and-
field events in Germany.

Behind the Curtain
Despite restrictions on pass-
ing technology to Eastern

bloc nations, Amigas are
finding their way behind the
Iron Curtain in larger and
larger numbers.

“There are more Amigas
in the East than anybody be-
lieves,” states Commodore’s
Winfried Hoffmann. Perhaps
as many as 20,000-30,000
Amigas are now in use in
countries such as Hungary
and East Germany, he says.

Hoffman says Hungary
loves the Amiga and is one of
the world’s leading producers
of entertainment software, al-
though this fact is less than

evident, since most of that
software is subsequently
packaged and marketed by
Western firms.

Where in the World
Are You?
COMPUTE!s Amiga Re-
source aims to serve Amiga
users, and we believe that’s a
worldwide community.
Certainly our distribu-
tion plans embrace much of
the planet. As this issue
shows, we're already
delivering worldwide Amiga
information to our readers.
We want to do more. In
addition to our regular fea-
tures, columns, and reviews,
we'd like to keep all of you
posted on what the rest of the

Amiga community is doing.
To that end, we’ll need your
help.

Let us hear from you.
We want to know where
Amigas are found and what
they’re being used for. We're
interested in both pro-
fessional and personal
applications.

Likewise, if you're in-
volved with, or know of, an
Amiga user’s group that isn’t
included in our “User Group
Update,” drop a line to
Mickey McLean, user’s group
coordinator, in care of this

An addictive card game,
Aussie JOKER POKER is one
of the first pieces of Amiga
software to come up from

down under.

magazine. Let us know as

well something of what your
user group does, how many
members you have, and so on.

Obviously, we're open to
submissions from throughout
the world. If you're an Amiga
artist, consider our pages as
the showplace for your cre-
ations; we pay for the art we
publish. If you're a program-
mer, think about submitting
your work for possible pur-
chase and inclusion on COM-
PUTE!'s Amiga Resource
Disk, which will make its de-
but next issue.

In an often fractious
world, it’s nice to find an
area where people can come
together for entertainment,
discussion, and the sharing of
information. Those are just
some of the purposes we
hope to serve with COM-
PUTE!'s Amiga Resource.
There are a world of other
possibilities, and we look for-
ward to exploring some of
them with you. A

Keith Ferrell is COMPUTE!'s features
editor and our most well-traveled
staffer.
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It can be a business
computer, game
machine, graphics
wizard, or almost
anything you want.

Rhett Anderson and
Randy Thompson
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migas are pro-

grammers’ ve-

hicles. No other

- machine shows off

programming so well. Its
powerful 68000 micro-
processor makes it a business
computer; its animation sub-
system makes it a game ma-
chine; its multifont support
makes it a capable desktop
publishing system; its dedi-
‘cated chips make it a graph-
ics wizard and a music
virtuoso.

In the sea of today’s
computers, the Amiga truly is
an island unto itself. Secure
in its proprietary operating
system, it resists the ebb and
flow of MS-DOS and Mac-
intosh influences. While the
Macintosh promotes desktop
publishing, Amiga users

=11

experiment with desktop
video. While neatly aligned
rows of blue-suited executives
number-crunch through the
latest MS-DOS spreadsheet,
the diverse ranks of Amiga
artists, musicians, and dab-
blers boot up Deluxe Photo-
Lab, PIXMate, or Sonix, or
simply preview the latest
killer demo.

How does this diversity of
Amiga users affect Amiga
programmers? They tend to
be more freewheeling, daring,
and innovative. Very few
programmers consider the
trial of porting their programs
to another computer when
they’re designing an Amiga
program. Freed from the
limitations of other comput-
ers, they can design beyond
the bounds of the lowest
common denominator.

Programs do get ported the
other way—that is from other
systems to the Amiga. Word-
Perfect is a good example.
Just about anything that can
be done on another system

can be done on the Amiga.
Many ports of UNIX pro-
grams are in the public do-
main. UNIX hackers love the
Amiga because the UNIX
kernel resembles EXEC
(Amiga’s multitasking kernel)
and because the UNIX-
spawned C language is the
Amiga’s official system
programming language.

As with any computer, you
must watch for certain things
when programming the
Amiga. Because it’s a multi-
tasking computer, you must
be careful not to step on the
feet of other programs that
may be running at the same
time. You must also follow
several standards. Though
they may take time to learn,
they make for a consistent
and easy-to-use user interface.
The Amiga provides you as a
programmer with many tools
and devices that require care-
ful study and experimenta-
tion. But again, mastering
these tools makes program-
ming simpler.
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Over the next several
pages, you'll learn about the
marvelous Amiga and the
variety of Amiga program-
ming languages. And while
you may not find the perfect
Amiga language, we're sure
you'll want to try a few.

In the Chips

Hidden within the Amiga’s
casing is a treasure of custom
silicon. Designer Jay Miner
gave the Amiga specialized
integrated circuits for sound
production, graphics manip-
ulation, and disk I/O—chips
so powerful that they are be-
ing put to use in stand-alone
arcade machines. The
Amiga’s blitter, for example,
is capable of moving large
bitmapped images.

To take full advantage of
the Amiga, programmers
need to learn to use these
chips to their potential.
Words like copper list and
clipblit permeate Amiga
SIGs on CompuServe
and BIX.

Basic Concepts
Before you start
programming the
Amiga, you need to
understand the mean-
ing of several terms.
Some of the most im-
portant are listed here.
« Workbench. We're
all familiar with

the Amiga Work-
bench. Unless

you've modified

your startup sequence,
the Workbench is the
first thing you encounter
when you boot your com-
puter. Using this friendly,
mouse-driven interface, we

control our computers,
performing such operations
as copying files, formatting
disks, and, most importantly,
TUNNIing programs.

It’s important for you, as a
programmer, to make sure
your software is Workbench-
accessible. By not providing
double-click access to your
programs, you limit the use-
fulness of your work. To be
considered a true Amiga
application, a program should
be accessible from both the
Workbench and the CLI.
Expecting a CLI user to load
the Workbench just to run
your program is almost as
unforgivable as forcing a first-
time user to wrestle with
Amiga’s MS-DOS-like, CLI
interface,

* CLI. The CLI is the
Amiga’s Command Line
Interface. It is similar to the
MS-DOS A> prompt. Several
programming languages re-
quire the use of the CLI,
though the trend is to allow
programmers to share the
Workbench interface that
Amiga users enjoy.

« Intuition. This is the core of
the Amiga’s multitasking
operating system. Intuition
provides access to screens,

ferd

windows, icons, pull-down
menus, gadgets, requesters,
graphics, and the all-
important mouse.

To the programmer, In-
tuition is a powerful set of

programming tools, or, more
accurately, a library of func-
tions written in the C
programming language but
accessible from all program-
ming languages. To the user,
Intuition is a consistent and
friendly means of interacting
with the computer. Under-
standing Intuition is the key to
designing easy-to-use and easy-
to-program Amiga software.
» Memory. The Amiga has
two different kinds of RAM.
If your Amiga has 512K of
RAM or less, all your mem-
ory is chip memory. It’s not
called chip memory because
the RAM is on a chip; it's
called chip memory because
it can be read by and written
to the Amiga’s three custom
chips: Agnus, Denise, and
Paula (sometimes known as
Agnes, Daphne, and Portia).
These custom chips are
responsible for the Amiga’s
video and audio magic.
Among them, they hold the
blitter (a high-speed data
mover), the copper (in charge
of displaying video data), and
the four-channel stereo audio.
Expansion memory (mem-
ory above 512K RAM) is fast
RAM. Tt cannot be accessed
by the custom chips—only by
the microprocessor. Because
the custom chips aren’t “‘run-
ning interference” on this
RAM, programs in fast mem-
ory run slightly faster than
programs in chip memory.
You may think that having
two types of memory would
be confusing, but it usually
causes little trouble. The
Amiga automatically loads
programs into fast memory if
there is any available. If there
isn’t any, the Amiga loads the
programs into chip memory.
Programmers can specify
the type of memory they want
when they request memory
from the system. It’s im-
portant to request chip mem-
ory when you use memory to
hold sound or graphics data.
« Structures. To access ROM

SPRING

Kernel routines, programmers
need to learn about the sys-
tem’s data structures. In C,
you access these system struc-
tures with C structures. In
Modula-2, you use records. In
assembly language, you have
to simulate structures by de-
fining the correct amount of
space for each field.

Most Amiga programming
languages have the data struc-
tures predefined as include

files (known as import mod-

ules in Modula-2).

« Include files. With all the
powerful routines built into
the Amiga, there are many
programming functions,
constants, structures, and so
on that must be defined
somewhere within your
source code. To use these ele-
ments, most Amiga program-
ming languages require the
use of include files. Include
files provide these definitions
for you, saving you the time
of typing them in.

« Libraries. ROM Kernel
routines are grouped into /i-

braries. If you use these
routines in a library, you must
first open it (some languages
open the necessary libraries
automatically). Many libraries
reside in ROM, but some
must be loaded from disk.

« Devices. Devices (like the
printer or the serial port) are
treated as if they were librar-
ies. To communicate with a
device, you open the device
and then perform calls to it
for input/output. »
continued on page 42
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n the following para-

graphs, we summarize

many of the most popu-

lar programming lan-
guages. Note that there are
several specialized languages
that we don’t cover. Instead,
we've elected to discuss only
general-purpose ones. For
those interested in special-
purpose languages, check out
Director, a powerful language
designed for graphics and
animation; ADVSYS, a lan-
guage tailored to writing text
adventures; and ARexx, a
powerful batch language simi-
lar to CLI scripts.

BASIC

BASIC is as popular on the
Amiga as it is on any other
personal computer. Tradition-
ally, BASIC has been the only
computer language sold with
computers. Although the
Amiga does not come with its
BASIC in ROM, Amiga Basic
(written by Microsoft) is a
powerful force in the Amiga
world.

For those who are looking
for more speed or more
power but who still want to
stay with a language they
know, there are several good
alternatives to the BASIC that
all buyers get free with their
Amiga.

Amiga Basic

Certainly the most accessible
programming language avail-
able for the Amiga is Amiga
Basic. Amiga Basic is found
on the Extras disk that comes
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with your computer. And
even though it’s free, it’s one
of the best versions of BASIC
available for any computer.

Amiga Basic is an excep-
tionally capable programming
language that provides easy ac-
cess to almost all of the
Amiga’s features—screens,
windows, sprites, sound, the
mouse, and so on. It’s also
compatible with other versions
of Microsoft BASIC, such as
those for the IBM PC and the
Apple Macintosh. BASIC pro-
grams written for these
computers run on the Amiga
with virtually no changes.

Amiga Basic is an inter-
preted language, however, so
its programs are slower and
require more memory than
programs written in a com-
piled programming language.
However, with a BASIC com-
piler, such as AC/Basic,
Amiga Basic programs can be
turbocharged for optimum
performance.

If you’re a casual pro-
grammer, Amiga Basic may
be the only language you’ll
ever need.

AC/Basic
If you get serious about Amiga
Basic, you should consider
AC/Basic, a compiler from
Absoft. AC/Basic is virtually
100-percent compatible with
Amiga Basic. If you've written
a few programs and you want
them to go much faster,
AC/Basic will oblige.

Absoft also makes compilers
for the Apple IIGS and the

Macintosh (the Mac version is
sold by Microsoft). If you've
written a program for any of
these three machines, it’s rel-
atively easy to get the program
to work on the other two.

True BASIC
About 25 years ago, John
Kemeny and Thomas Kurtz
developed the BASIC
programming language. To-
day, BASIC has become a lan-
guage with a hundred
different dialects, with each
dialect virtually incompatible
with the next. True BASIC is
Kemeny and Kurtz’s attempt
to both modernize and
standardize the BASIC lan-
guage. In theory, a program
written in True BASIC on one
computer will run without
modification on another True
BASIC-equipped computer.
But is compatibility really a
feature? In order to make its
programs run on all comput-
ers, True BASIC sacrifices the
support of sprites, BOBs, and
the use of all four Amiga
sound channels. Though you
can port your True BASIC
programs over to your friend’s
IBM PC, you can’t access
many of the features that
make the Amiga unique.
While it may not take full
advantage of the Amiga’s ad-
vanced capabilities, True
BASIC is a quality structured
language. True BASIC pro-
vides DO-WHILE loops, DO-
UNTIL loops, CASE
statements, internal and ex-
ternal subroutines, and the

ability to call C and assem-
bler routines.

True BASIC is both an
interpreter and a compiler.
This makes for a unique
programming environment.
For developing and debug-
ging programs, use the inter-
preter. For the final product,
select Compile—True BASIC
will generate a self-contained
machine language program
that runs at lightning speed.

F-Basic

F-Basic is a curious but
powerful version of BASIC.
It’s not pure BASIC, however,
but more a blend of BASIC,
Pascal, FORTRAN, and SNO-
BOL. BASIC users will feel
right at home with it, though.

F-Basic is a good transition
language. If you want to move
beyond BASIC, but C source
code makes you nauseous, try
F-Basic. Its RECORD struc-
tures and direct library calls
make it powerful, and it’s so
fast that you may decide to
forget C and stick with F-
Basic instead.

F-Basic is written in F-
Basic therefore, it contains
elaborate pattern-matching
and string commands that
make writing compilers easy.
The string handling is more .
impressive than any other
language discussed here. (See
the sidebar on exotic lan-
guages for a discussion of
Icon, a programming lan-
guage that has even better
string-handling capabilities.)

Be forewarned: F-Basic
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doesn’t have a Workbench
interface; you must use it
from the CLIL. It also doesn’t
have an integrated editor,
which makes the process of
correcting syntax errors quite
a chore.

GFA BASIC

GFA BASIC is the most
popular programming lan-
guage on the Atari ST. Al-
though the Amiga version
probably won’t show up until
spring, beta copies of the lan-
guage are impressive. This
version of BASIC has many
specialized keywords for both
sound and graphics control.
It also makes it easy to get at
the Amiga’s library routines.
The language is reentrant,
which means that no matter
how many GF4 BASIC pro-
grams are running, only one
copy of GEA BASIC need be
present. GF4 BASIC, cur-
rently being beta-tested, will
be available from Michtron.

SAM BASIC

Remember Simon’s BASIC
for the Commodore 647 It
was a graphics- and sound-
intensive superset of BASIC
2.0. The developer of Simon’s
BASIC has created SAM
BASIC for the Amiga. It’'s a
very powerful BASIC with
more extensions than any
other version. Although the
language showed promise a
year ago, this British progran
has been plagued by distribu:
tion problems in the U.S.

C
C was the first programming
language available for the
Amiga. It is, so to speak, the
Amiga’s native tongue. Be-
cause much of the Amiga’s
operating system is written in
C, most Amiga programming
books focus almost entirely
on this terse language.

C is not a language for

beginners. It’s difficult to
read—often cryptic—and ex-
tremely unforgiving when it
comes to errors (C is a close
friend of the Guru). But most
of all, C is flexible and ef-
ficient. It’s the perfect language
for confident Amiga pro-
grammers who want to get the
most out of their machines.

Currently, there are two C
compilers available for the
Amiga: Lattice C and Aztec’s
Manx C. Both are quality
compilers. With more error
checking, a built-in editor,
and an integrated debugger,
Lattice C 1s the leader in
price and performance. Pro-
grams written for one com-
piler require little, if any,
modification to run on the
other.

Pascal
Pascal is among the most
popular of algorithmic lan-
guages. This language hasn’t
really caught on in the Amiga
world, mostly because there
haven’t been any good imple-
mentations of Pascal.
Metacomco’s new MCC
Pascal Version 2 changes
that. It’s a full ISO-standard
Pascal, with many Amiga-
specific extensions. Although
it’s a bit more cumbersome
than Modula-2, it performs
almost as well. It’s reasonably
priced and has a better man-
ual than any of the Modula-
2s. Unfortunately, it can only
be used from the CLIL It lacks
an integrated editor. You'll
find that it’s almost impos-
sible to find Amiga demos
written in Pascal, but several
demos are included on the
disk. If you like Pascal, you’ll
love MCC Pascal Version 2.

Moduia-2

Pascal is a popular language,
but it has trouble with low-
level system access. That’s
the major reason C has be-

come s0 popular on micro-
computers. Modula-2,
Pascal’s big brother, is a
powerful and readable lan-
guage that meshes almost
perfectly with the Amiga. At
first, Amiga Modula-2 pro-
grammers had a hard time
deciphering the C code that
makes up the bulk of
programming examples found
in Amiga programming
books, but there are now
many examples of Amiga
Modula-2 code in the public
domain.

All versions of Modula-2
currently available for the
Amiga have editors that are
well integrated into the sys-
tem. When the compiler finds
programming errors, just load
the source file into the edi-
tor—you’ll see where you've
made your mistakes.

TDI Modula-2

TDI Modula-2 was the first
version of Modula-2 available
for the Amiga. Most demo
programs are written in it.
TDI has done a fair job of
upgrading the compiler, but
there are still a few bugs left.
It’s also the slowest of the
three Modula-2 versions.

Benchmark Modula-2
Benchmark Modula-2 is a
fast, single-pass compiler with
an integrated editor. Many ex-
tra modules are available,
including modules that sup-
port IFF graphics, simple win-
dows, and C-style system calls.

M2-Amiga

M2-Amiga is a speedy
Modula-2 compiler. Although
it’s expensive, it has the best
interface of all the languages
discussed here.

Machine Language
There are almost a dozen
assemblers on the market,
including a few good public
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domain programs. A few
have integrated editors and
debuggers that make learning
how to program in 68000
easier.

When you're programming
in machine language, you're
working at the computer’s
level. This makes for ex-
cellent control and speed.

If you’ve programmed in
machine language on other
computers, you'll find the
Amiga’s 68000 micropro-
cessor surprisingly powerful.
It can operate directly on
data sizes of 8 bits, 16 bits,
and 32 bits. It has built-in
multiply and divide
operations.

There are two schools of
thought when it comes to
Amiga machine language. One
group claims that it is best to
use the Amiga include files to
reference data structures, li-
brary calls, and macros. This
makes machine language
programming more like a
higher-level language. The
opposing camp believes that
programmers should declare
the necessary structures and
library vector offsets explic-
itly. This makes it much
faster to assemble programs.
The first process appeals to
mainframe and minicomputer
programmers; the second, to
programmers who cut their
teeth on computers like the
Commodore 64.

The Right Choice

The problem of choosing an
Amiga programming language
is like the problem of choos-
ing a dessert in an expensive
restaurant. When there are so
many good selections, it’s
hard to decide what’s the best
choice.

If you'd like a taste of each
language, download a few bits
of source code from a bul-
letin board or visit your local
user group for advice.
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A Té_stkeof the Exotic

" ired of the humdrum world of everyone else’s favorite language? If BASIC, Pascal, C,
Modula-2, and machine language are the English, French, Russian, Latin, and
Spanish of the computer languages, then what is the programming analog of Swa-
hili? Hawaiian? Algonquian?

If you're ready for an adventure, try Draco, Icon, or XLISP. You might have to do a
little searching, but you'll probably enjoy your destination. You might even like getting
there.

Draco
On a trip through CompuServe, we came across this beauty. Draco is a computer lan-
guage that's a little bit of C, a little bit of Modula-2, and a pinch of a few other things.

Because of its family resemblance to other structured languages, Draco is an elegant
language. Once you get the hang of it, it's fun to use. Its speed is good, but nothing to
write home about (about on par with that of a bad C compiler). The author of the lan-
guage, Chris Gray, a professional compiler writer, is certainly capable of optimizing the
code. We'll see if he gets around to it.

The main drawback to Draco is that you're on your own. You probably won't be able
to find many demo programs written in it. Draco exists only on CP/M machines and the
Amiga. But if you have a stubborn side to you, or if you can't scrape up the bucks for a
full-blown C or Modula-2, this language may be for you.

Icon

Have you ever noticed that there’'s something familiar about BASIC, Modula-2, C, Pascal,
and FORTRAN? Once you've learned one, the second isn’t too hard to pick up. The third
is even easier. These languages, although superficially very different, are all members of
the computer language family known as procedural languages. In other words, a FOR
loop is a FOR loop is a FOR loop.

If you've learned a few of these languages and you feel as if you're in a rut, take on a
real challenge: Icon. Icon was designed by the designer of an earlier language, SNOBOL.
While that language was based on a variety of string scanning and other text-based func-
tions, Icon is a universal language, general enough to handle virtually any problem.

Icon is almost impossible to describe. There are things you can do in a single line in
Icon that take 20 lines to accomplish in Pascal. Icon, like its predecessor, is popular in
some universities. There's even a textbook that covers it—The /con Programming Lan-
guage (Ralph E. Griswold and Madge T. Griswold, Prentice-Hall). If you're intrigued, try it.

XLISP

Another exotic language is XLISP. Written by David Betz, XLISP is an object-oriented ver-
sion of LISP, the most popular of the languages used by artificial-intelligence researchers.

What does object-oriented mean? It means that instead of constructing procedures to
do your work, you build objects. The objects pass messages back and forth. Objects can
be based on other objects. The idea comes from Smalltalk, a language developed at
Xerox PARC. You'll also find objects in C++, a new variant of C. (Lattice has just in-
troduced a C+ + compiler.)

Sure, it seems weird, but so do most new ways of looking at things. Give XLISP a try.

continued from page 39
« ROM Kernel. Hidden be-
hind Intuition are a set of
programming routines known
as the ROM Kernel. These
routines provide access to the
Amiga’s lower-level features.
The ROM Kernel is much
like BIOS on the IBM PC,
TOS on the Atan ST, or
Kernal ROM on the Com-
modore 64 and Commodore
128. By using the ROM Ker-
nel’s built-in subroutines, pro-
grammers have access to the
Amiga’s I/O devices, low-level
graphics routines, sound chip,
and much more. On the Amiga
1000, most of the ROM Ker-
nel is stored on the Kickstart
disk. On the Amiga 500 and
Amiga 2000, these routines
are located permanently in the
computer’s ROM.

» Exec. Exec is the multi-
tasking operating system of
the Amiga. It handles task
scheduling and such jobs as
opening and closing libraries.
* The Guru. A visit from the
Guru means that something
has gone wrong. As any pro-
grammer knows, programs
rarely run correctly the first
time. If a program error is se-
vere enough, the Guru steps
in, Red flashing borders an-
nounce the Guru’s arrival.
Within these borders is the
message Guru Meditation #x.
where x provides the numeric
representation of what went
wrong. Most often, Guru
visitations end with a system
reboot, causing the computer
1o react as if you have
pressed Control-Commodore-
Amiga (or Control-Left

Amiga-Right Amiga on the
Amiga 1000). A



 BUYER'S
GUIDE

‘Adventure

Autoduel

Origin Systems / joystick /39.95

In the twenty-first century, the player is as-
signed to carry out a courier mission for the
FBI. To complete the mission, the player
must build the biggest, most heavily ar-
mored vehicle possible using a variety of
weapons, ammunition, and armor. This
game is an adaptation of the board game
Car Wars. The package includes one disk, a
road map, a driver's handbook, and a toolkit.

Battleship
Epyx/29.95

Based on the board game of the same
name, Battleship pits navy against navy as
players try to avoid detection of their fleet
by the enemy. Shrapnel, fire, and holes in
the broadside cripple the battleships until
they finally sink. Using the Salvo Fire option,
players can fire only four shots per remain-
ing ship. Two or more players may also
compete in the tournament play. Battleship
contains digitized sound effects and color
graphics.

Boomeraid
TSA Media/ Distributed by American Software
Distributors / 49.50

As a result of training by tribal elders deep
in the Australian bush, the player decides to
rely on his or her skill with spears and boo-
merangs to rid the city's parks of street
gangs. While eliminating the menace, the
player must also protect the elderly citizens
who have been caught in the parks. Ratings
are based on flight path, accuracy, and
avoiding the grannies. The player begins
with a spear and progresses to more ad-
vanced boomerangs, adjusting the flight
path of the weapon according to the graphs

and equations at the bottom of the screen.
A bushknife can be used as a last resort. In
the seventh and final mission, the player
must drive the gang members out of their
junkyard fortress and defeat their leader,
Top Dog. The package includes the pro-
gram disk; a 50-page tutor that helps ex-
plain graph theory; and MathBench, a
graphics workstation for manipulating the
graphs used as flight paths.

Capone
Actionware /512K /39,95

Set in Chicago during the 1920s, Capone
challenges the player to shoot down as
many gangsters as possible without injuring
any innocent bystanders. In addition to pe-
destrians, there are many obstacles such as
a warehouse filled with crates of explosives.
This action game features animation, color
graphics, and sound effects. It is designed
to be used with the Actionware Light
Phaser Gun, which is available from Action-
ware for $39.95. Mouse control is also
accepted.

Caroline D. Hanlon

Contra
Konami/joystick optional/39.95

As the ultimate guerrilla warrior, the player
must fight against the Red Falcon to save
the whole world. Weapons include rapid-fire
machine guns, alien cannons, and high-tech
lasers. The warfare takes place in 3-D
mazes with underground security systems
and tropical forests with giant waterfalls.

Cosmic Relief: Prof. Renegade

to the Rescue
Datasoft / Distributed by Electronic Arts/39.95

Professor K. K. Renegade is the only one
who can save Earth from total obliteration
by an approaching asteroid, but he can't be
found. The player chooses one from a
group of internationally famous adventurers
to help in the search for the professor. Dur-
ing the quest, the adventurers are confront-
ed by bizarre creatures and acid storms,
and they must rely on objects such as vac-
uum cleaners, teacups, and unicyles. After
finding the professor, the group must build
an anti-asteroid deflector.

Dark Castle
Three-Sixty /39.95

Play is set in medieval times, where the
hero must fight his way through 14 different
rooms of the castle. Each room becomes
progressively harder as the player sends
the hero up against rats, bats, and fire-
breathing dragons. Dungeon torture and an
evil wizard must also be overcome. The ulti-
mate object of the game is to find and slay
the Black Knight.

Defender of the Crown

Cinemaware /49.95

In this adventure, the player takes the role
of a swordsman and military leader in medi-
aeval England. The player must lead the
Saxon knights against the Norman invaders
to defend England and end the civil war. >
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Deja Vu: A Nightmare

Comes True

Mindscape / 49.95

The player's head has a huge bump on it
and his or her clothes are covered in blood.
Nothing seems familiar in any of the rooms.
There's been a murder, and the player is
the suspect, yet the player is the only one
that can solve the murder and absolve him-
or herself of the charges.

Dungeon Master

FTL Games/39.95

Dungeon Master is a realtime game of mon-
sters, weapons, magical spells, twisting cor-
ridors, flying projectiles, and other
surrealistic aspects of a dungeon world.
The game incorporates color artwork, ani-
mation, and digitized sound.

Dungeon Quest

Image Tech /512K [49.85

Dungeon Quest is a graphic adventure
game featuring 40 different graphics and
digitized sound. The intuitive user interface
can be used to move the characters or look
for information. The game takes place in
Medieval England where a young knight un-
dertakes a quest to find a stolen article. The
quest takes the knight through the country-
side and to a castle with several levels of
dungeons.

Faery Tale Adventure
Microlllusions / Distributed by Mediagenic /49.95

Players travel through over 17,000 surface
screens and another 2000 screens under-
ground and on an astral plane in this graph-
ics adventure. The object of the game is to
join the quest of three brothers as they en-
counter dragons, wizards, and princesses.
Features include music and sound effects.

First Expedition

Interstel / Distributed by Electronic Arts/49.95
Braun the Explorer ventures into the
unknown ocean world of Yorland with a
boat and a companion to recover three sun
spheres and save his civilization. To sur-
vive, the characters must learn to manage
their food and fuel resources and map their
journey using a star chart, a star catalog,
and ancient map fragments. Alliés and ene-
mies include pirates, traders, and natural
elements.

Fright Night

Microdeal /39.95

This R-rated game is based on the Fright
Night movie from Columbia Pictures. As the
vampire neighbor Jerry Dandridge, the play-
er has 12 dark and dangerous hours to turn
everyone in the house into a vampire before
they Kill him in his own coffin.

Gnome Ranger
Constellation Software/19.95

This graphics adventure game features In-
grid, who must be guided through a three-
part odyssey. A 48-page gnome diary is
included with the package.

4 A MI G A

Gold Rush
Sierra On-Line /39.95

A historically accurate adventure game,
Gold Rush follows one man's journey from
New York City to the gold fields of Califor-
nia as he tries to strike it rich. There are
three different games in the program, one
for each of the three routes the prospector
can choose. Each trail has its own set of
obstacles and perils.

Guild of Thieves
Rainbird / 29.95

Guild of Thieves, the sequel to The Pawn,
is an illustrated adventure that takes place
in the mythical kingdom of Kerovnia. The
program combines dialogue, graphics, hu-
mor, and puzzles. Players are supplied with
a 40-page novella, a Bank of Kerovnia cred-
it card, an Indenture and Contract of Ser-
vice Certificate, dice, and play guide.

Hybris
Discovery Software /39.95

In this action-adventure game, the player is
commander of a missile cruiser flying over
enemy territory. There are 11 cruisers to pi-
lot, with up to 24 ships attacking at one
time. The captain must determine which tar-
gets to strike and when to use rapid fire,
extra missiles, or an invincible mode.

Hybris by Discovery Software

Impossible Mission Il
Epyx/39.95

Elvin, the malicious mastermind, returns
with a plot to take over the world in the
twenty-fifth century. Elvin is based in a high-
tech office complex filled with dark tunnels,
surveillance cameras, human-seeking sui-
cide robots, and time bombs. Players must
collect secret code numbers to access the
control room and defeat Elvin. There are
eight towers to search, each with varying
degrees of difficulty and an individual
theme. Coded pieces of music and a pocket
computer map can help guide the players
through the fortress.

Karate Kid Part 1l
Microdeal /39.95

Players fight opponents in competition
where there are no trophies, no points, no
referees, and no rules. In this game based
on the motion picture, players must guide
young Daniel through fight after fight until
he reaches the castle of King Shohashi

where he must do battle with the evil Cho-
zen. There, the player must discover the se-
cret of the drum or die. Players control
Daniel with flying kicks, somersaults, punch-
es, jumping, and ducking. Bonus points are
awarded for catching flies with chopsticks
and breaking ice with bare hands. Features
include one- or two-player control and a
choice of joystick or keyboard control.

King of Chicago

Cinemaware /49.95

The setting is the crime-ridden Chicago of
the 1930s. The player must battle the Ca-
pone mob for control of Chicago. Weapons
include violence, intimidation, bribery,
treachery, and clout. Gameplay includes 3-D
animated graphics.

Land of L.egends
Microlllusions / Distributed by Mediagenic/49.95

The first in the Quest Masters Series, this
dungeon-style game places players in a fan-
tasy world populated with bandits, mon-
sters, brave warriors, wizards, rogues, and
wise priests. Features include the combina-
tion of a 3-D viewing window with an on-
screen mapping feature, and a combat
mode for when the adventure requires
action.

Leatherneck
Microdeal / 39.95

The player becomes a Commando Warrior
attempting to rescue captured comrades
from the Evil Empire. Players must slash
their way through the jungle and into the
enemy command complex. An adapter is
available that will allow up to four players to
participate as commandos at the same time.

Lords of the Rising Sun
Cinemaware / one megabyte [49.95

As the leader of a twelfth-century Japanese
family, the player must confront and defeat
the Taira clan, rivals who have overthrown
the emperor and dishonored the player's
family. To become the shogun, the player
must defend against armies of samurai war-
riors and ninja assassins, negotiate alli-
ances with other clans, and survive hand-
to-hand combat. The loser must commit
seppuku, the ritual of disembowelment. Ac-
tion takes place in realtime on a detailed,
three-screen-wide map of medieval Japan
complete with clouds and ocean waves.

Lords of the Rising Sun by Cinemaware



Manhunter: New York
Sierra On-Line /49.95

Aliens invaded New York City two years
ago, and now the player must track and re-
port human activities to the alien dictator-
ship. Players can choose between good—a
supporter of the human underground—and
evil—a manhunter loyal to the aliens. Fea-
tures of the program include a map of New
York City, split screens, and advanced win-
dowing capabilities.

Mike the Magic Dragon
Anco Software /24,95

Mike, the magic dragon, is trapped in a
large castle from which he must escape.
Each room is guarded by ghosts and ro-
bots, and the floors are mined or have en-
ergy barriers. Mike can use his magical
powers to get past the physical blockades,
but he must use cunning to decipher the se-
curity codes of each room before his cap-
tors find him.

Murder on the Atlantic
Intracorp /512K /39.95

The player sets sail in the year 1938 on the
luxury liner, S.S. Bourgogne for a restful
cruise. However, a murder on board the
ship turns 40 people into suspects and the
player into a detective. The detective must
search the ship’s 600 salons and state-
rooms, look for 22 clues, decode locks and
messages, and interview the suspects in or-
der to solve the mystery.

Operation: Clean Streets
Broderbund /39.95

Cleanup Harry is an undercover cop whose
mission is to rid the city streets of thugs,
punks, and hoodlums. Harry tracks the
criminals to the worst parts of town, battles
them in hand-to-hand and foot-to-head
combat, and then confiscates their drugs.
The game features five levels of play in
which the criminals—and Harry—become
more powerful and skillful.

Rockford
Arcadia / Distributed by Electronic Arts /34.99

Rockford, the world's greatest archaeolo-
gist, guides the players on five expeditions
to places such as the Cavern of Craymar
(to look for the pharoah’s gold pieces), the
seas of Tiresius off the coast of Mexico,
and the kitchens of Kyssandra (in search of
the Apples of Eternal Youth). Strategy and
speed are required to collect the treasures
and avoid obstacles such as falling rocks,
monkeys, fish, and poisonous snakes.
There are four levels of difficulty.

Rogue

Epyx / joystick /39.95

One player is given the mission of descend-
ing into the dungeon of doom to recover the
amulet of Yendor and make it back to level
1 with the enchanted sword. The maze
monster, deadly darts, and trap doors con-
front the adventurer on 26 levels of play.
Each game is different.

Rush ’N Attack
Konami /joystick optional /39.95

Ambushes, guerrillas, bazookas, flame-
throwers, and a fleet of choppers try to stop
the player from rescuing dozens of POWs
hidden in an enemy camp. For one or two
players.

The Seven Temples of Cortez
Aegis Development /512K [49.95

Players must find the hidden treasures of
Ce Acatl Quetzalcoatl, while avoiding Kisin,
the god of death. The game is set 2000
years ago in Mexico where a rich civilization
thrived until the Spanish took over in 1521.

Shadowgate
Mindscape [ 49.95

As the last of the line of kings, the player is
the only one left with enough power to de-
stroy the Warlock Lord. The player must
find the Warlock Lord in a huge castle full
of secret passageways, collapsing floors,
and the Warlock Lord's evil, armed allies.
Shadowgate is the third in Mindscape's line
of graphic adventures.

Sinbad and the Throne of

the Falcon
Cinemaware /49.95

As Sinbad the Sailor, the player undertakes
a sea quest to help a princess. Along the
way, the player encounters pirates, genies,
romance, heartbreak, comedy, and tragedy,
and his or her skills as swordsman, leader,
and navigator are tested.

Tanglewood
Microdeal /39.95

The object of this graphic adventure is to
help Uncle Arthur regain his mining rights to
the planet of Tanglewood. The player has
ten days to find stolen documents that will
prove Arthur's rights to the Inter-Galactic
Court. The quest takes the player through
gardens, forests, rivers, swamps, under-
ground mines, an earthquake zone, and into
the Opposition Control Center. Players must
gain the trust and support of the native
Tanglians in order to uncover necessary
clues to successfully penetrate the Opposi-
tion Center and recover the documents. The
game is completely mouse-controlled, with
no text entry, and contains more than 1200
locations and 700K of graphics.

Temple of Apshai Trilogy
Epyx/19.95

A trilogy, this adventure begins in the Tem-
ple of Apshai where the player must devel-
op experience and strength to face future
challenges. In the Upper Reaches of Ap-
shai, the player meets mazes, monsters,
and magic. The player then moves on to
Egypt where he or she must face The
Curse of Ra. There are almost 600 dun-
geons and dark places in the whole
adventure.

The Three Stooges

Cinemaware / 49.95

The Three Stooges try to save an orphan-
age from a banker who wants to foreclose.
They must rescue the old lady that runs the
orphanage and her three daughters. The
program contains color graphics and anima-
tion, and the digitized voices and sound ef-
fects are from classic Stooges films.

UL S0

The Three Stooges by Cinemaware

Thunderboy

DigiTek /512K /34.95

Thunderboy searches for his girifriend and
the villains who have kidnapped her. Along
the way he is confronted by deadly butter-
flies, half-man and half-ape creatures, and
dragons.

Time Bandit
Microdeal / 39.95

Players assume the role of the Bandit, trav-
eling through space in search of treasure.
The game includes 20 different playing
maps with 16 levels in each one for a total
of more than 3000 scrolling screens. Play-
ers can take part in the three built-in gra-
phic/text adventures. They can pilot the
starship Excalibur and find its missing crew,
bring peace to a western ghost town, or
play in a high-stakes card game in the dun-
geons of Castle Greymoon. The dual-player
mode allows two users to play at the same
time. The program is written in machine lan-
guage and uses 350K.

Uninvited

Mindscape /49.95

In this graphics adventure, the player ex-
plores a demon-filled mansion. Using the
mouse, the player chooses what action to
take—examine, open, close, speak, oper-
ate, go, hit, or consume. The interactive text
is accompanied by digitized sound and
animation.

Who Framed Roger Rabbit?
Bueno Vista Software, Division of Walt Disney
Corporation / joystick optional / 44.95

In this game based on the Walt Disney
movie, Judge Doom tries to prevent Roger
Rabbit from finding Marvin the Gag King's
will and ultimately saving Toontown. The
computer version is actually three games in
one, each with multiple skill levels, music,
digitized speech, and animated color
graphics. >
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Aaargh

Arcadia / Distributed by Electronic Arts /39.95
Based on Arcadia’s coin-op arcade game,
Aaargh features a monster that terrorizes
towns and cities, eating people and demol-
ishing villages, Chinese temples, and fron-
tier outposts. The player must help the
monster find an egg that is hidden beneath
a building in each city, which leads to bonus
rounds and higher point totals. Features in-
clude animated graphics, scrolling screens,
and sound effects.

Airball
Microdeal [ 39.95

In this arcade game, an evil wizard has
turned the main character into a rubber ball
and left him in a mansion of over 300
rooms. The player must find the spell book
with a magic incantation that will return him
to human form. The wizard has given the
ball a slow air leak, so the player must also
locate air pumps throughout the mansion
while avoiding sharp objects in each room.
Points are scored by picking up objects
along the way. Players can use the key-
board, a mouse, or a joystick to maneuver
through the mansion.

Amegas

DigiTek /512K /34.95

This arcade-style game contains 40 screens
of bouncing, shooting, slamming, and jug-
gling action.

The Annals of Rome
Datasoft/ Distributed by Electronic Arts/24.95

As the leader of the ruling party of the Sen-
ate in Rome in 273 B.C., the player is in
control of the Roman armies both at home
and on foreign soil. The player must deal
with 13 foreign powers and command 21
Roman officers who vary in their abilities
and degree of loyalty.

Arkanoid

Discovery Software and Taito/29.95

This arcade-action game is based on a vid-
eo arcade game of the same name. Arkan-
oid features 66 levels of gameplay, with a

10p
1550

WIGH SCORE
50000

Arkanoid by Discovery Software and
Taito
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special mode that slows the action to a
player's skill level. Each level has a configu-
ration of bricks and hazards. The object is
to hit a ball with a paddle against the break-
able bricks, catch the powers contained in
the broken capsules, and then advance to
the next level. The game includes a 30-day
money-back guarantee.

Awesome Arcade Action Pack
Arcadia/ Distributed by Electronic Arts /49.99

Awesome Arcade Action Pack contains
three arcade-style games. In Sidewinder,
players pilot a spacecraft through 3-D,
scrolling screens to reach the interior of the
alien Star Killer and destroy it. Captain Zod
guides the player through 16 levels of at-
tack from vicious aliens in Xenon. The play-
er must switch between a ground-based
hovercraft and a jet fighter to penetrate the
enemy defenses. Blasta Ball is the thirty-
seventh century's version of hockey. Inertia
controls the spaceships on a metal playing
field, and homing missiles are used to move
the puck. There are ten craft to control, and
the player can play another person or the
computer.

“Xenon” from Awesome Arcade Action
Pack by Arcadia

BattleDroidz

DataSoft/ Distributed by Electronic

Arts /joystick /34.95

This action and strategy game places the
player in an abandoned mining cavern of a
faraway planet, where remote-controlled
mine droids are used for sport. The object
of the game is to select a hexagon in a
mine grid and send a battle droid into battle
with a resident alien. Four energy pods
must be collected before escape is possi-
ble. The player, who wins after having com-
pleted a row of hexagons across the
screen, will encounter many obstacles while
racing against the clock. The game features
3-D scrolling graphics and 37 different land-
scapes to explore.

Better Dead than Alien
Electra / Distributed by Discovery Software /34.95

Better Dead than Alien is an arcade-style
game in which the player hunts down
aliens. According to the game, an alien is at
its weakest when its eyes glow putrid
green. The game features multilevel action,
simultaneous dual-player mode, sound, and
color graphics.

Black Shadow

Scorpion Software /34.95

Players attempt to destroy an asteroid by
outgunning the aliens and bombing enemy
installations. The game features two-player
simultaneous action.

Blockbuster
Mindscape /512K /39.95

While batting the bouncing ball to knock
down a barrier, the player must also avoid
yellow sun bombs dropped by aliens, catch
falling tokens for extra points, and watch for
lighting icoris to buy special weapons.
There are 80 levels of gameplay, and the
player can design 48 more screens and
barriers with a built-in designer.

Bomb Busters

ReadySoft/29.95

In Bomb Busters, the player is the leader of
a bomb squad whose mission is to defuse
bombs planted throughout famous buildings
of the world. Robot guards that protect the
bombs are programmed to kill anyone who
interferes. There are 100 levels of play on
two disks.

Bubble Ghost
Accolade /34.95

In this arcade-action game, the player must
guide a bubble-blowing ghost through 36
chambers filled with hazards and monsters.
Players have to steer the bubbles away
from walls, burning candles, fans, and other
bubble-popping paraphernalia.

City Defense

Constellation Software/19.95

Players must defend several cities from la-
ser beams from outer space. Weapons in-
clude a limited number of missiles. One or
two players can compete. The game can be
controlled by mouse.

Combat Zone

Keypunch Software /joystick / 19.99

Players can become arcade ballistic experts
in this combat action game. The action in-
cludes tank battles and helicopter air
strikes.

Cosmic Bouncer
ReadySoft/29.95

A freak computer mishap has turned a sim-
ple yellow tennis ball into a living object.
Now that ball bounces its way through more
than 20 levels of play to earn the player the
title of Cosmic Bouncer.



Crystal Hammer
Constellation Software /19.95

This Breakout-type arcade game has 30 lev-
els of play for one or two players.

Crystal Hammer by Constellation
Software

CubeMaster

ASDG /512K, Kickstart 1.2 or later, joystick
optional [ 24.95

In this arcade-style shoot-'em-up game, the
player is the cubemaster, a combination
sports celebrity and NASA astronaut. The
cubemaster is strapped into a manned mo-
bility unit with forward, retro, and attitudinal
rockets and a rapid-fire particle cannon that
the player uses to shoot down the cube-
drones. However, the cubedrones have
both positive and negative side effects
which must be anticipated if the player is to
progress to the level of cubelord.

The Cyber Complex

DigiTek /512K [44.95

As troubleshooter for the Computer, the
player tries to stop evil men from the sub-
terranean city as they seek to destroy the
Computer.

Diablo
Classic Image /29.95

The object of this mazelike game is to ar-
range a track to keep the advancing ball on
a continuous course. After the ball has
crossed a section of track, that section is
removed, so the player has less and less
track to work with. The game includes 240
sections of track, with two tracks on each
of 120 movable panels.

Double Dragon

Arcadia / Distributed by Electronic Arts/34.95
Players follow the story of twin brothers,
Billy and Jimmy Lee, who have learned how
to fight tough in the city. Billy's girlfriend has
been kidnapped by a street gang headed
up by the mysterious Shadow Boss. Players
must help the brothers rescue the girl using
their street smarts and martial arts skills.
Weapons such as knives, bats, rocks, and
oil drums are available to help fight the
gang. For one or two players.

Ebonstar

Microlllusions / Distributed by Mediagenic /34.95
Players face off on the battlefield of Ebon-
star in this futuristic space-battle arcade
game.

Emerald Mine

Constellation Software /19.95

This arcade adventure features over 100
levels of play. Players must collect dia-
monds and emeralds within each field while
working against the clock and avoiding ob-
jects. For one or two players.

Enlightenment
Rainbird Software /24.95

In this arcade-style game, Hasrinaxx the
Druid must free the lands of Belorn from
the evil wizard Acamantor and his legion of
the undead. Magical powers aid Hasrinaxx
in his fight through the ten lands of Belorn
and a five-level dungeon. The game in-
cludes 15 levels of increasing difficulty, 32
spells, and five different characters to
control.

Final Mission
DigiTek /512K /34.95

As the final mission of training, the player
must work his or her way through the laby-
rinth of terror, the last stage of insanity.
There are more than 20 levels of play.

Fire Power

Microlllusions / Distributed by Mediagenic/24.95
This tank battle game is the first in the One
on One Arcade Game Series. One player
can compete against the computer or two
players can clash in split-screen action or
battle via modem. Player options include
tanks, tank characteristics, and battle
scenarios.

FootMan
Top Down Development/29.95

Players control FootMan as he munches
dots and gobbles ghosts while traveling
through 50 different mazes. A maze editor
allows players to create their own levels of
difficulty. Features include stereo sound, an
80-person high-score table, and one- and
two-player options.

Fortress Underground

Constellation Software /19.95

Players fly a battle helicopter as they search
out and destroy a hostile power station in
an underground cavern. The game features
over 640 screens.

Foundation’s Waste

Scorpion Software /34.95

The player tries to escape a hostile planet
in a stolen spacecraft by defeating his or
her captors.

Galactic Invasion
Microlllusions / Distributed by Mediagenic/24.95

This second game of Microlllusions’ One on

One Series takes place on a realtime star
field of the Milky Way and an adjoining gal-
axy. One player can compete against the
computer, or two players can battle against
each other either side-by-side or via
modem.

Ganymed

ReadySoft/ joystick / 29.95

Ganymed, the frozen moon of Jupiter, has
been under the rule of the oppressive Tyr-
ans for centuries. As leader of the outlawed
star warriors, the player must defeat the gi-
ant deathbots and free the planet.

Gauntlet

Mindscape [ joystick [ 49.95

There are over 100 mazes in this arcade-
style game for one or two players. Each
player chooses a character to search
through the mazes for food, treasures, door
keys, magic potions, and the exit to the
next maze. Throughout the mazes the he-
roes—Thor, Thyra, Merlin, and Questor—
must battle a variety of monsters, ghosts,
demons, and sorcerers to survive.

GoldRunner
Microdeal [ 39.95

Players of GoldRunner must lead an expe-
dition to find a new life-supporting planet.
To reach this new world, the travelers must
pass through the Ring Worlds of Triton,
which is a hostile section of the universe
guarded by a merciless and omnipotent
race of beings. Players must engage in
open-space aerial combat or strafe the
planet's landscape in search of the power
source that will destroy the planet. An on-
board computer shouts warnings and en-
couragement to the player. An original
music score accompanies the action.

GoldRunner Il
Microdeal /39.95

Fifty years ago, earth died and all living
things migrated to the Ring Worlds of Tri-
ton. However, a band of hostile pirates re-
mained and are now seeking revenge. In
this sequel to GoldRunner, the player must
defeat the pirates and recover all the hos-
tage defense robots. Additional scenery
disks are also available for $14.95 per disk.

Gun Shoot

DigiTek /512K /34.95

Players try to shoot 12 different opponents,
including bank robbers, without hitting any
innocent bystanders. The game includes a
two-player mode and digitized sound. ©
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Gallactic Invasion by Microlllusions
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Orders only: 800-872-8882 (outside CA)

Creative Computers

213-370-2009 (inside CA)

4453 Redondo Beach Blvd., Lawndale, CA 90260 Mon-Sat 8AM-6PM PST FAX: (213) 214-0932

3-DEMON

64 EMULATOR 2,
A-TALK PLUS
AAARGH!

AC BASIC-COMPILER FOR AMI
AC FORTRAN

ACCOUNTANT, THE

ADRUM

ADVENTURE CONSTRCTION SET
ADVENTURES OF SINBAD
AEGIS ANIMATOR

AEGIS ART PAK#1-CLIP ART
AEGIS DRAW

AEGIS IMAGES-PAINT
AESOP'S FABLES

AIRT SYMBOLIC LANGUAGE
ALGEBRA I

ALGEBRA II

ALIEN FIRES

ALL ABOUT AMERICA

ALOHA FONTS

ALOHA FONTS 2

ALOHA FONTS 3

ALTERNATE REALITY
AMEGAS

AMIGA DOS EXPRESS

AMIGA KARATE

ANALYTIC ART-GRAPHICS
ANALYZE 2.0-SPREADSHEET
ANIMAL KINGDOM
ANIMATE-3D

ANIMATION EFFECTS
ANIMATION STAND
ANIMATOR FLIPPER
ANIMATOR JR.

ANIMATOR’S APPRENTICE
ARAZOK'S TOMB

ARCADE ACTION PACK
ARCTIC FOX 1.2

ARENA

AREXX

ARKANOID

ART COMPANION

ART GALLERY FANTASY

ART GALLERY I
ART GALLERY II
ART OF CHESS,
ART PARTS #2
ASHA'S FONTS
ASSEMPRO
AUDIO MASTER
AZTEC 68/AM-D
ALTEC C PROFESSIONAL
B.E.S.T. BUSINESS MGMT.
BALANCE OF POWER
BALLYHOO

BARBARIAN

BARD'S TALE

BARD'S TALE CLUE BOOK
BARD'S TALE II

BASIC GRAMMER SERIES
BBS-PC

BECKER TEXT

THE

THE

GVP

SOETWARE

71,95
49.95
51.98

23.95

134.06
195.00
186.89
51.98
14.40
32.46
87.48
24.98
459.95
24.98
31.23
44.95
32.46
36.13
24.98
37.47
12.96
12.96
12.96
27.06
22.72
20.60
24.98
37.48
$3.73
31.23

99,85
32.48
32.486
24.98
49.38

184.38
31.25

34.95
26.40
12.96
32.95
35.72
19.95
23.36
18.73
18.73
22.95
21.60
58.95
59.57
37.48

224.25
175.46
355.50
34,34
27.47
25. 1M

36.00
10.77
41.95
19.46
62.32
99.95

Great Valley Products
Impact SCSI Controller and memory board, 1 meg or 2

Will autoboot with 1.3 - Harcr drives available up to 80

meg capacity-

GVP Hard Cards available. Please call.

Quantum 84 MB 12 ms 3.5" hard disk: $995!!
Shock mounted, 64KB cashe gor 12ms s
interface. Compatible with IM

Call for prices.

Sonix $49.98
Draw - CAD $49.95
Videoscape 3-D $124.98
Videotitler $99.95

Special Aegis Promotion:
Buy any three Aegis products and get Ports of Call free!
Or: Buy Ports of Call and get a Ports of Call T-shirt free

(while supplies last).

Diga! -Telecommunications $49.93

Audiomaster $37.48

Animator + Images $87.48

Impact -Business Graphics $62.46 New Aegis products:
" . A
ed), SCSI ArcikETanbisal 5 Lights, Camers, Action!
ACT or A2090 boards. Modellcr:3-D
|BENCHMARK LIBRARYS 64.97 |DELUXE PRODUCTIONS 139,95 |FLIGHT SIMULATOR II 37.45
BENCHMARK MODULA-2 129.97 [DELUXE VIDEO 1.2 89.95 |FLIP FLOP 9.7%
|BEYOND ZORK 33.76 |DEMONSTRATOR, THE 21.85 |FLIPSIDE 37.48
BIG PICTURE OKIMATE 18,95 |DES CARTES 22.711 |riow 62,32
IBLACK CAULDRON 28,80 |DESKTOP ARTIST 18.73 |FONTS AND BORDERS 22,72
BLACK JACK ACADEMY 29.95 |DESTROYER 25.26 |FOOTBALL FACTS 42,97
BLITZKRIEG AT ARDENNES 34,41 |DETONATOR 25.97 |FOOTMAN 21.95
BLOCKBUSTER 32.47 |DEVELOPERS TOOLKIT 36.22 |FORMS IN FLIGHT 44.95
BOMB BUSTER 21.95 |DIABLO 23,36 |FORTRESS UNDERGROUND 13.23
BORROWED TIME-TEXT ADVNTR 30.90 |DIGA-TELECOM PACKAGE 49.98 |FOUR IN ONE 18,68
BREACH 25.95 |DIGI PIX #2 22.71 |FRACTION ACTION 31.23
BREACH SCENARIO DISK 16.21 |DIGI-DROID 69.95 |FROST BYTE 19.46
BRIDGE 4.0-CARD GAME 20.55 |DIGI-PAINT 41.22 |GALACTIC INVASION 16.22
BRIDGE 5.0 24.10 |DIGI-VIEW 3.0 143,72 |GALAXY FIGHT 16.23
BRUSH WORKS 20.59 |pIGI-VIEW 3.0 UPGRADE 11.95 |GALILEC 2.0 49.95
BRUSH WORKS 2 19.95 |DIRECTOR, THE 45.47 |GANYMED 21.95
BUMPER STICKER MAKER 37.45 |DISCOVERY EXPANSION DISKS 12.97 |GARRISON 29.19
BUREAUCRACY 27.47 |DISCOVERY GAME DISK 25.00 |JGARRISON II 35.7)
BUTCHER 2.0 23.13 |pISCRETE MATHEMATICS 36,22 |GEE BEE AIR RALLY 29.9%
BUTTON AND BADGE MAKER 38.98 |pIsk MECHANIC, THE 58.50 |GEOMETRIC LIBRARY 11.8¢
C-ZAR 126.75 |prsk PRo PLUS 18.75 |GETTYSBURG 38.95
C.A.P.E. 68K ASSEMBLER $8.47 |pIsk To DIsSK 34.34 JoIZMOZ 2.0 39.9%
CALCULUS 36.13 |pIsk WICK 32.46 |GNOME RANGER 13,23
CALLIGRAPHER 79.40 |pISKMASTER 37.40 |GOLD DISK FONT SET #1 21.85
CAMBRIDGE LISP 124.95 |DOCTOR TERM PROFESSIONAL 74.06 |CGOLD SPELL 28.10
CAPITALIZATION SERIES 19.46 |DOMINOES 16.95 |GOLD SPELL II 29.9¢
CAPONE 25.96 |DONALD DUCK'S PLAYGROUND 18.00 |GOLDEN PATH 29.21
CASINO FEVER 25.96 |pos ToO DOS 37.82 |GOLDEN PYRAMID (GAMESHOW) 24.03
CB TREE PLUS 64.95 [DOUG'S MATH AQUARIUM 58.46 |GOLDRUNNER 24.98
CELEBRITY COOKBOOK, THE 22.71 [|DPAINT ARTAUTIL. DISK #1 21.60 |GOMF 22.72
CENTERFOLD SQUARES 19,95 |DR. FRUIT 19.46 |GRABBIT 20.59
CHALLENGER 9.75 |DR. T'S CAGED ARTIST EDITORS CALL |JGRAND SLAM TENNIS 31.25
CHAMPIONSHIP SPORTS GAMES 27.46 |DR. T'S BACH SONGBOOK GRAPHICS STUDIO, THE 38.96
CHESSMASTER 2000 32.40 |bR. T's DRUMS GREAT STATES 24.99
CHESSMATE 20.60 |PR. T'S KCs GREAT STATES II 25.96
CHICKEN LITTLE 19.48 |DR. T'S DR, KEYS GRID START 16.22
CITY DEFENSE 14.95 |DR.XES GRID, THE 34.34
CITY DESK 53.75 |DRAW PLUS (AEGIS) GRIDIRON-FOOTBALL GANE 9. 95
CITY DESK ART COMPANION 19.47 |DPRUM sTUDIO GUILD OF THIEVES 30.90
CLI MATE 24.98 |DYNAMIC DRUNS HACKER II 27.46
CLIP ART SERIES 1-6 12.95 |DYNANIC STUDIO 1.2 HAICALC 30.80
COMICS ON DISK 12.96 |pynaMrc worp HALLEY PROJECT 30.90
COMPUTER BASEBALL 27.47 |pyNaMIC-CAD HARDBALL 28.12
CRALZY CARS 25.94 luuu. WEAVER BASEBALL HARRIER COMBAT SIMULATOR 32.95
CRIMSON CROWN 12.97 |easy LoANS 25.00 |HARRIER MISSION 16,21
CROSSWORD CREATOR 34.34 |epoNSTAR 25.96 |HEAD COACH 32.47
CRYSTAL HAMMER 12.96 |EMERALD MINES 13.97 |HEX 24.95
CUBEMASTER 22.71 |EMPIRE 34,32 |HITCHIKERS GUIDE 20.59
CUSTOMS SCREENS 43.73 |ENCHANTER 20.59 |HOLLYWOOD HIJINX 27.47
DARK CASTLE 25.95 |EUROPEAN SCENERY DISK 17.95 |HOLLYWOOD POKER 25.96
gg:uﬂs::mﬁ 49.95 \FXCELLENCE! 195,00 |HOME BUILDERS CAD 129,96
RD 16.95 HOT &

DECIMAL DUNGEON CFien) | Erdat 36.22 ot ugzr_ o :-11::

DEEP SPACE 7 85 ey TAINT §2.50 luuNT FOR RED OCTOBER !
EXTEND 25.96 27.46
DEFCON 5 25.95 leace 11 21.85 |IMPACT-BUSINESS GRAPHICS 62.46
::5:"33“ (0% THE S CROWN :::: FAERY TALE ADVENTURE 31.23 |INDOOR SPORTS 31.22
34 IraERY TALE GUIDEBGOK 7.76 [|INOVATOOLS I 51.96
DELUXE ﬁELP CALLIGRAPHER 22.7 FERRARI FORMULA ONE 33,57 INSANITY FIGHT 25.96
DELUXE HELP FOR DIGIPAINT 21.84 Jepyp 12'9‘ INSTANT MUSIC 1.2 33.00
DELUXE HELP FOR DPAINT II 21.84 FINAL TRIP 19"‘ INTELLITYPE 35.17
il ::;‘: ey EHOTOMIEATY T i:;; FINANCIAL COOKBOOK 14.40 |TNTERCEPTOR 37.95
DELUXE MUSIC 69.95 FINANCIAL TIME MACHINE 31.16 |INTERCHANGE 29.22
DELUXE PAINT II g5 95 |FIREPOHER 15.60 |INTERCHANGE CONVERSION 16.95
DELUXE PHOTO LAB ”'95 FIRST LETTERS & WORDS 33.00 |INTERCHANGE OBJECTS #1 16.95
® FIRST SHAPES 33.00 |INTO THE EAGLE’'S NEST 28.56
DELUXE PRINT + ART DISK 72.00 |pieET check 25.9¢ |INTROCAD i9.95
DELUXE PRINT ART DISK 42 21.60 |FLIGHT PATH 737 16.21 |INVESTOR'S ADVANTAGE 64.97

We carry over 800

products. Call for unlisted items.




IT'S ONLY ROCK & ROLL 21.60 | OBLITERATCR
J FORTH 68,74 | oGRE

JET 37.46 | OMEGA FILE

JET SET FONT SET 32.50 | ONE-ON-ONE

JEWELS OF DARKNESS 19.95 | ONLINE 2.0

JINXTER 25.95 | co-Toros

KAMPFGRUPPE 41.22 | ORGANIZE

KARA FONTS 54.95 | QUTLINE

KARATE KID II 25,97 | PAGE FLIPPER

KARATE KING 15.56 | PAGESETTER

KARTING GRAND PRIX 16.22 | PALADIN

KEY TO C 22,72 | PAWN, THE

KEYBOARD CADET 27.47 | PEOPLE METER
KICKWORK 19.46 | PERFECT SCORE
KIDTALK 31.95 | PERSECUTORS

KINDERAMA 31,23 | PHANTASIE

KINDWORDS 62.50 | PHANTASIE 3

KING OF CHICAGO 34.34 | PHASAR-FIN'L MGMT
KING'S QUEST I,II,III 32.95 | PHOTON PAINT
KNIGHT ORC 30.90 | PHOTOSYNTHESIS

KWIK SPEAK 28,04 | PINBALL I1.Q.

LAND OF LEGENDS CALL | PINK PANTHER

LARRIE 12.96 | PIXMATE

LATTICE C 4.0 162.47 | PLANET PROBE

LATTICE C PROFFESIONAL 212.47 | PLUTOS

LAZERSCRIPT 28,10 | PORTAL-ADVENTURE GAME
LEADER BOARD TORNA DISK 14,00 | PORTS OF CALL

LEADER BOARD-GOLF GAME 27,00 | POWER PACK

LEARNING THE ALPHABET 19.46 | POWERWINDOWS 2.0
LEATHER GODESSES OF PHOBOS 27.47 | PRE CALCULUS
LEATHERNECK 25.96 | PRINTMASTER PLUS
LEISURE SUIT LARRY 26.40 | PRISM PLUS

LEXCHECK 26.85 | PRO MIDI STUDIO
LIBYANS IN SPACE 19.97 | PRO VIDEO CGI
LINKWORD LANGUAGE SERIES 20.55 | PRO VIDEO FONT SET #1
LINT (GIMPLE) 63.70 | PRO VIDEO FONT SET #2
LION’S AMIGA ART STUDIC  38.97| PRO VIDEO PLUS

LISP 1.3-BY METACOMCO 137.47 | PROBABILITY THEORY
LITTLE DRAGON 12.96 | PROFESSIONAL PAGE
LITTLE RED HEN 19.48 | PROJECT D

LOGIC WORKS 62.47 | PROMISE:SPELLING CHECKER
LOTTERY MAGIC 19.21 | PROWRITE 2.0

LPD FILER-DBASE 81.23 | PUBLISHER PLUS

LPD PLANNER-SPREADSHEET 81,23 | PUNCTUATION SERIES
LPD WRITER-WP 81.23 | PUPPY LOVE

LURKING HORROR 25.96 | Q-BALL

MAD LIBS 12.48 | QUARTERBACK-HARD DISK BACKUP
MAGICAL MYTHS 32.47 | QUINTETTES

MAGICIAN'S DUNGEON 21,84 | QUIZ MASTER

MARAUDER II 27.47 | QUIZAM

MARBLE MADNESS 33,00 | R.R. AESOP’S FABLES
MASTER TYPE 27.47 | READ & RHYME

MATCH IT 25.71 | READ-A-RAMA

MATH MAGICIAN 27.49 | REASON:AT4T WRITERS W.B
MATH TALK 31.25 | RETURN TO ATLANTIS
MATH TALK FRACTIONS 24.95 | ROAD TO MOSCOW

MATH WIZARD 31.23 | ROADWAR 2000
MATH-AMATION 64.95 | ROADWAR EUROPA

MAVIS BEACON TYPING 30.89 | ROADWARS

MAXIPLAN 500 93.13 | ROCKFORD

MAXIPLAN PLUS 124.40 | ROGUE-ADVENTURE GAME
MEAN 18 COURSE DISK 14.96 | ROLOBASE PLUS

MEAN 18 GOLF 28,77 | ROMANTIC ENCOUNTERS
METACOMCO ASSEMBLER 68,72 | SAF-T-NET HD BACKUP
METACOMCO PASCAL 68,72 | SANTA PARAVIA & FIUMACCIO
METACOMCO SHELL 48.10 | SARGON III

METACOMCO TOOLKIT 34,34 | SCENERY DISK #11 EAST COA
METASCOPE DEBUGGER 59,95 | SCENERY DISK #7 EAST COAS
MICROFICHE FILER €9.95 | SCRIBBLE

MICROLAWYER 37.47 | scuret-30

MINDWALKER 34.34 | SDI:CINAMAWARE SERIES
MIND FCREVER 27.47 | SEASONS AND HOLIDAYS
MIND LIGHT 7 153.95 | SEVEN CITIES OF GOLD
MISSION ELEVATOR 34.95 | SHADOWGATE

MOEBIUS 39.95 | SHAKESPEARE

MONEY MENTOR 59,98 | SHANGHAI-STRATEGY GAME
MOONMIST 27,47 | SHERLOCK

MOUSETRAP 12.96 | SILENT SERVICE
MULTI-FORTH 59,95 | SILICON DREAMS
MULTI-PREFS 19.45 | SINBAD & FALCON
MUSIC MOUSE 51.35 | SKYFOX 1.2

MUSIC STUDENT 37.48 | SLAYGON

MUSIC STUDIO, THE 34,35 | SMOOTH TALKER
NANCY-SPELLING CHECKER 34.34 | SOFTWOOD FILE SG
NEWSLETTER FONTS COLOR 19,50 | SOFTWOOD LEDGER V1.2
NIMBUS 1:RECORD KEEPER 93.80 | SONIX (AEGIS)

NINJA MISSION 13,00 | SOUNDLAB MIRAGE

SOUNDQUEST SYNTH EDITORS

25.99
32.46
54.99
14.40
43.56
19.48
62,32
31.25
31.23
93.72
25.95
30.9%0
48.70
54.97
13.23
27.47
24.95
62.40
64.96
97.95
19.46
28.56
45.47
19.46
19.46
34.35
29.71
22.95
62.46
36.33
31.23
45.43
130.38
144.00
72.00
72.00
184.95
36.22
247.50
31.23
34.36
78.10
124.98
19.48
18.68
21.41
45.47
30.90
49.98
23.10
19.48
31.23
31.23
271.56
34.32
29.97
27.47
29.21
23.95
23.95
27.486
58.46
25.95
32.46
19.46
35.75
18.72
18.71
62,32
69.95
34.34
21.60
14.40
31.23
146.25
27.46
27.00
25,95
19.95
34.34
14.95
25.96
33.95
78.21
62.48
49.9%8
209.95
CALL

SOUNDSCAPE UTILITIES 1 35.71 | ZING! SPELL $7.95
SOURCE LEVEL DEBUGGER 57.16 | zoon! 21,95
SPACE BATTLE 16.96 | 208K TRILOGY 48.10
SPACE FLIGHT 19.46 | zumn FONTS VOL 1,2,3 21.85
SPACE MATH 29.95
SPACE PORT 27,38 ]
SPACE RANGER 13,00 HARDWAR E
SPACEQUEST 33,00
SPELLBOUND 25.96 15* CAMERA CABLE 12.97
SPELLER BEE 31.25 | ALEGRA WITH OK 166.95
STAR GLIDER 30.50 | ALPS ALQIDO COLOR 24PIN 599.00
:::::;iz':‘“;l. ;«‘,:3 ANIGA 2052 2 MEG RAM 399.00
. \
STELLAR CONFLICT 25.95 ::Ig’;ul‘;:il'mx f::::
STOCK MARKET-THE GAME 16.21 i
oanie baHER 27 g6 | ASPS 8 MEG BOARDS W/0K 399,00
STRIP POKER DATA DISKS N2 a7 h | (L EERR24 00 BAUDINCORN 229.18
STsoralyCay At i lcoton) 1a.1g | BYTE BOX CK-RAM GPTIONAL 249.00
e o 9s | € £TD 33 MB A2000 iD 799,00
SUB BATTLE 33,950 | C IIDEOOMRGE BD 899.00
SUPER HUEY-COPTER GAME 23.36 | € LTD 512K UNPOPULATED 49,95
SUPERBASE 93.73 | € LID SCSI CNTRLR A1000 219.95
SUPERBASE PROFESSIONAL 195.00 | CA-880 FLOPPY DRIVE 219.00
SURGEON, THE 31,23 | CLEANING KIT (SMALL) 8.95
SYMPHONY SONGS (EACH VOL) 15.95 | CPS 500-POWER SUPPLY AS00 74.97
SYNTHIA 59,95 | EASYL TABLETS (ALL AMIGAS) 369.00
SYSTEMS MONITOR 29,95 | ECE MIDI 500/ 2000 48,71
T & L GALLERY 9.95 | ESCORT 2 UNPOPULATED 249.00
TALES FROM ARABIAN NIGHTS 31,95 | ESCORT 500 UNPOPULATED 309.00
TALKER-TALKING WP 48.10 | EXP-1000 1M AS500 479.95
TALKING COLORING BOOK 18.73 | EXP-1000 IN UNPOPULATED 219,95
TASS TIMES IN TONETOWN 27.46 | FLICKER FIXER (HARDNARE) 499.00
::ﬁmi’ :::: FUTURE SOUND-AUDIOSAMPLER 142.20
TEMPLE OF APSHAI 370k 6| SRASS SERI/IN AN 3Axs20
TERRORPODS 35 9 | TMPACT sCS1/512K RAM 429.95
S e ge | msck start 149.47
e G4 93 | MFCRON 2 NEG FOR A2000  499.00
TEXTPRO 45 95 | MICRON 2 MEG FOR A500 CALL
THAI BOXING Yag | HDE ok 64.20
THEXDER 23 95 | MINISCRIBE 20MB 3.5" FAST 329.00
THREE LITTLE PIGS 15,48 | MINISCRIBE 8051s SCSI 40M 615.00
THREE STOOGES 35.95 | NEC COLOR Pé 621.20
THUNDERBOY 22.71 | NEC P2200 PRINTER 399,00
TIME BANDITS 22.09 | OKIMATE 20 W/PLUG N PRINT 199.00
TOOL CADDY 32.46 | OVERDRIVE HD CONTROLLER 199.95
TRANSCONTINENTAL RAILROAD 25.96 | PANASONIC WV1410 CAMERA 224.96
TRICONOMETRY 3€.22 | PANAsONIC wv1s00 cAMERA 319.95
TRINITY 27.47 | PERFECT Soup 67.47
TRUE BASIC ¢8.72 | PERFECT vISION 169.95
TURBO CALL | PRCCRIVE 219.00
TURBO SILVER 129,95 | PRODRIVE 2000 149,00
TV SHOW 65.01 | QUANTUM PRODRIVE 80S 1199.00
TV TEXT 62.32 | SCRIBE-CARD 30 FOR 2088D 420.00
TXED PLUS s1.95 | SPIRIT O MB FOR A1000 249.00
TYPING TUTOR WORD INVADER 22,73 | SPIRIT 0 MB FOR AS00 249.00
ULTIMA III 28.57 | STAR NB24-10 545.96
ULTRA DOS 37.95 | STAR NX1000 PRINTER 199.00
UNCLE D CON SOUND TRATION 25.57./ | STARNXLQ00FRAINBON 249.95
UNINVITED 31,34 | STARBOARD 2 PRODUCTS CALL
VADER 19 46 | SUBSYSTEM 500 199,95
VAMPIRE'S EMPIRE 297211 [:BUEERGEN 699,00
VIDEO EFFECTS 3D 129,96 | SUPRA 2400 MODEM 152.49
VIDEO VEGAS 24,10 | SUPRA DRIVE 20 MEG A1000 699,00
VIDEOSCAPE 3D 124.98 | SUPRA DRIVE 20 MEG A500 699.00
VIDEOTITLER 99,95 SUPRA DRIVE 30 MEG A1000 859.00
VIP PROFESSIONAL 103.10 SUPRA DRIVE 30 MEG AS00 859.00
VIZAWRITE 93.7% | VI 2000 RF 79.95
VOCABULARY IMPROVEMENT 19.95 | XEROX 4020 INK JET COLOR 1140.00
VYPER 21.95 =
W SHELL 31.16 ACCEQ ()F)lE
WBEXTRAS 24.95 =
WESTERN GAMES 31,95
WINDOW PRINT II 22.75 | Yes, we carry accessories! Everything
WINNIE THE POOH : e .
WINTER CHAL:.P.NGE l:.:: from blank disks L Joysticks ho_Ampga
WINTER GAMES 27.4¢ | dust covers to printer accessories to
WISHBRINGER 10.25 | copy stands to computer cables to RGB
bt el ,ia75> | encoders to power strips to modems, &
NORD PERFECT LIBRARY 8450 | much more! Unfortunately, there's too
WORKS, THE 124.97 | much to list here, so please call us for
e ?N,"l-"m i;:: anything and everything you need for
Pl 255 55 | your Amiga that isn't listed here.
2ING 49.98 | THANK YOU!
2ING KEYS 31,25

Store front addresses:

318 Wilshire Bivd, Santa Monica, CA 90401

Tues. - Sat. 11-7 p.m., Sun. 11-5 p.m. phone: (213) 394-7779
4453 Redondo Beach Bivd., Lawndale, CA 90260

Mon - Sat. 11-7 p.m. phone: (213) 542-2292

2112 E. Thompson Dr., Ventura, CA 83001

Tues - Sat 11-7 p.m., Sun. 12-5 p.m. phone: (805) 652-0325

Creative Computers is both a mail order company with a store’s support and three store
showrooms with mail order prices. If possible, drop by a store and you will be Amazed!

MIN'MUM ORDER: $20

SHIPPING INFO: 1% surcharge for Visa and MasterCard; call for shipping rates.
INTERNATIONAL PHONE & MAIL ORDERS ACCEPTED

RETURN POLICY: Delective merchandise under warranty will be repaired or mpllnnd Pdllmd
product must be in original package. We do not offer any refund on defective pr or for

that do not perform satisfactorily. We maka no guarantees for product periormance.

CONDITIONS: Creative Computers reserves the right to limit the sale of any tems to local in-person
pick-up only. Prices subject to change without notice.

WE ALSO RUN A 24 Hr. BBS: Call (213) 394-5988 with your modem.

SCHOOL AND LARGE COMPANYPURCHASE ORDERS ACCEPTED.

Visit one of our stores soon!!



g

Insanity Fight

Microdeal /39.95

Players are given five fighters with which to
begin this space-battle game. Once launched
into space, players must survive the battle
to eventually face the evil death ship. The
fighter's display panel provides the player
with information on radar, speed, time, and
fuel level. The game offers several play
options.

Jackal

Konami/ joystick optional /39.95

The player attempts to rescue his or her
comrades from behind enemy lines using
the army’s all-terrain attack jeep. The jeep is
equipped with guided missiles and incendi-
ary grenades. For two players or one player
against the computer.

Karate King

Constellation Software [/ 19.95

This karate combat game features nine dif-
ferent screens. Each opponent becomes
more difficult as the game progresses. One
or two players can fight it out.

Kill or Be Killed
Teknoware /512K [49.95

In this multilevel, arcade-style game, the
player attempts to rescue a POW from be-
hind enemy lines. This two-disk game fea-
tures graphics, sound, and animation.

Larrie & the Robbery

of the Ardies
Constellation Software /19.95

Players must help Larrie avoid fast-moving
Ardies while collecting objects for points.
The game features several levels and scroll-
ing backgrounds. One or two players can
participate.

Major Motion

Microdeal / 39.95

Major Motion is an arcade-style driving
game that pits the player against armored
cars, spiked cars that slash tires, and an
enemy assault helicopter with an arsenal of
bombs. The player tries to rid the land of
the evil Draconian League and make the
roads safe for civilians.

Maniax
Anco/24.95

A thick, swirling smoke protects a part-
dragon, part-serpent creature from destruc-
tion. Only Maniax, an alien from another
planet, has any chance of destroying the
evil intruder, but he needs the players' help
to rid the city of the smoky menace.

Marble Madness
Electronic Arts [joystick /49.95

One or two players race against the clock
or each other to get their marbles through
the raceways and over the goal line. Obsta-
cles include humming hoovers, marble
munchers, and a steelie. There are six race-
ways—such as the silly level and the aerial
race—to provide varying degrees of chal-
lenge. This arcade-style game features 3-D
graphics and the musical score and sound

50 AMIGA

effects from the original Atari coin-op
version.

Master Ninja: Shadow Warrior
of Death

Paragon Software / Distributed by Electronic
Arts /39.95

Players assume the identity of a ninja war-
rior sent on a quest to recover a magic
sword stolen by an evil Japanese warlord.
The ninja must fight his way through more
than 25 chambers of the warlord's castle,
confronting evil ninjas, samurai guards,
mystic ninja priests, curses, and deadly ti-
gers. The player uses the ninja's martial-arts
skills and weapons to kill his opponents, re-
capture the sword, and kill the warlord.

Mega Pinball

Starvision / Distributed by Apache

Technologies /39.95

Four different 640 X 384 graphic screens
feature eight-direction scrolling, flippers,
bumpers, jumpers, tunnels, bonus sections,
and other arcade-style pinball-machine ac-
tion. The angle of the onscreen machine
can be set to affect the speed of the ball. A
four-player mode is available.

Mission Elevator
Constellation Software [/ 19.95

In this mystery arcade game, the player
must collect 16 clues to diffuse a bomb
planted on the 62nd floor of a hotel. Enemy
secret agents try to stop the success of the
player's mission.

Persecutors
Constellation Software /19.95

Players must navigate a ship through
unknown waters while avoiding force fields
and alien attackers. The game features over
65 levels of competition.

Phantasm
Scorpion Software [/ 34.95

A destitute wanderer is transported to a dis-
tant moon and given the opportunity to save
the Earth. For each section of the Earth
saved, the player must destroy eight recon-
stitution installations and then redock. The
player can choose which sections to rescue
first.

Pinball Master
Anco/24.95

Pinball Master simulates the arcade classic.
It offers realistic ball control, graphics, and
sound effects.

Pinball Wizard
Accolade /34.95

Pinball Wizard brings arcade-style pinball
action to the computer screen. Several pin-
ball tables are provided, with an assortment
of obstacles and targets, and players can
assign the bonus values. The game will pe-
nalize the players when they try to tilt, and
the stroboscope feature causes the ball to
vanish occasionally. Using the built-in con-
struction set, players can build their own ta-
bles with customized designs and colors.

Plutos

Mindscape [ joystick / 29.95

Stationed in outer space, the player must
defend against attacks by spinners, bounc-
ing disks, alien armadas, sentinels, and an
immense mother ship. The arcade-style ac-
tion is displayed in high-resolution graphics
with background sound effects.

Plutos by Mindscape

Power Stix
DigiTek /512K /34.95

Joystick pros can work their way through
15 levels of obstacles.

Robbeary
Anco/24.95

Bertie Bear sets out to rob a 24-floor build-
ing of its fruit and gems, but he needs help
from the player to outsmart the guards. This
game was previously released in Europe.

Skyblaster

DigiTek /512K /34.95

One or two players can battle it out in this
air-to-air and air-to-ground 3-D combat sim-
ulation. There are 20 degrees of difficulty,
with 80 levels of play.

Space Battle
Constellation Software/19.95

One or two players can battle in space
while traveling through an asteroid belt.

SpaceCutter
Rainbird /29.95

Players pilot a powerful spaceship in search
of the Stargates, a passageway to the free
world. Alien spacecraft, asteroid belts, and
enemy missiles try to stop the hijacked
SpaceCutter. The game requires problem-
solving skills as well as arcade-game strate-
gies. It features 3-D shaded graphics,
shadow effects, and sideways scrolling.

Spaceport

Constellation Software/19.95

As the pilot of a prototype spacecopter, the
player must navigate the interior of an as-
teroid to rescue the spaceport and destroy
the enemy.

Spinworld
DigiTek /512K /34.95
Players must battle the inhabitants of Spin-

world, a large object spinning toward the
solar system.



Street Cat
U.S. Gold / Distributed by Epyx/24.95

Players must complete competitive events
to determine who is the top cat. The cats
must crawi, jump, somersault, and run
through the park; spring off and land on
floating platforms in the pool; cross through
the sewers; and bowl against the bulldog.

Thexder
Sierra On-Line /34.95

In Thexder, based on the arcade game,
players control a robot that has the ability to
transform from an android to a fighter jet
and back again. Players must battle more
than 20 types of aliens and explore caves
and battlefields. The program features a
musical score that choreographs itself to re-
flect the action.

Turbo

Microlllusions / Distributed by Mediagenic /24.95

A part of Microlllusions' One on One Series,
this auto-racing action /arcade-style game
allows one player to compete against the
computer and two players to race side by
side or via modem. Game features include
oil slicks, spiked wheels, different road
courses, a choice of cars, and police
chases.

Twin Ranger

Starvision International / Distributed by Apache
Technologies /39.95

In this shoot-"em-up arcade game, the Twin
Ranger is the last surviving warrior in a
world where computers have taken over.
The Twin Ranger uses his energy-absorbing
weapons to attack the master control com-
puters (MCC) and return the world to its
precomputer state. Twin Rangers, which is
three games in one, features 3-D effects,
scrolling techniques, sound, and music.

Viper Patrol

Keypunch Software / joystick / 19.99

Players blast off into space in this arcade-
action game. Waves of enemy vipers must
be destroyed as they attack the player's
spacecraft head-on.

Virus

Rainbird /29.95

A seeder slowly and silently spreads the
spores of a poisonous virus that is infecting
the Earth. Piloting a hoverplane, the player
seeks out the virus, ready to destroy it with
scanners, laser cannons, and homing mis-
siles. There are eight aliens to contend with,
and play becomes more difficult as gravity
increases. Features include scrolling
screens, multidirectional movement, con-
toured landscapes, projected shadow ef-
fects, and a sensitive control system.

Vyper

Top Down Development/29.95

This space-adventure and battle game fea-
tures 100 levels of competition with 25 dif-
ferent opponents and stereo sound. One or
two people can play.

’Si.m.l.uléti;)n.s :

Way of the Little Dragon
Constellation Software /19.95

Way of the Little Dragon is a karate adven-
ture game with eight levels of play and four
different challengers. For one or two
players.

Zoom!
Discovery Software /29.95

Zoom! is a nonviolent arcade-style game
featuring Zoomer. Zoomer is chased by a
gang of reckless enemies through an outer-
space land, Zoomland, as he tries to collect
territories and points. However, Zoomer
must watch out for the “oops” factor when
he tries to advance to the next level. There
are 50 levels of play. The game includes a
30-day money-back guarantee.

Arcticfox

Dynamix [ Distributed by Electronic Arts/49.95

A new, high-tech snow tank that accelerates
from 0 to 100 in four seconds is Earth's
only defense against the aliens who have
invaded the South Pole. The player controls
the Arcticfox as it travels across mountains,
crevasses, ice fields, and tundra, and
through electrical storms and blizzards.
Landscapes are displayed in 3-D. The tank
uses lasers, cannons, mines, heavy armor,
and guided missiles to ward off attacks
from nine alien craft. This game offers real-
time tank movement, first-person cockpit
and missile views, and instrumentation such
as zoom, radar, clock, and compass.

Balance of Power
Mindscape /49.95

The player takes the part of either the Pres-
ident of the U.S. or General Secretary of the
U.S.S.R. in this strategic simulation. As
head of the nation, the player has eight
years to manage overt and covert actions,
insurrections, political deceptions, divisions
of troops, and diplomatic relations. During
the course of play, each nation's prestige
will rise or fall.

Crazy Cars
Titus /39.95

Crazy Cars lets computer drivers expe-
rience the speed of some of the world's
fastest cars as they race through six
courses—Arizona, space shuttle, Florida,
mountain, Malibu, and New York. Players
start out in a Mercedes 560 SEC, and, after
successfully completing all six races, they
can move up to a Porsche 811 Turbo, Lam-
borghini Countach, and, finally, a Ferrari
GTO. Speeds in the cars can reach up to
189 mph. There are 72 levels of play ac-
cented by sound effects and color graphics.

Destroyer

Epyx / joystick /39.95

The captain of this Fletcher Class U.S. Na-
val Destroyer is responsible for the total
operation of the ship—radar and sonar
readings, depth charges, antiaircraft guns,
torpedoes, onboard computer, and repair.
The ship must be repaired constantly for all
controls to function properly. The captain
also has to avoid U-boats, Kamikaze pilots,
and Zero fighters. There are seven mis-
sions and three levels of difficulty from
which to choose. An instruction manual is
included; the game is joystick controlled.

Echelon
Access [44.95

Echelon is a top-secret military facility of the
twenty-first century where pilots learn to fly
the Lockheed C-104 Tomahawk, a space
combat and exploration vehicle. The player
is assigned to patrol a new zone and find
the solution to several strange events which
have occurred there. The game features
four weapons systems, a bidirectional tele-
porter unit, two 3-D screens, infrared graph-
ics, and the LipStik, a voice-activated
control headset to give commands to the
spacecraft.

F | A-18 Interceptor

Electronic Arts /512K, one megabyte
recommended /49.95

Amiga flyers can take control of the F/A-18
Interceptor and lead combat missions to
shoot down enemy aircraft and defend Air
Force One. This flight simulation contains
six combat missions, free flight, and a train-
ing mission, all set in the San Francisco
area. In free-flight mode, pilots can try to fly
under the Golden Gate Bridge, bomb the
Transamerica Pyramid, or glide over Alca-

F/A-18 Interceptor by Electronic Arts

traz. In combat and training missions, play-
ers can land the F/A-18 on the USS Enter-
prise aircraft carrier or fly the land-based F-
16 Falcon. By enrolling in the flight school,
players can qualify for additional missions.
Weapons include Sidewinder missiles, a
20mm Vulcan cannon, and Sparrow mis-
siles. Game features include 3-D graphics, a
realtime digital map, a 360-degree first-
person perspective, a zoom function, an
ejection seat, and sound effects such as ex-
plosions, cannon fire, landing screeches,
and the jet engine. ©
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Flight Path 737
Anco Software [ 24.95

Computer pilots learn to fly the commercial
737 jet in this flight simulator. Players start
with solo flight and gradually work their way
up to international license. The flights take
off from an airfield surrounded by moun-
tains, and the pilots must navigate the air-
craft to a landing in a valley on the other
side.

Gato
Spectrum HoloByte /49.95

Players are in the captain’s 'seat of a World
War Il Gato class submarine. Wartime mis-
sion assignments are beeped out in Morse
code and translated into text on the console
while approaching objects are viewed in 3-
D. Players have control of depth, speed,
periscope, radar, torpedoes, and other sub-
marine functions. The records of enemy
vessels sunk and missions completed are
kept in the captain’s log, which can be
saved for future games. The enemy is pro-
grammed to think strategically and to avoid
being sunk.

GeeBee Air Rally

Activision /39.95

An arcade-style racing game that features
over 250 levels of difficulty. GeeBee Air Ral-
ly offers players the choice of 16 different
air-race courses with 3-D scrolling graphics.
Players must fly over, under, and around
the competition. Flying too close may cause
a collision, forcing the pilot to bail out.
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GeeBee Air Rally by Activision

Gunship
MicroProse [49.95

Players take control of an AH-84 Apache
helicopter to carry out seven rescue,
search-and-destroy, and covert missions.
The Apache is loaded with 11 guided mis-
siles, four guns, Hellfire laser missiles, a
zoom-TV gunsight, and the integrated hel-
met targeting system (IHTS). The missions
take place around the world from Southeast
Asia to Central America. This flight simula-
tion program uses 3-D graphics and a joy-
stick flying system and varies in difficulty
from training to expert levels.

Harrier Combat Simulator
Mindscape /512K /49.95

Developed in conjunction with the British
Aerospace, this game simulates air-to-air
and air-to-ground combat flight of the Harri-
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er aircraft. Players can maneuver the jet
through vertical takeoffs, barrel-roll attacks,
air and ground combat, and firing heat-
seeking Sidewinder missiles and 30 mm
cannons. The mission is to destroy the ene-
my's headquarters 500 miles away without
being detected and shot down by a super-
sonic MiG-2323. Onscreen instruments, air-
craft response, and visual feedback help
guide the player. There's a practice mode
for developing flight and combat skills, and
the player can choose pilot, commander, or
ace level for the combat mode.

Harrier Mission
Anco Software [24.95

As a beginning pilot of the Harrier fighter,
the player must learn to land on the carrier,
hover, and evade incoming missiles. In the
combat missions, the pilot can use sweep
radar to find the enemy and then launch
heat-seeking missiles or use gunnery skills
to shoot him down. Releasing chaff can
help the pilot avoid being shot down, but he
or she must also keep a close eye on fuel
levels to make it back to the carrier. Water
swells and cross winds could make the
landing treacherous.

Highway Hawks

Anco/34.95

Highway Hawks is a two-disk racing simula-
tion. Players can race against each other or
trade their cars.

Jet

SubLOGIC /512K, mouse, color or monochrome
monitor; joystick optional /49.95

Players can take the pilot's seat of an F-16
Fighting Falcon or F-18 Hornet jet fighter to
track and shoot down MiG-21 and MiG-23
fighters. This fighter-jet simulation features
full-screen heads-up display, search radar,
an automatic target-tracking computer, an
ejection seat, multiple 3-D windows, a mis-
sile's-eye-view of targets, and a multiplayer
option. There's a free-flight mode for non-
combat maneuvers as well as various other
options for aerial dogfights or target strikes.
Scenery includes clouds, 3-D ground tar-
gets, enemy aircraft, and an aircraft ground
shadow.

Scenery Disk #7

SubLOGIC/flight simulation software /24.95

One in a series of disks that provide addi-
tional scenery and flying environment when
used with Flight Simulator, Flight Simulator
ll, Jet, or other SubLOGIC flight simulators.
This disk includes airports, radio-nav aids,
cities, highways, rivers, and lakes: and it
covers parts of the East Coast—Washing-
ton D.C., Charlotte, Jacksonville, and Miami.
This disk can be used for both visual flight
and VFR or IFR cross-country flight.

Scenery Disk #11

SubLOGIC/flight simulation software /24.95

One in a series of disks that provide addi-
tional scenery and flying environment when
used with Flight Simulator, Flight Simulator
Il, Jet, and other flight simulation programs.
This disk includes airports, radio-nayv aids,

cities, highways, rivers, lakes, and a hot-air
balloon for the Central Great Lakes area.
There are views of Detroit, Pittsburgh, and
Niagara Falls.

Silent Service
MicroProse /39.95

The player commands a World War Il sub-
marine in the South Pacific in this subma-
rine simulation that includes five different
battle-station screens and a map of the
South Pacific. There are six historical mis-
sions requiring surface attacks with 5-inch
guns, careful tracking, and torpedo attacks
on enemy troopships. To survive, the player
must also avoid depth charges, destroyer
detection, and shallow water. Graphics in-
clude the bridge, conning tower, torpedo
room, and periscope. More than 32 colors
are used to depict sunsets, burning ships,
oil slicks, and battle stations as seen from
the submarine. Digitized sounds represent
actual submarine and sonar sounds. On-
screen icons are used for game control.
Skill levels range from gunnery to patrolling
the Pacific.

SkyChase

Maxis / joystick /

Pilots can choose to fly any of a number of
planes: FA/18 Hornet, F-14 Eagle, F-15
Tomcat, F-16 Falcon, MiG-31 Foxhound,
MiG-27 Flogger, and even a paper airplane.
Players fly against the computer or another
player using handicaps and the ace mode.
Targets can be locked using the heads-up
display (HUD). The game includes stereo
sound. All planes are in 3-D wire-frame
format.

Sub Battle Simulator
Epy»/39.95

As commander of a World War Il subma-
rine, the player can choose from 24 Ameri-
can and 36 German missions, including
seek and destroy, rendezvous, lifeguarding,
and patrol. There are six classes of U.S.
Navy submarines and German Kreigsmarine
U-boats, each individually outfitted with
equipment characteristic of the 1939-45
era. The missions are based on historical
data, and there are three modes of com-
mand: target practice, single mission in a
combat setting, and wartime command for
the duration of the war. Weapons include
antiaircraft guns, torpedoes, mines, and
deck guns. The player also has to be on the
lookout for destroyers, depth charges, air-
craft, and inclement weather. A manual and
quick-reference command card are included.

Super Huey
Cosmi/19.95

This helicopter flight simulator takes advan-
tage of the graphics and sound capabilities
of the Amiga. Players can choose from four
scenarios. In Solo Flight, players are trained
in flight techniques and become familiar with
thp helicopter's instruments. The Rescue
mission requires players to find and pick up
stranded military personnel. The Explore
mission provides players with the opportuni-
ty to fly unexplored territory and map the



terrain. In the Combat mission, players de-
fend a secret desert installation from
unknown hostile forces. The helicopter is
equipped with rockets and machine guns.

Test Drive
Accolade /44.95

In this driving simulation game, players can
test-drive a variety of high-performance
cars, including the Ferrari Testarossa, Lam-
borghini Countach, Lotus Esprit Turbo, and
Porsche 911 Turbo. The interior of the car
and road are displayed as seen by a driver.
The player must drive a section of highway
within a certain time frame. Obstacles in-
clude traffic, falling rocks, and patrol
officers.

}‘sioa'cé and
Science Fiction

Alien Fires
Paragon Software / Distributed by Electronic
Arts /512K, Kickstart v. 1.2/39.95

Players assume the role of a time lord who
can transcend the barriers of time. Custom
characters can be created by defining
strengths and weaknesses in such areas as
fighting, diplomacy, dexterity, and quick-
ness. The game begins with the character
being sent into the distant future to Galaxy's
End, a small planet at the edge of the uni-
verse. The object is to find a mysteriously
vanished man known as Samuel Kurtz, cre-
ator of a time transportation device that
must be destroyed. The game features a
digitized rock soundtrack, scrolling 3-D
graphics, and speech synthesis.
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Alien Fires by Paragon Software

Andromeda Mission
Demonware / Nationwide distribution through retail
stores only /39.95

In Andromeda Mission, the player sets out
to save the race from an evil worse than
aliens.

Captain Blood

Mindscape /49.95

Fractal and vector graphic techniques are
used to create the screens in this space
game. Captain Blood must search for and
destroy the Captain Blood clones scattered

around the galaxy before they drain his
energy.

Carrier COmniand
Rainbird [ 44.95

The time is June 2166, and the mission is to
populate a series of volcanic islands in the
Southern Ocean before the STANZA takes
control. The player controls the aircraft car-
rier and its on-board weapons, a squadron
of remote fighters, and an amphibious as-
sault division. Arcade-style action takes
place in 3-D graphics. The package includes
an illustrated mission briefing and opera-
tions guide, an audio-cassette soundtrack,
and a sticker.

Charon 5
Mindware International /512K [34.95

Strategy and arcade action are combined in
this space game in which the player battles
against the intergalactic Charon 5. The
game offers more than 5400 full-color
screens with 11 levels of play and stereo
sound and music.

Charon 5 by Mindware International

Empire
Interstel / Distributed by Electronic Arts /49.95

This space strategy game combines com-
bat, exploration, and artificial intelligence.
Players must send forces to distant planets
to build armies and navies, form nations,
and gather resources. The object of the
game is to gain influence and control of
the galaxy. The game features over 30
commands.

Extensor
DigiTek /512K /34.95

In this space-based game, players compete
in a 3-D motorcycle contest on the deserts
of Mars. There are 24 levels of difficulty.

Fire and Forget
Titus Software /39.95

The Inter-Galactic Liberation Organization is
threatening to destroy Earth, and itis up to
the player to save the planet. As command-
er of Thunder Master, the world’s ultimate
fighting machine, the player is at the con-
trols of a V-16 triple-turbo engine with four-
wheel drive and tetranuclear-propulsion
missiles. A second player can command the
magnetic levitation unit, Thunder Cloud.
There are three levels and six conflicts
ranging from guerrilla warfare to global war.

Hitchhiker’s Guide

to the Galaxy
Infocom /14,95

Arthur Dent's house is going to be bull-
dozed to make way for a highway bypass.
This same fate awaits the planet Earth. The
player takes part in a series of intergalactic
adventures while trying to salvage his or her
home.

Obliterator
Psygnosis / Distributed by CSS /512K [39.95

Drak, Last of the Obliterators, is a genetical-
ly enhanced fighting machine, and he has
been summoned by the Federation council
to protect Earth. His mission is to infiltrate
an alien cruiser using a prototype matter
transporter and then to destroy the craft.

Off Shore Warriors
Titus Software /39.95

A new sport has evolved on Earth after ex-
traterrestrial pacifists’ takeover of the plan-
et. Powerful boats race against each other
and the elements in international competi-
tion on some of the world's largest lakes.
Eaoh boat is armed with only two missiles
and one captain. The winner is the one that
finishes the game alive.

Pioneer Plague

Antic Publishing /512K, joystick

recommended /39.95

In this science-fiction game, the player must
prevent an out-of-control robotic spaceship
from entering the atmosphere. The Pioneer
Probe Mark IV was designed to find suit-
able planets and make them habitable for
humans. However, the probe has gone hay-
wire and is destroying everything in its path.
Choosirng from four monitors in the LifeStar
control room, the player can travel to the
airship, take the LifeStar to another planet,
open the drone programming simulator, or
save and load drone patterns. Drones and
photon missiles can be used to stop the
probe from reaching any other planet. Sta-
tus instruments help monitor the progress.
The game features HAM-mode graphics,
4096 onscreen colors, and multilevel game
design.

Quizam!
Interstel / Distributed by Electronic Arts /34.95

For one to eight players, Quizam! features
eight game boards, eight levels of difficulty,
and over 2000 multiple-choice questions.
The players must decipher and answer
questions in order to access eight satellites
that are orbiting the Earth. Questions come
from two main categories—Fun Facts,
which includes sports, games, culture, tele-
vision, and potpourri; and School Days, with
questions from vocabulary, history, art, and
other studies. The package also includes
“Quizzer!,” a program which allows players
to design their own questions and answers.
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Reach for the Stars,
Third Edition

Strategic Studies Group /Distributed by Electronic
Arts /39.95

One to four players compete to colonize
and rule empires in space. Empires can be
built and maintained by improving the indus-
try and environment and by building war-
ships. There are four classes of warships,
transports, and explorers. Game options in-
clude novas, natural disasters, solar debris,
and xenophobes. A tutorial is included.

Roadwar 2000

Strategic Simulations (512K /39.95

It's the year 2000, and the United States is
on the verge of destruction from bacterio-
logical warfare. The player is assigned the
task of locating eight scientists and taking
them to a secret underground lab, where
they must develop a life-saving serum. The
search is made harder and more dangerous
by the hordes of mutant beings and rival
road gangs the adventurer meets on the
journey.

Roadwar Europa

Strategic Simulations /512K [44.95

In this sequel to Roadwar 2000, terrorists
threaten to detonate five nuclear devices in
twenty-first-century Europe. Commissioned
by the United Nations, the player leads a
gang against the terrorists to find and dis-
arm the bombs and then destroy the terror-
ist leaders. Mutants, cannibals, and rival
road gangs attempt to stop the rescue
group, which is armed with guns, cross-
bows, and rams. The crew and vehicles
from Roadwar 2000 can be transferred to
this version, or the player can design new
ones.

Roadwars
Arcadia / Distributed by Electronic Arts/34.99

In the twenty-fifth century, the Galactic Fed-
eration rules, and computers and robots do
all the work. Moons are connected by road-
ways controlled by computers. When one of
those computers malfunctions, the player,
commander of a battlesphere tank, is sent
in to repair the roadway and clear the de-
bris. A laser cannon helps blast barricades
as well as aliens.

Rocket Ranger
Cinemaware [49.95

Scientists of the twenty-first century travel
back to 1940 to alert the hero that the Nazis
will win World War II. They supply a rocket
suit, a ray gun, and a secret decoder wheel
so the player can thwart the Nazis, change
history, and save humanity. This interactive
game is modeled after Saturday-morning
serials and includes arcade sequences, a
nonlinear plot, music, and sound.

Rubicon Alliance
Datasoft/joystick /19.95

A ninth planet, Nono, attempts to destroy
the Rubicon Alliance created among the
eight planets in the Hyturian Star System.
The player takes the role of Hawkins, a
Starfox space figher, who undertakes a
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mission in eight stages to find and defeat
Nono and save the Alliance.

Scary Mutant Space Aliens
from Mars

ReadySoft/39.95

Scary Mutant Space Aliens from Mars is a
multitasking text-adventure game that fea-
tures digitized graphics and sound. Using
animated sequences and instant maps, the
player must learn to operate a Dryfon 3
Zapometer, dismantle the lon-Beam
Doomsday device, and find a way through
the Maze of Neptune.

Silicon Dreams

Rainbird /29.95

Three smaller games are combined in this
space adventure. The player is a colonizer
of the planet Eden in the twenty-third centu-
ry. In the first game, Snowball, the player
awakens from hibernation on a transport
ship on its way to Eden. In Return to Eden,
the crew of the Snowball travels to the city
of Enoch on Eden. Finally, in Worm of Para-
dise, the adventurer must find a way to
solve the problem in Enoch.

Skyfox II:

The Cygnus Conflict
Electronic Arts /512K /39.95

In this sequel to Skyfox, players again use
the warp-speed space fighter, Skyfox, to
fight for the Federation in the Cygnus Con-
stellation. The Skyfox is equipped with neu-
tron disrupters, photon pulse bombs, anti-
matter mines, and other weapons and can
travel at a speed of 9000 kilometers per
second. There are ten battle scenarios cov-
ering an area of over 50 star bases. At the
end of each mission, the player's per-
formance is evaluated by a Mission Sum-
mary Screen. Action takes place in 3-D
graphics at a fast-frame rate.

Slaygon

Microdeal /39.95

Slaygon is a sophisticated military robot that
cannot be stopped by conventional weap-
ons. The robot is sent to the Cybordyna-
mics Laboratory to destroy the main
computer, blow up the facility, and thwart
plans of world domination. A cloaking de-
vice makes the robot invisible, and a short-
range scanner alerts the robot to danger.
Shields help absorb destructive energy,
while a storage room allows the robot to
pick up objects for future use. An infor-
mation panel provides an ehergy-level indi-
cator, a directional indicator, and an
overhead-map view of the player's
movements.

Space Quest I:

The Sarien Encounter
Sierra On-Line /49.95

Roger Wilco, sanitation engineer, crash-
lands on an alien planet and faces a multi-
tude of adventures—alien brew at the
f(eronian Rock Palace, cruising the galaxy
in a used spaceship, and finding new life
forms. The game also contains arcade
sequences.

Space Quest II:

Vohaul’'s Revenge
Sierra On-Line /49.95

Vohaul's Revenge is the sequel to Sierra's
Space Quest: The Sarien Encounter. In this
adventure, Roger Wilco, a sanitation engi-
neer and space hero, tries to defeat the evil
scientist Sludge Vohaul. The game contains
animated, cartoonlike graphics.

Space Quest lii:

The Pirates of Pestulon
Sierra On-Line /49.95

Roger Wilco battles Pestulon pirates to
save two software authors, The Two Guys
from Andromeda, from a future of writing
lifeless arcade games. The player must infil-
trate the Scumsoft Software Empire to free
the authors. This game is the third in the
Space Quest series.

Space Racer
Brederbund/19.95

The player represents Earth at the space
races, a contest among various planets held
every three years in the twenty-fifth century.
The player must race for his or her life
through three alien worlds, dodge other rac-
ers, force them into speed traps, or blast
them out of the universe. The game fea-
tures 3-D animation and graphics.

SpaceSpuds

Haitex Resources / Distributed by Apache
Technologies /512K minimum /124.95
SpaceSpuds is a space-based arcade game
designed to be played with Haitex's X-
Specs 3-D Stereoscopic Vision System. In
the game, the player is in the middle of an
intergalactic junk-food-freighter crash and
must destroy as much fat debris as possi-
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SpaceSpuds by Haitex Resources

ble. In any collision with debris, the player
adds calories and weight until he or she ex-
plodes. With X-Specs 3-D glasses, all the
action is viewed in 3-D graphics with ac-
companying stereo sound. The LCD shutter-
glasses plug into the interface, which fits
into the Amiga’s second joystick port. Cus-
tom images can also be created to view
with the X-8pecs system. The SpaceSpuds
package includes the game; the X-Specs 3-
D glasses; Molecule3D, a stereoscopic mo-
lecular model display program; D3D, which
displays static 3D images; and Cubes3D, a
game in which animated 3-D cubes dance
across and out of the screen.



Star Fleet 1
Interstel /55.00

FLEET members begin as cadets in the
academy and compete to advance to Admi-
ral Emeritus, where they can control 36 ga-
lactic cruisers, 13 ship systems, and 500
crew members in an attempt to eliminate
evil from the galaxy. Communication is con-
ducted through the Star Fleet Headquarters
BBS. Features of this space strategy game
include phasers, torpedoes, shields, trans-
porters, mines, computers, navigation, color
animation, sound effects, and music. The
package includes a 70-page academy train-
ing manual, a 100-page officers’ manual,
and a quick-reference command card.

Star Wars
Brederbund /39.95

Based on the George Lucas movie of the
same name, this arcade-style game pits
Luke Skywalker in an X-Wing Fighter
against the Empire’s Death Star.

Starglider
Rainbird [ 44.85

The player is commander of an airborne
ground-attack vehicle challenging the almost
invincible starship, Starglider. To defeat the
ship requires quick reflexes, skill, and a few
tricks. Maneuvers occur in 3-D animation.
The package includes a flight-training man-
ual, a color poster, a key guide, and a no-
vella, which sets up the story.

Starglider 1l
Rainbird /44.95

Aliens from a multitude of planets attack
colonists in this space-based game. It is up
to the players to defend the colonists and
destroy the aliens and their Egron patrol
craft. The game features a 3-D instrument
panel, weapons systems, sound effects,
digitized speech, multiple controls, game
options, and animation. A novella written by
James Follet and a quick-start card are
included.

Stellar Conflict
PAR Software /512K /39.95

As emperor of the planet, the player must
use the starships to mine other planets and
conquer the galaxy. The game features ran-
domly generated galaxy maps, multiple win-
dows, timed turns, rebellions, multiple
classes of planets, color graphics, and
sound. Players can send each other mes-
sages and display income or battle infor-
mation during their turns. The sound can be
toggled on and off. One to four players can
compete on three levels of play.

Stellaryx

Laser Gamesmanship /512K; one megabyte rec-
ommended if using the Help feature /39.95
Stellaryx is an arcade-style space action
game. The player can use photons, lasers,
guided missiles, tractor beams, and stasis
grenades to defeat alien space invaders.
With one megabyte of memory, players can
also dock the ship at the space base and
access the help screens.

Tera Quest

Microdeal /39.95

The six Phoenix Tablets needed to start the
first Galactic Games have been stolen by
the Tetroids, a vengeful race excluded from
the games. The Tetroids have split each
tablet into 64 pieces and hidden them in the
six provinces of their world. Phoebus, the
sun god, issues the challenge that whoever
becomes the Tetraquestrian and recovers
the tablets will inherit all the powers of the
sun god. But first, the warrior must survive
the 384 sections of the Tetroids’ world, acid
and oil slicks, spitters, and the mutating
deflectors.

Terrorpods

Psygnosis Limited / Distributed by CSS/39.95

A scrolling 3-D playing field provides the
background for this arcade-style space ad-
venture. The player is a Federation agent
who must uncover the secret of the Em-
pire's war machine, Terrorpod. The agent
travels undercover to the asteroid Colian
with a defense strategy vehicle (DSV), a
trading allowance, and an incomplete map
of the main crater. However, before long,
the Empire discovers the intruder, and con-

Terrrorpods by Psygnosis Ltd.

sequently, the player must find a way to
survive—by mastering the trading style of
Terrorpods. The game can be played in a
variety of European languages, British Eng-
lish, or American English.

Torch 2081

Digital Concepts / Distributed by Apache
Technologies /joystick /29.95

Flaming debris from an interplanetary nucle-
ar war threatens the inhabitants of a twenty-
first-century planet. The player must use a
Surface Defense Glider to deflect the fire-
balls and defend the population while avoid-
ing obstacles. There are more than 90
levels of play.

Tracers

Microlllusions / Distributed by Mediagenic/34.95
Thieves, thugs, and terrorists have invaded
the interiors of all the computers, and as a
member of the Integrated Human Opera-
tions Police, Techopolis Precinct, the player
must find a way to stop them. The program
includes music and sound effects and ac-
cepts keyboard or joystick controls.

The Twilight Zone
First Row Software Publishing /39.95

At first, the several stories in this program
may seem unrelated, but as play pro-
gresses they merge into one plot with a
twist ending. Modeled after the television
series, the program includes the “‘Twilight
Zone" music and soundtrack as well as the
characteristic prose style of Rod Serling.

Zero Gravity
EAS Software [ Distributed by
Microdeal / joystick /29.95

Zero Gravity is an intergalactic version of
volleyball played in a weightless environ-
ment. The ball sometimes careens off the
bulkheads at wild angles to create unretur-
nable shots, and extra points can be added
or subtracted by hitting the panels along the
sides. Two players can play each other
using a split screen, or one person can play
the computer. There are three levels of
play—novice, advanced, and expert.
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War Game
Blitzkrieg at the Ardennes
Command Simulations fone megabyte /59.95

The one-megabyte version of Blitzkrieg at
the Ardennes is an enhanced version of this
war-strategy game which depicts the World
War |l Battle of the Bulge. New features in-
clude hidden movement by units under
specified conditions, a modified attack rule
in which units in cover do not have to attack
adjacent enemies, aerial reconnaissance,
and the ability to have reinforcements arrive
late, early, or damaged according to histori-
cal accounts. Additional sound and graphics
have been added. The one-megabyte ver-
sion is available only from Command Simu-
lations. An upgrade from the 512K version
is available for $10.

Breach
Omnitrend Software /512K /39.95

This one-player tactical-squad combat game
includes intelligent cpponents, multilevel
combat areas, many pieces of equipment,
and several combat scenarios. A scenario
builder allows players to design their own
battle campaigns.

Dive Bomber
U.S. Gold/Distributed by Epyx/39.95

Players are put into the pilot's seat of a
World War |l torpedo bomber, where they
must fly missions against Germany. Based
on the aircraft carrier HMS Ark Royal, the
torpedo bomber must carry out a mission to
sink the German battleship Bismarck. Play-
ers must take off and land on the carrier,
fight enemy combat aircraft, battle U-Boats,
and dive-bomb E-Boats and mine fields. >
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Firezone

Datasoft / Distributed by Electronic Arts/24.95
This war game takes place in the twenty-
first century between the European Com-
bine and the Pacific League. One or two
players can control high-powered, mobile
armored vehicles. There are nine scenarios,
and additional ones can be designed.

Gettysburg: The Turning Point
Strategic Simulations /512K /59.95

The three days of fighting at Gettysburg,
Pennsylvania, in 1863 are reenacted in 42
turns with this war game. The game fea-
tures a command-control system to show
the effects of the commanders, ammunition
points, fatigue rules, and variable reinforce-
ment. Three versions—basic to advanced—
are available. The computer can play either
side. For one to two players.

The Hunt for Red October
DataSoft/49.95

Players assume the role of a Soviet subma-
rine captain First Rank, who wants to defect
to the United States and turn over his Red
October submarine in the process. The cap-
tain must not let his 113-man crew become
aware his plan. He must also keep the se-
cret from the Russians and defect to the
U.S. at the best possible time. The game
begins off the coast of Iceland, where the

The Hunt for Red October by DataSoft

player will encounter Russian, U.S., and
NATO forces. The captain has all of the
sub's weaponry and special features at his
disposal. The longer the mission, the
greater the chance of Soviet detection, and
the Soviets have been instructed to destroy
the sub should a defection be found out.
The game's options are icon-driven, and a
mouse or a joystick can be used to issue
orders.

Into the Eagle’s Nest
Mindscape /39.95

The goal is to rescue three Allied saboteurs
from a Nazi fortress, salvage the great art
treasures of Europe from the Nazis, and de-
stroy the fortress. There are four missions
which take place on four floors connected
by elevators. The view of the game is from
the top looking down. The arcade-style
game features four-way scrolling animation,
graphics, and sound.
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Kampfgruppe

Strategic Simulations /512K /59.95

This World War Il game takes place on the
Eastern Front of 1941-1945. The player
commands either the German or Russian
forces and their respective arsenals of
tanks, tank destroyers, self-propelled artil-
lery, assault guns, mortars, and flame-
throwers. The headquarters-control option
determines how fast a unit will respond to
orders, and the computer calculates dam-
age and combat down to the individual
weapons and soldiers. There are four his-
torical scenarios, and scenarios can be cre-
ated. For one to two players.

Ogre

Origin Systems / Distributed by Brederbund/39.95
In this war strategy game, a Cybertank, the
Ogre, battles against heavy tanks, missile
tanks, Howitzers, and the infantry in a fight
to the death. The Ogre is armed with mis-
siles, main cannons, minor cannons, and
antipersonnel guns. For one to two players.

S.D.L

Cinemaware [49.95

Two young lovers—a general with the Unit-
ed States’ Strategic Defense Initiative and a
Russian commander—are the only ones
who can protect the human race from de-
struction. As the general, the player must
defend the U.S. against a sneak KGB mis-
sile attack and battle KGB rocket fighters in
a 3-D flight simulator.

S.D.I. by Cinemaware

The Serayachi Campaign

Omnitrend Software / Breach/24.95

This combat scenario disk works with the
Breach combat game. The disk contains 16
battle scenarios.

Shiloh: Grant’s Trial
in the West

Strategic Simulations / Distributed by Electronic
Arts /512K /44.95

In April 1862, General Grant's Union forces
were caught in a surprise attack at Pitts-
burgh Landing on the Tennessee River by
General Johnston's Confederate Army of
the Mississippi. This program recreates
those two days of battle in 15 turns. The
terrain of Shiloh is displayed on a 30 X 30
square grid battlefield, and all the brigades
and artillery are included. Play can be
switched between strategic and tactical dis-
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play, and a morale option is included for the
untried troops. The program consists of
three games—introductory, intermediate,
and advanced.

TeleWar
Software Terminal /512K, modem /39.95

Two players at separate locations can play
war games by connecting their computers
via modem and this tele-game program.
The program accepts baud rates from 300
bps to 9600 bps, and a file folder option
can store each opponent’s name, phone
number, and baud rate for easy access.
The game features three super-bitmaps and
12 scenarios of battlefields, digitized sound
effects, and color graphics. Each player
must position his or her artillery, vehicles,
and other weapons while defending against
the other player's offensive moves. The ob-
ject of the game is to capture the oppo-
nent's headquarters. The save-game option
allows players to stop the game and resume
at a later date. Players can also “chat”
while they are making their moves. With the
no-modem setting, two players can play on
the same computer without using modems.
Additional map disks are available.

The Universal Military Simulator
Rainbird /49.95

Five historical battles—Gettysburg, Arbella,
Hastings, Marston Moor, and Waterloo—
can be reenacted with this game. The lo-
cale, geographical features, troops, and ar-
maments are historically acurate. With the
built-in editor, new maps, order of battles,
objectives, and what-if scenarios can be de-
signed to vary the historical battles or cre-
ate new ones. Battles take place on a 3-D
grid system so the player can view the field
from any angle or zoom in to an area. Digi-
tized sound accompanies the play.

California Games

Epyx/39.95

Up to eight players can take part in this
survey of California-style recreation. Games
include surfing, throwing flying discs,
skateboarding, rollerskating, and riding BMX
bicycles.

CFL
Beta Software / Gridiron / 14.95 each

More than 450 fictional Computer Football
League players are available on each CFL
disk. These disks can be used with Grid-
iron, from Bethesda Softworks, to create
2-20 teams, each with a budget of $8 mil-
lion. Players' names, speed and strength
ratings, salaries, and years of experience
are listed for the season specified. Howev-
er, players' attributes may change on sub-
sequent disks, and all players eventually
retire. Disks for years 1 and 2 are currently
available at $14.95 each.



Championship Baseball
Activision /39.95

In this baseball simulation the user controls
the action—hitting, pitching, catching, run-
ning the bases, and sliding. Split-screen
graphics allow players to view the plate and
the whole field at the same time. The game
offers a four-division, 24-team league.

Championship Golf: The Great

Courses of the World, Volume 1
Gamestar / Distributed by Mediagenic /39.95

In this first volume of The Great Courses of
the World, the player can tee off at Pebble
Beach. The program recreates that famous
golf course, including distances, par, and
sand traps.

Commissioner’s Disk
Electronic Arts /Earl Weaver Baseball /19.95

Commissioner’s Disk contains the tools
needed to manage a baseball team or en-
hance Earl Weaver Baseball and Earl
Weaver Baseball Data Disks. The disk can
be used to create league drafts and sched-
ules, edit and accumulate player stats, print
stat cards and schedules, and customize
ball parks with the park editor.

Downhill Challenge
Brederbund/29.95

In this interactive ski-racing simulation, the
players compete in downbhill, slalom, giant
slalom, and jumping. There are separate
runs for beginning, intermediate, and ad-
vanced skiers. Action appears in 3-D
animation.

Earl Weaver Baseball
Electronic Arts /49.95

Earl Weaver and Eddie Dombrower co-
authored this baseball simulation, which al-
lows users to experience many aspects of
the game, from playing ball to building a
stadium. The arcadelike play mode uses hi-
res graphics and sound to pit two teams
against each other, including some of the
All-Star teams from 1901 to 1975. Users
can also take the role of manager, consult-
ing with Earl Weaver to set lineups, trade
and draft team members, or relieve pitch-
ers. Managers can also build their own All-
Star teams and keep statistics using the
built-in compiler; there are 90 statistical
measurements. Game players can play one
of the 26 major league parks or design their
own ball park. Instant replay (in three
speeds), slow motion, and freeze frame are
added to simulate actual TV coverage. The
Amiga version features digitized sounds
such as the crack of the bat, the roar of the
crowd, the announcer’s voice, and the um-
pire's calls.

Earl Weaver Baseball Data Disk
Electronic Arts / Earl Weaver Baseball/12.95

This data disk contains all the names, sta-
tistics, and ratings to recreate the 1986 ma-
jor league teams. The disk is designed to
be used with Earl Weaver Baseball.

Famous Course Disk, Volume II
Accolade /Mean 18/19.95

This disk offers three additional golf
courses that can be played using Mean 18.
Turnberrry, Scotland; Inverness Club, Ohio;
and Harbour Town, South Carolina are all
included on the disk.

Ferrari Formula One Grand Prix

Racing Simulation
Electronic Arts/49.95

Car buffs can race their own Ferrari F1/86
on the international Grand Prix circuit, com-
peting against seven of the world's best
drivers on 16 racetracks. Between races,
the driver can test and fine-tune the car in
the dyno room, in the wind tunnel, or on the
Fiorano test track. Plus, there are practice,
warm-up, and qualifying heats. This simula-
tor includes a first-person view of the cock-
pit with il pressure, water temp, and fuel
gauges; turbo boost control; moving stick
shift, steering wheel, and mirrors; under-
steer, oversteer, cornering, and straight-
away speeds. In the garage, the player
supervises all engine and suspension work.

Ferrari Formula One Grand Prix Racing
Simulation by Electronic Arts

Final Assault
Epyx/39.95

Thrill seekers can practice climbing some of
the world's most treacherous peaks with
this mountain-climbing game. Mountain
climber Eric Escoffier provided design assis-
tance for the rock faces, glaciers, crevass-
es, and chasms found along the trails.
Players must choose which supplies to
backpack from over 50 items. Onscreen
variables include temperature, time, altitude,
and physical state of the climber. There is a
training course before the climb, and a safe-
ty guide is provided.

4th & Inches
Accolade / joystick [ 44.95

4th & Inches features three screens—a
scrolling football field, a statistical screen
that shows the players’ performance and
personal records, and a play menu from
which to choose offensive and defensive
plays. The game includes 22 players, the
football, and the ball's shadow. The view of
the field is from the press box, and action
follows the player with the ball. A 30-second
clock can be implemented for more realistic
play. Players' energy levels decline as the
game progresses. For one or two players.

GBA Championship Basketball
Two-on-Two
Gamestar / Distributed by Mediagenic /44.95

Each player can control two men in basket-
ball competition—two against two, one on
one, or one or two players against the com-
puter. The teams play in 23-team leagues,
and the players are based on real pro-bas-
ketball players. There are several practice
games, including practice shooting, horse,
one-on-one, and around the world. Crowd
noises provide background sound effects,
and a sample sports page is updated with
the results of each game.

GFL Championship Football
Activision [ 44.95

This football simulation is played using an
on-the-field perspective. The action takes
place on the field, where the user is actually
running plays and taking hits.

Grand Slam
Infinity Software /512K /49.95

Players can compete in the Big Four of the
world Grand Prix tennis circuit in this action
sports game. The competition starts on the
clay courts of Paris and the French Open
and then moves on to the grass of Wimble-
don. After Great Britain, it's on to New York
and the U.S. Open, followed by the Austra-
lian Open down under. Players choose a
wood, metal, or graphite racquet, with cor-
responding stringing tension for different
levels of play. Each opponent has unique
playing styles and characteristics. Players
can even confront the umpire to protest
questionable line calls. The game provides
players with a championship draw to chart
progress in Grand Slam events. Other fea-
tures include digitized sound and 3-D
graphics.

Gridiron
Bethesda Softworks / Distributed by Electronic
Arts /59.95

Players take the part of the football
coach—calling plays, sending in replace-
ments, checking out the defense, and con-
trolling the ball carrier. There's a playbook
with 40 preprogrammed plays, or gamers
can create their own plays. With the player-
draft option, each player's speed and
strength can be set. Digitized sounds in-
clude crowds, the ref's whistle, the quarter-
back's calls, and action at the scrimmage
line. There are five levels of play for one or
two players.

Grid Start
Anco Software [ 24.95

In this racing game, the player drives a six-
gear Formula 1 race car over six circuits,
competing against 23 other cars. The player
must learn to master rapid gear shifts, brak-
ing, and acceleration just to stay on the
course. The power-boost option is reserved
for extra speed during crucial maneuvers.
The game contains three categories—nov-
ice, amateur, and professional—and each
has its own championship table. >
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Hardball

Accolade [44.95

A baseball simulation, Hardball offers a 3-D
perspective of each field angle. Different
screens provide the strategy selections for
the managers. There are six pitches that
can be thrown by left- or right-handed pitch-
ers, and players appear in large-sized
graphics.

Head Coach
MicroSearch /49.95

Players assume the role of head coach in
thispro football-simulation strategy game.
Players choose the strategy, call the play,
and then watch it unfold on the field. The
success of the play is determined by the
probability of the play working against the
defensive formation. The yardage gained or
lost is based on statistical results from a
professional football game. Other features
include instant replay with slow motion, and
the option to create a team complete with
player names, jersey colors, and playbooks.

Hole-in-One Miniature Golf
DigiTek /512K /39.95

Golf enthusiasts can practice their putting
with this computer version of miniature golf.
The two-disk set includes four courses for a
total of 72 holes, with obstacles ranging
from a windmill to the inside of a pinball
machine. The mouse interface is used to
point and click shots. Up to four players can
play at one time.

Indoor Sports

Mindscape [49.95

This sports package contains four different
indoor games to play—air hockey, table
tennis, bowling, and darts. Players can com-
pete against each other or the computer.
The program includes 3-D graphics and
animation.

International Soccer
Microdeal / 39.95

Team colors, wind, rain, and a night-play
option add to the realism of this computer
soccer game. Onscreen referees decide the
plays, and an electronic scoreboard keeps
the score. For one or two players.

Karting Grand Prix
Anco Software [ 24.95

In this go-cart racing game, players must
choose their tires and sprocket size to suit
the track conditions—dry, wet, or slippery.
As players race around curves and bends,
they have to keep an eye on their oppo-
nents as well as on the wear and tear on
the tires.

Leader Board
Access /joystick /39.95

One to four players can simulate an actual
game of golf on one of these 18-hole
courses. Players choose their clubs, dis-
tance, and type of shot. There are three lev-
els of difficulty, and the computer calculates
the handicaps and scores. The package in-
cludes Tournament Disk 1, which contains
four Access-designed courses.
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Mean 18
Accolade /49.95

One to four players can play famous golf
courses such as Pebble Beach, St. An-
drews, and Augusta with this golf game.
The courses include a driving range and a
putting green. Using the Golf Course Archi-
tect Set, players can even design their own
courses, complete with sand traps, water
hazards, and trees. Players can compete
against other computer golfers in online
tournaments by using Mean 18 on the
Computer Sports Network. Additional
course disks are also available.

Mini-Putt

Accolade /joystick / 44.95

One to four players can play on their choice
of courses, with each course representing a
theme such as a famous movie, a sport, or
a country. Players can view the action from
either the golfer's-view window, the over-
view window, or the play-screen window.
Three types of obstacles are found on the
course: paths, such as bridges; setbacks,
consisting of pop-up barricades; and timing,
such as windmills.

1987 College Football Data Disk
Beta Software / Gridiron! [ 14.95

The 1987 College Football Data Disk con-
tains the speed and strength ratings for all
1987 Big Eight and 12 top-20 college foot-
ball teams to use with Gridiron!, from Be-
thesda Softworks. Teams include OU-
Miami, USC, UCLA, Texas A & M, Michigan
State, Florida State, Auburn, Notre Dame,
and others.

Street Sports Basketball
Epyx/39.95

One or two players compete in this
neighborhood-style basketball game. The
court is set up in the schoolyard, alleyways,
or a park, and three players for each team
are chosen from ten neighborhood drib-
blers. Much of the strategy involves how
well each player has put together his or her
team and how well the hoop shooters can
avoid local obstacles such as oil slicks and
fences.

Superstar Ice Hockey
Mindscape /512K /49.95

One or two players can face off against
each other or the computer in Superstar Ice
Hockey. In this multilevel game, the player
can be the owner and general manager,
trading and recruiting players or sending the
team to a training camp. As head coach,
the player can set and change the lines and
plan the strategies. Or the player can act as
goalie or center and play on the team. This
simulation allows for two-on-two, four-on-
four, or six-on-six games. A team can com-
pete against 19 other teams in four
divisions for up to nine seasons.

The Games: Summer Edition

Epyx [49.95

The Games: Summer Edition is set in Seoul,
South Korea, site of the 1988 Summer
Olympic Games. Players participate in the

opening ceremonies, where competitors pa-
rade before the stands and the Olympic
flame is lit. Competition includes spring-
board diving, gymnastics, pole vaulting, ve-
lodrome sprint cycling, the hammer throw,
hurdles, archery, and the rings. Winners are
saluted with awards ceremonies following
events. The game also features a closing
ceremony.

TV Sports Football
Cinemaware /512K /49.95

TV Sports Football offers more than 28
football teams and a 16-game schedule with
postseason playoffs. It also contains pre-
game warm-up shows, broadcasters, cheer-
leaders, fans in the stands, and a halftime
show with a marching band. The computer
player can call the shots as the coach or
play on the field as a quarterback, running
back, or wide receiver. The player sets up
the offense and the defense based on indi-
vidual and team statistical records. TV Sports
Football includes arcade action on the field,
color graphics, and animation. The game is
designed for one or two players against
each other, for players against the com-
puter, or for computer against computer.

Winter Games

Epyx/39.95

This game lets players take part in seven of
the Winter Olympic Games, including figure

skating, bobsledding, and the biathlon. The

game includes the opening ceremonies and
national anthems. For one to eight players.

World Class Leaderboard
Access [44.95

Three famous 18-hole golf courses are re-
produced in this golf game that includes dis-
tance, traps, trees, rough, and water
hazards. Players can tee off at St. Andrews,
Doral, and Cypress Creek. A fourth course,
the Gauntlet Country Club, was designed
for this program. The program also offers a
printout of the scorecard, an editor to rear-
range the holes, a top view of each hole, a
practice putting green, and driving ranges.

World Games
Epyx[39.95

Players take the part of athletes represent-
ing 18 countries as they compete in some
not-so-common athletic events. There's cliff
diving in Mexico, sumo wrestling in Japan,
weightlifting in Russia, bull riding, barrel
jumping, log rolling, the caber toss, and the
giant slalom. A history and travelog are in-
cluded, as well as seven options of practice
and competition. For one to eight players.

World Tour Golf
Electronic Arts /39.95

This version of World Tour Golf is designed
to take advantage of the Amiga's graphics
capabilities. Players can choose from over
20 well-known golf courses, or they have
the option to design their own course with
the golf course-construction set. Up to four
human or computer opponents can play, or
the player can model a golfer after his or
her favorite pro. A



Memory Expansion Buyer’s Guide

Internal or Memory Power
Name Manufacturer 500 1000 2000 External Capacity Supply Warranty  Price* Comments
Alegra 2MB Access Associates | | E 512K-2MB 90 d 249 Unpopulated price.
Alpha Board Alphanetics [ | 1 2MB N 90 d 700 Call to verify current
price,
Alpha Board Alphanetics | | | | E 2MB N 90 d 700 Call to verify current
price.
ASDG 2M ASDG | ] E 0K, 512K, N 18 m 399 Unpopulated price.
IMB, 2MB
ASDG 2MI ASDG [ | I 0K, 512K, N 18 m 399 Unpopulated price.
IMB, 2MB
aMEGA C Lid. | | | | E IMB 1 yr 550 Pass-through design.
A2052 Commodore Business [ | I 2MB 90 d 799 Being replaced by the
Machines A2058.
A2058 Comrr_lodore Business [ | I 2MB-8MB 90 d 799 Replaces A2052 RAM
Machines expander; includes
2MB RAM.
A501 Commodore Business M I 512K %0 d 200
Machines
AX1000 Comspec | | E IMB N 1yr 775 Includes nonvolatile
ramdisk.
AX2000 Comspec [ ] E 2MB N 1 yr 1239 Includes nonvolatile
ramdisk.
RE2000 Comspec | I 2MB N 1 yr 199 Unpopulated; $999
populated. Consumes
1/6 power of other
boards.
512K RAM Datel Computers | | I 512K 90 d 70 Unpopulated; includes
Extension Card battery-backed
clock/calendar.
Impact A500- Great Valley Products B E 2MB Y 1yr 795 Includes hard disk
HD/RAM drive (20MB, 30MB,
Controller or 45MB), SCSI
connector for 7
devices, and software
driver. Price does not
include RAM.
Impact Great Valley Products | 1 2MB N 1 yr 360 Board includes SCSI
A2000-SCSI/ hard disk controller,
RAM(2/0) external SCSI
Controller connector for 7
devices, and 50-pin
ribbon cable.
Grand Slam Interactive Video | | I 256K-2MB; N 1yr 450 Includes parallel and
System IMB-8MB serial ports and SCSI
disk controller; RAM
chips available in
256K increments to
2MB or in IMB
increments to 8MB.
Lightning 5 M.AS.T. | | I 512K-4MB N 1yr 349 Unpopulated price.
Minimegs M.AS.T. | | ] E 512K-2MB N 1yr 199 Unpopulated price.
Insider for Michigan Software B I IMB N 0K, 90 150 Unpopulated price.
A1000 days; IMB,
1 year
Starboard2/ MicroBotics [ | E 512K-2MB NG 120 d 339 Unpopulated price.
500
Starboard2/ MicroBotics | 1 512K-2MB N 120d 339 Unpopulated price.
SB2000
(Adapted)
8-UP! MicroBotics | | I 512K-2MB N 120d 199 Unpopulated price.
Starboard2 MicroBotics = E 512K-2MB 120 d 339 Unpopulated price.
PPI 1000 Palomar Peripherals | | E 2MB, 4MB, Y 6m 930 Incluc!es im_erfaoe_for
8MB two disk drives with
up to 40MB and a
battery-backed clock.
Price is for board with
no drives or memory.
i i i E N 1yr 180 Expansion chassis with
grfgmx 2510, Phoenix Electronics | | n +wo 100-pin slots to
run 2000 cards
SPRING 1989 59



Internal or Memory Power ;
Name Manufacturer 500 1000 2000 External Capacity Supply Warranty  Price* Comments
Phoenix 2520, Phoenix Electronics [ ] | ] E V¢ Iyr 254 Expansionl chassis with
2120 two 100-pin slots to
run 2000 cards.
Exp-512 Progressive Peripherals W I 512K N 90 d 80 Battery-backed
and Software clock/m.lc_ndan price
does not include
memory.
Exp-1000 Progressive Peripherals W | IMB N %0 d 300 Price does not include
and Sofiware memory.
Exp-8000 Progressive Peripherals B I 8MB N 90 d Requires additional
and Software power supply; call for
price.
ProRAM 2000 Progressive Peripherals | | 2MB, 4MB, N 90d 300 Price does not include
and Software 6MB, 8MB memory.
Hurricane ~ Ronin ] I IMB-4MB adapter  lyr 600 For use with
H1000 ' harness Hurricane H1000
accelerator board.
Hurricane Ronin n I IMB-4MB adapter 1 yr 600 For use with the
H2000 harness Hurricane H2000
accelerator board.
IN-500 Spirit Technology | | 1 0K, 0.5MB, N 90d 149 Installs under
IMB, 1.5MB radiation shield.
IN-1000 Spirit Technology = 1 0K, 0.5MB, N 90 d 239 Includes battery-
IMB, 1.5MB backed clock/calendar
and installation disk;
installs under radiation
shield; populated
: boards available.
SIN 500-2 ~ Spirit Technology I 0K, 0.5MB, Optional 90 d 299 Unpopulated price;
1MB, 2MB external populated boards
available.
SupraRAM Supra | | | 512K N 90 d Battery-backed
512K realtime clock; call for
current price.
SupraRAM Supra | I 2MB 90d 180 Installs in SupraDrive
2MB SCSI interface OK.
SupraRAM Supra | | I 8MB 90d 199 0K
8§MB
2MB RAM Synergy | | I 0.5MB-2MB N 1yr 300 Plugs into the Synergy
Expansion hard disk controller;
unpopulated price.
*Rounded off with Ina decimal.
*Prices may vary due (o fluctuating costs of RAM chips.
Names and Addresses
Access Associates Comspec Communications Michigan Software Ronin
491 Aldo Ave. 74 Wingold Ave. 43345 Grand River 1150 Ballena Blvd.
Santa Clara, CA 95054-2303 Toronto, Ontario M6B 1P5 Novi, MI 48050 Suite 201

(408) 727-8520

Alphanetics

P.O. Box 339
Forestville, CA 95436
(707) 887-7237

ASDG

925 Stewart St.
Madison, WI 53713
(608) 273-6585

C Lid.

723 E. Skinner
Wichita, KS 67211
(316) 267-3807

Commodore Business Machines
1200 Wilson Dr.

West Chester, PA 19380

(215) 431-9100

60 A MIG A

Canada
(416) 785-3553

Datel Computers

3430 E. Tropicana Ave. #67
Las Vegas, NV 89121

(800) 782-9110

(702) 454-7700

Great Valley Products
225 Plank Rd.

Paoli, PA 19301

(215) 889-9411

Interactive Video Systems
15201 Santa Gertrudes Ave.
Suite Y102

La Mirada, CA 90638

(714) 994-4443

M.AS.T.

Memory and Storage Technology
3881 Benatar Way

Chico, CA 95928

(916) 342-6278

(313) 348-4477

MicroBotics

811 Alpha Dr.

Suite 335

Richardson, TX 75081
(214) 437-5330

Palomar Peripherals
14580 High Pine St.
Poway, CA 92064
(619) 748-1202

Phoenix Electronics
P.O. Box 156

314 Court St.

Clay Center, KS 67432
(913) 632-2159

Progressive Peripherals
and Software

464 Kalamath St.

Denver, CO 80204

(303) 825-4144

Alameda, CA 94501
(415) 769-9325

Spirit Technology

220 W. 2950 S.

Salt Lake City, UT 84115
(800) 433-7572

(801) 485-4233

Supra

1133 Commercial Way
Albany, OR 97321
(503) 967-9075

Synergy

5638 Allen Ave,
Suite 3

San Jose, CA 95123
(408) 972-2434
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Includes interface box,

21-inch cable
host adapter, one-

included.
Includes interface box,

host adapter, one-
expansion box for two
drives; 2MB RAM

meter cable, and
optional.

159
750

900

1yr
1yr
yr

1%" H
X 4%
W X 9"

20MB
JOMB

E

3

International

Surfside
Components
(SCI)
Synergy
Synergy

Hard Disk Plus

Hard Disk Plus
30

Master 3A
20
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meter cable, and
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Names and Addresses
) T ) =) Alphanetics M.AS.T.
8. |B. Bty SiliE e P.O. Box 339 Memory and Storage
=y S [T | S Forestville, CA 95436 Technology
(707) 887-7237 3881 Benatar Way
:B? :::39 ::B:Q ::?9 Chico, CA 95928
IR PR PR P E California Access (916) 342-6278
XX |ai XX | XX XX Division of Logical
Design Works Megatronics
780 Montague Expwy. Box 3660
Suite 205 Logan, UT 84321
San Jose, CA 95131 (800) 232-6342
u u u u (408) 435-1445 (801) 752-2642
Commodore Business Micropolis
Machines 21211 Nordhoff St.
1200 Wilson Dr. Chatsworth, CA 91311
West Chester, PA 19380 (818) 709-3300
(215) 431-9100
Pacific Peripherals
Comspec Communications P.O. Box 14575
74 Wingold Ave. Fremont, CA 94539
m =) m ) i ¥
S g s S 'g::;rg:. Ontario M6B 1P5 (415) 651-1905
o =] S =
i = & 52 (416) 785-3553 Phoenix Electronics
P.O. Box 156
CSA 314 Court St.
Computer System Associates  Clay Center, KS 67432
7564 Trade St. (913) 632-2159
w w w w San Diego, CA 92121
(619) 566-3911 Pioneer Computing
2469 E 7000 S. #200
Datel Computers Salt Lake City, UT 84121
3430 E. Tropicana Ave. #67 (801) 942-1174
Las Vegas, NV 89121
(800) 782-9110 Progressive Peripherals
(702) 454-7700 and Software
464 Kalamath St.
Expansion Technologies Denver, CO 80204
46127 Landing Pkwy. (303) 825-4144
Fremont, CA 94538
(415) 656-2890 Supra
T T T = 1133 Commercial Way
Flexible Data Systems Albany, OR 97321
10503 Forest Ln. (503) 967-9075
y Suite 148
& Dallas, TX 75243 Surfside Components
5 (214) 669-3999 International (SCI)
= . = P.O. Box 1836
é Future Systems Capitola, CA 95010
o 21634 Lassen St. (408) 462-9494
™ n = Chatsworth, CA 91311
z (818) 407-1647 Synergy
< 5638 Allen Ave.
En Giga Cell Systems Suite 3
- § 4201 Burton Dr. San Jose, CA 95123
E 8 Santa Clara, CA 95054 (408) 972-2434
g 8 9 2 q e (408) 727-0989
3 g 5 5 g3 Xetec
& > < = Sn Great Valley Products 2804 Arnold Rd.
W) 225 Plank Rd. Salina, KS 67401
§ E‘.E .5 Paoli, PA 19301 (913) 827-0685
=S8 (215) 889-9411
SRR ©
= BEE25 Inner Connection
8 2 g g g 181 N. Pativeent Bescn Rl
; : SEmuu California, MD 2061
% & = 2 £ (301) 863-5708 A
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hings are getting hot on the west-

ern frontier. The Draconian

League controls all major roads

and highways. The government
has appointed you to infiltrate the
Draconian stronghold and make the
highways safe for civilian passage.
Your code name: Major Motion.

Your job isn’t easy. You face an
onslaught of deadly machines: Ar-
mored vehicles try to run you off the
road, cars with spikes try to slash your
tires, and relentless assault helicopters
constantly bomb your path. There’s
even a mad machine gunner in a
stretch limo whose sole purpose is to
turn you into Swiss cheese. And to
make matters worse, intelligence re-
ports show that even deadlier foes lurk
ahead.

You begin your mission in a top-
secret spy vehicle armed with the lat-
est high-tech gizmos and weaponry.
The car is initially equipped with ma-
chine guns but can later be fitted with
missiles, turbo speed, repulser beams,
oil slicks, and smoke screens.

A heavily armored weapons truck
supplies your car with new weapons
along the way. Since the roadside isn’t
very safe, you'll have to drive your car
into the back of the moving truck. The
truck signals you with a horn blast and
then lowers ramps from the rear of the
trailer. Of course, the enemy vehicles
will do their best to keep you from
boarding the truck. Once you're inside,
a high-tech crew quickly fits your car
with a new weapon and then lowers
you back onto the road. Who said
James Bond has all the fun?

Your car’s weapon status is dis-
played in the upper left corner of the
screen. The display contains six small
icons representing each type of weap-
on. Beside each icon, a display reveals
the number of units available and the
keyboard character that activates the
weapon. When you pick up a new
weapon, its corresponding icon is
highlighted in white.

66 A M| G A
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To activate a weapon, you must
press its corresponding keyboard char-
acter. The game defaults to the right
mouse button for turbo speed, I for
missiles, J for oil slicks, K for re-
pulsers, and L for smoke screens. This
method feels very awkward at first,
but you'll get used to it after a few
games. If you want to change the de-
fault keys, there is an option to repro-
gram them to whatever you like. Get
comfortable with the controls: You’'ll
need fast reflexes on the road.

The most abundant of the enemy
vehicles are the light blue bumper
cars. These cars have no special weap-
ons; they just try to run you off the

+ e

KEYS

R
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¥,

Dark blue spike cars are seen less
often but are very deadly. Each wheel
contains a retractable blade that can
easily shred your tires. Spike cars have
a red hourglass shape on the hood, but
they can be mistaken for bumper cars
because of their similar color. They

“have weak armor and can be de-

stroyed with machine-gun fire. Shoot
first: I don’t advise trying to run these
vehicles off the road.

The most powerful enemy vehicle
is the assault helicopter. When you
hear it coming, you'd better watch out!
The chopper can match your speed,
and it carries a huge payload of
bombs. If it can’t hit you, it will blow

The government has appointed you to infiltrate the Draconian stronghold and make
the highways safe for civilian passage. Your code name: Major Motion.

road. They are heavily armored and
can’t be destroyed by machine-gun
fire. They are especially dangerous
when encountered in groups of three
or more.

Dark gray station wagons also ap-
pear frequently. They are easy to iden-
tify because of the devilish insignia on
the roof. They don’t carry weapons,
and they have weak armor. You can
destroy them with machine-gun fire.

the road right out from under you.
Missiles are your only defense against
the copter. Luckily, you have to tangle
with only one assault helicopter at a
time.

Special cars appear as the game
progresses. They are not affected by
any of your weapons. Some chase you,
while others just make one deadly
pass. The first is a stretch limo with a
machine gunner inside. The second is
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an evil twin car, which is an early pro-
totype of your car. It is fast and heavi-
ly armored but doesn’t carry weapons.
Both are pretty tough customers.

Different types of terrain will test
your driving skills. You begin on
pavement, but you'll see icy roads, dirt
roads, and gravel roads before you're
through. Each affects your car’s per-
formance differently. For example, icy
roads prevent your car from accelerat-
ing quickly, but they allow you to
bump your enemies off the road easier.
The roads occasionally divide, narrow,
curve, and zigzag, too. Since changes
are usually abrupt, you’ll have to rely
on reflexes to stay alive.

When you hear the
helicopter coming, you’d
better watch out!

It isn’t over when you reach the
end of the road, either. You’ll have to
ditch your wheels for a speedboat and
enter a long treacherous river. Like the
highways, it’s full of nasty hazards.
You must dodge islands, logs, rocks,
and enemy boats. It’s a whole new ball

game.

Major Motion is a clone of the
popular arcade hit Spy Hunter. It has
minor differences, but it’s still one sol-
id, action-packed arcade game. You’ll
find all of the necessary ingredients to
keep you coming back for more.
Smooth-scrolling roads are the high-
light of the game. Trees and billboards
fly by in dazzling colors. Digitized
sound effects add plenty of realism,
too. You'll hear screeching tires, ex-
ploding cars, air horns, and many
other sounds.

Excellent design and playability
make this game stand out. Strategical-
ly placed obstacles challenge you to get
a little further each time you play. In
other words, it’s addictive. If you're
looking for a truly entertaining arcade
game with a lot of variety and action,
you won’t find one better than Major
Motion.

—Troy Tucker

Microdeal

576 S. Telegraph
Pontiac, MI 48053
$39.95

Rocket Ranger

y day, I'm a mild-mannered

reporter in the exciting world

of computer journalism. At

night, I grab a bite, sit down
at my computer, take off my glasses,
strap on a rocket pack, and become a
Rocket Ranger.

Usually I have to put my glasses
back on. After all, I don’t want to miss
the lush graphics and smooth anima-
tion of Cinemaware’s latest and great-
est game—Rocket Ranger.

Rocket Ranger is like an old mov-
ie in a new suit. There’s a real balance
here. Cinemaware tastefully balances
black-and-white with color, reality
with romance, and 1940s art with
1980s computer graphics.

wristwatch. A note says that these fu-
turistic implements are (surprise!)
from the future—a future dominated
by the totalitarian world government
resulting from Hitler’s victory. Here’s
your instructions: We know that the
Germans had several key bases in dif-
ferent parts of the world. Your mission
is to find these bases, use the rocket
pack and radium pistol to penetrate
their defenses, and destroy their sources
of power. Indeed, that’s exactly what
the game is all about. You fly from
country to country, uncovering secret
Nazi factories and forces.

When you enter the game, you're
at Fort Dix. This is your base of oper-
ations. From Dix, you can go to the
War Room, the Fuel Depot, or the
Rocket Lab.

In the War Room, you control al-

Rocket Ranger is a beautiful blend of movie, adventure, and arcade sequences.

Here’s what happens when you
start a game of Rocket Ranger. You
begin in the middle of World War II.
Hitler is up to his usual tricks. You
even see him in the cinematic intro-
duction, shaking his fists and urging
his troops forward. Who could stop a
madman like that? Only the good old
U.S.A. and Rocket Ranger, it seems.

You begin the game as a physi-
cist, pondering some obscure theorem.
Poof! A full rocket suit appears on
your desk along with a manual, a pis-
tol, a note, and a Dick Tracy-style

lied spies and start resistance move-
ments. In the fuel depot, you transfer
that magical substance—lunarium—to
and from your rocket pack. In the
Rocket Lab, you'll see how the stolen
Nazi rocket parts are being put togeth-
er to make a rocket. If you manage to
build a rocket, you'll have to load it
with lunarium and go to the moon.

If only it was as simple as you
against the Nazis. The Germans have
Zeppelined into the U.S. and kid-
napped a famous rocket scientist and
his beautiful daughter. If you have the

SPRING 1989 67



----- L )

1e0leas

aeronautical skill and the eagle eye of
the sharpshooter, you may be able to
fly to the airship, but be careful. The
Nazis have all kinds of cruel and un-
usual torture weapons up their sleeves,
so you’d better pay attention and fly
right.

In fact, you must be careful at
every stage of this rich game. Built
around arcade sequences, Rocket
Ranger is also built around a mystery
that functions on several levels. You
have to fly right, but you also have to
think straight to work your way suc-
cessfully to the conclusion. In the ar-
cade sequences, you'll fly against
enemy fighters, duke it out with Nazi
guards, and tackle other challenges.
Even getting yourself airborne takes
some skill.

Cinemaware tastefully
balances reality with
romance.

Rocket Ranger is a blend of mov-
ie, adventure, and arcade sequences.
As a movie, it’s intense and entertain-
ing. As an adventure, it’s intriguing.
The arcade sequences are beautiful
graphically; however, on the playabili-
ty side, they range from the excellent
(the air battles) to the dull (the fist-
fights). The game isn’t perfect, but it’s
good.

I do have a few gripes. First,
there’s the fact that I always lose. I
don’t know if that’s Cinemaware’s
fault, though. I'm pretty sure that if I
were to win the game tomorrow, I'd
probably never play the game again—
the arcade sequences are too few and
far between to make the game interest-
ing after the puzzle has been solved.
But remember that this is a movie
with an old-time hero and an old-time
enemy. You expect the hero to win.
It’s disappointing when he doesn’t.

Second, there’s the copy protec-
tion. It consists of a Secret Decoder
Wheel that tells you how much lunar-
ium to place into your rocket pack to
get from one country to another. I've
lost the game twice by misreading the
dial (I fell into the ocean, lunarium-
less). True, it was my own careless-
ness, but still not a fun experience.

Third, I hate waiting for disk
drives. In any Cinemaware game,
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you’ll find that you spend half your
time staring into space, waiting for a
screen or a sound or an animation to
be loaded. Cinemaware tries to get
around the problem with its own, fast-
er DOS. This means that you can’t in-
stall the game in a ramdisk or on a
hard drive. All I can suggest to Cinema-
ware is to keep trying.

Fourth, and most annoying to me,
every box and every ad for the game
has the phrase: Only YOU can stop the
Interplanetary Spread of Jet-Propelled
NAZI FACISM. Unless facism is some
sort of rule-by-faces that I don’t know
about, the word is fascism.

Overall, Cinemaware has created
the best incarnation of its idea of soft-
ware in Rocket Ranger. I've had a lot
of fun playing. It’s a solid game with
clever and touching graphics and an
excellent soundtrack. It even has heat
haze over the city skylines.

— Rhett Anderson

Cinemaware

4165 Thousand Oaks Blvd.
Westlake Village, CA 91362
549.95

Battle Chess

hat the world of computers
probably needs least is an-
other chess program. Ad-
mittedly, options for
Amiga owners aren’t nearly equal in
number to those available to MS-DOS
or Apple II owners, but with Chess-
mate and, especially, Chessmaster
2000, surely the needs of most chess
players have been met. Chessmaster
2000, after all, is one of the most high-
ly regarded chess packages of all, and
it even has a fake spreadsheet to keep
the boss off your back if you play it at
the office.

So why would Interplay Produc-
tions bother creating one of its own?
There are a couple of reasons. First,
the fact that excellent chess packages
already exist means little to the avid
buyer of chess programs—no more
than having unfinished adventure
games lying about stops an adventure
buff from buying the next one in the
series. Second, Interplay had some-

thing different to offer. That some-
thing, it turns out, was full animation.

Most chess games are animated to
a marginal degree. Move a knight, and
the piece moves from one square to
the next on the screen. In the case of
Chessmaster 2000, this is accom-
plished against the background of a
very attractive 3-D board. One chess-
like game, Electronic Arts’ superb Ar-
chon, took the idea of animation to
heart, allowing for a battle between
pieces contesting a square. It wasn’t
chess, though, and that’s where Battle
Chess comes in.

1e animated combat
sequence that is so

appealing.

Battle Chess is nothing more than
standard chess with animated pieces.
There is no tactical subgame, as in Ar-
chon; all that’s different from normal
chess is that the pieces walk or glide to
their appointed squares and then de-
feat the enemy piece in animated com-
bat. The regular rules of chess are the
only rules available: When a pawn
moves into a square with an enemy
bishop, the pawn defeats the bishop.
Combat skill or differential is not an
issue here.

Yet it is precisely the animated
combat sequence that makes the game
so appealing. The difference between
computer chess and face-to-face chess
has always been the ability of a human
player to play against the computer,
but besides that, the game suffers as a
result of computerization. Gone is the
physical feel of the pieces, the pure
three-dimensionality of the board, the
variety of available pieces, and, of
course, the human interaction. Even in
programs like Chessmaster 2000, which
takes into account three-dimensionality
and different perspectives on the
board, the real chess-playing expe-
rience is partially lost.

Battle Chess adds a new dimen-
sion, albeit a purely aesthetic one. Be-
cause its pieces fight each other in an
animated sequence, Battle Chess does
something that simply can’t be done
with a standard chess set. In other
words, the game takes advantage of
the fact that it exists on a graphics-
oriented computer, offering an addi-
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tion to—rather than a slavish
recreation of—the game of chess.
Considerable thought has gone
into the programming of the combat
sequences. Two pawns will fight each
other in the same fashion each time,
but a pawn defeats a bishop, and a
bishop defeats a pawn, in entirely dif-
ferent ways. Rooks, which animate by
becoming lumbering stone monsters,
crush pawns, eat queens, and turn
kings into pancakes. Queens fight with

monial to Battle Chess’s design was
watching it enthrall my daughters and
their friends. None of these people had
ever played chess, nor had they ever
shown any interest in learning. One
look at Battle Chess, though, and they
wanted to see how the pieces fought
one another. I left them alone, told
them that all the pieces move differ-
ently and explained how the game is
won, and they quickly learned how the
pieces move in order to get them to

Because its pieces fight each other in an animated sequence, Batile Chess does
something that simply can’t be done with a standard chess set.

magic, and they destroy each piece in
a unique way. Much of Battle Chess’s
fun, in fact, comes from wondering
how one piece will destroy another.
To find out, I spent the early games
sacrificing everything from knight to
queen just to see the battle sequences.
Even so, I still have no idea how a
pawn might destroy a king.

Games can be saved, and game
situations can be set up. You can force
the computer to make a move, take
back a particularly disastrous move, or
have the computer suggest a move.
You can play with a two-dimensional
board—somewhat faster, but with no
animated combat—and you can choose
from ten levels of play. The computer
will play either or both sides, or you
can play a human opponent. Finally,
the game can be played via modem.

For me, the most revealing testi-

fight. To be sure, this resulted in a
series of kamikaze chess matches, but
by the end of a couple of hours, the
girls knew the basic rules of chess.
Battle Chess had taught them almost
effortlessly.

As far as play goes, Battle Chess
gives me a good battle at even its low-
est levels (which, admittedly, isn’t a
major feat). It is somewhat more for-
giving than Chessmaster 2000, to the
degree that I can actually win, even at
the second level. The manual teaches
the rules of chess and it explains chess
notation. It also gives notation for 20
historical matches. Amiga owners will
be delighted to learn that the master
disk is not only unprotected, but it
also includes a separate program to
use in installing it on a hard disk.

Finally, Battle Chess is worth
owning if only as a piece of Amiga

demonstration software. Some of its
combat sequences are gruesome, per-
haps even objectionable, but their
graphic excellence is unquestionable.
Knight-vs.-knight combat, stolen from
Monty Python and the Holy Grail,
should bring laughs, and watching a
king eliminate a queen is especially
entertaining. Furthermore, the grunts
and groans of dying pieces are disturb-
ingly realistic. In other words, even if
you don’t particularly like chess, you
might want this program for the
graphics it offers.

—Neil Randall

Interplay Productions
Distributed by Mediagenic
3885 Bohannon Dr.
Menlo Park, CA 94025
$39.95

Inboard 500

he Inboard 500 from Spirit Tech-
nology is a RAM-expansion
device for the Amiga 500. Like
the Amiga 1000 and 2000, the
Amiga 500 can directly access up to
nine megabytes of RAM. Amiga users
quickly learn, however, that those
amazing Amiga graphics and sound
programs are memory hungry. The
500 comes with 512K of memory and
can easily be expanded to one mega-
byte with the A501 internal RAM ex-
pansion from Commodore, but
expansion beyond one megabyte is
more difficult and expensive. The
500’s single expansion bus is designed
for external devices with separate pow-
er supplies, which use more desk space
and cause higher expansion costs. Oth-
er expansion devices, such as hard
drives, also vie for use of the 500’s ex-
pansion bus. The Inboard answers
these concerns by expanding RAM in-
ternally without tying up the expan-
sion bus.

The straightforward layout and
high-quality assembly make it clear
that Spirit Technology has put a lot of
thought and effort into the Inboard.
The device is a four-layer low-noise
circuit board, designed to be installed
on the Amiga’s motherboard. The
board has a socket for the 68000 CPU
chip, an optional clock/calendar, and
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E Dust Cover &
Everything Book

Discover the savings and easy shopping avail-
— able from TENEX Computer Express with a

The Best

Prices & Service

FREE copy of our Everything Book for Commo-
dore Computing. Get to know our great prod-
ucts, extensive selection and fast service PLUS
receive a FREE dust cover for your C64 or
C128. The cover is an anti-static, 8 guage vinyl
sewn 1o our exacting standards with reinforced
seams, ($2.95 Shipping Charge.)
C64 Dust Cover and Catalog 31637 (K2A)
€128 Dust Cover and Catalog 38464 (K2A)

Diskette Storage

® 100 disk (5 1/2%) capar.ity
® Lock and keys for extra security and easy
carrying.
® Includes 8 index dividers for organization of
filing and retrievel.
® Made of durable anti-static, high impact
plastic.
@ Attractive smoke colored lid.

Sug. Retall $19.95

66826 $9.95

Free 56 Page " Everything
Book" With Any Order
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Commodore 64C

The complete computer for home, school and small busi-
ness. Supported by high-quality peripherals and over 10,000
softwareprograms. Full typewriter-style keyboard, 64K RAM,
eight sprites, three voices.
64C Computer

Commodore Hardware

54574 §$129.85

Commodore 128D 71133 $439.95
1670 Modem, 1200 Baud 36952 $64.85
1351 Mouse C64/C128 37885 $29.95
1802C Composite Monitor 54595 $CALL
1581 3.5" Disk Drive 74023 $179.95
1541 |l Disk Drive 54586 $174.95
1764 RAM Expanslion C64 72513 $109.95

We gladly accept mall orders!
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AMIGA 500

The 500 includes 512K bytes internally and Is expandable to
8 MB, two joystick ports, a serial port, a parallel port, an
external disk drive port, and a buiit-in 3.5° disk drive.lt even
includes a 2-button moussl

Amiga 500 73723 SCALL

AMIGA 2000

The 2000 has mukitasking abilities, sprites, a graphic co-
processor and bullt-in speech. With keyboard, mouse,
joystick,RS232 and Centronics ports, the 2000 is a powerful
computer. It has abuilt-in 3.5" disk drive, mounting locations
for two external Amiga floppy disk drives and has aninternal
option for IBM PC/XT compatbliity. Standard RAM Is a full
MB and Is expandable to 9 MB.

Amiga 2000 77617 $CALL
-

AMIGA Accessories

1084S Color Stereo Monitor 74095 SCALL
3.5 External Disk Drive 74087 CALL
Internal 3.5" Disk Drive 79257 CALL
512K Expansion 79268 CALL
2MG Expansion 79279 CALL
Bridgecard W/5.25 79249 CALL
Hard Drive Control 79222 CALL
1200 Baud Modem 79237 CALL
RF Modulator 79283 CALL
NLQ, Dot Matrix Printer 79294 CALL

PRICES TOO LOW TO ADVERTISE!

STAR NX1000

NX-1000 Speedy 144cps draft mode, 36cps near-letter-
quality. Features Include front panel controls and multiple
NLQ fonts. Friction and tractor feed, plus convenlent single
sheet leed mode.

NX-1000 Printer( Parallel )

NX-1000 Printer ( Commodore )
NX-1000 Rainbow Color Printer
NX-1000C Rainbow ( Commoedore )

‘224%
G i

74827 $164.95
75060 $169.95
75077 §224.95
75783 $§224.95

OKIDATA 180

Features include mode selection, pitch selection, 180 cps in
high speed draft mode and 120cps in utllity mode. Near-
letter-quality text prints at 30cps. Includes both friction feed
and fixed tractor for standard width perforated edge.

Okldata 180 Printer 71634 $224.95

Panasonic
KX-P1091ill

Prints 38 cps in NLQ and 192 cps In draft mode. Friction &
tractor feed, paraliel interface and two year warranty.
Panasonic KX-P1091ill A27862 $189.95

Shipping Handling, Insurance

L‘GN;'X ut 6" TENEX Computer Express = o oo o Charges! %’E&%ﬁ'ﬁ%
o f P.0. Box 6578 S
- 4P_.L—|—-- South Bend, IN 46660 i

W (519) 2597051

We Verify Charge Card Addresses

$300.00 & up ...

ORDER TODAY CALL 1-800-348-2778

COMMODORE 64 and COMMODORE 128 are registered trademarks of Commodore Electronics, Ltd. AMIGA is a registered trademark of Commodore Amiga Inc., APO, FPO, AK, HI, N,
VI, GU, and foreign orders are subject to additional shipping charges. NOTE: Due to publishing lead-times, product prices and specifications are subject to change without notice.
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Affordable expansion is a hallmark of Spirit Technology’s Inboard 500, a peripheral
that delivers plenty of RAM for graphics—and sound-hungry programs.

three banks of sockets for RAM chips.
The user can configure the board to be
used with 0K, 512K, | megabyte, or
1.5 megabytes of RAM. The Inboard
uses 256K DRAM chips, rated at
either 120 or 150 nanoseconds. These
chips, commonly used for computer
RAM expansions, have become con-
siderably more expensive in the past
few months.

Installation of the Inboard is not
for the faint of heart or for those of us
with two left thumbs. While most us-
ers can install the board themselves, it
requires delicate and deliberate action.
First of all, open the Amiga (this voids
the warranty). Next, remove the metal
RF shield covering the motherboard
and then remove the 68000 chip from
the motherboard. Place the 68000 chip
in the Inboard. Then install the In-
board over the motherboard in the
CPU’s socket. Finally, clip one jumper
to a pin on the Gary custom chip on
the Amiga’s motherboard.

Spirit Technology provides de-
tailed step-by-step instructions and
several diagrams, showing various
stages of the installation procedure.
Both the documentation and diagrams
are contained on disk, but the dia-
grams are also provided in hardcopy
form. Frankly, the documentation

should be provided in hardcopy as
well. Anxious users who tear their
Amigas apart to install the board will
find it impossible to read the installa-
tion instructions unless they print the
them prior to disassembly. Users with-
out printers are out of luck and must
memorize the installation instructions.

I found the instructions to be
thorough, and I had no real problems
until I tried to plug the Inboard into
the motherboard. I could not get it to
seat properly. As the instructions

warned, there were several capacitors
on the motherboard that I had to bend
to make room for the Inboard. I per-
formed this action with sweaty palms,
but even after bending the capacitors,
the board did not want to seat firmly
in the 68000 socket. However, after
stubborn but cautious persistence, I fi-
nally seated the board and secured it
with a retaining clip supplied by Spirit
Technology. The whole process took
approximately 2% hours, but I deliber-
ately worked at a snail’s pace.

I have had no problems with the
board unseating or with the jumper
clip running to the Gary chip. I rec-
ommend, however, that any user who
feels uneasy about opening the 500
and installing the board should have a
qualified technician perform the
installation.

The Inboard must be configured
to your system. As previously indicat-
ed, the Inboard is designed to add up
to 1.5 megabytes to your system, in in-
crements of 512K. The Inboard uses
the same memory address (C00000) as
the A501 0.5-meg expansion unit from
Commodore. At this memory address,
version 1.2 of the Amiga operating
system will automatically configure ex-
pansion RAM to the system, which
means the computer will automatically
recognize the added RAM and add it
to available memory. However, be-
cause that area of memory is only 1.5
megabytes in size, users who own the
A501 expansion will not be able to
auto-config expansion RAM on the In-
board for more than |1 megabyte.
Therefore, users owning the A501 and

Table 1

Auto-Config Inboard Configuration Total RAM
Yes 1.5 meg, no A501 1,689,664
Yes 1.0 meg, no A501 1,427,752
Yes 0.5 meg, no A501 903,464
Yes 1.0 meg, with A501 1,689,896
Yes 0.5 meg, with A501 1,427,728
No 1.5 meg, with A501 2,474,232
No 1.0 meg, with A501 1,949,944
No 0.5 meg, with A501 1,425,656

Table 2

Amiga 500 Power Usage

Motherboard 1.69 amps (max.)

A501 Expansion 0.40 amps (max.)

A1010 Disk Drive 0.50 amps (max.)

Inboard with 1.5 meg 0.65 amps (max.)

3.24 amps (max.)

SEPAIRIVIENN G IM9 T80 W 7Y
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an Inboard with 1.5 megabytes on
board will have to use the addmen
command for the system to recognize
the expansion RAM on the Inboard.
The addmen command directs the
computer to find the Inboard’s RAM
and add it to available memory.

Spirit Technology provides pro-
grams on the disk accompanying the
Inboard to help users configure the
board to their systems. Configuration
involves the switching of five jumpers
on the Inboard and a choice of pins
on the Gary chip to hook the jumper
clip. Table 1 shows the various config-
urations and the total system RAM re-
sulting from the configuration.

You’ll notice that configuring In-
board RAM to auto-config under the
Amiga operating system results in
some loss of memory in two situa-
tions. With the A501 and a 1-mega-
byte-equipped Inboard, or with a 1.5-
megabyte Inboard alone, you should
get at least 1,949,944 bytes of available
RAM. The reasons for the memory
loss are not readily apparent, but tech-

nicians at Spirit Technology believe it
is due to ROM overflow under the
Amiga operating system. The solution
to this memory loss, however, is to
use the addmen command. As Table 1

I highly recommend the
Inboard 500 to Amiga 500
users looking to expand their
system RAM.

reveals, addmen allows full use of all
memory added by the Inboard. While
not as convenient as auto-config, the
addmen command is relatively pain-
less to use. By adding the addmen
command to the startup sequence, the
system recognizes the RAM at bootup.
Spirit Technology helps users config-
ure their system with addmen by pro-
viding support through documentation
and utility programs on disk.

When using internal expansion
devices on the 500, you must always
be concerned with power drain. The

500’s power supply is marginal com-
pared to the 1000’s or 2000’s. In fact,
Commodore does not recommend
using devices other than the A501 and
the A1010 3's-inch disk drives that
draw on the computer’s power supply.
However, the Inboard consumes very
little power. Table 2 shows a break-
down of the power usage by the com-
puter and common peripherals. Since
the 500 power supply provides 4.3
amps, using a fully populated Inboard
with an A501 and A1010 still leaves
more than 1 amp in reserve. My con-
cerns about the Amiga power unit
forced me to purchase a third-party
power supply before installing the In-
board. Amiga users, however, should
be able to safely use the Inboard with
the original 500 power supply.
Overheating is another concern
whenever internal devices are added
to any computer. Any internal tem-
perature rise in the Amiga, however,
should be negligible since the Inboard
is located in the ventilation exhaust
flow. In the two months I have had

Reth oal'

All the excitement of sport
bass fishing has been captured in
Reel Fish’n, a realistic simulation
that puts a rod and reel in your
hands and sends you to the lake
for a day of fishing.

Weather and fishing forecasts
help you decide when to fish.
There are eight lakes, and a tack-
le shop offers a variety of lures
and other equipment, including a
depth-finder and top-of-the-line
bass boat.

A Bass Fishing Simulation

by Roger Damon

On the lake, sharpen your
fishing skills: find your favorite
“hot spots”, experiment with
lures and retrieves, and reelin the
big 'uns. Land a lunker (that’s a
real big fish), and you could earn
a place in the Bass Fishing Hall
of Fame.

When you think you're good
enough, you can compete against
the pros for cash prizes in three-
day tournaments. Or just sit back,

relax, and enjoy some Reel
Fish’n.

Reel Fish'n™ is available for the Amiga
(shown) and Atari ST: $45.00

interstel’

P.O. Box 57825 + Webster, TX 77598
(713) 486-4163

Get Hooked: Visit yourretailer or call 800-245-
4525 for VISA and MC orders (outside the US
and Canada call 415-571-7171). Or send
check to ELECTRONIC ARTS Direct Sales,
P.O.Box 7530, San Mateo, CA 94403. Add $5
shipping. In CA, add sales tax.

Distributed by IS\ ELECTRONIC ARTS

Amiga, Atari, and IBM are registered trademarks of
Commodore Electronics, Ltd , Atari Corp.. & IBM. Inc
Reel Fish'n was originally released as Gone Fish'n.
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the Inboard installed, I have experi-
enced no overheating problems. In
fact, I have noticed no appreciable dif-
ference in the heat generated by the
500 with the Inboard installed.

The Inboard 500 is a welcomed
and needed third-party expansion de-
vice for the Amiga 500. In my opin-
ion, the advantages of the Inboard’s
internal RAM expansion of the A500
greatly outweigh any concerns. The In-
board not only saves the Amiga user
valuable desk space and having to
transport an additional device when
moving the computer, it saves the user
money by avoiding separate power
supplies and housings required by ex-
ternal expansion units. I highly recom-
mend the Inboard 500 to Amiga 500
users looking to expand their system
RAM. And believe me, sooner or later
you'll need to expand!

—Scott Thomas
Spirit Technology
2950 S. 220 West
Salt Lake City, UT 84115
$239.95

Empire

mpire has been around for a

while on mainframes, and in

1984 it became available on

the IBM PC. Last year, Inter-
stel added Empire to its series of
games on the growing Star Fleet my-
thos and began porting it to different
machines. The Atari ST version hit
first; now the Amiga edition is here. It
requires 512K of RAM.

Only loosely related to the Star
Fleet series, Empire places you in the
role of strategic commander of an Al-
lied landing fleet. The Krellan Empire
has subjugated several planets, and
you have been ordered to invade one
of them and reunite the cities. In prac-
tical terms, this means capturing all
the cities on the planet, with the num-
ber of cities depending on the planet
you invade.

You begin the game with control
of one city, which appears white on

the screen. The rest of the world is
black. Your first chore is to have the
city produce armies, fighters, trans-
ports, destroyers, submarines, cruisers,
battleships, or aircraft carriers. Then
you must move your army out and
discover the world in the squares
around you.

Every time you move a square,
adjoining squares become visible.
Each square is one type of terrain:
land, water, or city. Armies can march
across land, but they can’t cross water
without transports. Since the enemy
has a navy, your transports will need
escort ships as well. The most suitable
escorts are destroyers, but as naval
commander you will want cruisers,
battleships, submarines, and carriers to
fight sea battles and prepare shorelines
for invasion. Then, too, you will want
fighters for exploration duties and for
battling enemy armies, ships, and oth-
er fighters.

In other words, Empire demands
an understanding of combined opera-
tions. It is not possible to win the

Learning
® Curve

Allows you to easily create group or in-
dividual quizzes, tutorials, or drills.
Simple movement through the function
commands make lesson preparation
much less work for you. Choose from
True or False, Multiple Cheice, Fill in
the Blank and "Answer the Question",
with up to 15 correct choices available
to allow for questions with more than
one possible answer. Test scores and
percentages may be retrieved for indi-

on the screen or printed.

viduals or groups and may be displayed

ferent levels or sets of questions with

pace. Teachers can make assignments
or students can select their own topics.

atively reinforced for beginning and in-
i termediate music students.

dent independently and can select dif- |
ease, while progressing at their own |
The computer keeps scores for review |

of student performance. Music theory |
concepts and ear training skills are cre- |

Grade
A+ Manager |

Grade Manager is a grade and stu- f\\j
dent report maintenance program |
designed to facilitate the accurate |
and speedy recording and report- |
ing for students’ grades. Selective
queries allow you to retrieve indi-
viduals or groups. Supports grade
weighting, 100% point scale con- |
versions, extra credit, incompletes |
and much more. Full featured and |
powerful, it places a very usefu
tool in your hands ...it manages so
that you can excel.

Font-Works

Font-Works allows you to create virtual-
ly and unlimited number of color fonts

quickly and easily by using either the built-in drawing tools or by
_ "grabbing" letters from any standard IFF picture. Change existing

fonts by adding such effects as drop shadows, outlines, underlines, neon, re-
sizing, and scaling. Up to 16 colors per font!
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game with armies only, because none
of the worlds consists solely of land
masses. Large-scale continental inva-
sion demands the effective use of all
possible weaponry. Your opponent,
you must remember, is waiting for
you to commit your forces. Then he
will invade your country and see how
well you've defended.

Empire sports a superb user inter-
face. A scrolling map lets you see each
unit. Move the units by keyboard
commands, menu selection, or with
the mouse. Creative use is made of the
requester boxes, with responses such
as “Yes, sir!” replacing the usual “Ac-
cept” or “OK."” A box appears each
time a unit is produced, asking wheth-
er you want the city to continue pro-
ducing that type or to switch
production to another unit. Other
automatic boxes let you name the
ships vou produce (armies and fighters
are automatically numbered).

Special orders are available
through keyboard or menu com-
mands. You can command ships to
escort other ships (which means you
don’t have to give them orders every
turn), and you can set flight paths for

Empire gives you the chance to be global commander—on a totally unexplored globe!

fighters. You can place units on sentry
or patrol duty, again to minimize the
number of decisions you have to make
during each turn. Transports can be
ordered to load all units that come ad-

jacent to them, and you can place sev-
eral units under the same order. All
these are designed to relieve you of
making turn-by-turn decisions for doz-
ens of units.

Ot "T1brarjasis &
Constantly Growing!

Public Domain & SHAREWARE programs for the

:‘\\ s ™
JANY S-Sy B S S
FAR \N h
s Vv H$606 O
</

Eliminate the t!?rnlt of purchesing a modem, finding & sub-
scribing to a bulletin board and larger phone bills just to
download a few programs a night

We have thousands of programs..from animated
displays to arcade games, from simple utili-
ties to a word processor.database management
system & spreadsheets, from pictures & songs
to graphic and sound players

Disk P_riceﬂ

1-10 84.00

As new disks become available, you will auto= - D Qq 5
matically receive an UPDATE listing - OR = by 11-20  $3.50
remittance, you can receive the 2] ™ 8300

unqu‘ a
DISKS THEMSELVES. If you send at least $68,
you'll receive the disksa ® §3 each..send $41.50

k get them © $3.50 each..or send less and get S&H - 81 per each
them € $4 each.STILL & very good price! E”’;JP of & disks
or less.

Each order invoice will have your current bal-
ance. Checks accepted, sorry no credit cards.
MOST orders are shipped within 9-12 days...
why wait longer with other companiesttf

Request our catalog disk, equivalent to over 130 81/2 x 11

*plus

pages of program descriptions or directory listings.. 54 tax

Return your catalog disk along with $1 and
receive the latest version by return mail.

Hillside Hard & Soft Computerware Co.
RD 3 Box 3420A Fleetwood, PA 19522

PA & NI residents add 6% sales tax

The Memory Location
COMMODORE

MIGA

Specialists
Hardware
Software

Service
Support
Peripherals
Accessories
Satisfaction Gauranteed!
An entire store dedicated to the AMIGA.

Hours: Mon.-Thur. 10-6 Fri. 10-8 Sat. 9-5
The Memory Location

396 Washington Street
Wellesley, MA 02181

(617) 237 6846
(617) 237 6440

We Ship UPS Mon.-Fri.
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Several reports are available to
you each turn, and, unlike those of-
fered by many war games, they’re ac-
tually useful. The Combat report
replays any battles that have occurred
since your last turn, important when
you’re playing against a live opponent
(as opposed to the computer). The
Production Map shows which cities
are producing which units. The Status
screen displays how many cities
you’ve captured, how many exist,
what percentage of the world you've
explored, and how many of each unit
are under construction or in combat,
and how many have been destroyed.
Finally, the Ship report lists your
ships, their locations, and their dam-
age status.

Empire begins with a decision to
load a map from disk or create one at
random. The package includes a
world-creation system, in which you
can guide the world’s construction to
whatever degree you wish. You can
build it square by square (a lengthy
process), or you can create land
masses and then sprinkle cities
throughout automatically. Each map
can be saved to disk, and you can ex-

change worlds with other owners of
the game.

Of course, creating your own
world and then playing it destroys the
suspense (and enjoyment) of exploring
a new world, but the random-creation
feature keeps the game fresh.

There’s more. The game can be
played against one or two opponents,
in any combination of human and
computer. A Play-by-Mail option
saves the program at the end of every
turn, at which time you mail the disk
or send it by modem to your oppo-
nent. Impressively, Amiga and Atari
ST files are compatible, so if your
friend has an ST and a modem, you
can still play the game by telephone.

Further evidence of user friendli-
ness exists in Empire’s copy protec-
tion. The disk is unprotected, but to
play you must find a specific word in
the manual. For many games, this is
tedious; for Empire, the process re-
quires looking only for page and line
numbers, since all words are the first
ones on the line. If you make three
mistakes, the program assumes you
are working from a pirated copy, and,
even here, user friendliness surfaces.

In a requester box titled “Such a
Deal,” the program asks if you wish to
play 50 turns of the game and then de-
cide if you want to order your own
copy. For a hobbyist tired of being pe-
nalized for actually buying products,
this is a welcome variation of attitude.

Finally, the game comes with a
warning: “This program is highly ad-
dictive. Considerable, otherwise pro-
ductive, time might be lost. Play only
during vacations.” By now, of course,
I'm used to box hype claiming addic-
tiveness, but this one is fairly accurate.
I have never played a game in which
making just one more move is so ut-
terly compelling. Turns go so quickly
and the interface is so well designed
that hours can pass before you realize
it. So take the warning to heart, but
don’t pass up Empire because of it.
This is an excellent strategic game, one
of the few that should be in everyone’s
software library.

—Neil Randall

Interstel

Distributed by Electronic Arts
1820 Gateway Dr.

San Mateo, CA 94404
$49.95

PIONEER COMPUTING Does it again!

PRD-44

44 Megabyte
Removable Cartridge
Winchester Disk Drive

The PRD-44 Cartridge Hard Disk is an innovative design that incorporates reliable

Winchester Technology in a removable media. You will never out grow this Winchester as the
PRD-44 offers you unlimited storage. The PRD-44 has many benefits, including low cost, mass
storage, back-up capability, transportable and rugged cartridge media.

At 44 megabytes per cartridge, individuals may maintain large amounts of data for individual
or share system applications. The compact 5%" cartridge permits data security as users may

remove and secure sensitive data.

The drive has an average access time of 25 milliseconds and a 1:1 interleave capability.
Within 20 seconds after cartridge insertion, the PRD-44 has completed spin-up, self-test
diagnostics and is ready to accept commands. Additionally, automatic error detection/correction
and extensive defect management are transparent to the user.

PRD-44 44 Megabyte Removable Cartridge Disk Drive

$999.99

PRD-44c 44 Megabyte Cartridge

$129.99

PIONEER COMPUTING

2469 East 7000 South #200 - Salt Lake City, Ut 84121
(801) 942-1174
ORDER DESK 1-800-999-3013

KEY FEATURES:

- Removable Cartridge Media

- 44 Megabyte (formatted) Storage Capacity, per Cartridge
- Unlimited off line storage

- Fuily Integrated SCS! Controller

- 25 Millisecond Average Access Time

- Standard Hall-Height 5%" Size

- 20,000 Hour MTBF

- Data Transfer Rates up to 1.25 Megabytes per Second
- 8 K Data Buffer

- Read/Write Operations with 1:1 interleave
- ECC and Automatic Retry
- Transparent Defect Management with Track and Sector

Sparing
- Self-Diagnostics at Power Up
- Rugged Hard Disk Cartridges

Take advantage of our
package deal:

Disk Drive & Cartridge
$1049.99
Disk Drive, Cartridge & SCSI Controller
$1279.99
Disk Drive, Cartridge,
SCSI Controller & Case
$1399.99
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“ rofessor Renegade, I
presume?” I presume
I'll be able to say that
someday. Well, at least
I hope so. You see, Professor Rene-
gade is missing, and word has it that
he’s a hard man to find.

Cosmic Relief: Prof. Renegade to
the Rescue places you in the shoes of
Fortisque Smythe, British explorer. Or
Henri Beaucoup, explorer extraordi-
naire. Or Herr Hrushe, Wu Pong, or
Big John Caine. No matter which hat
you choose to wear, the story is about
the same: Your job is to locate the
mysterious Professor Renegade, the in-
ventor of the Swiss Army Farm Ani-
mal (a combination cow, goat, and
chicken) and frustrated doomsayer.

Here’s the scoop. Forty years ago,
the distinguised professor predicted
that an asteroid was rocketing toward

The hunt is on. Will anyone find Professor Renegade in time?

Earth. Only prompt action would pre-
vent a catastrophe. Needless to say,
this didn’t go well with the public or
the professor’s colleagues, who
promptly laughed him into hiding.
Well, it turns out that the old pro-

—Genealogy Database——

Dozens of reports (including calendars)—to printer or to screen NOFgen
All variable-length fields except for dates
Repeatable sibling, spouse, child, and note fields as needed
On-screen mouse searches among and within 18 generations
Database size limited only by available storage
Access to Workbench™ via program interface

For more information call (612) 827-2766 or write to. . .
Norris Software Ltd., 3208 W. Lake St., Ste. #65, Minneapolis, MN 55416
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\z MicroEd

Educational Software K thru ADULT

ALL CURRICULAR AREAS+INCLUDES RELIGIOUS PROGRAMS
SEND FOR A LIST OF OUR SOFTWARE
MicroEd, Incorporated
P.O. Box 24750
Edina, MN 55424
612-929-2242

AMIGA SOFTWARE

Over 90 disks of only the best of the Public Domain and Share-
ware. Tested and sorted into the following categories:
Animation, Applications, Games, Graphics, Information, Music,
Programming, Sound, Telecommunications, and Utilities.

For a free list, send a business size SASE to:

Micro Computer Associates, Amiga Software,
P.O. Box 5533, Katy, TX 77491-5533.
All Disks Tested Virus-Free
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fessor was absolutely right. Forty years
later, the asteroid has been spotted,
and only the professor knows how to
save the world. The hunt is on. Will
anyone find Professor Renegade in
time?

The professor is thought to be in
Tibet. In case you haven’t heard, Tibet
is a dangerous land, full of stone
snakes, flying reptiles, and rainstorms
capable of drowning a mere mortal.

Tibet isn’t all bad, though. There
seem to be just enough magical items
scattered about to help you negotiate
your way. You'll have to use your
noggin, though, to figure out what to
do with what.

Cosmic Relief is refreshingly
unique. It's a delightful world where
you can be an old-time adventurer in
this day of the final frontier. The game
has something that seems to be a rare
commodity in recent computer games-—
atmosphere. It’s a story you can really
get into. It’s a bit bizarre, true, but
charmingly so.

It’s not easy to design an Amiga
computer game. Amiga users expect
high-quality graphics and sound.
While Cosmic Relief doesn’t push the
limits of the Amiga, its graphics,
sound, and music succeed at their
most important job—complementing
the game. Cosmic Relief is chock-full
of interesting animation and audio ef-
fects. In sum, there’s nothing to com-
plain about in the audio-visual
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category—no flicker or audible clicks to detract from
the game.

As for playability, I have mixed feelings. There are
some things I applaud. For instance, there’s no mad ar-
cade-rush feel to the game. You can stand still (in most
places, that is) and think about what you're going to do
and not get clobbered. After a few games, you know
which places are dangerous.

The asteroid has been spotted. Only
the professor can save the world.

The game is played in colorful and exciting ter-
rain. There are pits to avoid, clouds to investigate,
caves to explore. The map for the game is quite
large—easily over a dozen screen’s worth.

But Tibet is too capricious a place for me. I know
where the dangerous places are, but that doesn’t help
me much. Here’s an example: I stand in front of a rock
that I know (from previous experience) houses a rock
snake. Periodically, the snake leaps out to do away
with any unfortunate passerby. Its actions seem totally
random. Even if I wait for the snake to leap out and
back before I move, it still can (and often does) catch
me as I try to run by. Sure, rock snakes can’t be count-
ed on to be predictable, but don’t these things ever
sleep?

When I play over and over without making any
mistakes, but still die four times each game without
making any progress, I tend to get frustrated. Because
of its many good points, however, I rate Cosmic Relief
as Good Plus. It could have been Great.

—Rhett Anderson

Datasoft

19808 Nordhoff Pl.
Chatsworth, CA 91311
$34.95

Carrier Command

he good news: The documentation writers at Rain-

bird have decided not to include an introduc-

tory novelette with this game. The bad news:

You may wish you’d spent your money on a
few good paperback thrillers.

It’s not that Carrier Command is a bad game; it’s
actually a pretty good one. It’s just that the authors
have thrown in so much, making the story so complex
that you may tire of the game long before you’ve mas-
tered it.

Rainbird has replaced the usual documentation
novelette with eight pages of text and an audio cas-
sette. In brief, a newly formed group of islands in the
Southern Ocean holds the key to solving the world’s
energy crisis. To exploit this potential, two aircraft car-

Looking For
More ‘“‘Byte’’
For Your Dollar?

I

u
-
u
]
W,
-
N

= ha

T ==
i i ==
,/‘- B e T .f"l‘“t‘i‘i*-l”\— \ \" ',"_\ 5
PR A e

Here is the answer, the model PPI-1000
Expansion Unit for your Amiga 1000 by
Palomar Peripherals.
[ Full auto configuration
[] Meets Zorro specifications
[J Amiga buss pass-thru
C] Built in power supply
L] Power on/off controlled by Amiga
[] Real time clock with battery backup
(] Fast RAM

-2,4,6 or 8 megabytes

-No wait states
(] Disk drives

-Supports up to 2 drives

-20 or 40 megabyte hard drive(s)

-3%"" or 5%’ floppy drive

-Fast DMA interface
With 20 meg hard drive and 0 meg RAM
price is $1085 plus shipping and handling
(Calif. Res. add 6% sales tax). Requires
Amiga DOS 1.2.For further information
call (619) 748-1202 or write to Palomar
Peripherals.

PALOMAR PERIPHERALS

14580 High Pine
Poway,Ca 92064
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riers are ready to deploy Automatic
Command Centre Builders on each
island.

On Resource Islands, the Auto-
matic Centre Builders mine raw mate-
rials and build fuel dumps; on Factory
Islands, they refine fuel and construct
warehouses; on Defence Islands, they
construct defensive stations; and on
Stockpile Islands, they store weapons,
fuel, and other materiel. (That’s right,
centre and materiel—British games use
British spellings.)

The fly in the ointment? A terror-
ist group has subverted one of the
aircraft carriers. And now you find
yourself in a race to see who’ll gain
control of the islands.

If the strategy of placing Com-
mand Centre Builders reminds you of
the board game Risk, you're not alone.
Take away the fancy weapons and pre-
tentious prose and you have a game in
which you try to occupy more of the
board than your opponent does.
There's nothing wrong with this; it’s
an ancient and honorable computer-
game tradition. Carrier Command

ALY
{ FUEL SUFFLY
o

Commanding a carrier isn’t easy; you've got to master strategy as well as tactics.

may even be easier to understand be-
cause of it.

As you may have guessed, you’ll
have to plan carefully before you place
your Command Centres on the differ-

ent islands. You’ll need to balance the
various functions in order to create a
productive system, and you’ll have to
devote a certain number of islands to
nonproductive defense. Since the game

COLOR RIBBONS & PAPER

COLOR RED, BLUE, GREEN,
RIBBONS BROWN, PURPLE, YELLOW,
Ribbons Price Each | Black | Color | Heat
Transfer
Apple Imagewriter I/l| 3.75 | 4.50 6.50
Citizen 120 D 5.00 | 6.00 7.95
Commodore MPS 801 415 | 4.75 5.75
Commodore MPS 802 6.00 | 6.75 -
Commodore MPS 803 495 | 5.95 7.00
Commeodore MPS 1000 3.95 | 4.95 6.75
Commodore MPS 1200 5.00 | 6.00 7.95
Commodore 1525 6.00 - -
Okidata 82/92/93 1.76 | 2.25 4.50
Okidata 182/192 6.50 7.50 -
Panasonic KX-P 1080 6.75 | 7.75 -
Seikosha SP 800/1000 5.25 | 6.50 7.95
Star SG 10 1.75 | 2.25 4.50
Star NX10/NL10 5.00 6.00 7.95

COLOR PAPER
BRIGHT PACK—200 Sheets/50 each color: Red,
Blue, Green, Yellow. 9 1/2 x 11 — $10.90/pk.
PASTEL PACK—200 Sheets/50 each color: Pink,
Yellow, Blue, Ivory. 9 1/2 x 11 — $10.90/pk.

T-SHIRT RIBBONS (Heat Transfer) — Call For Price.

COLOR DISKETTES
5 1/4” DS/DD Rainbow Pack. 10/pack — $12.50

For ribbons & paper not listed above, call for price &
avail. Price & spec. subject to change w/o notice. Min.
order $25.00. Min. S & H $3.50. Add $2.25 C.0.D.
add’l. IL res. add 6.25% tax. MC & Visa accepted.

RENCO COMPUTER PRINTER SUPPLIES
P.0. Box 475, Manteno, IL 60950 U.S.A.
1-800-522-6922 « (IL) 1-800-356-9981
B815-468-8081
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Hi-Resolution HP
ren Plotter $50

X

PlotPrint works in conjunction with all
CAD and scientific programs that produce
great-Jooking plots. It translates the

HPGL pen-plot output to extremely high
resolution printer output. PlotPrint
works with any graphic printer: ink-jet

dot matrix and laser. It supportis color,
scal ing, and rotation and has a Preview
feature. PlotPrint requires an Amiga,
with 2 drives and minimun of 1 Meg RAM,
and your graphic printer.

Order: WPP-U 450 Standard Rmigas

HPP-T $100 68020/68881 Amigas
Check, money order, or COD only. Include
$2.00 S+H. Dealer inquiries are waelcoma.
Order from:

Hi-Tech Graphics
P.0. Box 446
Tal Imadge Ohio 44278

*Software Product---No Plotter Required.
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requires decisions similar to those
made by political and economic lead-
ers in the real world, you’ll find plenty
of thought-provoking challenges.

(With the islands producing and
stockpiling only what’s necessary to
keep the aircraft carriers going, it
would seem you could just scrap the
carriers and declare peace. But then
there would be no need for the game.)

The game breaks down when it
attempts to match the physical chal-
lenges of geopolitics—at least for me.
The carrier you command carries
drone aircraft, amphibious assault ve-
hicles, and manned aircraft, and it's
armed with a powerful laser cannon.
You can simultaneously control up to
four each of the amphibious and air
vehicles, but you’ll have your hands
full with only one or two.

In keeping with the Amiga inter-
face, icons crowd both sides of the
play screen as well as the bottom.
With 50 percent of the screen devoted
to control and selection, Carrier Com-
mand quickly becomes unwieldy.
Sometimes a selection leads to another

screen with a whole new set of icons
and commands. With so many com-
mands, even a quick-reference card
would be of little help.

For example, before launching, an
aircraft must first be selected, armed,
fueled, and elevated to the flight deck.
At the launch, you’ll need to switch
from mouse to joystick control—but
while you're using the joystick, you
can no longer access the icons. If you
want to do anything else, you’ll have
to switch control modes again.

Ever play the board game
Risk? Then you’ve got a clue
about Carrier Command’s
strategy.

With just one vehicle, the controls
aren’t too confusing and may even
add a note of realism to the game. But
when they’re multiplied by four air-
craft, four amphibious vehicles, sever-
al drones, and the carrier itself, I have
to wonder who will care enough to
bother.

I also wonder about the science-
fiction aspect of these kinds of games.
I think too many programmers take
the easy way out. Rather than pro-
gram the actual characteristics of a la-
ser-guided bomb, they give you a laser
cannon and make up characteristics as
they go along. Rather than simulate
real aircraft, they give you something
called the Manta of Carrier Com-
mand, tell you it’s a terrific futuristic
fighter aircraft, and hope you accept it.
Rather than work with real geopoliti-
cal adventures, they find it easier to
invent stories such as Carrier Com-
mand. Taking all the easy paths results
in something nonpurists call science
fiction; to me it seems to be a cop-out.

There’s certainly room in the
computer world for a game based on
the command of an aircraft carrier. It
could cut corners to make the controls
easier to use without sacrificing game-
play, realism, or strategy. And consid-
ering that the target of my criticism is
Rainbird of Britain, I wonder whether
the programmers considered setting
Carrier Command in the Falkland Is-
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A500 or A1000

and Drives.

HARD DRIVE ADAPTOR
For ST—506 MFM or RLL Controllers

2 MB INTERNAL MEMORY

Spirit’s INternal expansion.

e Use those inexpensive IBM type hard drives.

e Enclosed in Amiga-matching metal chassis with
passthru. @ Includes installation disk with driver
software. @ Complete 20 and 40 MB systems

available.
For A500/1000

HDA-506...Maximum Economy!

SIN—and free your external bus.

e Expandable from OK to 0.5, 1.0 and 2 MB. e Utilizes
1.0 Mb DRAMS. e Standard AmigaDOS auto-config with
RAM on/off. @ Optional external power supply. ® Easy
plug-in installation under FCC shield. ® Populated
boards available—best price on chips—call for QUOTE.
For AS00 SIN 500-2...Absolutely The Best!

MIDI STAR™ INTERFACE
Multiple Ports/Switches/Lights

e 2 IN, 6 OUT-OFFTHRU and RS-232 pass-
through. e All ports switch selectable. @ Provides
distribution control and “'star” configuration.

e Eliminates daisy chains and cable changes.

® Includes LED status and signal
confirmation.

For all Amigas

MS-2x6...Professional Value!

1.5 MB INTERNAL MEMORY

Memory chip prices are coming down.

e Expandable from OK to 0.5, 1.0 and 1.5 Mbytes.

e Includes battery-backed Clock/Calendar for A1000,
optional for A500. e Internal design leaves expansion
bus free. @ Solderless installation under FCC shield.
e Install disk includes useful utilities. @ Market Price
populated boards available.
For A500/1000

...Super Low Pricing!

Most major credit cards
accepted. ..

ORDER TOLL FREE
(800) 433-7572

=¥ Spirit Technology Corporation
220 West 2950 South, Salt Lake City, Utah 84115
(801) 485-4233 » FAX (801) 485-6957
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lands conflict rather than in a fictional
world.

It’s also hard to care about saving
a world whose only connection to
your own is the energy crisis. Good
science fiction is built on many subtle
links between our own experience and
an imagined world. Not having these
links, Carrier Command doesn’t pull
us into its world or make us care
about its survival.

Now that that’s out of my system,
I’ll repeat that Carrier Command is
not a bad game. It’s a complex game,
the graphics are 3-D solids, the sound
is good, and the frame rate is fast. I
suppose my main complaint is that it’s
a shame to waste this talent on a so
what? scenario—rather like hiring Mi-
chelangelo to paint your kitchen.

Carrier Command for the Amiga
requires 512K, a single disk drive, and
a joystick.

In closing, I'll simply mention
that the best strategy for defeating the
game’s bad guys involves dropping
Remote Programming Pods on enemy
Command Centres. These pods hold a

computer virus that can modify the
Command Centre’s operating sys-
tem—a timely scenario that I hope
won’t worry virus-conscious Amiga
users too much.

—Ervin Bobo

Rainbird

3885 Bohannon Dr.
Menlo Park, CA 94025
544,05

TV Sports:
Football

f you're a Sunday afternoon football
nut, you'll love TV Sports: Foot-
ball. This game has bone-crunch-
ing tackles, diving catches, and
cheering fans, just like pro games do.
You'll be treated to a halftime show,
cheerleaders, a marching band, and a
sports commentator. In fact, you may

like this better than real TV football—
and not just because it’s free of com-
mercial interruptions.

Cinemaware set out to duplicate
on disk every possible aspect of pro-
fessional football, and, to an impres-
sive extent, the company achieved its
goal.

To begin with, the game uses a
league structure similar to the NFL's,
The Cinemaware Football League
(CWFL) consists of 28 professional
football teams. Each may be owned
and operated by a human or by the
computer. Even the computer-owned
teams exhibit personality, with some
teams stronger in running, others pos-
sessing solid passing skills, and so on.

At the beginning of each season,
owners select and edit their teams.
You can change the team name, own-
er, player names, and player ratings.
When you get your team built the way
you want it, you can save it to disk.
The large number of teams the game
is able to manage means that you're
able to play against as many as 27 of
your friends. This is another indica-

TRY
BEFORE
YOU BUY?

Best selling games,
utilities and classics,
plus new releases!

® 100's of titles

® Low prices

e Same day shipping
® FREE brochure

YES, WE ACCEPT:

=

RENT-A-DISC
Frederick Building #217
Huntington, WV 25701
(304) 529-3232

MCP ASSOCIATES, INC.

New York's Premier AMIGA Dealer

Educational / School / Business [ Productivity
Desktop Publishing /Video / Presentation
Computer Systems /Hardware / Software

DISKS (Blank Media)
Competitive Pricing
The NEW AMIGA'’s
A2000HD A2500

Specials:
68020 Board w/2MB $1399.95

Shipping/Handiing: Please call
Service/Repairs
Write/Call for AMIGA Product Catalogs
DISTRIBUTORS AMIGA SPECIALISTS
Excellent Service and Quality

AMIGA COMPUTER CENTER
Visit our Retail Store

28-21 Astoria Blvd., Astoria, N.Y., 11102-1933
Tel: 1-212-221-6272 Fax: 1-718-956-9028

Tel: 1-718-956-9000

AMIGA

CLASSIC FUTURE
BANNER/SPREAD ROLL

® Continuous Tractor
/Feed Paper on a Roll (clean-edge sides) with
NO CROSS PERFORATIONS

® Perfect product to support all those programs
that make Banners, Signs & use Spreadsheets).

® BANNER/SPREAD ROLL Contains: One 45’ x
8-1/2" roll of continuous tractor/feed paper,
(No cross perforations), roll in dispenser unit.

® White-Blue-Pink-Yellow-Green-Goldenrod

® $12.95ea [Special - Order 3 rolls-get 4th FREE]

CLASSIC FUTURE 3100 W. Chapel Ave.
Cherry Hill, NJ 08002 (609) 667-2526
DEALERS INQUIRIES WELCOME

AMIGA QUTLET
3 1/2" Disks (DS,DD & SS,0D)  10/$16.00 30/$38.00
3 1/2" DISK LABELS (wrap-around) - T/F-F/F con-
tinuous (bulk pricing call) 100/$7.49
5 1/4" Disks (SS,DD & DD,DD) 10/$6.40 30/$15.00
31/2" or 5 1/4" Disk Holder - Holds 40-60 disks $8.95
DIABLO - Graphic Mind Challenge Game $29.95
LOTTERY ASSISTANT - Increase your odds by as

much as 500% $30.95
Amiga System Covers- with LOGO call for §
Index Cards - T/F-F/F, 3" x 5* 500/$7.95
Rolodex Cards - T/F-F/F, 2 1/6" x 4" 500/$8.95
Address Labels - T/F-F/F, 3 1/2" x 15/16" 1000/$5.85

S&H-83.00 US M.W. RUTH CO., AMCs3
S&H-85.00 CN Visa 3100 W. Chapel Avenue
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tion that software entertainment is
becoming a group activity, a develop-
ment that’s long overdue.

Actually you can have more than
28 people involved. A Teammates op-
tion lets two people play together on
the same team. One takes the role of
defensive captain, while the other is
the offensive captain. The quarter-
back can target either a teammate or a
computer-controlled receiver for a
pass. Teamwork is another innovation
for which Cinemaware should be
commended.

Once the management details are
settled, play begins. Play takes several
forms, each of which is an option you
can choose. TV Sports: Football allows
you to play exhibition games, play
CWFL games, or just practice with
your team. Exhibition games are prac-
tice or preseason games and can be
played without going through the
team-manager phase. Select the team
you want to control and the team you
want to play against. This type of
game is ideal if you just want to play a
quick scrimmage or get revenge on a

team that slaughtered you earlier in
the season. Exhibition games aren’t
real, so the scores and stats will not be
saved to disk.

League games require that you
play teams according to a fixed sched-
ule. You’ll play 16 regular-season
games. If you're lucky, you may make
it to the playoffs or even the champi-
onship. Scores and team statistics for
each game are recorded in the CWFL
statistics.

A practice mode is provided to
help you increase your team’s skills—
and your own. Your team is placed on
the field, facing a defensive line. Your
quarterback doesn’t have to worry
about pass coverage or blitzing. You're
free to call any of your offensive plays.
This mode is especially good for learn-
ing your receivers’ pass routes, warm-
ing up before games, or becoming
familiar with the passing interface.

The passing interface for this
game is the best of any football game
on the market. In fact, you don’t really
have to learn it because it’s so simple
and instinctive. After the snap, you're

free to move the quarterback any-
where you choose. Pull back on the
stick to drop back into the pocket.
When the quarterback is stationary, he
can be. directed to throw a pass. By
moving the joystick left and right, you
can line up the quarterback to face any
direction. Press and hold the fire but-
ton to set up the pass. A small x trav-
els across field in the direction the
quarterback is facing. To pass, just re-
lease the button when the x is near a
receiver. Once the ball is in the air,
you'll control the receiver nearest the
ball. If the quarterback makes a bad
pass, you can direct your receiver to
dive for the ball.

It’s nice to be able to send any
type of pass you want to any receiver
who's available or might become free.
For once, a software designer has gone
after the feel of the real game rather
than simply letting players designate a
single receiver and then letting fly.

This sort of attention to detail is
evident throughout the game. The
game begins with a strikingly animat-
ed coin toss. The visiting team makes
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the initial call of heads or tails, and

the team that wins the toss chooses to
kick or to receive. After the receiving
team returns the ball, the play-calling
screen appears. You have 24 offensive
and defensive plays to choose from.

Selections are made with the joystick.

On offense, you control an 11-
player team. At the start of each play,
you control the quarterback. Before
the snap, you must decide if you're go-
ing to pass or run the ball. Running
plays require that you press the button
for the snap, while passing plays re-
quire that you pull back on the joystick.

When executing running plays,
you initially control the quarterback.
After the pitchout or handoff, you take
control of the running back. On some
plays, the offensive line will create
holes for you in the defense. The run-
ning back doesn’t have to follow the
play that was called; you can make the
player run anywhere on the field.

An interesting touch is what I call
the computerized option. After the
snap on a running play, you can opt to
let the computer finish the play. Or
you can let the machine manage only
to a certain point: A touch of the joy-
stick returns control to you.

On defense, the player may con-
trol any of the four defensive backs or
linebackers. You can move the defense
around and decide which player, if
any, will blitz the quarterback. You’ll
have to learn to read the offensive for-
mations, too. You must know when to
blitz and when to cover the pass plays.
Timing is an important part of the de-
fense also. When blitzing, you must
not cross the line of scrimmage too
soon. The refs love to throw their little
yellow flags.

In certain situations, a diving
tackle is necessary to catch a speedy
running back or receiver. A press of
the button will make your defensive
back go airborn to nab the ball carrier.
The only disadvantage to this is that it
takes time to get back on your feet
when you miss.

Thoughtfulness of design and ease
of gameplay are more than fully
matched by animation, color, and
sound. Cinemaware has pushed the
Amiga this time. The use of TV in the
game’s title i1s no accident: This looks
like television sports, from the vivid
green of the field to the color of the
players’ uniforms to the refs’ yellow

flags. You can see the coaches’ faces,
get a closeup of network color com-
mentators, and almost feel the crisp-
ness in the air. It’s a realistically noisy
game, too, with audible grunts and
moans of the players.

TV Sports: Football includes a lot
of extras, too. There’s a halftime show
complete with cheerleaders and a
marching band. Keep your eyes peeled
for celebrity guests, some of whom
you may recognize from other Cinema-
ware products or from the world of
real sports. Coaches and commenta-
tors, too, bear more than a passing re-
semblance to well-known figures.

Cinemaware has missed only a
few tricks. An instant-replay option
would be a valuable feature, and one
that could be added easily. Player inju-
ries would add another level of real-
ism to this already realistic game.
While asking for onscreen fights is
probably too much, I'd like to see pass
interference and a wider array of
penalties.

Another feature that’s missing is
an awareness of expanded Amigas.
Every time you score, you have to
swap disks. Players with expanded
memory ought to be able to take ad-
vantage of it. Also, it’s hard to under-
stand why you have to reboot after
each game; a play-again option would
be much appreciated.

But that’s about all that’s missing.
This is an exceptionally rich package.
During league play, for example, the
other 26 teams are “‘playing” even as
your game unfolds. Since it’s TV
sports, you're kept informed of the
other teams’ results and standings at
various points during your game.
League standings and stats are shown
at the end of the game; TV Sports:
Football tracks not only team stand-
ings, but also stats for every player in
the CWFL.

This is the finest sports software
I've ever seen. Totally playable as a
straightforward, arcade-style football
game, it also functions beautifully as a
statistical program. Cinemaware has,
in one stroke, set the standard by
which I'll measure sports games from
now on.

—Troy Tucker

Cinemaware

4165 Thousand Oaks Blvd.
Westlake Village, CA 91362
$49.95
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F/A-18
Interceptor

ccording to F/4-18 Interceptor

documentation, designer Rob-

ert Dinnerman set out to cre-

ate the home computer equiv-
alent of an Evans-Sutherland flight
simulator, the kind used by the De-
partment of Defense. My guess is that
he has come as close as anyone will in
the near future, and he has created
what is probably the best combat flight
simulator ever.

It’s important to note that build-
ing an accurate simulator is not
enough. Assuming you design an accu-
rate control panel and have a frame
rate fast enough to give the sensation
of speed, there are still missions and
the overall approach to the action to
consider.

won several honors from the Software

Publishers Association and deserved
them all. While I have high praise for
Case in point: Falcon for the IBM  the authenticity of the control-panel
PC and Macintosh computers recently  display and the fast frame rate—
among other features—I must admit I

518 522 SE0 BOH

Interceptor is ready for you to kick the tires and light the fires—then hang on!

found it unexciting because I never
once found a hostile aircraft.

Likewise, Jet for the Amiga gets
high praise. It has cockpit authenticity
if not accuracy, missions against air
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and ground targets, a fast frame rate,
and the challenge of landing on an air-
craft carrier. (Any fool can launch
from a carrier.) Yet the missions are
somewhat existential: Launch from the
carrier, fly a heading of 00, and soon
three enemy aircraft will come in from
your left. Shoot them down—if you
can—and that’s the end of the story.

from Falcon and is a terrific expe-
rience. My most frightening moment
at a computer came when I started to
land at what I thought was a friendly
airfield only to see two MiGs leaving
the runway to come after me.

But, to be really good, a combat
flight simulator must combine a prop-
er mix of authenticity, movement,

Jet provides the fun that’s missing convincing graphics, and what might
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be called the gaming experience. In its
approach, I think F/4-18 Interceptor
accomplishes this better than anything
else I've ever seen.

To better appreciate how it works,
we’ll go step by step through a typical
mission as played on an Amiga with
one or more megabytes of RAM.

Your first view is of a map of the
San Francisco Bay area, and there may
be aircraft indicated on it—white for
friendlies, red for hostiles. A message
overlays the map and informs you of
the war situation as of September 1,
1994, requests a security clearance
code, and then gives the details of
your mission.

Now the viewpoint changes. The
grid lines disappear from the map, and
you're looking at the Bay area from
what might be a swiftly descending
helicopter. This movie technique
quickly sets Interceptor apart from
anything else I've seen. The camera’s
focus sharpens, a black speck appears
and then gradually assumes the shape
of an aircraft carrier. Closer still, we
see an F/A-18 Hornet waiting on the
catapult and hear the lonely sound of
the sea wind.

The camera rests at aircraft level,
then pans until the craft is in profile
and the pilot’s white helmet 1s visible
in the cockpit.

A quick cut and you find yourself
in the cockpit, looking down the deck
of the carrier. Before you is an instru-
ment panel with the usual readouts of
fuel, weaponry, radar, and the like. Su-
perimposed on the wind screen is a
heads-up display (HUD) showing
speed, altitude, and compass heading.

When cleared for takeoff, punch
F9 to bring your engines to 90 percent
power; in a few seconds, you begin
moving down the deck with the whine
of the engines building to a pulsing
roar. At about 140 knots, you're at the
end of the deck—time to pull back on
the joystick to get your nose in the air.
At this point, the Hornet feels slug-
gish, but after you raise your landing
gear, you'll see an immediate increase
in speed and responsiveness.

In this mission, Air Force One
has been hit by a missile, and it’s
limping toward San Francisco Interna-
tional airport. Its escort aircraft have
been destroyed, and MiGs are still in
the area. Your mission is to find and
terminate the MiGs. The radar screen
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in the center of your console shows
several blips. On the color radar,
friendlies are blue, hostiles are red,
and unknowns are white.

Turn on your targeting device,
and a circle appears on the HUD. Tar-
gets close enough for identification are
identified below the radar screen. A
blip goes from white to red, and the
legend, which supplies course, altitude,
and speed, identifies it as a MiG-29.
Although it is within the cone of vul-
nerability indicated on the radar, it is
not dead ahead, so you must move to
bring it in line. Punch F10 to bring
yourself up to full power; then punch
it again to kick in the afterburner.

At 700 knots, you get a great sur-
prise. The nose of your craft jerks
slightly, and you hear the faraway
sound of a sonic boom. You've gone
supersonic. Interceptor is the first sim-
ulator to let you know it in a convinc-
ing way.

Closer to the MiG, you throttle
back and arm your weapons. Now you
see the MiG as a black dot racing
through the sky. Your targeting HUD

suddenly comes alive, and a square
outline fixes on the MiG while a
smaller diamond moves into the
square. When the devices are aligned,
press the fire button and watch an
Aim-9 missile leap from your wing. Its
fiery exhaust shows clearly as it heads
for the MiG. A harsh tone warns you
that a missile has been fired at you, so
you release a flare and radar chaff and
then try to break quickly away. If your
lock-on was good, you’ll hear an ex-
plosion even though you may already
be turned away to chase the other
bogey.

Even if you've cleared the skies of
MiGs, your mission isn’t over until
you suddenly see a new screen showing
an airliner and the message that Air
Force One has safely landed at SFI.

And, although successful, your
mission isn’t complete until you land
as directed—in most cases on the air-
craft carrier. Line up as best as you
can, keeping the control tower on the
right. Throttle back to 175 knots and
then lower your landing gear and de-
ploy the arrestor hook. You'll have to

touch down in advance of the four re-
straining cables in order to be arrested
safely. If you feel like you’re missing,
press F10, lift off, and make another
pass.

When you’ve completed a mis-
sion by accomplishing a safe landing,
you'll be informed by superimposed
type on the screen, and the mission
statistics will be written to a log on the
disk. Statistics include number of mis-
sions flown and number completed,
AMRAMMs fired and AMRAMMs
hitting a target, Sidewinders fired/hit-
ting, cannon rounds fired/hitting, total
flight time, number of crashes, and
number of missile hits you've taken.

Through it all, the landscape and
seascape outside your windscreen has
changed with a fluidity so real that
you may well feel exhausted by the
time you touch down.

That isn’t all. There are other
missions that require varying degrees
of skill, such as trying to force down
two F-16s stolen by terrorists and be-
ing escorted by two MiG-29s, shooting
down a cruise missile while trying to
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see a program running before
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actual manufacturers’ demos of
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ree!
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avoid MiGs in the area, identifying
unknowns in the area, and performing
a search-and-rescue mission.

Before you can fly any of these
missions, you must first qualify by tak-
ing off from and landing on the aircraft
carrier. If you're one of those who has
trouble lining up for an approach on
such a tiny target, try it my way.

Launch from the carrier and,
when you're up to speed, begin an in-
side loop. Instead of completing the
loop, however, stop when you are in-
verted in a slight nose-up attitude.
Continue to fly in this manner until
you reach 14,000 feet and you can see
the carrier well behind you. Now com-
plete the loop, which costs you alti-
tude, and—if you’ve kept your joy-
stick steady—you’ll need only tweak it
a little to be perfectly aligned. The re-
mainder of the approach is up to you.
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To earn your qualifying wings,
you'll want to watch the demo and
then go to the training mode. In train-
ing mode, vou follow a leader aircraft
through some basic aircraft
maneuvers.

When you feel you have these
down pat, you can go to advanced
training. Here, it’s possible to toggle
smoke on and off for the leader plane
to make it easier to follow his maneu-
vers. You’ll learn aileron rolls, Immel-
mans, the split-S, and other combat
techniques that may keep you alive a
bit longer.

There is also a free-flight mode
that allows you to cruise the skies of
San Francisco without engaging in
combat. You’ll probably find this
mode useful for practice. In this, as in
the first mission, you’ll have the op-
tion of flying an F-16 Falcon from a
land base. I suppose this routine is
here to help build confidence before
attempting a carrier landing. The F-16
is not used in combat missions, unless
you decide to take out the Golden
Gate Bridge with a Sidewinder missile.

To be complete and to meet the
high standards SubLogic set long ago
for flight simulators of all kinds, Inte-
ceptor also features multiple views out
the wind screen and multiple views
from outside the aircraft. It’s interest-
ing to note that the sound of your en-
gines changes when you're on the
outside looking in, just as it would be
in real life. It’s this attention to detail
that makes Interceptor the standout
program that it is.

Details are sparser in the 3-D
scenery, though there is still enough to
give you some extra excitement. In
choosing San Francisco as the combat
theatre, Sub Logic has made you privy
to the challenge of flying beneath the
Golden Gate and Oakland Bay bridges,
as well as making tight, buzzing turns
around the Transamerica building.

All such graphics, whether in the
air or on the ground, are solid block
objects as opposed to wire-frame, and
perhaps the real wonder is that the
frame rate can be kept so high. The
same effects appear in SubLogic’s Jer,
of course, so I credit the Amiga for
making possible the best flight simula-
tors ever.

My one quarrel with Interceptor is
with the protection code. The disk it-
self may be copied, but included with

the documentation is what used to be
called a circular computer. When
asked for a security code at the begin-
ning of a mission, you spin the circu-
lar dials to align three numbers and
punch the resulting fourth number
into the computer. Nothing is wrong
with this, and I applaud a protection
routine that allows me to make a copy
of the disk for myself and one for my
son so we can keep separate logs. You
must enter such a code each time you
begin a new mission, but I think once
per session would have been enough.
On the other hand, the designers may
feel the procedure adds to the sense of
urgency conveyed with each mission.
It’s really only a minor annoyance.

Although the graphics and sound
are among the best I've ever seen, there
1s a certain blockiness that keeps the
lines of the F/A-18 from being as sleek
as in real life. Yet it looks as good as
anything in any other simulator and
better than most.

While the program will run on a
512K Amiga, certain unspecified
sounds will not be heard. Watching the
Workbench free-RAM line as the simu-
lation loads on my expanded Amiga
shows over 700K being loaded. There
is never a pause for disk access, and
perhaps the lack of certain sounds is
what makes the program RAM-resident
on a 512K machine.

Documentation is slight, as it
should be for those who like to kick
the tires and light the fires. Control is
through both keyboard and joystick,
and some pains have been taken to
make the keyboard commands easy 10
learn. Quick-reference cards usually
aren’t quick when you’re in combat.
The solution here was to use initial
letters—M for map, F for flare, C for
chaff, T for targetting device, and so
on. You should find it almost instinc-
tive to use.

Memory requirements begin at
512K, but I recommend one megabyte
or more. I'd strongly suggest you in-
vest a few dollars in a small stereo
amplifier (mine was about $50.00 at
Radio Shack) and a set of stereo
headphones.

—Ervin Bobo
Electronic Arts
1820 Gateway Dr.
San Mateo, CA 94404
$49.95 A



COMING APRIL 7

The next exciting issue of

GA

» Advanced Laser Chess—the latest version
of the award-winning original

+ Power Poker—an old favorite
gets a bold new twist!

* Best of the Boards—shareware
at its finest

« More stunning original art
in our Amiga Gallery

* Programming tips
from the Programmer’s Page

¢ Super new utilities

« And more!
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RESUURL

ON DISK!

PLUS!

« In-depth features
*» Dozens of reviews
* Provocative columns:
Ask Rob Peck: Learn
programming from an expert
Abstractions: Arlan Levitan
with some unique views
Taking Sides: Rhett Anderson
vs. Randy Thompson
Just for Fun: Shay Addams’
close-up on entertainment
The Ear: News and gossip
from Sheldon Leemon and the
editors
CLI Clips: Jim Butterfield
shares his know-how
User’'s Guide: John Foust demystifies
popular products
* Product resource guides:
Where to find it
How to get it
What it costs
* Latest news from
around the Amiga world
« Tech hints & tips

SPECIAL CHARTER
SUBSCRIPTION!
SEE PAGE 92

For AMIGA™
Over 100 high resolution
IFF images on most disks.

NEwW/! )
Diski# 7
Anfiques
Sea Life
Gambling
Nautical
Knights

NEW/!
Disk #8

All Christmas
Graphics !

k )SI 9.95 per disk)|

Disk 1 : Computer, Office, Music, School, Travel, Trans.
Disk 2 : Business, Sports, Animals, Party, Religious

Disk 3 : Food, Borders, Medicine, Old West, Newsletter
Disk 4 : Hands, Seasons, Pirates, Tools, Personal, America
Disk 5 : Theater, Corners, Zoo, Menu, Outdoor

Disk 6 : Adman's Special: Computer Products

Magnetic Images Co.
P.O. Box 17422, Phoenix, AZ 85011 (602) 265-7849
(Add $2.50 P & H per order)

T N0 WE BEWE DO RO
AMIGA-L128.CO4-RM. APPLE

Sof tware/HArdwar e NeW/Used
We now carry a varled line of SOFTWARE and HARDWARE
for virtmlly every ome Compurt !
JUST LOOK AT THESE TTPICAL EXAMPLES:
NEW SOFTWARE: USED HARDWARE:
Dmgon's Lﬁh‘ ----- u-mmmmlm-% Cmnmm ------- B n--ﬂ%
}DMON"'lllllll"""""""""“'meiaa Disknrivm llllllll "“"\from sleﬂ
MODELER FDorsrnnnn$60.00 | HRTADEIVES s £T0OM $100
AP $04.95 | Monitors.ummmmuns from $ 50

ALSO NEM & USED Cables, Controllers, Expansion Cards, Disks

FLUS - spﬁﬂiﬂl SBI‘ViGBS--»uDIGFP IZNG-----MUMENTS‘UN‘DISK
COMPUTER HELP & TIPS . . . MORE! CALL or WRITE to:

CAPPCO

2343 Ridgeway Dr.
National City, CA.92650

e (619) 470 - 4360

e EENERE- I
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r-—-----—----------
FACTORY AUTHORIZED

COMMODORE REPAIR CENTER
1-800-772-7289

(312) 879-2888 IL
C64 Repair raomn . 42.95 Amiga Repair
cias Repalr (PCB OMLY] & 64.95 IPCBONLY) « s s s s s s san 99-95
1541 Permanent Amiga Drive

Alignment ..... 2995 S EReRMG. o Lo
1541 Repair ...... 79.95  Monitors ......... CALL
1571 Repair ...... 79.95 oOther Equipment .. CALL

CALL BEFORE SHIPPING
PARTS AND LABOR INCLUDED
FREE RETURN SHIPPING
|APO, FPO, AIR ADD $10.00]

24-48 HR. TURNAROUND
(Subject to Parts Avallabllity)

30 DAY WARRANTY ON ALL REPAIRS

COMMODORE PARTS

C-64 Power Supply ............oouveeenn. 34.95
128 Power Supply ........ccovveiiinenn... 59.95
C-64 Over Voltage Sensor ................ 19.95
Other Parts I8y B sl e s « CALL

(Plus $3.00 Shipping/Handiling)
All parts for Commodore equipment usually in stock

For Parts Call (312) 879-2350
=

Dealer Discounts Available
=

TEKTONICS PLUS, INC. ™=
150 HOUSTON STREET =

BATAVIA, IL 60510
e e e e e T ) () S S S |

r---—----------

---J

L

Now For The Amiga!

|

2 W
P

o
Are you tired of fumbling under or behind
your computer to swap your mouse and joy-
stick cables? Are your cable and computer
connectors worn out from all the plugging and
unplugging? Then Mouse Master is a must
for you!

'39.95*

Practical
& Solutionss =
1930 E. Grant Rd.,
Tucron, AZ 85719
*Retail price does not 602-884 - 0612

include shipping & handling.
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COMPUTE!’s

AMIGA

Games Disk

15 GREAT GAMES
FOR ONLY $9.95!

We've collected the best Amiga games
from our archives, plus several super
never-before-published games to put to-
gether a great value: 15 entertaining
games—from frantic arcade-style to
challenging strategy—all on one disk
(documentation included) for only $9.95
plus $2 postage and handling. Don’t miss
out on this deal

ORDER NOW!

YES' Send me copies of COMPUTE!’s
Amiga Games Disk. This disk is for use on Commodore
Amiga computers with at least 512K RAM.

I've enclosed $11.95 for each copy. Amount
Sales Tax*
Total

Name

Address

City State ZIP.

COMPUTE!'s Amiga Games Disk

P.O. Box 5188, Dept. AR1

Greensboro, NC 27403

*New York residents add BY percent sales tax. North Carolina residents add 5 percent
sales tax. All orders must be paid in U.S. funds by a check drawn on a U.S. bank. Sorry,
no credit card orders accepted.

Please allow 4-6 weeks for delivery.
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If your user group supports Amiga
computers, we want to hear from you.
If your group does not appear in this
list, send your club name, address, and
bulletin board service telephone num-
ber (if available) to

Amiga User Group Update
COMPUTE! Publications
P.O. Box 5406

Greensboro, NC 27403

Your group will be listed in an up-
coming issue,

When writing to a user group for
information, please remember to en-
close a self-addressed envelope with
postage that is appropriate for the
country to which you’re writing.

United States

ALABAMA

Amiga/Commodore Club of Mobile, 3868-H Rue
Maison, Mobile, AL 36608

CALIFORNIA

Los Angeles Amiga Users Group, P.O. Box 947,
Culver City, CA 90230 (BBS# 213-559-7367)

Westside Amiga Users Group, 1814 W. 242nd
Pl., Lomita, CA 90717

Amiga Users Group of Long Beach, 5155 Via
Veranada, Long Beach, CA 90805

Amiga Tech Users Group (ATUG), 2227 Canyon
Rd., Arcadia, CA 91006 (BBS# 818-355-6111)

Famous Amy in the Hills (FAITH), 4463 Com-
monwealth, LaCanada, CA 91011

Valley Video Workshop, 2013 Los Feliz #3,
Thousand Oaks, CA 91362

San Fernando Valley Amiga Users Group
(SFVAUG), P.O. Box 8183, Van Nuys, CA
91406

San Diego Amiga Users Group, P.O. Box 80186,
San Diego, CA 92138

Amiga Friends, P.O. Box 4185, Huntington
Beach, CA 92605 (BBS# 714-870-4754)

Ventura Amiga Users Exchange, P.0O. Box 2738,
Ventura, CA 93010

A Bakersfield Area Commodore Users Society
(A.B.A.C.U.S.), P.O. Box 40334, Bakersfield, CA
93384

Amiga Addicts Anonymous, P.O. Box 4669, Wal-
nut Creek, CA 94596

The Amiga Users Group of the Silicon Valley,
1572 Los Padres Blvd., Suite 209, Santa Clara,
CA 95050

ILLINOIS

The Chicago Computer Society, P.O. Box 8681,
Chicago, IL 60680

Southern lllinois Commodore-Amiga Club, 1707
E. Main St., Olney, IL 62450

Mickey McLean

I

i
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MISSOURI

Gateway Amiga Club, P.O. Box 811, Bridgeton,
MO

Egl

Seacoast Area Amiga Users Group, P.O. Box
878, Rochester, NH 03867-0009

NEW YORK

Amiga-64 User Group, P.O. Box 280, Linden-
hurst, NY 11757

Long Island Commodore Amigi (L.I.C.A.), P.O.
Box 158, Mill Neck, NY 11765

Amiga Users Group/Hudson Valley
(Amicus/H.V.), Box 327 Willowbrook Rd., Clin-
ton Corners, NY 12514

NORTH CAROLINA

Amiga Users of the Raleigh Area (AURA), 808
Colleton Rd., Raleigh, NC 27610

OHIO

Cleveland Area—Amiga Users’ Group (CA-
AUG), 2875 Hampton Rd., Apt. 22, Cleveland,
OH 44120

PENNSYLVANIA

Horsham Amiga/64, 20-A Lumber Jack Circle,
Horsham, PA 19044

RHODE ISLAND

Amiga Multiple Interest Group of America
(A.M.L.G.A.), P.O. Box 143, Harmony, Rl 02829

Amiga SIG-NCC, P.O. Box 1439, Newport, Rl
02840-0997

Narragansett Commodore Users Group, P.O.
Box 8707, Cranston, RI 02820

Outside the U.S.

BELGIUM

L’Amiral Club C=64 & Amiga, c/o Alain Trinteler,
P.O. Box 41, B-1090, Brussels, Belgium

CANADA

Alberta

AMUC, P.O. Box 4365, Station C, Calgary, Alber-
ta, Canada T2T 5N2

British Columbia

Kelowna Computer User Group, #11-4131 Lake-
shore Rd., Kelowna, British Columbia, Canada
VIW 1V8 (BBS# 604-860-5204)
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Southvale Cr., Ottawa, Ontario, Canada K1B
4V2 (BBS# 613-526-4141)

Brantford Amiga User Group Newsletter
(BAUG), 25 Frontenac Ave., Brantford, Ontario,
Canada N3R 3B7

TPUG Inc., 5334 Yonge St., Suite 116, Willowdale,
Ontario, Canada M2N 6M2

SWITZERLAND

Amiga International User Group, Program Ex-
change Service, P.O. Box 18, 5604 Hendschi-
ken, CH-Switzerland A

Amiga Demo Programs !

Have you ever wished you could
see a program running before
you bought it? We will send you
actual manufacturers’ demos of
programs we offer, for free, for
you to try on your computer.
Send us your name and address,
we’ll send you a demo program,
free !

Forethought
P.O.Box 1221
Lewiston, NY 14092

| HOUSTON
| AMIGA

L g S0, $509
| hwiga 2000..... 51789

E Tons of Used Sof tware, .58

| He Ship Anywhene!
| Mission Contral Computers
| 713-668-8939 |

APOLLO
SHUTTLES
YIKING *YOYAGER

SIGNS ETC. BY D.KNOX RO.Box 628 Carmichael.(A95609

1-800-634-2952
1-1916-944-0790

U.S.& CANADIAN DEALER DISCOUNT
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'SHELDON SAYS

Sheldon Leemon

Don’t Be a Computer Bozo

A few years back, when hypertext still referred to a test
paper you’d written after drinking too many cups of coffee,
a lot of people were concerned about something called
computer literacy. They were concerned because they'd
heard that there was a computer revolution coming, and
they didn’t want to get stuck on the wrong side of the
barricades. Although they weren’t sure just what computer
literacy was, they figured that a passing familiarity with
computers might help them keep their jobs if PCs started
showing up around the office.

They also had vague anxieties
about their children having to learn
about computers in order to sur-
vive in the coming Computer Age.
Commodore capitalized on these
fears by running a TV commercial
which suggested that you could
save your child the embarrassment
of flunking out of college by buying
him or her a Commodore 64 (true
enough, I imagine, if the curricu-
lum included courses on Champi-
onship Lode Runner).

Now that the first wave of the
computer revolution has come and
gone, however, we’ve had a chance
to form some conclusions about
what computer literacy really is,
and it seems that the really impor-
tant part is learning the jargon asso-
ciated with personal computers. It
isn’t necessary to actually learn
how to use PCs—nobody is likely
to sit you down at a cocktail party
and ask you to set up a spreadsheet.
You should, however, learn how to
discuss computer matters without
making any of the common mis-
takes which indicate that you don’t
have the faintest idea what you're
talking about. In other words, you
needn’t be another Einstein just as long as you make sure
that you’re not a computer Bozo.

At its most basic, avoiding the computer Bozo syn-
drome means refraining from making comments that show
a complete lack of understanding of how computers work.
For example, one of the surest ways to tip someone off to
your computer naiveté is to refer to software on ROM
cartridges or floppy disks as “tapes.” This instantly brands
you as a consumer who is used to getting entertainment via
video- or audio cassettes. One way to cure yourself of this
problem is to take apart the medium in question and verify
that there is no hidden magnetic tape inside. Or just

90 AMIG A

“For a short while,
Apple tried to get
people to say sexy
instead of scuzzy.”

remember the word media—a fancy term that covers all
kinds of storage devices.

Another common mistake is failing to make the dis-
tinction between memory capacity and storage capacity.
You'll often hear first-time computer shoppers ask ques-
tions like “How many K’s does it have?,” and “How much
to add a 20-meg memory?” Having heard people talk
about 512K memory and 880K disk drives, they figure that
K’s are K’s. They don’t realize that asking how many K’s a

: computer has is like asking how
many quarts a car uses—do you
mean quarts of oil, quarts of cool-
ant, quarts of brake fluid, quarts of
gasoline, or quarts of windshield-
washer fluid? On the Amiga, it’s
easy to distinguish between memo-
ry and disk storage. With memory,
you lose your information when the
cat pulls the power cord out of the
wall socket. With disk storage, you
lose your information when you
pull the disk out of the drive before
the red light goes off.

A large portion of computer
jargon is comprised of acronyms
and initials, and it’s important to
learn to pronounce them correctly.
For example, the letters OS stand
for Operating System, and are pro-
nounced oh ess. But the letters
DOS, which stand for Disk Operat-
ing System, are pronounced doss
(rhymes with boss). It’s considered
only a minor gaffe to pronounce
this word dee oh ess. It is a major
blunder, however, to mispro-
nounce the word and use phrases
like Amiga-dose or PC-doze (the
latter purportedly uttered by Loretta
Swit in one of IBM’s less memora-
ble PS/2 commercials).

It can be just as bad to use an acronym when everybody
else uses the initials. For example, only a real novice calls
the Amiga’s Command Line Interpreter the kly or sly or
klee, instead of the see ell eye. Using an acronym instead of
the initials in this case can lead to blunders such as referring
to the product CLImate as climate or even slime-ate.

Of course, you aren’t always safe committing one way
or the other. Take, for example, the case of Electrical
Erasable Programmable Read Only Memory, which is
known as ee-ee-prom, or the portion of MS-DOS known as
the BDOS (bee-doss). Trying to figure out how to pro-
nounce an acronym by yourself can be a tricky and danger-



ous business. I know one confused fellow who took a look
at the letters /7 on the end of ASCII (American Standard
Code for Information Interchange) and concluded that it
was pronounced askey 2 instead of just askey. He had
probably had a traumatic experience with an Apple II in
elementary school which left him scarred for life.

As you may have figured out by now, there’s not a
whole lot of logic behind the pronunciation of computer
acronyms. The correct way to pronounce a computer term
is determined strictly on the basis of how everyone else
says it. For example, when the Small Computer System
Interface standard was first established, it was used mostly
by hardware hackers who were putting together their own
computer systems, and was universally referred to as the
scuzzy bus. Years later, when Apple adopted the SCSI
standard for the Macintosh, some marketing types within
the company were appalled by the thought of having to
refer to a part of their computer as scuzzy. For a short
while, they tried to get people to say sexy instead of scuzzy,
an attempt that met with some derision on the part of those
who knew a male connector from a female one. About the
best Apple could do was to use the initials, ess see ess eye.

Although it’s not always necessary to know exactly
what an acronym stands for, it can help you to avoid
mistakes in usage. For example, the word WYSIWYG
(pronounced wizzy-wig) is often used, and misused, in
connection with word processors and publishing pro-
grams. But how many know where this term originated? It

was back in the late sixties, when the popular catch phrases
all came from a TV show called “Laugh-In" instead of the
computer industry. On that show, a young black comedian
named Flip Wilson used to put on a dress and a wig, and
utter the immortal words, “What you see is what you get,
honey.” Although Flip probably wasn’t thinking of Page-
Maker at the time, the computer industry has adopted the
phrase to describe a word processor or page-layout pro-
gram which shows the formatting, type styles, and graphics
onscreen just as they will appear when printed out on
paper. In fact, the term has become so popular that many
people seem to have forgotten what it stands for. I've seen
it spelled WYSIWIG (What You See Is What I Get?) and
even WISIWYG (What I Sell Is What You Get?).

There is at least one mistake that Amiga owners are
less likely to make than anyone else. You probably won’t
hear somebody who has just bought a 500 refer to the
Omega computer, as some IBM and Apple owners do. If
you run across one of these unfortunate souls, who obvi-
ously can’t tell the difference between a watch and a
computer, treat them gently. After all, we all make mis-
takes. And with a little coaching, they too may master
some of the more advanced computer topics, such as
multitasking. A
Sheldon Leemon is a prolific Amiga author, with several
books and dozens of articles to his credit. Look for him on
an upcoming episode of the popular TV game show
“Jeopardy.”

“The Matchbox Collection” %,
MemoRY AND STORAGE TECHNOLOGY (%@

External 32" Drive

< Superslimline

< Very low standby requirements

< Switch deselectable

< No click-TRUE-No click feature §

< Powered from the Amiga or an
external 9v DC source

<% Twelve Month Warranty

< 880K Amiga Format

4% 3 msec Step Time

UNIDRIVE $169 TWINDRIVE $299

Internal 3'2" drive with no-click logic 5129

TINY TIGER - SCSI Hard Drive Systems
Interface / Case / Power supply / Software $269

20Meg Drive  $399 40Meg $599 80 Meg 5995
NEW! 180 Meg - 3'4", 20 msec, fast, low power $1395
One Gigabyte SCSI System $9,995
MINIMEGS 2Meg RAM WHOMPER PLUS $69.95
2 ro;:;:ol.lmooo Hardware Implemented Virus Deterrant
<% Low power
<4 Hi-tech 1 Meg DRAMs KICKBOOTER $169
¢ Very small Boot from hard drive, RAM disk
< RAM uchometer Parallel or Serial port
PK $199 16MHz 68000, coprocessor socket
512K Chip Pack $159 8K CMOS battery backed RAM

LIGHTENING FIVE
Very high performance SCSI interface for A2000 with 4 Meg RAM

M

Guru's Guide

to the Commodore Amiga

A collection of advanced programmer's
guides written by Carl Sassenrath - the
Architectofthe Amiga Multitasking Kernel.

Meditation #1 — Interrupts

The heart of the Amiga Exec. This guide covers the
entire Exec interrupt system in 64 detailed pages:

Design Philosophy Hardware Interrupts
General Principles Software Interrupts
System Structure Exec Functions
Rules for Use Priorities

Issues to Consider Decoding Internals
Performance Tips Disabling Interrupts

Common Problems Sharing with Servers
Includes several fully documented examples:

Vertical Blank Serial Port
Audio Channels Co-Processor
Software Interrupt External Ports (CIA)

To Order send $14.95 check or money order to Guru's Guide at:
Guru's Guide, RO. Box 1510, Ukiah, CA 95482

BK $395 Ask for Meditation #1. California residents add 6% sales tax.
e M.A.S.T BET ; e
g%siéoﬁcé::lggg\;'say. Ste. E “ : 178 P}-&u‘-.;g:sy Two week, money-back guarantee if not satisfied.
(916) 3426278 Dealer enquiries welcome. : (02) 436 2600 Guru's Guide is a Trademark of Sassenrath Research
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Act now and subscribe to COMPUTE!'s Amiga Resource—the excit-
ing new Amiga magazine, with disk available, from the editors of
COMPUTE! and COMPUTE!'s Gazette.

Available in early April, COMPUTE!'s Amiga Resource with disk will
bring you all the information you need to get the most from your
Amiga. Reviews, buyer’s guides, computer art—and top-quality
programs that COMPUTE! Publications is famous for.

Send no money. That's right—send no money now—we'll bill you
later.

Simply fill out the coupon below and mail it today. It won't cost you
a cent. We'll simply bill you after sending you your first jam-packed
Amiga Resource in early April.

Act now and you'll receive 6 issues of Amiga Resource for only
$9.97. Or order Amiga Resource with disk for only $39.95—that’s 6
magazines and é companion disks for only $39.95. (All prices are in
U.S. funds. Orders outside the U.S. will be billed at an additional
$6.00 US.)

COMPLETE THIS COUPON AND MAIL IT TODAY TO

COMPUTE!l's Amiga Resource
P.O. Box 3253
Harlan, lowa 51593-2433

NAME

ADDRESS

city STATE/PROVINCE

ZIP/POSTAL CODE

Advertisers Index
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¢> art galery”

elcome to “Amiga Art Gallery.” On these pages, in
each and every issue of COMPUTE!s Amiga Resource, you'll
find the best Amiga artwork around. And starting next issue,
you’ll find the artwork not only here, but also on disk.

Moonvisor

Vincent Morano, Jr.

Bloomington, NY
Created with Deluxe Paint II

SUPSRETSNEGR -9 18,9 .83



art gallery”

The designers at Electric Brain,
who created this screen for
their upcoming Amiga

game Screamers!

Nomad

Vincent Morano, Jr.
Bloomington, NY
Created with Deluxe Paint Il
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BUY-SELL°TRADE

NEW AND USED COMPUTERS

$CASH FOR YOUR SYSTEM$

Receive $850 for your C64

toward purchase of A2000/1084S*
1MB RAM, expandibility, stereo monitor e
ORs$400 toward A500/1084S* | /Jisseinéiitists §

IR}
512K RAM, easy expansion, stereo monitor gevee

OR$270 toward C128D/1802D*

128K RAM, display 80 columns, color monitor

OR$140 toward C64C*
64K RAM, free GEOS/QuantumLink Software

Prices for other system configurations may vary.

*Prices based on purchase of above srsterns at manufacture’s suggested retail price.

Receive $975 for your A500

toward purchase of A2000*
1MB RAM, inexpensive expandibility

OR$470 toward A2088 Bridgeboard*

100% IBM compatible, includes 5 1/4" drive :
gﬁrﬁggg Irigrﬂg';%t‘i‘oggggo mcnit:ﬁ%/
OR$370 toward A2052 RAM*

2MB RAM for Amiga 2000, total of 3MB

*Prices based on purchase of above siyslems at manufacture’s suggested retail price.
Prices for other system configurations may vary.

Receive $800 for your C128

toward purchase of A2000*
1MB RAM, inexpensive expandibility

OR %350 toward A500*

512K

OR$250 toward C128D*
128K RAM, display 80 columns, runs as C64

AM, easy expansion, built in drive

OR %150 toward A501 RAM*

512K RAM for Amiga 500, easy installation

Prices for other system configurations may vary.

*Prices based on purchase of above systems al manufacture’s suggested retail price.

Receive $925 for your A1000

toward purchase of A2000*
1MB RAM, inexpensive expandibility

OR $500 toward A500*

512K RAM, easy expansion, built in drive

OR $350 toward 1084S*

Commodore high resolution stereo monitor

OR &350 toward A2052*
2MB RAM for Amiga 2000, total of 3MB

*Prices based on purchase of above systems at manufacture's suggested retail price.
Prices for other sysiem configurations may vary.

Please $Call for your system
Find out all that we have...

v CALL about CRI IBM Camalibie 5721 Arapahoe SU ite 1 B
ECTpuiany, D! Methamny Boulder, CO 80303

hardware and software compatible.

25 times as fast as Genuine For Sales Call Authorized

IBM./ v

Sales and service for

All Areferelncles gg 1rade-in; assume COﬂ}gﬁdcog%Ag?iiglg and
uipment to be in good workin

gggegioiﬂ- S"h*wiﬂg-‘hgndling wil be - g - Computers and%ccessorie

al 0 al

rices. No additional

R s s 108, 0r 0D ‘Mal Technical Service/Questions: 1-303-939-8144
We check for credit card theft! 24 HR Modem Software Quotes: 1-303-939-8174

VISA MASTERCARD DISCOVER

AMERICAN EXPR COD




art gllery

Michael Gibbons
Deland, FL

Created with Deluxe Paint Il

Woman

Gregg Wilcox
Minneapolis, MN
Created with Digi-Paint

Rock and Roll I

Gregg Wilcox

Minneapolis, MN
Created with Digi-Paint If you’'d like to see your art in
these pages, send it to us at the following
address. We pay $100 for each piece
of art we accept.

Amiga Art Gallery
P.O. Box 5406
Greensboro, NC 27403 A

9% A MI G A



COMPUTE!s AMIGA RESOURCE
FREE Reader Information Service

Use these cards to request FREE information about the products ad-
vertised in this issue. Clearly print or type your full name and address.
Only one card should be used per person. Circle the numbers that

correspond to the key number appearing in the advertisers index.

Send in the card and the advertisers will receive your inquiry. Although
every effort is made to insure that only advertisers wishing to provide
product information have reader service numbers, COMPUTE!'s AMIGA
RESOURCE cannot be responsible if advertisers do not provide literature

to readers.

Please use these cards only for subscribing or for requesting product

information. Editorial and customer service inquiries should be ad-
ressed to: COMPUTE!'s AMIGA RESOURCE, P.O. Box 3253, HARLAN,

IOWA 51593. Check the expiration date on the card to insure proper

handling.

Use these cards and this address only for COMPUTE!'s AMIGA RESOURCE

Reader Information Service. Do not send with payment in any form.

COMPUTE!s AMIGA RESOURCE.

101 102 103 104 105
Name 106 107 108 109 110
1M1 112 113 114 115
Address 116 117 118 119 120
121 122 123 124 125
State/Province Zip 125 127 128 128 130
131 132 133 134 135
Country Phone 136 137 138 133 140
141 142 143 144 145
1. Do you own an Amiga [0 500, O 1000, O 2000/2500 146 147 148 149 150
2001 202 203
2. Do you use it primarily for O entertainment, OJ art/animation, (] desktop video. 151 152 153 154 155
204 205 206 156 157 158 159 160
O music/midi, O word processing, O education, O business applications, 161 162 163 164 165
207 208 209 210 166 167 188 169 170
2E11 programmmg.zl:]zcmer -_— 171 172 173 174 175
1 1
3. Do you use your Amiga at [ home, O home business, [ business, [ school 176 177 178 179 180
213 214 215 216 181 182 183 184 185
4. Do you also own [ hard disk, 0 genlock, O midi interface, 186 187 188 1B9 190
217 218 218 191 192 193 194 195
0O memory expansion, O ather 196 197 198 199 200
220 221
5. Do you subscribe to 0 COMPUTE!, O Compute!'s Gazette, O Amiga World 201 202 203 204 205
222 223 224 206 207 208 209 210
6. What is your total household income? [ >$30,000, O >$40,000, O >$50,000, O >$75,000 211 212 213 214 215
_ 225 226 227 28 216 217 218 219 220
7. How long have you owned your Amiga? yrs mos 221 222 223 224 225
229 230
8. How much will you spend for software thisyear? 226 227 228 229 230
23 231 232 233 234 235
9. How much did you pay for your TOTAL Amiga System?
232
Circle 101 for a one year new U.S. subscription to COMPUTE!'s AM GA RESOURCE: you will be billed for $9.97
Start my charter subscription to
ll
COMPUTE!'s AMIGA RESOURCE.
[] $9.97 One Year (6 issues). Save 44% off the
cover price.
[J $39.95 One Year (6 issues) complete with
companion disk. Save almost 50% off the
cover price.
Name
Address
City State Zip

Send no cash. We'll bill you later.

Your subscription will begin with the April issue. Subscription price subject to change at any time. Outside the U.S.A. please odd $6 for

each subcription.

J1RN29
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Now you can take home some of the best Arcade games you've ever played,
to play on your own personal computer!

Skillful programming has taken the superb graphics and addictive game play of Arcade hits Double Dragon and
Sidewinder and faithfully reproduced them in home computer versions.

Join in deadly combat with the savage street gang of the infamous Shadow Boss in Double Dragon.
Indulge in an orgy of action and destruction in the high-energy shoot-em-up Sidewinder (part of the Awesome Arcade
Action pack on Amiga and Atari ST). Go on the rampage and smash buildings and munch tiny natives in Aaargh!

Nothing but endless Arcade action - Arcadia has spared no quarter!

[ .

. ouw - : { *
| AWESOME ARCADE ACTION PACK '8

A . £ Double Dragon is a joint publication of Arcadia and Tradewest.
l *A 3 (© 1988 Mastertronic International, Inc. Licensed from Technos Japan.
Arcadia is a member of the Mastertronic Group, 3

ARCADIA 711 West |7th St., Unit G9, Costa Mesa, CA 92627.
- Tel. (714) 631-1001.
, g’ ok




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. In Ohio and Canada, call 614 457-0802.
If you're already a member, type GO AMICA
at any ! prompt.

CompuServe

An H&R Block Company  «



