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other Amiga hard drive can offer 
--,..,.--- you: Capacities from 20MB to 

760MB ... plug-in compatibility with 
optical (WORM) drives, removable 
cartridge drives & CD ROMs ... op
tional networking capability ... dual 
drive compatibility with ST506 and 
add-ons, allowing use of up to 14 
hard drives with your Amiga! 
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u;uaor'tiDary SuiPIMll't:" Call our 
technical support line, and you talk 
to the people who actually build 
the C Ltd products. Each drive is 
supplied with a complete technical 
manual. Each drive is fJ:!llY-lormatted, 
with 10 MB of useful public do
main software and commercial 
demo programs. 

REAL-.:nackRecord:. C Lt,u..-_____ ~ 
has been shipping Amiga hard 
drives since November, 1986. With 
thousands of units in use, you can 
count on C Ltd's proven hardware 
& software reliability. 

723 East Skinner I WidritJ, Kansas 67211 I (316) 267·J8()7 

TheMe 

The more megabytes you buy, t;.-h_e __ --.. 
less each magaoyte costs you! 

22MB $ 999.95'-----... 
33MB 1249.95 
44MB 1499.95 
50MB 1599.95'---..,.----o"!! 
60MB 1999.95 
80MB 2499.95 

150MB 3299.95 

additional sizes up to 750MB avail
able upon request. 

The Industry's Longest 
Warranty 
One-year parts & labor warranty. 
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On Point 
Notes from editor Tom Bucklin 

I heard a rather humorous sto
ry the other day as I was speak
ing with an Amiga acquaintance. 
Now for those of you who are 
uninitiated in this kind of termi
nology, an Amiga acquaintance 
is a person that you have come 
to know through the Amiga, 
whom you are quite sure, under 
different circumstances, you 
may not have come to know at 
all. This is a strange phenome
non, and there must be a techni
cal term for it; or at the very 
least, a sniglet. 

Anyway, we were engaging in 
our usual industry small talk 
when he blurted out, "so I un
derstand that you guys own a 
printing company". Imagine my 
surprise to find out that I was 
suddenly in the printing busi
ness! When I told him that this 
simply was not true I detected 
what I might actually call disap
pointment. Well, I was just too 
intrigued to let this one slide, 
and after some probing for an 
explanation I found that he had 
been speaking to several other 
industry types who told him that 
this is how we are able to get the 
news out about the latest Amiga 
happenings so fast! 

Well you could imagine my re
lief to know that all those 24 
work days (literally) and incredi-
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ble phone bills were now going 
to come to an end. No more 
deadlines; no more lead times; 
just turn on the switch and out 
the new issue comes! 

Well, those of you who have 
been following the Sentry for a 
number of months know that we 
take pride in bringing you news
worthy items in an extremely 
timely manner. In many cases, 
you can read a complete review 
of a product in the Sentry before 
it appears on retail shelves. But 
there is no magic to it. 

What does happen is that we 
end up with one burnt out group 
of people at the end of a monthly 
deadline. There is really no way 
to provide you with this kind of 
information in this kind of time 
frame without the main ingredi
ent; work beyond the call of duty 
from the entire organization. 

Anyone who has had to put 
out so much as a regular news
letter can tell you that it's no pic
nic. It requires strong dedication 
on the parts of all the people in
volved. In many cases, a four or 
five page newsletter may take 
weeks just to gather up the ne
cessary information to cover a 
given subject. Even after all this 
effort, you still have to allow 
time to format these bits of infor
mation into a presentable form; a 
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task which can be most unpleas
ant under pressure. That's why 
computers are playing such a big 
part in these operations today. 
Word processors and desktop 
publishing tools can help to take 
some of the burden of these jobs 
off the people who do them. But 
like anything else, they are just 
tools. They still require creativity 
and diligence to use them effec
tively. 

Professional Page from Gold 
Disk represents the beginning of 
high end DP products for the 
Amiga. In our review of this 
product, we tell you how some 
of the unique features of the Ami
ga shine in this application. 

In this issue we also take a look 
at Publisher Plus to determine 
whether its new PostScript sup
port can move the program into 
the the realm of serious desktop 
publishing. 

So, the next time your friend 
asks you how you know so 
much about what's happening 
with the Amiga, don't hedge; tell 
him the facts; tell him you saw it 
in the Sentry. 



PACKED WITH POWER! II 
~"".I ....................... I 

Three of the BEST utilities for your AMIGA ® 

$79.95 

ZING! ® is a collection of AMIGA ® utilities which combine the 
powerful CLI commands with the friendly Workbench 
environment. Files can be displayed and manipulated (e.g. copying, 
moving, deleting) with the mouse. All of the basic system 
commands (available in CLI) have been carefully redesigned into 
mouse, menu, and function key operations. You can selectively 
copy files and directories from entire disks in a single step! In 
addition to enhancing and simplifying the normal capabilities, 
ZING! provides an integrated collection of new tools for the 
AMIGA. Included are a task monitor, print spooler, screen dump 
tools, and much more! Everyone, from the beginner to expert, will 
find using the AMIGA easier and more productive with ZING! 

ZING! Keys ® is a sophisticated reprogrammable MACRO and Hot 
Key program. A program which can be used with any programs in 
the multitasking environment. You can train ZING!Keys to 
accomplish the most annoyingly repetitive tasks in a much easier 
fashion. You can program any key stroke to type out any series of 
commands or text. You can even record mouse movements and play 
them back as a single key stroke! All MACROs and Hot Keys can be 
used from within any multi-tasking program on the AMIGA. Save 
time NOW by ordering ZING!Keys! $49.95 

How many times have you demonstrated your AMIGA to your friends or potential buyers? The 
Demonstrator is the answer to your dreams! This new product will record your demonstrations 
and allow you to play them back automatically! You can add text windows, subsections, and 
speech to produce sophisticated tutorials. You can control the speed or STOP the playback, or lock 
out the keyboard so no one can interfere with the demonstration. You can cause the demonstration 
to repeat itself automatically! Buy The Demonstrator today! On Iy $39.95! 

..... MERIDIAN 
"SOFTWARE __ INC._ 
P.O. Box 890408 
Houston, TX. 77289·0408 

(713) 488-2144 
Credi t Cards and Dealer 

Inquiries Welcome! 

AMIGA is a registered trademark of Commodore-AMIGA. Inc. 
ZING! is a registered trademark of Meridian Software. Inc. 



The Expo for the Amiga goes west 

During the weekend of Janu
ary 16-18, over 7800 
"Californians" attended the sec
ond AmiExpo event at the Los 
Angeles Westin Bonaventure ho
tel. A strong winter storm on 
Sunday brought heavy rains, 
strong winds, and record tides 
from Malibu to San Diego, but 
those who braved the weather 
were joined by 70+ exhibitors, 
various Amiga luminaries, and 
Commodore executives in anoth
er all Amiga exhibition. Like the 

first AmiExpo in New York, this 
one saw many new product in
troductions and some special 
events. 

When you spend three days on 
an exhibition floor and inside the 
same hotel, its hard to keep your 
perspective. Unfortunately, we 
weren't able to break away from 
the Bonaventure, see the studios 
or visit Hollywood, but the ex
position included plenty of star 
quality products and personali
ties. Picture yourself at the Hol
lywood bowl as we present our 
nominees for AmiExpo awards: 

Aegis seized the opportunity to introduce 
their latest release, Ports of Call 
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Video products dominated this 
AmiExpo once again. Every aisle 
included several vendors with 
video products. In the category 
of "Best New Video Hardware", 
the nominees are: 
NewTek's Video Toaster 
This add-in special effects board 
for the A2000 drew admiring 
crowds as it wrapped images 
around spheres and created vene
tian blind effects in realtime. (The 
NewTek booth featured the 
Toaster, the soon to be released 
DigiPaint 2.0 as well as the pop
ular DigiView). 
Digital Creations SuperGen 
This new professional quality 
Genlock produces extremely ac
curate RS 170A signals and syncs 
with a wide range of input and 
output sources. This booth fea
tured many monitors wired to 
one SuperGen, all showing ex
ceptional images of external vid
eo mixed with Amiga screens. 
Live! by Asquared 
Attendees walked away from this 
booth with tangible evidence of 
Amiga's impact in Video presen
tations. The folks at Asquared 
were capturing realtime 
"snapshots" of attendees to disk, 
then passing the disk to S. An
thony Studios who shared the 
same booth. Their Laser Up! 
Print software was used to trans
late the IFF HAM image into 600 
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DPI postscript output. (see re
view in this issue). There was 
plenty of award quality animation 
and graphic software in evidence 
too. The nominees for "Best 
New Video Software" are: 
Very Vivid's Mandala 
Mandala was actually being sold 
at AmiExpo, and at a much lower 
price than previously announced. 
At $395.00, many aspiring video 
performers can now purchase 
Mandala to produce their own 
video spectaculars. At a special 
presentation David Bray demon
strated Mandala controlling and 
displaying images from a Laser 
Disc video system. This is anoth
er first for Very Vivid. 
Animate 3D from 
Byte-by-Byte 
This is the companion product to 
Sculpt 3D which adds sophisti
cated animation capabilities. Sev
eral impressive demos were run
ning, including the best computer 
generated basketball player I've 
ever seen. (See review in this is
sue.) 
Photon Video Cell Animator and 
Photon Paint from Microlllu
sions. 
Photon Paint promises to be the 
first of a new generation in Ami
ga paint programs with fast HAM 
drawing and many new features. 
Cell Animator is the first of a ser
ies of Video software and hard
ware products which is slated to 
produce professional quality ani
mations. MicroIllusions pre
miered their new booth and it 
was a spectacular. There were 
about 10 Amiga workstations 
showing their best and newest 
products in many fields. A large 
telescope drew attention to the 
new Planetarium software, a 

tower of electronic music equip
ment occupied one section, and 
large monitors showing games 
and graphics seemed to be end
less. 

VideoTtitier by Aegis Develop
ment. One of the other exciting 
displays on the floor was Aegis. 
They had booths on either side of 
an aisle and connected them with 
activity, balloons, and imagina
tion. VideoTitler is a recent addi
tion to the product line which lets 
you add high quality text and ef
fects over your HAM images. 
InterChange by Syndesis 
This new product meets a grow
ing need to translate among ani
mation object formats. We've 
gotten so used to IFF standardi
zation for still images, that we 
expect similar abilities among 
Sculpt-Animate, Videoscape, 
Forms In Flight, Silver, Anima
tor's Apprentice, etc. John 
Foust's new company provides 
easy to use modules for Sculpt 
3D, Forms in Flight and Video
scape. (see review in this issue) 
Express Paint 2.0 by PAR 
The addition of postscript sup
port to a full featured graphics 
package is a first and was just 
one of several postscript addi
tions which appeared in Los an
geles. The PAR booth also fea
tured a scrolling demo of a single 
IFF picture which was 8000 pix
els wide by 200 tall! The ability 
to create images of this size is an
other unique capability of Ex
press Paint. Other graphic and 
video products included an Ani
mation Stand from Hash Enter
prises, PageFlipper Plus from 
Mindware, TV Show and TV 
Text from Brown Waugh, and 
The Graphics Studio from Acco-
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lade (See review in this issue). 
AmiExpo also introduced the 
Video Gallery where Amiga Art 
was showcased. This Feature 
will be expanded in future 
AmiExpos. 

Along with lights and came
ras; sound and music were prom
inent in Los Angeles. Key
boards, drum machines, 
librarians, sequencers, and syn
thesizers abounded. During this 
same weekend, the semi annual 
NAMM convention was taking 
place in Anaheim. In addition to 
Los Angeles' position as the cen
ter of the music industry, the tim
ing of NAMM focused additional 
attention on Amiga music. The 
nominees for "Best New Music 
Products" are: 
Dr. T'sKCS 
Dr. T introduced his new genera
tion sequencer for the Amiga. 
This full featured professional 
product has been eagerly awaited 
by many Amiga Musicians (See 
review in this issue). Dr. T also 
presented a special after hours 
session where they played and 
explained MIDI. 
Dynamic Studio 1.1 from New
Wave Software 
This sequel to their hit program 
Dynamic Drums includes a high 
powered MIDI sequencer, as 
well as a built in enhanced ver
sion of their drum machine. Con
tinuous performances on the Ro
land D-50 at this booth kept 
everyone's feet tapping. 
Music X by MicroDlusions 
Although this product was not 
complete at show time, a proto
type was showcased by musician 
Matthew Nathan. His rack of in
struments included several key-

( continued on next page ) 
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AmiE xpo LA ( continued from previous page) 

boards, a drum machine, a MIDI 
bass module, and more. Music X 
will include librarian, sequencer, 
and keymap editor. If you looked 
carefully, you could also see the 
prototype of Mrs forthcoming 
MIDI interlace for the Amiga. 
Deluxe MIDI Interface by Hyper
teklSiIicon Springs 
This new MIDI interlace features 
high quality and flexible connec
tions including serial port pass
thru, midi in, and two switchable 
midiout/midi thru ports. (see re-

top publishing to new heights 
with this powerlul package. Pro
fessional Page produces Post
Script output exclusively.(see re
view in this issue). The color 
separation module and Comic 
Setter products were not com
plete at show time, but will be 
forthcoming according to Gold 
Disk. 
Word Perfect Library 
The folks from Utah are quite 
pleased with the success of the 
Amiga version of W ordPerlect. 

Microillusions premiered their new booth and 
demonstrated all their latest releases 

view in this issue). 
Another highlight of the show 

was productivity software. This 
area included desktop publishing, 
word processors, and database 
systems. The nominees for "Best 
New Productivity Product" are: 
Professional Page by Gold Disk 
After the seemingly endless wait, 
Professional Page is here at last. 
Gold Disk intends to push desk-
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While the Mac version suffers 
from delay after delay, WP Ami
ga made back its entire develop
ment cost within 30 days of in
troduction! Not content with 
bringing the best selling word 
processor to the Amiga, Todd 
Ashman, manager of Amiga 
products for WP, will soon in
troduce a companion product 
called Library which includes a 

MARCH 1988 

full featured CalendarlNoteBook 
system with autodialer, Calcula
tors, and the most powerlul File 
Manager seen on the Amiga to 
date. These will all work with 
WP to produce secondary merge 
files so you can print your ap
pointments or business records 
with full WP formatting. The file 
manager includes string searches 
and/or logic, date searches, logi
cal devices, and works very 
quickly. The price for Library 
will be $129 and will ship in 
March. 
Publisher Plus-Brown Wagh 
This update adds postscript sup
port, faster scrolling, more pat
terns, and fonts which can be 
sized from 2 to 120 points. All 
this while reducing the price to 
$99.95 and removing the dongle 
protection! (see review in this is
sue) 
Assempro and AmigaBasic In
side & Out - from Abacus. 
Abacus made a welcome entry 
into the Amiga marketplace with 
the first integrated program de
velopment environment for the 
Amiga, Assempro (see review 
this issue), and a new book on 
AmigaBasic. They were also fea
turing their recently released Da
taRetrieve and Textpro (see De
cember Sentry). 
Publishing Partner Professional 
by Soft Logik 
This soon to be released product 
has been a winner in the Atari ST 
marketplace for more than a year. 
Soft Logik has targeted the Ami
ga version squarely at industry 
leaders PageMaker and Vemura 
Publisher. Features will include 
support for postscript and other 
printers, scalable fonts, color 
graphics, templates, ease of use, 



and more. The early prototype at 
Los Angeles was impressive in 
its speed and completeness. Tar
geted release is March 1988. 
Quarterback VI.2 from Central 
Coast Software 
CCS introduced this full fea
tured, fast hard disk backup soft
ware at AmiExpo. Backup 20 
megabytes in only 40 minutes! 
With more Amigas equipped with 
hard drives, this category of soft
ware is growing in importance. 
(see review in this issue). 
GOMF 2.0 by HyperteklSilicon 
Springs 
GOMF is an acronym for Get 
Outta My Face and is designed to 
prevent GURU meditation errors 
forever. By installing itself in 
your system, GOMF lets you 
cancel a software error without 
crashing, protects from low 
memory crashes, cancel any task 
or device, and more. An Amiga 
with GOMF installed is a much 
more solid multitasking environ
ment. 
Pro-Net and Pro-Board 
by Prolific Inc. 
Professional quality printed cir
cuit design comes to the Amiga. 
Of course, you should be able to 
use a computer to design a com
puter circuit, and now you can. 
Menu driven, and with extensive 
parts libraries, these two prod
ucts place the Amiga into a new 
and important commercial mar
ketplace. 
Aztec C3.6 with Source Code 
Debugger from Manx 
The latest release of Aztec C 
should be shipping as you read 
this. Demo disks were provided 
to us with the debugger included. 
Debugging tools include multiple 
windows, tracing line-by-line or 

by function, conditional break
points, structure operations using 
structure names, back tracing, 
macros, and more. This really 
could be the "most advanced 
source code debugger in the 
world". 

New Horizons was showing 
ProWrite 2.0 which will be re
leased when Workbench 1.3 
with improved printer drivers is 
introduced. Two important pro
ductivity products were not 
shown on the exposition floor, 
but private showings we attend
ed certainly merit your attention. 

MicroSystems Software will 
soon introduce EXCELLENCE! 
a very full featured word proces
sor. Demonstrations of this WY -
SIWYG product featured a 
90,000 word spell checker, 
grammar checker, built-in hy
phenation, 1 to 4 column sup
port, index and table of contents 
generation, multiple fonts, IFF 
graphics, and of course Post
script support. The product was 
impressive, even in it's Beta 
form; and with marketing by 
Brown Waugh, it may have ma
jor impact in the word processing 
arena in 1988. 

Superbase Professional is an
other long awaited product re
lease which was most recently 
delayed by dongle production 
problems. We have studied the 
manuals, and this product should 
be a database powerhouse. An
other of their much anticipated 
products we saw in action was 
the 8 meg internal expansion 
board for the Amiga 500. The 
board is designed to go into the 
A500 so neatly that the RF shield 
fits back on top with no problem. 
This particular board was sport-
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ing a 68010 and a 68881 chip, 
and there was a custom power 
supply in place of the standard 
A500model. 

Progressive Peripherals has a 
long list of new hardware and 
software products coming, so 
their absence from the exhibit 
floor was surprising. Which 
brings up to the topic of conspic
uous absence. No show can ex
pect every developer to attend, 
but two other major Amiga devel
opers were missed. Mimetics, 
was listed in the AmiExpo pro
gram, but were not to be found. 
Their AmiGen and Frame Buffer 
are eagerly awaited, along with 
the modules for the SoundS cape 
series of music software. 

If they were based in Boston 
rather than San Mateo, Electronic 
Arts might be excused for not at
tending. As it is, we can only 
wonder if E/ A's initial enthu
siasm for the Amiga market has 
died down. 

There was no shortage of new 
hardware developers on the 
floor. Our nominees for "Best 
New Hardware" are : 
68030 Board by CSA 
As usual, CSA is making the lat
est in 68000 processors available 
on the Amiga. The 68030 is Mot
orola's latest and hotest proces
sor, and the 68882 is the corre
sponding math coprocessor. This 
latest CSA product is available 
for the A2000 and fits over the 
68020 board from CSA. The 
board is priced at $495.00 with
out the processor chips, and pro
vides sockets for the 68030 and 
68882. It is compatible with ex
isting Amiga software, and was 
running under Workbench 1.2 

( continued on next page) 
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AmiExpo LA. (continuedJrompreviouspage) 

while computing mandelbrots. 
The processor is a 16 MHZ ver
sion which is clocked at 14.32 
MHZ for the Amiga, while the 
68882 can be any version up to 
35 MHZ. The 030 board painted 
an entire high-resolution mandel
brot every 6.9 seconds while 
nearby, an Arniga with the 68020 
took 12.1 seconds. A standard 
68000 system without a math co
processor takes over 1 hour for 
the same plot. Other CSA intro
ductions included an 800 Mega
Byte WORM optical disk drive, 
and a 32 bit DRAM memory 
board for the A2000 which can 
be populated up to 32 Meg. 
Inner Connection 20 MB Ber
nouIi Drive 
This Brandywine Md., company 
has brought high speed (40 ms) 
Iomega hard disk technology to 
the Amiga. The unit fits in the 5 
1/4 drive slot in an A2000 and 
provides infinite storage capacity 
through removable 20 MB car
tridges. The drive is fully Arniga
Dos compatible. Inner Connec
tions claims to have the first 
access to an MSIDOS partition 
through an Amiga disk control
ler. Imagine having a fast 20 MB 
storage medium for each large 
animation, composition, or other 
project. How have we gotten 
along without it? The unit sells 
for $1695 and requires a SCSI 
controller. 
Hurricane Accelerator Board
from Finaly Technologies. 
This is a 68020 accelerator card 
for the A1000 and A2000 with 
adapter. By adding the 14 MHZ 
68020 with its on board instruc
tion cache, and the 16 MHZ 
68881 you can turbo-charge your 
Amiga. Ray tracing can be 4 
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times faster than a standard Arni
gao The board can be purchased 
with both processors for $1045. 
(see review in this issue.) 

Other interesting hardware 
products included the Courier 
HST 9600 baud modem. We're 
just getting used to 2400 Baud! 
These units were being sold by 
AMIC for a show special 
$695.00. MICRON technology 
was exhibiting their 2 Meg mem
ory boards for the A2000 and 
A500. These are very clean low 
power units and should be con
sidered best buys. Hewlett
Packard Paint jets were in evi
dence at many booths. This a re
cently introduced color inkjet 
printer which produces outstand
ing graphics and text when used 
with the Amiga. ASDG was 
showing their line of memory 
and expansion products, but the 
Satellite Disk Processor was not 
yet complete. 

Recreation was not ignored by 
Arniga developers. In fact, one 
of the trends we noticed was the 
appearance of four new game de
velopers. Our nominees for the 
"Best New Garnes" are: 
Ports of Call 
by Aegis Development 
A highly detailed simulation of 
the competitive world of interna
tional trade. Excellent graphics 
by Jim Sachs and R.E. LaBarre. 
(see review in this issue) 
Ebonstar by MicroilIusions 
A pre-Release version of this ac
tion game set in the year 3000 
where you pilot your spaceship 
in a duel to the death; while 
avoiding death in the black hole. 

One of the new game entrants 
is Anco (Burgettstown, Pa.) who 
were just shipping Karting 
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Grand Prix and Grid Start, both 
of which feature fast driving ac
tion and Las Vegas for casino ac
tion. 

In any crowd a few people al
ways stand out. Anyone who at
tended AmiExpo LA had to no
tice Leo Schwab in his famous 
cape. His flowing presence add
ed color and class to many a sem
inar. The two programmers re
sponsible for Publishing Partner 
from Soft Logik strolled the floor 
in genuine straight jackets. After 
several conversations, I'm 
pleased at the good judgement of 
Soft Logik management. 

The presentation by Rich McIn
tyre, Commodore's VP of mar
keting contained some interesting 
nuggets of information. The re
cent Test Flight promotion is 
considered a success with over 
50,000 phone calls to the 800 
number. Of those who actually 
borrowed the Test Flight tape, 
50% purchased an Amiga. Some 
product plans for 1988 include 
the release of Fat Agnes which 
will use 1 meg available on the 
A2000 and A500 motherboard. 
Workbench 1.3 is expected soon, 
with the ability to boot from 
harddisk and improved printer 
drivers. Workbench 1.4 may also 
arrive this year with design ob
jectives for higher resolution and 
less flicker. Commodore also an
nounced a 1988 Arniga Develop
ers Conference for April in 
Washington, DC. If you want to 
keep up with the latest develop
ment in the Arniga marketplace, 
plan to attend AmiExpo Chicago 
from July 22-24 at the Hyatt Re
gency. We'll look for you there. 



Tired of waiting? 
Give your disks a 

Only $89.95 
The Disk Mechanic can increase your hard or floppy disk access speed up to 
~(Q)(Q)@!©! Amiga DOS spends most of its time looking for data; the Disk Mechanic 
cuts waiting time by compacting the data on your disks, causing Amiga DOS to 
spend less time looking and more time reading and writing your data. Unlike 
other data accelerators, the Disk Mechanic does not use up precious extra 
memory for a disk cache. 

The Disk Mechanic package also includes a file recovery program. Now you can 
recover files from damaged disks and restore any files that have been deleted, 
discarded, or damaged. 

In addition to fast disk access and file recovery, the Disk Mechanic includes a 
hard disk back-up program, a full featured disk sector editor for the expert user, 
and a collection of useful eLi utilities. 

The Disk Mechanic requires an Amiga with Kickstart 1 .2, and at least S12K of 
memory. It works with all standard hard and floppy disk drives. 

~~@~ I3(JJ@lD~DmJ®~ The Disk Mechanic is easy to use and available now. To get your 
own copy contact your dealer or call us and place your order today! 

Dealer inquiries welcome. 
Amiga is a trademark of Commodore 
Business Machines, Inc. 

Lake Forest Logic Inc. 
28101 E Ballard Road 
Lake Forest, IL 60045 

(312) 816-6666 
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Gold Disk delivers their high end publishing software 

by Gary L. Gehman 

Before we jump into this re
view with both feet -- a thing 
I've been waiting to do for quite 
a few months now -- let me in
troduce myself by way of esta
blishing my credentials as a re
viewer of this particular piece of 
software. I have been involved 
in so-called Desktop Publishing 
virtually since MacWrite intro
duced the word "Font" to the 
general public in 1984. It was a 
natural professional investigation 

since I was, at the time, a print
er. Today I teach publication 
graphics at Temple University in 
Philadelphia and publish my 
own magazine and periodic spe
cial issues out of Magic Bullet 
Press in the Kensington section 
of Philadelphia. I have used vir
tually all of the Desktop Publish
ing (DP) packages available for 
microcomputers and have gener
ally found them all lacking. I 
was prepared to find nothing of 
worth in Gold Disk's Profes
sional Page . 

Thank heaven I was wrong! 

Professional Page excels in its ability 
to gray scale imported images 
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Specifically, happily, I have 
found Professional Page to be a 
better, more capable program 
than Xerox Ventura Publisher, 
and virtually every other DP ap
plication for MS/DOS. And it 
even has an edge on some of the 
Macintosh applications. 

It was hard to take seriously 
Gold Disk's claims when they 
announced the product last Au
gust, and even harder when I 
managed to crash their demo 
software at AmiExpo in New 
York this past October. But now 
that I have the released product in 
hand, I have been able to delete 
the Mac Plus from my personal 
computer wish list. I don't need 
it any more! 

For those unfamiliar with the 
techniques of Desktop Publishing 
on a personal computer, I will 
say only that you build a page 
with layers of boxes into which 
you load type or graphics or 
gray-scale pattern fills (called 
tints or tones). The whole thing 
is very much like cutting out slips 
of paper and moving them 
around on a sheet of graph paper 
until they make an attractive ar
rangement. 

The people at Gold Disk have 
given us a generous complement 



of tools for creative layout. 
Moreover, its Amiga-given abili
ty to import and use high resolu
tion and HAM bit-mapped imag
es gives Professional Page a 
competitive edge over even the 
best of Macintosh based DP 
packages. 

But before we begin to discuss 
the software's strengths and 
weaknesses, let's talk a bit about 
hardware: 

Professional Page is aptly 
named. It is a program for peo
ple with a definite, probably 
commercial, interest in publish
ing. It comes packed onto two 
disks and requires a megabyte of 
memory and a PostScript* driven 
laser printer. An optimum work
station would also include 2 meg
abytes of expansion memory and 
a hard disk drive for the storage 
of fonts, graphics, program re
sources and intermediate files. 
However, with these kinds ofre
sources, Professional Page will 
perform on a par with the best 
Desktop Publishing systems 
around! I have been using the 
program on an Amiga 2000 2-
floppy drive system with 1 mega
byte of memory at the office, as 
well as my home-based Amiga 
1000, with 2.5 megs and a hard 
drive, so I can report on it's per
formance characteristics in both a 
minimal and an optimal environ
ment. 

In a 1 megabyte environment, 
the program generally behaves it
self well, but it is easy to run out 
of memory pretty quickly. Any
time you import two or more IFF 
screens as graphics, you should 

save at every opportunity: No 
matter how well behaved the pro
gram, there is simply no saving a 
machine that has burnt up all of 
its Chip RAM. I set out to test 
its ability to handle long, difficult 
documents by preparing a 20 
page document of linked text 
blocks (two columns on an 8 1/ 
2" x 11" sheet turned sideways) 
and filling it with 24 chapters of 
an episodic thriller I wrote. 
While it held together in both 
memory configurations, the pro
gram's text formatting operations 
slowed down to an intolerable 
pace (>5 minutes for a global 
style change). This is exactly 
where DP programs on other ma
chines also choke, but never to 
such an extreme extent. 

Professional Page requires you 
to work in the Amiga's interlace 
mode, so a flicker-free monitor is 
also highly recommended (I'm 
using an inexpensive amber TTL 
monitor on the A2000 at work. It 
is kind of sickly to look at, but 
provides a rock-steady work sur
face most preferable to the 1080 
color monitor's flicker. Careful 
shoppers will no doubt be able to 
find black on white composite 
TTL monitors for very little mon
ey, and professional users may 
want to purchase Commodore's 
reportedly forthcoming hi-res --
1008 by 800! -- non-interlace 
monochrome monitor). 

Professional Page boots itself 
into a conventional Workbench 
screen, and the program is select
able as an icon. It will also run 
from CLI with a noticable sav
ings of memory. Since the pro
gram is so complex, and requires 
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extensive reading of its on-disk 
resources, loading time is pretty 
long. On a floppy disk system, 
this is accompanied by some of 
the harshest disk-drive thrashing 
in recent memory. Once installed 
on a hard disk, however, the 
loading process is quick and si
lent. 

The screen is nicely tuned and 
provides a large work surface 
with a collection of page compo
sition tools arrayed down the 
right hand side. The program's 
designers have pre-set it's color 
palette to most closely approxi
mate working with black objects 
on a non-glare "white" surface 
and then adjusted these values to 
minimize the flicker potential on 
low-persistence monitors. While 
they have done a good job with 
these settings, I would rather 
have the option of setting my 
own colors. Nevertheless, these 
settings also display very well on 
a monochrome monitor. Another 
useful hint is to use the Prefer
ences Edit Pointer utility to 
change the bulky arrow shaped 
mouse pointer to a more precise 
pointing device. I usually relo
cate the active pixel in the center 
of the pointer area and then build 
a delicate gun sight around it. 
This allow3 for much finer con
trol of such operations as resizing 
boxes, joining lines, and, in all 
those complicated music pro
grams, working the tiny switches 
and buttons. 

The menu bar is chock full of 
all sorts of goodies. Thankfully, 
we have also been given quick, 
keyboard equivalents for most 

( continued on next page) 
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Professional Page (continuedfrompreviouspage) 

every menu selection. First, 
there's Project; the standard file 
creation, saving, importing, 
printing, information, quitting 
options. The programmers have 
also done us all a great service by 
empowering the Print selection to 
direct its PostScript code to a 
disk file. In this way, it is possi
ble to use the program without 
direct or immediate access to a la
ser printer. 

such an option, Gold Disk would 
be looking at far fewer sales: 
only those people who can afford 
laser printers. 

The menu entry that follows 
Project is Page. Page allows for 
the creation of new pages from 
existing default settings, or pre
defined and user-defined tem
plates; as well as the manipula
tion of any existing settings on 
the fly. Templates can be created 

publish periodical issues in the 
same format. Once you create 
the basic page, include the page 
numbers and folio lines (the 
small print identifiers that run 
along the bottoms of magazine 
pages; typically the title or issue 
date), these can be saved and 
reused any number of times. 

The next menu entry is Box. 
Most Desktop Publishing pro
grams require the creation of 

A sample printoutfrom Professional Page. This Photon Paint 
image was output to a 300 dpi laser printer 

Since PostScript files are mere
ly ASCII text -- scripts for the 
printer's PostScript interpreter to 
read and process -- they can be 
stored on disk and downloaded 
from any terminal program; even 
across miles of telephone lines! 
In fact, my preferred configura
tion allows me to compose my 
pages in Professional Page, print 
them to disk, convert these files 
to PC format using the Work
bench PC-Utilities, and then send 
them to the printer from my of
fice PCXT-on-wheels. Without 
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as either even or odd pages and 
whatever elements are entered 
into the templates will be repro
duced on each of the succeeding 
even or odd pages that occur 
throughout your document. 

They can also be saved to disk 
for later use. One feature that 
will need to be added would pro
vide for the installation of page 
numbers on the templates that 
would automatically count them
selves throughout the document. 

Templates are particularly use
ful in cases where one has to 
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boxes for the loading of text or of 
graphics. The boxes can be 
thought of as "galleys" that are 
composited on the paste-up board 
or "mechanical." So, the Box 
menu allows for the duplication, 
alteration or deletion of boxes. 

One serious drawback to the 
layout of the Box and Page me
nus is that both have their delete 
entries in about the same posi
tion. If you are working away 
and elect to delete a Box, it is 
quite possible to select the Page 
deletion option instead. This will 



put up a requester asking permis
sion to delete the whole page and 
all its contents, so you have to be 
pretty stupid to actually lose your 
page, but I did it twice. If Page 
delete were made more difficult 
to select, and if Box delete had a 
keyboard command equivalent, it 
would do much to alleviate this 
particular problem. 

For speed in adjusting the com
position of a page, the program 
allows for the grouping of ele
ments together. These may then 
be moved around, copied or de
leted as a single unit. The menu 
controlling these operations is 
called Group and it is followed 
on the menu bar by the Type 
menu. The Type menu contains 
all the sophisticated typesetting 
controls that allow for real Desk
top Publishing. The selection op
tions are: Typeface, Size, Style, 
Kerning (the ability to adjust in
dividual inter-letter spacing), 
tracking (another method of glo
bally affecting the inter-letter 
spacing), Line Spacing, Baseline 
Adjustment (whether a letter sits 
on the same line as a sentence, or 
is raised or lowered; as with sup
er and subscripts), selectable Hy
phenation control, Justification 
control, and Paragraph Indent 
control. These are literally all the 
type manipulation tools you 
could want (although I still want 
keyboard equivalents for Type
face, Size, and particularly Style 
commands). 

In the mode of all true WYSI
WYG publishing programs, it is 
possible to edit text directly on 
the page being laid out. It is es
sential, therefore, that such sim-

pIe formatting controls as Itali
cize or Bold be selectable from 
the keyboard without breaking 
the rhythm of one's typing. 
These controls should also be 
true toggles -- Hit them once to 
turn them on, a second time 
should turn them off. 

Professional Page's text editor 
is not bad. It keeps pace while 
typing in a forward direction, but 
bogs down whenever you are at
tempting to backspace a string of 
text. Neither is it possible to 
highlight text by sweeping the 
mouse in a backwards direction 
(from period to capital of sen
tence). You can, of course, drag 
the mouse forward across text 
and select it that way. Compos
ing large amounts of text in a 
large point size will slow the pro
gram noticeably, however. This 
seems to be the case with virtual
ly every Amiga font-based pro
gram and I suspect the culprit is 
AmigaDOS. The next menu con
sists of all the Editing com
mands (Cut, Copy, Paste, etc.) 
as well as the global Search and 
Replace facility found in most 
word processors. 

The next two menu items affect 
the structured drawing tools 
(more about these in a bit) and 
are called Draw and Color re
spectively. The final menu is 
Preferences and it's here that we 
get to select which of the five 
magnifications we will use to 
view our document and how to 
set up or alter our Layout Tools 
(columns, grids, units of meas
ure, etc.). At any given time we 
can elect to view our work in 
25%, 33%, 50%, 100%, or 
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200%. The Text Format option 
allows us to specify what kind of 
text files we will be importing. 
Professional Page will read 
WordPerfect, Scribble, Textcraft 
and generic ASCII files and cor
rectly interpret any existing for
matting commands embedded in 
them! 

Moving down the toolbox se
lections that adorn the right edge 
of the screen, we find the page 
selector (simply clicking up or 
downwill page through your doc
ument; entering a particular num
ber in the space provided will 
jump immediately to the page se
lected). 

Then we have the Box creation 
tool (used to draw boxes for text 
or graphics), the Null Pointer 
tool (used to move, resize or re
shape boxes once they're creat
ed). The Grouping tool and the 
Graphic Positioning tool follow; 
and then the Text Editing icon 
and the "Mop-Up" tool. These 
tools are pretty much described 
by their names. 

Next is the page positioning 
tool and it consists of a small rec
tangular box that can be slid 
around across a representation of 
the page. This is the same gadget 
as is used in PageSetter (another 
Gold Disk product) and is also 
very similar to the main tool in 
MicroFiche Filer from Software 
Visions. Although it takes some 
getting used to, this tool proves 
to be quite a lot more efficient 
than the traditional scroll bars 
found in Macintosh programs. 
The next six tools affect the lay-

( continued on next page) 
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Professional Page (continuedfrom previous page) 

ering and sequencing of boxes 
with respect to other boxes. It is 
possible to Bring-To-Front or 
Send-To-Back, jump to the next 
chained box or back to the previ
ous chained box and to Link or 
Unlink boxes in a text chain. Fi
nally, we have the structured 
drawing tools. 

Because PostScript is a general 
graphic language that can be used 
independently of any particular 
printer, its resolution is limited 
only by that of the device being 
used for output. Bit-mapped im
ages (like paintings or digitized 
photos or most IFF files), how
ever will always have the fixed 
absolute resolution of the screen 
they were created to fill 
(320x200, 320 x 400, 640 x 
200, 640 x 400). 

If we draw illustrations with 
vector-based tools (start at point 
'A' and draw a line to point 'E' 
intersecting points 'B,' 'C,' and 
'D.'), then there will be no prac
tical limitations on how finely the 
line can be drawn. This is the 
idea behind the structured draw
ing tools provided by Profes
sional Page. 

Functioning just like the tools 
in a CAD drafting package, the 
Rectangle, Circle, Line, Curve 
and Freehand tools allow us to 
make drawings that are stored in 
terms of their dimension and 
Functioning just like the tools in 
a CAD drafting package, the Rec
tangle, Circle, Line, Curve and 
Freehand tools allow us to make 
drawings that are stored in terms 
of their dimension and position, 
rather than how many screen-
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dots they fill. These constitute 
the last of the permanent, on
screen tools. Generally, they are 
easy to use and the icons that 
represent them are fairly intui
tive. I think I would rather they 
be only half as wide, since the 
presence of so many tools tends 
to encroach on the actual page 
being constructed. 

Gold Disk's documentation for 
PP is first-rate. The manual is 
handsomely printed and spiral
bound. It numbers some 198 
pages and attempts to teach 
something about design along 
with how to actually use the pro
gram. It is also indexed. 

One point is worth noting 
about Professional Page's 
handling of graphics. When im
porting a graphic element into a 
PP document, all that's saved in 
the document file is the address 
of the actual picture me. This al
lows for the creation of docu
ment files that are quite compact. 
When you go to print out the 
document, however, you will be 
prompted for the disk that con
tains the original graphic file. 
Therefore, I recommend first 
loading all the required graphic 
files onto your documents disk. 
That way, you will have every
thing you need at printing time. 

Gold Disk has also promised a 
Color Separation module. For 
printing, color photography has 
to be separated into four different 
negatives, each representing how 
much of the three primary colors 
-- plus black -- is present in the 
actual image. 
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Some of necessary enhance
ments to bring this program up to 
a powerhouse level are: 

* The ability to flow text around 
irregularly shaped graphics; 
* The ability to work on two fac

ing pages simultaneously; 
* Improved font rendering and 

memory efficiency; 
* The aforementioned keyboard 

shortcuts; 
* An improvement in speed. 

Beyond the competition, it 
would be nice to provide for the 
rotation of text boxes and graph
ics elements on the page. In this 
way, you could have text reading 
horizontally along the left edge of 
a page that is otherwise entirely 
vertical. The logical application 
for this is the creation of Bro
chures or Letterheads. In the 
meantime, Gold Disk has deliv
ered a product that makes the 
Amiga competitive with other 
high end desktop publishing sys
tems. 

Professional Page $395.00 

Gold Disk, Inc. 
P.O. Box 789, Streetsville 
Mississaugua, Ontario 
Canada L5M 2C2 

1-416-828-0913 



AVAILABLE NOW! 

S ........ 
If you've owned your 
Amiga® for a while now, you 
know you definitely need 
more than 512k of memory. 
You probably need at least 
double that amount...but you 
might need as much as an 
additional two megabytes. 
We want to urge you to use 
StarBoard2 as the solution 
to your memory expansion 
problem -and to some of 
your other Amiga-expansion 
needs as well! 
It's small, but irs BIG-

Since most of you want to expand your 
Amiga's memory without having to also 
expand your computer table, we designed 
StarBoard2 and its two optional 
"daughterboards" to fit into a sleek, 
unobtrusive Amiga-styled case that snugly 
fastens to your computer with two precision
machined jackscrews. 

The sculpted steel case of StarBoard2 
measures only 1.6" wide by 4.3" high by 
1O.2"long. You can access the inside of the 
case by removing just two small screws on the 
bottom and pulling it apart. We make 
StarBoard2 easy to get into so that you or 
your dealer can expand it by installing up to 
one megabyte of RAM on the standard 
StarBoard2 or up to two megabytes by 
adding in an Upper Deck. 

This card has decks! 
The basic StarBoard2 starts out as a one 

megabyte memory space with Ok, S12k, or 
one megabyte installed. If you add in an 
optional Upper Deck (which plugs onto the 
Main Board inside the case) you bring 
StarBoard2 up to its full two megabyte 
potential. You can buy your StarBoard2 
with the Upper Deck (populated or 
unpopulated) or buy the Upper Deck later as 
your need for memory grows. 

And you can add other functions to 
StarBoard2 by plugging in its second 
optional deck -the Multifunction Module! 

StarBoard2:functionsfive! 
If we count Fast Memory as one function, 

the addition of the MultiFunction Module 
brings the total up to five! 
THE CLOCK FUNCTION: 

Whenever you boot your Amiga you have 
to tell it what time it is! Add a MultiFunction 
Module to your StarBoard2 and you can 
hand that tedious task to the battery-backed, 

Auto-Configuring 
Fast RAM 

Zero Wait States 
User Expandable 

from512kto 
2 Megabytes 

Bus Pass- Through 
MultiFunction 

Option: battery/ 
clock, FPU, 

parity, Sticky-Disk 

real-time clock/calendar. A small piece of 
MicroBotics software in your WorkBench 
Startup-Sequence reads the clock and 
automatically sets the time and date in your 
Amiga. And the battery is included (we 
designed it to use an inexpensive, standard 
AAA battery which will last at least two 
years before needing replacement). 
THE FLOATING POINT FUNCTION: 

If anyone aspect most characterizes the 
Amiga it's fast graphics! Most graphic 
routines make heavy use of the Amiga 
Floating Point Library. Replacing this library 
with the one we give you with your 
MultiFunction Module and installing a 
separately purchased Motorola 68881 FPU 
chip in the socket provided by the Module 
will speed up these math operations from S to 
40 times! And if you write your own software, 
you can directly address this chip for 
increased speed in integer arithmetic 
operations in addition to floating point math_ 
THE PARITY CHECKING FUNCTION: 

If you install an additional ninth RAM 
chip for every eight in your StarBoard2, 
then you can enable parity checking . Parity 
checking will alert you (with a bus-error 
message) in the event of any data corruption 
in StarBoard2's memory space. So what 
good is it to know that your data's messed up 
if the hardware can't fix it for you? It will 
warn you against saving that data to disk and 
possibly destroying your database or your 
massive spreadsheet. The more memory you 
have in your system the more likely it is, 
statistically, that random errors will occur. 
Parity checking gives you some protection 
from this threat to your data residing in Fast 
RAM. Note that the Amiga's "chip" RAM 
cannot be parity checked. 
THE IMMORTAL MEMORY DISK 
FUNCTION (STICKY-DISK): 

When you've got a lot of RAM, you can 
make nice big RAM-Disks and speed up your 
Amiga's operations a lot! But there's one bad 
thing about RAM-Disks: they go away when 
you re-boot your machine. Sticky-Disk solves 
that problem for you. It turns all of the 
memory space inside a single StarBoard2 

• • M icroBotics, Inc. AMIGA is a registered trademark of Commodore-Amiga 

•••• 811 Alpha Drive, Suite 335, Richardson, Texas 75081 / (214) 437-5330 

into a Memory Disk that will survive a 
warm-reboot! When your Amiga attempts to 
grab a StarBoard2 in Sticky-Disk mode, a 
hardware signal prevents the system from 
acquiring the StarBoard2 as FastRAM (and 
thereby erasing your files) -instead it is re
recognized as a Memory Disk and its contents 
are preserved intact. If you want to work 
rapidly with large files of data that are being 
constantly updated (such as when developing 
software) you can appreciate the Sticky-Disk! 

Fast RAM -no waiting! 
StarBoard2 is a totally engineered 

product. It is a ZERO WAIT-STATE design, 
auto-configuring under AmigaDOS 1.2 as 
Fast RAM. Since AmigaDOS 1.1 doesn't 
support autoconfiguration, we also give you 
the software to configure memory in 1.1. 

Any applications software which "looks" 
for Fast RAM will "find" StarBoard2. And 
you'll find that your applications run more 
efficiently due to StarBoard2 on the bus. 

A passing bus? Indeed! 
What good is an Expansion Bus if it hits a 

dead end, as with some memory cards? Not 
much, we think -that's why we carefully and 
compatibly passed through the bus so you 
could attach other devices onto your Amiga 
(including another StarBoard2, of course!). 

The sum oft he paris ... 
A really nice feature of the StarBoard2 

system is that you can buy exactly what you 
need now without closing off your options for 
future exapansion. You can even buy a Ok 
StarBoard2 (with a one megabyte capacity) 
and populate it with your own RAM 
(commonly available 2S6k by 1 by ISOns 
memory chips). When you add StarBoard2 
to your Amiga you have a powerful hardware 
combination, superior to any single-user 
micro on the market. See your Authorized 
Amiga Dealer today and ask for StarBoard2 

SUGGESTED RETAIL PRICING: 
StarBoard2, Ok (1 meg space): $349 
StarBoard2, Ok (2 meg space): $395 
StarBoard2, 512k (1 meg space): $495 
StarBoard2, 1 meg (1 meg space) $595 
StarBoard2, 2 megs installed: $879 
StarBoard2, 2 megs & MultiFunction: $959 
Upper Deck, Ok (1 meg space): $ 99 
MultiFunction Module: $ 99 
also available: 
Standard 256k memory card: $129 
MAS-Drive20, 20 meg harddisk: $1495 
MouseTime, mouseport clock: $ 50 



Write & File 
An integrated word processor/database package from SoftWood 

by George Rapp 

When I first saw the box for 
Write and File from Softwood, I 
was ready to pass it by since I 
could see no reason for making 
an integrated package on a multi
tasking machine like the Amiga. 
Such packages are very popular 
on MSIDOS machines since 
that's about the only way to do 
more than one thing at a time. 
For the Amiga, it seemed a terri
ble waste of time. Still, I took 
the time to load it up and was 

pleasantly suprised by the word
processing power packed in 
here. The Write part of Write 
and File is a full featured WYSI
WYG word processor. The me
nus are arranged in a slightly dif
ferent order than are usually 
found on the Amiga, but the 
menu options provide standard 
choices for opening files, edit
ing, fonts, style, and text search. 
There is also a menu option for 
spell checking your whole docu
ment, or any part of it. 

Cursor movement is quick and 
the page formatting commands 

Custom fonts have been provided 
on the Write & File program disk 
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respond quickly. Formatting is 
not run from the menu like most 
Amiga word processors. Instead, 
SoftWood uses an "intelligent 
mouse". The cursor on the screen 
changes its appearance depending 
upon its position on the screen. 
Over the document, it looks like a 
script "I", while over the menu 
bar it looks like a stylized arrow. 
When you move the mouse over 
the ruler at the top of the page, 
the cursor displays tab and mar
gin settings. Changes are made 
by holding down the left button 
and sliding it to the desired posi
tion. There are still two more are
as that the mouse goes through 
its transformations. At the top 
right comer below the front/back 
gadget there are the four justifica
tion option icons for left, right, 
center, or left/right justification. 
In the lower left comer, around 
the resize gadget, there are gad
gets for showing or hiding the 
rulers and page bar. 

With all these options, the 
screen can get cluttered very 
quickly. Write lets you open mul
tiple document windows which 
can complicate the display even 
more. One solution is provided 
by the option to switch to an in
terlace display. Softwood pro
vides default colors which are 
prone to flicker, but these can be 
reset through Preferences. Write 



uses standard Amiga printer driv
ers, which means that bit-mapped 
fonts will not print with high 
quality. This is the most serious 
shortcoming of the package com
pared to some of the other recent 
Amiga word processors. 

The spell checker is one of the 
largest I have seen. It comes with 
110,000 words and user diction
aries that can be added to. The 
dictionary is arranged alphabeti
cally and broken down into a 
common, main, and user diction
ary. An alphabetical arrangement 
is slower for searching the dic
tionary, so Softwood uses a 
"common" dictionary to search 
for the most common words 
first. This does help some, but 
Write's is still a slow dictionary 
when compared to others. The 

Our Ii brary IS 

dictionary does contain an amaz
ing array of scientific tenns and a 
large selection of chemical and 
drug names which others tend to 
leave out. I did have some prob
lems with the function of the dic
tionary. It did not come up with 
as many, or as helpful sugges
tions as Wordperfect or Kind
Words. In the view mode, it oc
casionally got confused and 
called "A" through "B" as all 
110,000 words. 

The other half of Write and 
File is the database manage,r 
which is not quite as powerful as 
the word processor. Here's the 
first database I know of that can't 
generate printed output. Instead, 
it uses Write's mail merge to 
create customized output. Files's 
databases run quickly and are 

Constan tly Growing! 
Public Domain & SHAREWARE programs for the 

both easy to create and use. The 
database is structured like a 
spreadsheet with rows and col
umns. It is not relational, but it 
does allow for sorts on more than 
one fIles without producing index 
files. On small databases, the 
sorts are startlingly fast and do 
not require heavy disk access. 
File bogs down slightly with 
very large databases, but with 
larger applications, I would sug
gest a more sophisticated data
base program anyway. 

Data entry is also like that of a 
spreadsheet. You specify the row 
and column for entry. Each row 
represents one entry with the col
umns the data fields. Fields car 
be text, numeric, date, time, ye 
no, phone number, alpha, alpha 

( continued on next page) 

• Incredibly realistic sound 

Eliminate the expense of purchasing 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 utilities to a word pro
cessor, database management system & 
spreadsheets, from pictures & songs to 
graphic and sound players. 

As new disks become available, you 
will automatically receive an UP
DA TE LIST ING .... or .... you can 
open an account to AUTOMATICALLY 
RECE IVE the disks themselves. 

Disk Prices 

1-10 $4.00 
11-20 $3.50 
21 + $3.00 

S&H - $1 per each 
group of 5 disks 
or less. 

Request our catalog disk, equivalent to over 100 8 1/2 x 11 

pages of program descriptions or directory listings ... $ 4. 

Return your catalog disk quarterly 
along with $1 and receive your disk 
back with all of the interim paper 
updates merged into each library 
section. 

Hillside Hard & Soft Computerware Co. 

P.O. Box 13749 Reading, PA 19612 

• PA & NJ residents add 6% sales tax 

• Create your own studio-quality drum tracks 
• Real or step-time programming 
• Graphic Editing 
• Over 100 percussion samples included or use your 

own IFF samples 
• Fully adjustable volume and tuning levels 
• Randomizing options for a dynamic, human feel 
• Improved MIDI Implementation 
• Velocity sensitive using external MIDI device 

Requires 512K Amiga1M DEALER INQUIRIES INVITED 
MI, FL & CA odd soles tax 
See local Dealer or Send Check or Money Order for 579.95 10: 
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Write and File (continued/rom previous page) 

numeric, IFF picture file name, 
IFF sound file name, and calcula
tion field. Column definition and 
search orders are done from the 
pull down menus. All of the file 
functions are duplicated from the 
wordprocessing menus. Both 
word processing files and data
base fIles can be open and viewa-

Posi 
mlUr 
I "!" I 

ing the manual. However, the 
manual is also well written and 
easy to read. The reference sec
tion is a little thin, but a thorough 
tutorial makes up for that. I am 
slightly puzzled by the arbitrary 
separation of the manual into a 
word processing and database 
section when it is an "integrated 

The "File" part of Write & File allows you to set 
up specific parametersfor use in a database 

ble simultaneously. Again, an 
interlace screen is about the only 
way to make this legible. The use 
of either or both types of files is 
controlled through the Files 
menu. The menu bar changes 
slightly to accomodate the differ
ences between the two functions. 
The active window determines 
which set of menus are used. The 
IFF files can be displayed, or 
played with the Softwood's File 
IIsg program. 

Write and File is a straight for
ward and relatively simple pro
gram to use. It is intuitive enough 
that you can get by without read-
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package". The database is not 
strong enough to stand on its 
own. It lacks custom screens and 
depends on the Write portion for 
output generation. I do like the 
WYSIWYG Write portion how
ever. It is easy enough to use and 
shows attention to detail. The 
combination is not small. It fills 
two disks and requires one meg
abyte to run (I prefer two megs 
so I can transfer the dictionaries 
to a ramdisk). 

My first complaint comes from 
the changes made since the man
uals printing. There is one dense
ly printed sheet of addendum that 
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tries to do too much in too little 
space. They did add an autodialer 
to the database and a routine that 
checks for valid drives in the 
save option. There are additional 
printer drivers in addition to the 
two provided on the program 
disk. There is also a sample start
up sequence included for a hard 
disk that mounts with BindDriv
ers. 

Some of the page layout com
mands are confusing and the 
manual does not go into enough 
depth for the headers and footers. 
However, the problems that I had 
with the spell check and its speed 
were the most annoying. The 
mail merge works well and is 
about as easy to use as possible 

My first impression was favor
able. I do like most of the fea
tures included, but this is not the 
last word. It is ideal for produc
ing technical letters and the dic
tionary supports this. I am using 
it now for writing this article but 
I will go back to my usual pro
gram for the next. This is more 
because of my needs for a quick 
and fast editor than a flaw in the 
program. Write & File is not seri
ous competition for the likes of 
WordPerfect. However, if you 
are on a limited budget and need 
to produce correspondence or 
mailing lists, than this could be a 
good choice for your specific 
needs. I would recommend that 
you have at least two megabytes 
of memory so you can put the 
dictionaries in ram .. 

Write & File $99.95 
Brown-Wagh Publishing 
16795 Lark Ave., Suite 210 
Los Gatos, Ca. 95030 
1-(800)-451-0900 

• 



Linked with Sculpt 3D, you can now create ray-traced animation 

by Mark Smith 

There is nothing I like doing 
better than sitting down at my 
Amiga and creating a bit of three 
dimensional modeling and ray 
tracing. Until the advent of the 
Amiga, it was impossible to sit 
in the comfort of your own 
home and render away. With the 
release of Byte By Byte's Sculpt 
3D, it became possible to do 
highly detailed ray tracings with
out sitting at the University's 
cold and calculating V AX. 

Sculpt 3D was developed by Dr. 
Eric Graham because of the in
tense interest in his famous 
"Juggler" demo, and due to the 
desire to let individuals create 
their own ray traced animations. 
With Sculpt 3D, images of great 
realism could be created like 
never before on a home comput
er. Crystal balls, towers of 
glass, and new beings were pop
ping up all over. Still something 
was missing. These images 
lacked the excitement of seeing 
the Juggler for the first time. 
What was missing was move-

Thefirst keyframe of the "Head" 
animation that is included on the data disk 
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ment, the abiltity to make those 
shaded, glossy, textured images 
dance. Soon Dr. Graham pro
vided us with Movie. Movie was 
a public domain page flipping 
program that gave life to those 
Sculpt images. Creating an ani
mation with Movie was time con
suming and tedious. It required 
many separate images to I 
traced, and a lot of thought on tIl 
part of the movie maker. Movie 
was merely a diversion while An
imate 3D was finished. 

Animate 3D is finally here and 
well worth the wait. The package 
comes with two disks and spiral 
bound documentation. Animate 
3D is an integral partner to Sculpt 
3D, and can be used in no other 
way. Don't rush right out and 
buy Animate 3D if you don't al
ready own Sculpt 3D. They can 
be used together to produce fine 
animations, or Sculpt can be used 
by itself for still images. The two 
Animate disks are conveniently 
labeled DISK! and DISK2. 
DISK2 contains three animations 
and some read-me files describ
ing how they were created. 
DISK!, the program disk, is the 
meat and potatoes of the Ani
mate3D. The manual describes 
the process for combining Sculpt 
with Animate. You must take 
your Sculpt 3D disk and copy the 

( continued on next page) 
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Animate 3D (continuedJrompreviouspage) 

Sculpt 3D program file onto the 
Animate 3D disk. Be sure to 
make backups first. It is simplest 
to go through the Workbench and 
copy the file to the Animate disk 
by dragging its Icon. Once that's 
accomplished and Sculpt 3D is 
on the Animate disk, click on the 
Merge Icon and stand back. After 
a minute or two the merge and 
Sculpt 3D icons will have va
nished and in their place is the 
Sculpt-Animate icon. Something 
wonderful has happened, your 
disk has metamorphisized into an 
new and different Sculpt 3D with 
command in menus that will have 
you animating away in no time. 

You can use Animate 3D to pro
duce two forms of animation, 
Global and Key Frame. Key 
Frame animation is similar to the 
kind of animations that were be
ing done with Movie. Each frame 
of the animation has to be de
signed and rendered individually. 
Key Framing is simpler because 
it involves a process called in
betweening. For example, if you 
need a set of 30 frames, and you 
set every tenth frame as a "key" 
frame, all the frames in between 
will be calculated for you. 
Sculpt-Animate 3D interpolates 
from these key frames doing the 
work for frames 2-9, 11-19, and 
21-29. 

Global Animation on the other 
hand, is a single scene which ex
presses all the frames of the ani
mation at once. In a global scene, 
objects are assigned to precise 
paths of motion. Paths can be 
connected to achieve even more 
sophisticated object motion. Glo
bal Animation delves into a seri
ous area of computer graphics 
called hierarchial motion. AI-
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A Sentry staff member after hearing that 
we've got one day left before our printing deadline 

though it only scratches the sur
face, Sculpt-Animate 3D includes 
the basic motion and object de
pendencies. 

In Sculpt we dealt with images, 
scripts, and scenes. Now we 
also have to consider takes, 
which are the animations central 
focus. You begin Sculpt-Animate 
3D in sculpt mode and it is not 
until you create a TAKE that you 
are enter animate mode. Now 
you begin to use the menu selec
tions and requestors that were 
not here before the metamorphe
sis occurred. To begin an anima
tion you LOAD a TAKE or create 
a new one. One of the new re
questors is particularly vital. The 
MODIFY TAKE requestor is re
sponsible for the guidance of 
your entire animation. Whenever 
you start an animation you 
choose the number of frames 
which in turn determines the time 
duration of the animation. The 
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MODIFY TAKE requestor is also 
used to select a single frame con
troller or a RAM animation. If 
RAM animation is turned off, the 
single frame gadget determines 
the driver for your single frame 
controller if you are lucky 
enough to have one. Another op
tion offered is to send your ani
mation to a frame buffer for fur
ther enhancements. It is 
interesting to note that although 
the Amiga is not currently capa
ble of displaying more than six 
bitplanes of information, Sculpt
Animate 3D can utilize a frame 
buffer to render images in mil
lions of colors, or even a higher 
resolution than is capable by the 
Amiga itself. 

Sculpt-Animate allows the use 
of background and foreground 
images to further enhance the 
quality of your animation. These 
images are treated in a strange 

( continued on page 14) 



fashion. Although they can be 
used to fit a scene quite well, 
shadows will not be cast on the
backgrounds. If a foreground is 
used in an animation then it takes 
precedence over everything else. 
The only effective use of a fore
ground is when it has spots or 
has holes in it for moving objects 
to be seen through. Holes are 
created with color zero, the 
"transparent" color. 

Along with the use of fore
grounds and backgrounds in the 
MODIFY TAKE requestor is a 
nifty little feature called Motion 
Blurring. The whole illusion of 
film motion is due to our eyes in
ability to perceive single frames a 
high rate of speed. The result is 
the illusion of flowing motion. If 
you did a keyframe animation 

and spaced your keyframes too 
far apart, it would cause a jerky 
animation. Enabling the Motion 
BlUff gadget will smooth out the 
motion by blurring the images to
gether. 

The general process of creating 
a Sculpt animation begins with 
Sculpt 3D. Whether you choose 
the Key Frame or Global anima
tion method, you must have 
created and stored your objects 
prior to activating the TAKE 
menu. Next you use the MODI
FY TAKE options to specify the 
movement(s) you desire. Then 
you will want to preview the ani
mation before you render it. 
You'll want to make sure that 
you haven't sent your rockets hip 
underground instead of to outer
space. The preview is in wire 

frame form, but it does give you 
a good feel for how the objects 
move and how smooth the mo
tion is. A useful addition is the 
ability to change the wire frame's 
colors when you preview an ani
mation. Wire frame mode in 
Sculpt 3D has blue wire frames 
on a pink background, now you 
can select less annoying colors. 
Finally you produce the complete 
ray traced animation either for 
single frame recording, or as an 
Amiga playable file. 

Many animations are not des
tined for a single frame recorder, 
and memory limits the length of 
your productions. Therefore, 
most Amiga animations use some 
type of loop. Clever animations 
that run smoothly and forever 

( continued on next page) 

AMIGA 
Trackball 

Controllers 
Only $49.95 

AMIGA DUAL 3 1/2" 

DISK DRIVES 

These are WICO manufactured trackballs, modified by Zebra Sys
tems to be 100% compatible with the AMIGA mouse port. They 
work great with both application programs and games. 

WICO is the largest designer and manufacturer of control devic
es for commercial arcade video games where ruggedness is essential. 
If you've ever played an arcade video game, chances are you've used a 
WICO joystick or trackball and experienced its superior control, pin
point accuracy, and exceptional durability. 

Phoenolic ball offers 360-degree movement. Two optical encod
ers provide split-second response. Two buttons offer AMIGA mouse 
compatibility. Long five-foot computer connection. Heavy duty 
plastic case for long hard use. Compatible with all AMIGA models. 

Zebra's No-Risk Unconditional 15-Day Money Back GuaranHee: If 
you are not 100% satisfied with this trackball return it to us within 
15 days for a complete refund. We also sell trackballs for Atari, 
Atari ST, Commodore 64, Macintosh, and T199/4A computers. 
Zeb S ste In Ordering Instructions: All or-

m y ms, c. ders add $3.00 Shipping & 
78-06 Jamaica Avenue Handling. UPS COD add $3.00. 
Woodhaven, NY 11421 VISA/MC Accepted. NY resi-

(718) 296-2385 dents add sales tax. 
DEALER INQUIRIES INVITED 
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100% Compatable with 
Amiga 500,1000 & 2000 Computers 

• Internal Power Supply 
• All Metal Chassis 
• Horizontal Layout 
• Vented Enclosure 
• On-Off Switch 
• 6 foot 3-prong line cord 
• Primary circuit breaker Protected 
• Color coordinated to Amiga Computers 

ONLY $ 395.00 

20 Meg hard. Drive (SCSn with Controller 
ONLY $ 785.00 

Over 400 PD Disks. Call for complete catalog 

Compu-U-Save 
414 Maple Avenue, Westbury, NY. 11590 

In NY State (516) 997-6707 
Outside NY State (BOO) 356-999 7 

"Meeting the Needs of People in the Electronic Age" 
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Animate 3D (continuedJrompreviouspage) 

without a visible seam in the ani
mation employ either looping or 
oscillating. In the Modify Take 
requestor the animation may be 
set for LOOPING, OSCILLAT
ING, or NONE. LOOPING will 
play an animation over and over 
again. The trick is to make the 
last frame look similar to the 
first. The "Juggler" was done in 
this fashion. An OSCILLATING 
animation plays the fIrst frame to 
the last, then reverses counting 
backwards to the first frame be
fore repeating the cycle. This can 
also be used to create infinitely 
running animations. The 
"Kahnankas" demo was probably 
done in this way. When doing a 
ray tracing movie, every step you 
save is a blessing of time. In the 
"Kahnankas" demo as one silver 

ball swings and connects the oth
ers, it sends the other ball up to 
it's maximum point. There is no 
reason to render any farther be
cause it is now a reverse motion 
before it repeats itself. Being 
clever is the key to saving hours 
or days of rendering. 

All in all, I feel that Animate 
3D was well worth the wait. The 
combined package is a reasona
ble price to pay for the technolo
gy that is being applied. I am 
comfortable with the idea that the 
look is exactly that of Sculpt 3D 
with the addition of the new ani
mation commands in the menus 
and the new requestors that they 
beget. Although the novice will 
find difficulty in understanding 
the ins and outs of global anima
tion, you also have the choice of 

using the keyframe method to 
achieve beautiful results. It is the 
real hardcore enthusiast who 
starts combining the two methods 
fifteen minutes after the disk is 
booted. Practice makes perfect. I 
like this package and recommend 
it, but, remember that you need 
to have Sculpt 3D or Animate 3D 
is useless. If you don't have 
Sculpt yet, get it and learn it first 
because together, it's a lot to 
swallow. 

Animate 3D $99.95 

Byte by Byte Corporation 
9442 Cap. of Texas Highway N. 
Suite 150 
Austin, Texas 78759 

1-(512)-343-4357 

Tired of the high cost of repairs? 

Face 
Floppy Disk Accelerator for all 
Amigas. To produce Facc, ASDG 
borrowed techniques used to increase disk 
performance from the minicomputer and main
frame world. Facc can make your floppy disk per
form more than ten times faster. Facc works best 

ASDG inc. 
(201)540-9670 

with external expansion memory. 
Facc must truly be seen to be 
believed. So ask your Amiga dealer 
for a demonstration. $34.95 

PERFORMANCE 
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D-Five Associates 
19 Crosby Drive 
Bedford, MA 01730 

617-275-8892 

AUTHORIZED 
COMMODORE & 

AMIGA Service 

Amiga 1000/500 -$29.99 plus parts and tax 
C-64/128 -$19.95 plus parts /tax 

Free estimates •• No defects, no charge 
We do warranty work!!! 
We charge by the job, not by the hour 



Ports of Carr 
Try your hand as shipowner/captain in this new simulationjrom Aegis 

by Elaine White and 
George Rapp 

Running any business is diffi
cult. Running an empire is even 
tougher and building up from a 
buisness to an empire is next to 
impossible. Now you can ex
perience the thrill of accomplish
ment if you are good enough (or 
the agony of defeat). Ports Of 
Call (POC) from Aegis is a high
ly detailed simulation of the 
competitive world of internation
al trade. Aegis has built a reputa-

tion for high quality graphics 
software and it continues here. 
The graphics were done by Jim 
Sachs who has gained a reputa
tion for producing some of the 
best computer art. The graphics 
are exceptional but they do come 
at a price. This is the first game 
that requires one megabyte of 
RAM to run. 

The game is bootable and copy 
protected. Upon starting up the 
game, you are asked to find a 
word from the manual by a short 
description or a question based 
on the manual. After that, the 

From the action screen you control 
the strategy of your voyage 
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game loads and asks you for the 
number of players from 1 to 4, 
and the level of difficulty. The 
next steps involve selecting a 
home port and purchasing a ship. 
Ships range from a small pre
owned freighter for one million 
dollars to a large, fast, high tech 
freighter at 60 million. These se
lections are very important since 
they set the character for the rest 
of the game. Your selection will 
determine how much the fixed 
operating costs, fuel, and tug 
fees are. You have to strike a bal
ance between the costs of operat
ing your ships, the mortgage on 
them, and the potential profits 
from running the ships. 

Selection of destination ports 
and cargo is also very important. 
Some cargo has to be delivered 
by a certain time. These are often 
the most profitable, but also carry 
the largest risk if you can not de
liver on time. The destination is 
perhaps more important. It is 
possible to earn large sums deliv
ering to remote ports only to find 
that there is nothing to ship back 
and you return home with an 
empty hold. 

These are the decisions of the 
ship owner, but you are the ships 
captain as well. You must decide 
if you should dock manually or 
use the tugs. Tugs very in cost 

( continued on next page) 
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Po rls of Call (continued from previous page) 

from port to port but guarantee 
safe arrival. Piloting in manually 
costs less but carries additional 
risks of damaging the ship in try
ing to dock. In some ports, dock
ing is easy, while others are diffi
cult. Generally, it seems easier to 
leave port than dock, but it is 
hard to tell if this is the game or a 
reflection of real world opera
tions. Control of the ship is from 
the mouse and a pair of indicators 
for engine speed and rudder posi
tion. The controls are easy, but 
grow tiresome after a couple of 
hours of play and we often 
wound up paying the tug fees 
just to avoid it. 

Realism is the passion of the 
authors of this game. Each port 
has a scene or skyline visible 
upon arrival. To make the game 
play more interesting, there are 
problems that can befall the un
wary captain. There are shoals, 
icebergs, reefs, rescue of passen
gers, pirates, and storms. At one 
point, I got a warning to watch 
out for the Bermuda Triangle! 

Still a simulation is as only as 
good as the user interface. The 
one in POC is as good as you can 
practically get. You have icons 
for the world to pick destinations 
and cargo, the office (complete 
with an Amiga) is used to exam
ine your financial situation, make 
payments on the mortgage on the 
ships, take out loans, or payoff 
existing loans. The Ship brokers 
office lets you buy and sell ships 
and even hire a consultant. The 
fmancial information is displayed 
as numeric data and graphically. 
The detail of the graphs is great 
and makes them easier to read 
than some included with buisness 
packages for the Amiga. 
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Before you rush off to become the newest shipping tycoon, 
you must first navigate your way out of your own harbor 

This is a game that requires 
very sharp buisness sense. The 
level of realism makes this an in
teresting game. The complexity 
of running a buisness ensures 
that there will be little repitition 
and give the game staying pow
er. Electronic Arts released a 
game called Mule that touched on 
the topic of running a small, 
model economy. POC expands 
upon this to give a game a new 
dimension. This could be classi
fied as a simulator or real world 
model and not just another 
game. 

Still, something this good 
makes us want more. There is 
some incendental music, but not 
enough for our liking. We much 
prefer playing a game with sound 
instead of periods of silence 
punctuated with some occasional 
sound effects. The requirement 
of one megabyte of ram may to 
stop many potential buyers. We 
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hope that this is not the case since 
the addition of fast ram is so val
uable to the Amiga. We like the 
idea that POC will support four 
players since this adds to the 
sense of competition. 

Certainly, the graphics really 
make this program. With an artist 
like Sachs creating the images, 
there is a realism to the screens. 
We hope that there will be other 
games of this quality coming out 
soon. 

Ports of Call $49.95 

Aegis Development, Inc. 
2210 Wilshire Blvd., # 277 
Santa Monica, Ca. 90403 



DISCOVER 
THE BEST IN SOFTWARE TODAY. • • 

. . . and tomorrow with the new line of products from the lead
Cf in innoyatiye quality programming. Discovery Software 
International. From games to high pO\\Cfed producti\'it\ 
tools DSI is changing the way the world works and pla\s h~ 
unlocking tIl(' hidden potential of the Amiga '''! 

The #1 Arcade Block-Buster! All the action, speed 
and fun you've been waiting for' Dazzling graphics, digital 
stereo sound, and furious game play make Arkanoid' " a 
breakthrough in arcade realism. Now Amiga'\l is the ultimate 
game m achine! Only $49.95 * and available for immediate 
shipping! 

These fully multitasking power tools are perfect on screen 
emulations of the world renowned Hewlett-Packard'" ad
vanced programmable calculators. Both DX-16C, the ul
timate programmers tool, and DX-ll C, a multi-purpose 
scientific calculator, are included to make this package a dou
ble value at $49.95 *! 

Free yourself from constant disk swapping with AMNIX, a 
UNIX'\! style C-shell that replaces the disk-based Amiga DOS 
with over 40 high-speed memory resident commands! Ex
tended batch files, comand line editing and history and en
vironment variables make AMNIX a "must have" for 
Amiga l \! power users! $49.95 * 

The reviewers say it all: 
" If you own an Amiga and don't have 
Marauder II from Discovery, you don't have 
one of the best tools an Amiga owner can 
have." 

-INFO Magazine 

The best copier at any price' Still only $39.95!* 

Print and save almost any screen the Amiga l \! can display 
with GRABBIT a productiyity power tool. GRABBIT cap
tures the screen in an instant, regardless of what program 
is running at the time. Only $29.95!* 

LIMITED TIME OFFER! 
* Order now and get $ 5.00 off each product 

plus Federal Express shipping absolutely free! 

To order call 

1-800-34-AMIGA 
or send check, money order or MasterCard or Visa numbers to: 

Discovery Software International Inc. 
163 Conduit Street 
Annapolis, MD 21401 

• (301) 268-9877 :IE 
Arkanoid™ is a trademark of Taito America Corporation (Federal Express shiPPing In continental U S only) 
Amiga™ is a trademark of Commodore-Amiga. Inc .. UNIX™ is a trademark of Bell Laborator ies Inc Offer sublec t to change Wit hout notice 



This successor to Publisher 1000 brings Postscript support 

by Bill Barker and 
Walter Steuber 

Publisher PLUS, the new ver
sion of Publisher 1000 cooper
ates with the Postscript system 
and no longer requires the use of 
a dongle. With it, pages are laid 
out and edited in easy-to-manage 
screen displays that properly 
show what the final version will 
look like. After the editorial 
work is done, the product can be 
printed on the usual home printer 
(dot matrix) or output to a post-

script compatable printer. You 
can even save your work as a 
Postscript file for outputting to a 
Linotronic 100 of 300 typesetter. 

This latest update to the origi
nal Publisher 1000 overcomes 
man,y but not all, of the original 
problems. The Amiga user now 
has a choice of several programs 
that will generate a small publi
cation like a newsletter or pricel
ist. They all provide a choice of 
typefaces and allow you to in
corporate some form of graph
ics. Each program carries out 
these tasks it its own way; there 

The Publisher Plus work screen 
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does not seem to be any perfect 
way to do them so it becomes a 
matter of personal taste which of 
the compromises you want to 
struggle within what would be 
considered a "low end" desktop 
publishing package. The writers 
of Publisher PLUS chose to keep 
things relatively simple and intui
tive, good for a casual or occa
sional user, and yet one that al
lows a fair degree of artistic 
freedom in designing a page. 

Publisher PLUS makes the 
Amiga screen act like a 5x3-inch 
window through which the user 
views an 8x11-inch sheet of pa
per. It is quick and easy to 
move the window around with 
sliders, so you soon get quite 
comfortable working with the 
page in this magnified form. In
deed, the scrolling of the page 
around the screen is one of the 
smoothest we have seen. The de
gree of magnification is just right 
to give a clear representation of 
what the printing on the final 
page is going to look like. All 
manipulations of the page are 
done in this enlarged mode, but 
its general appearance can be 
checked at any time in a reduced 
view without the window. The 
manufacturer says all the hard
ware you need is a single disk 
and 5I2K of memory, but if you 
don't have more of both, forget 



it. The mouse is used to mark out 
areas on the sheet that will con
tain text (Guides in Publisher ter
minology). These guidelines do 
not print, of course, but they 
must be there for text to be 
poured into them. They are easy 
to layout and their size can be 
changed just as easily. When you 
are first getting used to the sys
tem, you naturally layout these 
guides so that they do not over
lap, but after a while you discov
er that fascinating special effects 
can be developed by overlapping 
the guides. It is so easy to 
change their shape and position 
with the mouse that it is tempting 
to keep playing around with the 
layout and not get on with the 
business of inserting graphics or 
pouring text. 

In Publisher PLUS, the font 
you see on the screen is exactly 
the one that will later be printed 
on the paper. Text can be speci
fied in any size from 2-pt to 130-
pt (!) and in seven nicely varied 
faces. Besides the standard Hel
vetica, Times, Courier and Sym
bol, Publisher PLUS has includ
ed three more of their own that 
are good for newsletter prepara
tion--Bingo, Bubba and Zap. If 
you are willing to give up the 
PostScript connection, you can 
bring in any other font you want 
and use it just as easily. The 
scaling of fonts is a particularly 
nice feature and the program does 
a very good job computing a size 
when it lies between two that al
ready exist in the font directory. 

Be warned, however, if you 
scale to a size larger than any 
contained in the font directory, 
you get a font which looks 
jagged and coarse. Only one font 

can be used in any individual 
guide box, and it is specified by 
a mouse click. First, a pull
down menu is used to ask for a 
list of fonts to be read from the 
disk. Choose one by clicking on 
it with the mouse. Unfortunate
ly, there is an irksome time delay 
while the disk is reading the cata
log of fonts, and then while it 
reads in the font you have cho
sen. If you choose a font size 
that is not standard, there is an
other delay while it scales the 
font. While some other publish
er programs avoid this delay by 
embedding font specifications in 
the text, they are terribly bother
some in their own way because 
of the major nuisance of embed
ding commands. Either way, 
there seems to be a price to pay 
when you want to specify varied 
fonts. 

Editing text can be done with a 
word-processor before pouring 
into a guide, or it can be done di
rectly on the screen after pouring 
it in. Publisher 1000 was the first 
of any desktop publishing (DP) 
programs for the Amiga to offer 
on-screen text editing. It is sur
prising that other DP entries were 
released without this capability 
which is considered an essential. 

A short bit of text can easily be 
typed directly into the guide, in 
which case Publisher PLUS au
tomatically generates a disk file 
and saves it. A text file that has 
been prepared with a word pro
cessor can be poured into a guide 
simply by pointing with the 
mouse and clicking, but it should 
be only a plain ASCII file, with
out embedded control codes. 
Before pouring text into a guide, 

( continued on next page) 
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Expansion 
for the 

Amiga 1000® 

• Semi kit (no soldering). Board 
comes in a 4' x 8.5' case that 
connects externally to the BUS 
expansion P,Ort on the right side 
or the Aniiga 1000®. 

• Jumbo Ram board contains all 
control circuitry chips, but no 
RAM. Add 16 or 32 41256-15 
RAM chips for 1/2 or 1 
megabyte. 

• Software auto-installs for 1.1 or 
1.2. Won't auto-install unless 
you tell it to through software. 
If your software doesn't support 
extra memory, you disable the 
board, through software thus 
saving you from having to 
remove the board each time you 
run that software. Disk provided. 

• No wait states, fast memory will 
not slow operating system. Pass 
throulUl for stacKing memory 
boardS & additional power 
supI'lies $40.00, available soon. 
Jumbo Ram enhances VIP 
Professional, Draw, Digi View, 
Animator & many others. Ram 
chips available at prevailing prices. 
6 mo. warranty rep!. 

Jumbo Ram $199.95 
S & H $3.50 

EX-BOO 
For Your Amiga® 

Uses JX-80 printer driver 

EX-SOO $454.95 
S & H 15.00 

Amiga® Schematics 
for the 1000 

$24.95 includes shipping. 
Schematic drawings for the Amiga 
1000 ® computer RAM ROM 
boar<!, p~o~er SUppil', mouse, expan
sion RAM, keyboard and a physical 
layout of the CPU Board. These 
drawings will aid repair and permit 
further investigations and enhance
ments. 

Cardinal Software ORDER TOLL FllEE' 

14840 Build America Dr., ~ 800 
Woodbridge, VA, 22191 ~ 
Inf~~03~91-6494 1r~~-~~~ 
Ami a Is 8 r istered trademar1< of Commodore Electronics. 
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Publisher Plus (continuedJrompreviouspage) 

you must specify the font, the 
leading, and a few things like 
that. This is all very straightfor
ward and intuitive, but it also is 
very slow because there is so 
much calculation the program 
must go through. Graphics do 
not need a guide. Any IFF graph
ics file can be called in and its im
age, reduced to black and white, 
can be located any place on the 
page with a click of the mouse. 

It can be sized, both vertically 
or horizontally, and it can be 
moved around at any time. This 
is easy and intuitive, but it, too, 
is terribly slow. You may think 
the machine has crashed, but the 
zz's are there on the screen and 
eventually the graphic appears 
like a brush on your pointer. The 
program does a better job of re
sizing a graphic than either City 
Desk or PageSetter in our opin
ion. 
Printing is done via a pull-down 

menu that gives you three choic-

es. You can print directly to 
your PostScript laser printer, to 
your dot-matrix printer or to a 
PostScript file. You cannot 
print on a LaserJet or daisywheel 
printer. (The HP LaserJet is sup
posed to act like a dot-matrix 
printer, but it does not. Some
how the type gets distorted and 
almost unreadable when sent to a 
LaserJet). A page is printed on a 
dot-matrix machine as a graphics 
dump, so it takes a fairly long 
time. Not only that; there seems 
to be no way to abort one of 
these long printings once it is 
started. (My Epson took five 
and a half minutes per page.) 
Furthemore, Publisher allows 
you to print only the current page 
and not the entire document (un
like City Desk and PageSetter.) 
The printed documents look the 
nicest of any of the current desk
top prgrams using a dot matrix 
printer. This is due in large part 
to the very well designed fonts 

You can choose between dot matrix or PostScript output. 
There is also an option to print your PostScriptfiles to disk 
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provided with the program. The 
PostScript fIle for a single typical 
page was very large, and it took 
Publisher PLUS 20 minutes to 
calculate it in some cases. 

The dot-matrix printout can be 
used to give you an assessment 
of what the PostScript pages will 
look like, but it will sadly lack in 
crispness and general quality if 
you need anything more than a 
casual newsletter. 

Publisher PLUS has several 
problems that flaw an otherwise 
nice program. The slowness of 
operations is significant. When 
you change something in a guide
box, it rewrites and rescales the 
contents of all the other guides, a 
process that can take several min
utes depending on the complexity 
of your page. The lack of a sim
ple means of going from page to 
page when performing the oper
ation of flowing text wastes time 
and requires you to use both the 
mouse and keyboard. Also, the 
program lacks a means of flow
ing text automatically on prede
fined pages--you must do this 
manually from guide to guide. 
Publisher is primitive in this re
spect. Even a simple font change 
will not affect your designated 
text without constanly having to 
select the "reflow text" function. 
Both City Desk and PageSetter 
provide simpler means of accom
plishing this task, which is a ne
cessity when creating long docu
ments. 

Editing previously flowed text 
in a guide erases not only the text 
but the guide itself. There are 
very few cases where this would 
be your intention. Pattern fills 
used as a text background make 

( continued on page 53 ) 



Programs designed for graphic artists are difficult to 
learn , hard to use, tie up lots of memory, cost too much, 
and do not handle text very well. Graphics printing on a dot 
matrix or daisy wheel printer is very slow. 
Introducing PRECISELY. The word processor optimized for people 
who work with words not pictures l Everything you expect in a 

word processor, such as: 
~~,-___ r. What you see is what you get (WYSIWYG) 

The Word Processor 
that doesn't try to be 
a desktop publisher. 

Don't fumble around with your Amiga files. 
Let QUARTERBACK manage your valuable data. 

The Quarterback sneak scores every time! 

Quarterback is a FAST Hard Disk to Floppy Backup Utility 
for the Commodore Amiga, featuring: 

• Fast backup - 20MB in less than an hour· Full/Subdirectory/Incremental backup 
• Full/Subdirectory/Single File Restore· Automatic formatting of diskettes· 
Automatic catalog of files· Automatic diskette sequence numbering and check
ing • Runs with Workbench or CLl· Includes/excludes files by name and/or wild 
card· Selects files by date· Selects files by Archive bit· Estimates number of 
floppies needed· Accepts batch command files· Validates writes· Restores 
original file date/time stamp· Prints backup/restore report· Allows easy access 
to subdirectories· Beeps for floppy change· Provides AmigaOOS access from 
within· ConvenienVuser friendly error recovery· Multitasking· No copy 
protection· Works with all AmigaOOS compatible hard disk drives 

You'll have fewer "time-outs" with 
QUARTERBACK managing your file backups. 

Put Quarterback on your team for only $69.95 plus $3.00 for 
shipping and handling, CA residents add 6% sales tax. 

• Very fast screen update/printer speed 
• Easy to learn and simple to use 
• Converts PaperClip, Pocket Writer and 

SpeedScri pt docu ments 
• Online HELP • Mail Merge • Keyboard Macros 
• Oops Key to undo mistakes 
• Built in spelling checker coming soon 

This is PRECISELY the word processor you've been looking for 
at PRECISELY the right price! Only $79.95 (sometimes less is 
more). Add $3.00 for shipping and handling , CA residents add 
6% sales tax. 

DISK-2-DISK reads your PaperClip , SpeedScript and Pocket 
Writer documents or other files on floppy disk directly into your 
Amiga. Transfers all file types. Use these transferred files with 
your favorite Amiga programs. 

• Reads/writes 1541/4040 and 1570/1571 disk formats. 
• Converts Commodore/PET ASCII to Amiga ASCII and 

005·2·D05 reads Lotus 123 worksheets, wordprocessing 
documents or any other files on floppy disk directly into your 
Amiga for use with your favorite Amiga programs. 

• Reads/writes both 5.25" AND 3.5" MS-DOS disks. 
• Reads/writes 3.5" Atari ST diskettes (GEM format). 
• Converts ASCII file line ending characters. 

Oisk-2-0isk requi res the Amiga model 1020 5.25' disk drive. 00s-2-00s 
runs on any standard Amiga. Oisk-2·0isk $49.95 . 00s-2-00s $55.00. Add 
$3.00 for shipping and handling, CA residents add 6% sales tax. 

Central Coast Software" 
268 Bowie Drive, Los Osos, California 93402 • (805) 528-4906 
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Hurricane Board 
A plug in board can add a 68020 and 68881 to your Amiga 

by George Rapp 

The Hurricane Board is an add 
in board for the Amiga that re
places the 68000 CPU in the 500 
and 1000, and with an adapter, 
installs in the CPU slot of the 
2000. The goal of the board is to 
replace the older, slower, 68000 
with a newer 68020 processor 
and optionally, a 68881 math co
processor. These chips are 
much more advanced and can of
fer increased performance over 
their older relatives. To further 

enhance the performance, the 
clock speed of the 68020 board 
is over 14 MegaHertz, or dou
ble that of the 68000. This 
means that the 68020 is capable 
of performing two steps for eve
ry one that the 68000 performs. 
The 68020 also has the advanced 
features of a 64 byte instruction 
cache so that if the program run
ning has fewer than 64 steps in a 
loop, the CPU can run the loop 
without having to use any other 
system resources. The 68020 is 
a full 32 bit CPU, so with the 
addition of 32 bit memory, even 

The Hurricane card with a 68020 
and 68881 co-processor installed 
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more speed is possible. Since 32 
bit wide memory can get expen
sive quickly, another method of 
improving speed is available in 
the form of a socket for a 68881 
floating point co-processor. This 
chip can execute math functions 
very quickly and with higher ac
curacy than the 68020 can. It also 
runs on its own clock, so you 
could use a 16 or 20 Megahertz 
version depending on how much 
you are willing to spend. 

The cost is the down side of 
this enhancement for the Amiga 
line. The Al 000 version tested 
lists for $495 without the 68020 
and 68881. To get 16 MHz ver
sions of these chips can easily 
add another $500 to the price or 
more. For this much money, 
there should be a great increase in 
speed. Unfortunately, this is not 
always true. The Hurricane board 
does come with the common 
benchmarks of the Sieve of Eros
thenes, The Savage test, and the 
Mandlebrot set generator. These 
run blindingly fast and with high 
accuracy. As nice as these are to 
see run, it is more important to 
see the improvement in some 
standard application software. I 
tried what I believe is a represen
tative sample of software to see 
what kind of improvement I 
could get. As an example of a 
game, I tried Marble Madness 



and found no noticeable differ
ence in play or appearance. This 
would seem to indicate that the 
Hurricane was operating trans
parently to the system. Flight 
Simulator did show some slight 
improvement in the speed of the 
screen up dates giving a smooth
er effect. In graphics, Deluxe 
Paint II did show some improve
ment in perspective drawing, but 
not much else since most of the 
functions use the custom chips 
more than the CPU. I was very 
disappointed to find no noticeable 
change in the speed of drawing in 
Sculpt 3D. This program does 
ray tracing which is a math inten
sive process so I was expecting 
much higher execution speeds. 
There is a version of Sculpt 3D 
that will take advantage of the 

68881 math chip. Apparently, 
the version I had did not support 
this. 

For productivity types of appli
cations we tried Lattice C 4.0 and 
Aegis Draw Plus. Lattice did not 
show much change in compila
tion because of the overhead in
volved in disk the access re
quired. The test with Draw Plus 
did not show much improve
ment, but it didn't work with my 
expanded memory in the A 1000 
with the card installed. 
The conflict between the Hurri
cane Board and the Starboard II 
expansion was a very sore point 
with me. Finally Technology 
stated that this problem is a by 
product of poor grounding on the 
PAL chips in some AlOOOs. My 
A1000 is apparently one of those 

machines. This turned a rela
tively simple installation process 
into a nightmare. 

The documentation that comes 
with the Hurricane board de
scribes the removal of the 68000 
and how to plug in the board on 
one page with no diagrams or 
pictures. On the other hand, three 
pages are dedicated to notices, 
warnings, and warranty service. 
The section on troubleshooting 
the board is all too short, but 
does say to call if there are any 
problems. I was very glad to see 
this and took advantage of their 
offer for help. The help given 
over the phone was excellent, but 
much of this could have been 
avoided if the documentation was 
updated. Installation in the 1000 

( continued on next page) 

FOR KIDS 
4& UP 

CON 
SOUND 

TRATION Isn't it time you got the most from 
your Amiga? 

~U_n_lo_a_d--i See Picture 

A game for children using the AMIGA's great sound and 
graphics. In this modern version of the old favorite 
concentration game, your child must match a picture with 
the correct sound ... sounds such as musical instruments, 
home sounds, animal noises, and environmental sounds. 

One or two players. 
Four play levels. 
Three different games ... PICs, ABCs, 1235. 
Randomly generated gameboards. 
Easy to recognize digitized sounds 

and colorlul artwork. 
Helps build ear-eye-hand coordination. 
Requires no reading skills. 

UNCLE D'S ConSOUNDtration 
CST DataDisks 1 - 4 
ALOHAFONTS VOL 1 

NOW! 
CST 001: MAPs-SIGNs
PIXs 
CST 002: ITEMs-123s
ABCs (Spanish) 
CST 002: ITEMs-123s
ABCs (FrenCh) 
CST 002: ITEMs-123s
ABCs (German) 

$39.95 
$24.95 
$19.95 

At your dealer now. 
OR ORDER DIRECTL Y FROM: 

ALDHAFDNTS 
~T'1?Y . ~Y . ~T'1? TM 

AlohaFonts, P.O. Box 2661, Fair Oaks, CA 95628-2661 
Please include $2.50 Shipping and handling for each item. 

California residents please add 6% sales tax. 

Now, "WBExtras" is here and is specifically 
designed to enhance operation of the Amiga by 
the "New User" as well as the "Seasoned 
Programmer". 

For the Amiga User ... 

LoadPicture 
Unload Picture 

Use of New Workbench Menus, "RAM Tools· and ·WBExtras· provide access 
to ANY Workbench Tool from the Workbench Menu and allow "Multiple Icon 
Selection· without the use of the ·SHIFT Key·. Also, "New Execution Modes" 
permit a ·Single Loading" of Workbench Tools for Multiple Task Execution. This 
results in ·Optomized Memory Allocation" and "Reduced Disk Thrashing". For 
FULL System Memory, WBExtras will "PolitelyRetire" and RELEASE ALLO
CATED MEMORY WITHOUT RE-BOOT. As a BONUS, several New Work
bench Tools are induded (See Menu). 

For the Amiga Programmer ... 
WBExtras includes SOURCE CODE in "C" and "AmigaBASIC" for Workbench 
Tools using a NEW Programming Technique which provides "Optomized 
Memory Utilization". "Inter-Program Communication", and "Disk Access 
Queing". 
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P.O. Box 1308 
Canon City, CO 81212 
303 275-5858 

$3995 
Plus 3.00 for Shipping 

Colorado Res. Add Sales Tax 

Amlga Ie Amiga8asic Workbench TM of Commodore· Amlga, Inc. 
• • Dealer Inquiries Invited' • 
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H urrie ane (continued from previous page ) 

(or a 500 when available) in
volves prying out the 68000 with 
an IC puller (guarding against 
static discharge of course), lining 
up the pins of the hurricane board 
over the empty socket, and seat
ing the board down. 

At this point, if you have a 
newer version of the 1000, the 
installation is complete. If not, 
than you have to solder jumpers 
between four chips on the daugh
ter board, a point on the mother 
board, and a point on the Hurri
cane board. This is difficult 
enough that only those handy 
with a soldering iron should try. 
To make things more difficult, I 
only had a verbal description of 
the chip locations to go on for 
soldering since there are no pic
tures in the documentation. In
stallation in the Amiga 2000 is 
much simpler. The Hurricane 
card is plugged into a socket on a 
flat adapter card. This card in 
turn, plugs into the CPU slot of 
the 2000. The fit of the card is 
excellent, and took seconds to 
perform. 

All in all, my impression of the 
Hurricane Board is tentative. 
Granted, some of this hesitation 
has nothing to do with the quality 
of the board, moreover, the 
speed increase with most pro
grams does not seem to justify 
the cost. If you must wait for the 
software developers to build in 
support for these chips, one 
could question the usefulness of 
the investment at this time. Natu
rally, if you are the one who is 
doing the developing, there could 
be much advantage in using a 
system such as this. But for most 
of us who want improved perfor
mance, it would seem to be a 

321SENTRY 

The A2000 adapter board allows you to plug the 
piggyback combination into the 2000's CPU slot 

wait and see kind of a situation. 
The only real problem with the 

product as packaged is the docu
mentation. Most of the problems 
that annoyed me could have had 
much light shed on a cure 
through a well illustrated and 
comprehensive manual. The soft
ware conflict is not as serious as 
the grounding dependency in the 
A1000. There are three utilities 
supplied on disk that will by pass 
most, if not all, of the software 
conflicts. But the 64 instruction 
cache disable utility negates some 
of the possible speed improve
ment. In theory, this board 
could push the capabilities of the 
Amiga over the Macintosh II 
since the 68020 in the Hurricane 
does not have to handle screen 
updating or interrupts. Before I 
can recommend this board how
ever, I would like to see ver
sions for the 500 and a special 
one piece version for the CPU 
slot of the 2000. Also, some 
more complete documentation is 
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much desired. Finally and Ronin 
are likely to do more with this 
board later as evidenced by a 
socket on the Hurricane for a 
plug in, 32 bit memory module. 
In the future, the dropping of the 
import tariffs on chips, and the 
introduction of Motorola's next 
generation 68030 and 68882, the 
price of the board and any 32 bit 
ram should fall. For now, just 
adding a 68881 is likely to do 
more for the few applications that 
use it. Only Sculpt 3D, Draw 
Plus, and Aztec C 3.4b claim to 
support the 68881. If you are 
writing software at the assembly 
language level, then this can be a 
powerful addition to the Amiga. 

Hurricane Board $495.00 
(w/o 68020 and 68881 chips) 

Finally Technology 
25 Van Ness 
San Francisco, Ca. 94102 

1-(415)-564-5903 



The newest interactive tutorialfrom RGB Video Creations 

by Mark Smith 

Ideas are a dime a dozen, but 
good ideas are few and far be
tween. The best ideas are so rare 
that they can be used over and 
over again. Rod Molina and Bob 
Gilbert of RGB Video Produc
tions had one of those ideas with 
Deluxe Help for Deluxe Paint II. 
The concept of an interactive tu
torial could not have been impli
mented on a better machine. In 
continuing their concept, RGB 
has created Deluxe Help for Dig-

iPaint. Although DigiPaint (DP) 
and Deluxe Paint are totally dif
ferent programs, the Deluxe 
Help (DH) interface can be ap
plied to most any Intuition driv
en program. For those of you 
that have mastered Deluxe Paint 
through Deluxe Help, then DP 
for DigiPaint is a natural pro
gression. It is important that you 
have at least one meg of ram and 
two drives to run DP properly, 
because it requires a lot of 
memory for some of it's func
tions. On booting up DH it will 
load it's separate and neccesary 

After selecting your lesson topic, DeluxeHelp operates 
the DIGIPaint control panel for an automated demonstration 
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modules and then ask you for 
DigiPaint. After loading DP and 
accessing DigiPaint through the 
normal "keyword from the manu
al" entry, DH's screen full of me
nus is ready to teach you the finer 
aspects of Hold and Modify 
painting. 

DH's screen consist of six me
nus. The Tools, Effects, Modes, 
Preferences, Extras, and Infor
mation menus contain all the les
sons that will teach you to be a 
junior Da Vinci. Also on the 
screen is a large button gadget la
beled "JUMP INTO DIGI
PAINT", which allows you to 
enter DigiPaint to practice what 
the lessons have taught you. I 
was suprised to find that when I 
pressed this button I heard a little 
bell ringing. The sound is from 
the song "Paranoia" from the 
group, Art of Noise. I think there 
is a message hidden in that little 
sound, and possibly deep philo
sophical meaning as well ... or 
something like that. 

When you select a lesson, a 
short text description previews 
the lesson you will be taught in
cluding keyboard equivalents. 
DH then jumps you into DP 
where it takes total control of 
your mouse so that it can lead 
you through the lesson step by 
step. (No it doesn't move your 

( continued on next page) 
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DigiH e lp (continued from previous page) 

mouse, just the mouse pointer!) 
If you were interested in how to 
pick just the right color for your 
next brush stroke, the lesson 
would show you how that perfect 
shade of green is weeded out of 
4095 other colors using the rgb 
color siding gadgets. 

Another nice and necessary 
feature of DH is the MouseTalk
er. MouseTalker recites the ac
tions of the mouse to give you a 
better understanding of when and 
how something is being selected. 
MouseTalker may sound like a 
fluff feature, but is actually very 
useful. A good tutor should ex
plain even the smallest lesson in a 
step by step manner. As DH 
glides the mouse pointer across 
the screen and selects a function 
from the menu it may not be clear 

to the novice Amiga user how it 
was selected. For example, 
MouseTalker indicates a left 
mouse button push by saying 
"LMB" in the familiar Amiga 
male voice. When a tutorial leads 
the mouse pointer to a menu se
lection MouseTalker says 
"RMB", which indicates the right 
mouse button, "DRAG" , which 
drags the menu to the proper se
lection and "RELEASE", which 
confirms the selection. 

After the mouse pointer is fin
ished showing you the selected 
lesson, it returns to DH for some 
follow up text and some handy 
little tips for possible uses of the 
feature. DH then returns you to 
it's own menus awaiting another 
lesson selection. As you view the 
lessons a checkmark appears on 

RET AIL 

$34.95 
PLUS SHIPPIUG 

that lesson to indicate that it has 
already been completed. This 
doesn't mean that you can't re
peat a lesson, but it is intended to 
keep track for you. If you would 
like to practice for awhile, you 
can always hit the "ruMP INTO 
DIGIPAINT" button, and with a 
ring-a-ding, you're in DP to 
drive that mouse pointer by your
self. After you have practiced to 
your hearts content, hitting the 
LEFT-AMIGA and the letter N 
keys will take you back to the 
DH menus. 

When DH finishes a lesson it 
resets itself to get ready for it's 
next lesson. If you choose to in
teract with DH, which is what it 
is all about, then you must make 
sure that you reset DigiPaint just 
as Deluxe Help did for itself. If 

DeluxePaint 11 

AMIGA HARD DISK BACKUP HARDHAT 
Full/lncrementallDirectory/Single File backup to microdisks. 
Option list allows skipping of files by name with wildcards. 
Catalog file provides display of backed up files by name with 
size, location and datestamp. Double data compression re
duced disk space. Printer interface. Uses CLI or Workbench. 
Multitasking provides background operation. - $69.95 CAlL: 

(305)622-0 138vOICE 
(305)622-7049MODEM ~ 
AMIGALINK ~~ .. /)i' 
24 hr BBS ~" ~-

~ 
I INQlJIRIES TO' 

R.G.B. VIDEO CREATIONS 

2574 SUITE 104 PGA BLVD. 
PALM BEACH GARDENS. FL 33410 

A TRULY 
=INTERACTIVE= 

TUTORIAL! 

Deluxe Paint II 

AMIGA DISK FILE ORGANIZER ADFO 
Having trouble finding that file somewhere in your stack of 
floppys? Can't find all the copies of a particular file? ADFO 
maintains a database of directories and filenames from your 
collection of disks. Fast response inquiries return location and 
last update information. Printer interface. Uses CLI or Work
bench. $59.95 

Our INVISIBLE roTOR 
and MOUSEWALKERI (narrator) 

will show you hOWl 

AMIGA SPELLING CHECKER SPEL-IT 
Uses 40,000 word primary dictionary and optional second dic
tionary. Add/Delete words to both dictionaries. Includes 
plurals. Text wordcount totals. Uses CLI or Workbench, Mouse 
or keyboard. - $49.95 

Study the basics or dive right into the 
advanced features of DeluxePaint II 

Perspective-Stencil-Multicyc1e-etc 
ITIfE CHOICE IS YOURS I 

»>Use our EXCLUSIVE«< 
»>DeluxeInstructor Interface«< 

Get the most out of 
DeluxePaint II and your Amlga 

YOUR OWN PERSONAL TUfOR 
"AMIGA" is a 1rademark of Commodore-Amiga. Inc. 
DELUXEPAINT " is a Irademark 01 Electronic Arts 
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Include $3.50 S&H MastercardlVisa Accepted 
Calif. Residents Add 6'/2% Sales Tax 

3386 Floyd 
Los Angeles, CA 90068 (213) 851-4868 

Order phone 1 800 621-0849 Ext. 494 
• AMIGA" is a registered trademark of Commodore-Amiga, Inc. 

--------' 



you don't, then this may interfere 
with the next lesson. You should 
never have a problem if you fol
low this rule of thumb: Just as 
you would clean your area up af
ter painting with paints or pastels 
before starting something new, 
the same should apply to the elec
tronic canvas. Exit DigiPaint to 
DeluxeHelp in the mode you 
found it when you first booted 
up. In other words, don't leave 
an image on the screen, and don't 
switch modes. 

If you are like me, when you 
take the wrapper off a software 
package the documentation gets 
tossed aside and the disk goes 
right in the machine to experi
ment. I think that people learn 
much through experimentation 
and experience. Although docu
mentation can be a useful part of 
any package, you shouldn't have 
to read something on the order of 
War and Peace to get something 
accomplished. 

Obviously, this review is about 
the Deluxe Help concept as it ap
plies to DigiPaint, and to that 
end, it achieves it's goal with 
grace and style. The interactive 
tutorial is a concept that should 
be adopted by all software com
panies. It is the logical extension 
to a software package. As the 
world is forced to become more 
computer literate, the proper ap
plication of this idea will become 
a continuing reality as we strive 
towards a "paperless" society. 

The multi-tasking abilities of 
the Amiga family makes this job 
much easier to accomplish. Com
puters can be wonderful teaching 
tools. They are even more helpful 
when they teach about them-

selves by themselves, one on one 
with student. This principal ap
plies whether it is a first grader 
learning about colors with DH 
for DigiPaint, or a college stu
dent learning desktop publishing 
and word processing. 

If you're looking for an effec
tive DIGIPaint teacher who 
doesn't talk unless asked to, do 
yourself a favor and invest in De
luxe Help for DIGIPaint. It could 
save you hours of reading and 
experimentation and let you 
spend your time the way you 
want to ... creating. 

Deluxe Help 
for DigiPaint $ 34.95 

RGB Video Creations 
2574 PGA Blvd. Suite 104 
Palm Beach Gardens, FL 33410 

1-(305)-622-0138 
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Quarterback 
Don't let this hard disk backup utility pass you by 

by Steve Dock 

If you are an Eagle Scout, 
brush your teeth after every 
meal, and eat daily from all sev
en food groups, then you al
ready know the importance of 
backing-up your Hard Disk. The 
following lesson is for rest of 
us. 

As sure as Murphy was an op
timist, the laws of probability 
ensure that one day when you 
are working on the most crea
tive, most original, most impor
tant project ever conceived with 
an Amiga you will unexpectedly 

see the message: 
Volume DHO: Has A Read/Write 
ERROR . 

You'll click on RETRY four or 
five times and then comes the 
GURU. Fortunately, this phe
nomenon is relatively rare. (I 
think that I read a scientific study 
once which correlated high
speed blow-outs with hard drive 
failures.) It's little comfort that 
these disasters occur on all com
puters from monster IBM main
frames to every brand of per
sonal computer. Your reactions 
may range from teeth gnashing, 
to computer abuse, to resigned 
despair ... Unless you have de-

Copyrisht ~ 1987 
Centr'al Coast Softll3J1e 

268 BO\li~ DI'lV@ 
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veloped a regular program for 
backing-up your Hard Disk. 

Enter Quarterback from Central 
Coast Software. This new prod
uct is a fast, well designed, well 
behaved backup system for any 
Hard Drive used with an Amiga. 
I can already hear you asking 
why spend hard earned money 
on a commercial product when 
there are several 'good' public 
domain backup programs availa
ble? I'll try to discuss the many 
advantages of Quarterback, but I 
can it sum up like this: its much 
faster, much easier, and almost 
foolproof. 

Remember when you first got 
your Hard Disk? You were a little 
scared to put much on it. It 
seemed wise to keep it less than 
50% full. Over time that 
changed, every utility program, 
all your letters and favorite games 
now reside on DHO. You've 
probably even run a backup pro
gram once. The two 1 tried took 
several hours to transfer 14 Meg
abytes to 3.5" diskette and re
quired that 1 sit there feeding new 
disks into DfO: during the entire 
process. Then when I tested the 
restore function, one of the pro
grams failed to work. Cryptic 
command line options were re
quired to operate the successful 
utility. It was up to me to deter
mine which fIles had been backed 



up previously. All in all, these 
experiences did not encourage me 
to backup my drive regularly. 
When you open up the Quarter

back case, you'll find one non
copy protected disk and an 11 
page manual. The manual is in
formative, logical and easy to 
read. You can start Quarterback 
from Workbench or CLI. Initially 
you can set options from within 
the program then save them to a 
file for regular use. The next time 
you use Quarterback your selec
tions will be automatically load
ed. CLI fanatics can even per
form a full backup from 
command files without ever us
ing their mouse. In its "normal" 
mode, Quarterback uses the In
tuition menus and mouse clicks 
to make selections. Every selec-

Libraries available soon. 

tion starts with a logical default 
value filled in. Most of the time 
you'll only need to click on Pro
ceed. The first screen asks 
whether you want to backup or 
restore. Next you specify the de
vice which is to be backed up. 
For most of us it will be DHO. 
You can type in a directory name 
if you only want to backup one 
section of the drive. Quarterback 
will then read the dive and build 
a catalog of directories and files 
to be backed up. 

This proceeds very quickly, 
with an onscreen counter to keep 
you entertained. My drive con
tained 1123 files and 14,435,755 
bytes of data. You can choose to 
exclude some files or directories 
using the requestor which now 
appears. The counters will adjust 

3D ANIMAl ION 

to show the number of files, 
bytes and diskettes which will be 
used. Again for most of us, the 
proceed button is all that's need
ed. However, if you want to 
make selections, you'll find this 
requestor very fast and easy to 
use. Everything is in alphabetical 
order with Upper and Lower case 
sorted together. Click on a direc
tory to see its contents, click on a 
file or directory name to exclude 
it. Gadgets are provided for re
turning to the root directory or up 
a level to the parent. 

Once you click on PROCEED, 
the final screen with backup op
tions appears. Each selection has 
a sensible default value ready to 
use. The first option is "Set Ar-

( continued on next page) 
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Q uarte rbac k (continued from previous page) 

CwrtIt DII Current DIR 
lid SdIRs Only _. 
ilia 
--

Selectedfiles can be effectively filtered 
so that they are excluded from the backup process 

chive Flag". You may not have 
known that AmigaDos 1.2 added 
a feature which keeps track of 
which files have been "archived". 
By keeping this flag set on, you 
are able to perform weekly back
ups of just the new and changed 
files on your harddrive. "Read 
diskette after write" checks each 
floppy as the backup proceeds to 
ensure that no write errors occur. 
"Overwrite AmigaDos Format" 
tells Quarterback to check for ex
isting fIles on the floppy disks. If 
you leave this set to YES, the 
disk will be overwritten, and 
even forma ted if needed. Other 
options create a detailed report of 
files and directories backed up, 
turn on a loud beep to signal time 
for a disk change and select 
which drives to use for the back
up. 

Here is one of the most visible 
advantages of Quarterback. You 
can use dfO: df1: df2: and df3: as 

38/sENTRY 

backup devices. That means few
er disk insertions and faster 
backups. As soon as you have 
inserted a disk, Quarterback will 
begin copying to it. If you have 
two or more drives it will auto
matically switch to the next drive 
and beep you for a fresh diskette. 
The backup process is very fast. 
Backup of 14 megabytes took 
only 13 minutes using my Supra
Drive. Quarterback stores the 
data in its own non AmigaDos 
format. The data is not com
pressed but the storage scheme is 
more compact than AmigaDos. 
Only 10 diskettes were needed 
for my 14 meg. Quarterback re
tains your directory/fIle structure 
in full detail. The filedate, note, 
protection bits, and archive bit 
are retained for restoration. You 
can even begin other work while 
the backup is in progress. Quar
terback multi tasks nicely and 
doesn't grab all available memo-
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ry. The entire backup process 
took less than 15 minutes! 
George Chamberlin, the program 
author also deserves to be com
mended for attention to reality. If 
you encounter a read/write error 
during the backup or restore, the 
program will proceed not crash. 
All such situations are recorded 
on the backup report. The backup 
process is so painless, that I've 
done two incremental backups al
ready. 

I've tested Quarterback on 
SCSI SupraDrives, ST506 style 
drives, and a Commodore 2090 
Hard drive with equally good re
sults. I took advantage of this test 
to reformat my harddrive and re
load from the backups. This pro
cess creates a "tight" disk struc
ture with no fragmentation and is 
like a tune up for your harddisk. 
The reload process was very 
easy, with Quarterback prompt
ing for each disk and checking 
that I inserted the correct ones. 
Total time for 14 megabyte re
store: 23 minutes. 

If you own a harddrive for 
your Amiga, all your excuses are 
gone. An initial total backup with 
regular incremental backups will 
take little time, requires no ad
vanced degrees and will provide 
you with data security and peace 
of mind. 

Quarterback $69.95 

Central Coast Software 
268 Bowie Drive 
Los Osos, CA 93402 
1-805-528-4906 



by Dave Haynie 

When most folks think of 
Amiga programs, they generally 
think of the menus, gadgets, 
windows, etc. that comprise the 
Intuition user interface. Yet, 
when they think of programming 
the Amiga they generally think 
of C language. There are two 
good C compilers written for the 
Amiga, and while the Amiga li
brary functions lend themselves 
well to C, there's yet to be a C 
environment set up to take ad
vantage of the Amiga's modern 
user interface. I personally use 
Lattice C, one of the various 
Emacs-like text editors, and a 
few other CLI tools. I'm pretty 
much happy with this setup, but 
it's no different from the envi
ronment I programmed in six or 
so years ago; editor, compiler, 
linker, all separate units (running 
together, of course, if memory 
permits). But occasionally, 
for compact code, extra speed, 
or maybe just for fun, I write in 
Assembly language. Lots of 
people cringe when you mention 
Assembly language these days. 
They say things like "no one 
uses Assembly any more", "the 
Amiga doesn't work well with 
Assembler, it's a C machine", 
and "you probably like visiting 

AsseDlPro 
MACRO and MOVE.L meets MOUSE and MENU 

your dentist too". Most of what 
is saying is far more myth that 
truth. And the latest offering 
from the AbacuslData Becker 
partnership, "AssemPro Ami
gaff, may be a good way for 
even novice Amiga programmers 
to get into Assembly program
ming in a most painless fashion. 
(Just a side note, if you haven't 

heard of Abacus or Data Becker 
before, they've both been pretty 
visible in the C64/C128 world 
for a number of years, with soft
ware products and reference 
books. Data Becker is a soft-

ware house in Germany, and 
when you consider that Assem
bly programming is more popular 
in Europe that the US, a product 
like AssemPro makes sense.) 
There's no reason Assembly lan
guage should be more difficult 
than any higher level language on 
the Amiga. The Amiga's not a 
"C" machine. In fact, more than 
half of the 1.2 Operating System 
is written in Assembly language, 
and the interface to Amiga system 
libraries is more suited to an As
sembly language call than a C 
call. Most Assemblers on the 

AssemPro includes a built in debugger 

( continued on next page) 
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AssemPro (continuedfromprevious page) 

Amiga, quite like most C compil
ers and quite unlike AmigaBAS
IC, are called from the command 
line of a CLI. You never really 
go "into" an Assembler program, 
you merely call the assembler as 
a CLI command, just like Dir or 
Info. AssemPro is different, in 
that it takes advantage of Intuition 
features like menus, windows, 
requesters, and gadgets; lending 
kind of an AmigaBASIC feel to 
Assembly programming. In fact, 
it appears that some of the fea
tures of AssemPro were inspired 
by the AmigaBASIC interface. 
However, while I found the 
AmigaBASIC user interface very 
difficult to use effectively, I like 
the interface used in AssemPro 
very much. 

You invoke AssemPro from 
either a CLI command line or it's 
Icon. What results in either case 
is a system of four windows la
belled "Assembler", "Editor", 
"Table", and "Debugger". The 
conspicuous absence of that last 
feature in most other assembler 
packages immediately makes As
semPro something to look at. Al
though, if you've got the extra 
money, there are very good de
buggers for general Amiga pro
gramming sold as stand-alones. 

AN EDITOR THAT KNOWS 
IT'S STUFF 

Moving to the Editor, you ap
pear to have a pretty basic screen 
oriented text editor, perhaps 
much like the ED or MicroEM
Acs programs that come with 
the Amiga, with maybe the ex
ception of a bit better Intuition in
tegration. 

There is a sizable Intuition win
dow with scroll bars. These are 
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the "smart" style of scroll bars. 
The text in the window scrolls by 
as you're moving the bars, not 
after a move as implemented in 
many programs. There's a 
"File" menu, from which you 
can open, save, erase, rename, 
and compare assembler source 
files, as well as save editor de
fault settings, including user de
fined function keys. All file oper
ations work via a simple but 
excellent file requestor that lets 
you pick subdirectories, parent 
directories, and all of your in
stalled devices in addition to 
files. 

Many of the functions are sim
ilar to what you'd find in any text 
editor. So why use the Assem
Pro editor when you're perfectly 
happy with ED? Well, first of 
all, the editor has a few advanced 
functions pretty similar to DEC's 
"EDT" editor, which is certainly 

a step above ED. For example, 
the keypad can be set to give you 
editing functions instead of num
bers. This method is used in 
EDT, and EDT users seem to 
find it quite fast. The keypad 
function knows about A20001 
A500 key configuration, as well 
as the A 1000 keys. 

Another EDT -like feature are 
the "shortcut" commands. These 
are very short commands such as 
"CU" for cursor up, "BC" for 
block copy, etc. that can be en
tered, line-editor style, in a small 
window that pops up with a 
press of the <ESC> key. These 
can even be combined to create 
more powerful commands and 
attached to the function keys. 
The editor supports multiple win
dows with different files in them, 
and the cut and insert commands 
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work between windows. 
It doesn't end there, though, as 

this editor knows specifically 
about the syntax of Assembly 
language. For fans of BASIC, 
there's a "LIST" function that lets 
you list assembler source from a 
numeric line number or a sym
bolic label. The search and re
place functions also "know" as
sembly language; you can tell the 
search function to find a variable, 
rejecting any matching text that's 
not an assembler "variable". 

Another Assembler-specific 
feature of this editor is its error 
listing capability. After an as
sembly, both the source and error 
listing can be brought into the ed
itor. At this point, the two list
ings are synchronized so that the 
programmer can ask the editor to 
display the next and last errors at 
any point in the file. Overall, I 
think this will be a very reasona
ble editor for assembly program
ming, based on both it's flexibili
ty and it's inherent knowledge of 
assembly language. It's about 
medium on speed as far as Amiga 
editors I've used, and I suspect 
one of the "fast text" utilities 
would speed it up. About the 
only thing I didn't like about the 
editor is that it requires you to 
specify the size of it's editing 
buffer. If you run out of space, 
you'll have to save your source 
text, ask for a larger buffer, and 
then read the source back in. I'm 
personally a fan of programs that 
dynamically allocate only the 
space that they need. I don't 
consider this a serious problem, 
and you may not mind it at all. 

A POP-UP HELPER 
The "Table" window I men-



tioned before is a facility de
signed to be used along with 
your assembly editing. It starts 
up small, and hitting the HELP 
key in the editor will pull this 
window up front and make it full 
sized. I'll have to say I was quite 
impressed with this little win
dow. It basically documents 
most of the things you worry 
about while programming. It can 
tell you the form of an assembly 
instruction and it's addressing 
modes, or the arguments that go 
to any of the current Amiga li
brary calls. I've run the Info
Minder/ Autodocs package along 
with my Emacs when doing C 
programming at times, but this is 
faster, and requires less memory. 
This isn't a replacement for ROM 
Kernel Manuals or other docu-

ments, though. It doesn't really 
explain details, it just shows the 
exact syntax for programmers 
who already have a good idea of 
what they're doing. A nice fea
ture of this utility is that it can be 
reprogrammed with whatever in
formation you'd like to put into 
it. This data is coded as an As
sembly program, with the 
"ENTRY" directive used to spec
ify the item your documenting 
and a pointer to the actual text in
formation to be displayed when 
that item is selected. You can 
edit the given table files and re
assemble them, or make com
pletely new ones. 

THE ASSEMBLER: BUILT 
FOR SPEED 

Once source code has been en-

tered, it must be fed to the As
sembler. The Assembler sits in 
its own window, as mentioned 
before. Via menus, the Assem
bler allows different options It 
can accept source directly from 
the Editor's main buffer, or from 
a disk file. This lets you edit 
source in your own favorite edi
tor if you like, but there's appar
ently no way to tum off the As
semPro editor. There are other 
settable options that relate to what 
output files are produced, and 
what memory types different seg
ments may be HUNKed for in a 
normal assembly. This is nice, 
though most new assemblers, 
like the one that comes with the 
Lattice C compiler, have that fea
ture. It has some other nice 

( continued on next page) 
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"smart" features too, such as de
termining some "address vari
ant", "immediate", and other op
codes based on arguments to 
them. So you can code ADD, 
and get an ADDI actually assem
bled if it's appropriate. This is 
something to be careful about, 
since not all assemblers support 
such conversions. For compati
bility, coding the exact instruc
tion you're after is the best bet, 
but it can become tedious. Anoth
er feature is the assembler's abili
ty to produce absolute or PC rela
ti ve code on command. This is 
usually something you'd explicit
ly code in assembler, but it's 
very common to have the option 
available in compilers. PC rela
tive code can run faster and take 
up less space, but it has size limi
tations. Again, since this is an 
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option, you could still code PC rel
ative operations explicitly. Another 
generation option will produce 
code assembled for an absolute lo
cation, instead of Amiga object 
code. This is useful if you're us
ing the Amiga to create code for 
another 68000 based machine or 
perhaps a ROM based application. 

There is one feature of this as
sembler that must be used with 
care; it's support for the few ex
tended op-codes found on the 
68010 processor. While this is 
good for people playing around 
with the 68010, it's a very bad 
habit to use such op-codes if 
you're writing code to be used on 
all Amigas. One 68010 instruc
tion, the "MOVE CCR,<ea>" 
code, should never be used on 
Amigas. Similarly, the "MOVE 
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SR,<ea>" instruction shouldn't 
be used on 68000 based Amigas 
as it will cause an exception trap 
on 68010, 68012, and 68020 
CPUs. Always use the Exec li
brary "GetCCO" function in
stead. Anyway, the assembly 
is started from the menus after all 
the input and output options have 
been selected. I tried assembling 
several programs from the editor 
and found the assembler to be 
quite fast. It does have a signifi
cant advantage in this respect 
over eLI based assemblers in 
that you don't have to wait for 
the assembler or the source to be 
loaded into memory, since 
they're already there. Disk load 
times can be helped by using a 
RAM disk, but still, this method 
should be faster. 

One thing I don't particularly 



like is the fact that the entire out
put of the assembler is kept in 
memory until explicitly saved to 
disk. This helps make it fast, but 
requires you to have enough 
RAM to house both AssemPro 
and your program. Most CLI 
based assemblers will use only 
the memory required to store 
themselves and the tables they 
build during assembly; there's no 
need to store either the entire in
put or entire output. 

There's yet another feature of 
the assembler designed for 
speed, the SLABEL and ILABEL 
directives. Using SLABEL, a 
series of normal assembly sym
bols, constants, and macros can 
be compacted and stored into a 
file, called a "library" in Assem
Pro terminology. Then, in any 
program, ILABEL will read in 
these compacted symbols, much 
faster than a normal INCLUDE 
file would be read. Both Amiga 
C compilers have a similar facili
ty for compacting their include 
files. Especially on the Amiga, 
such files can get very large and 
consume the majority of your As
sembly time, so this is a very im
portant feature. 

ELECTRONIC PEST 
CONTROL 

Another nice feature, as I men
tioned, is the AssemPro debug
ger. While this is a built-in part 
of the AssemPro system, it will 
only load files saved from the 
Assembler window; there's no 
direct memory transfer available. 
I assume this is because the Ami
ga's loader will load code from 
files only, and it's essential to 
load the code in a normal Amiga 
fashion. Assuming you've saved 

your assembled file to some 
disk, selecting the LOAD option 
from the debugger will load that 
code into memory; it's up to the 
Amiga just where the loading 
will take place. The code can be 
displayed in various ways, in
cluding a full symbolic display 
based on the symbols used in 
your source. The code can also 
be single stepped, with a full 
graphic display of all registers 
and a highlight on the current 
line. 

Most of the displayed items can 
be changed pretty easily. For ex
ample, click on a register and 
you get a requester up that lets 
you change it, or de-reference it. 
Click on the current line, and you 
get a "GO" pointer that will let 
you jump to the code shown in 
any other line. You can even get 
away with doing a few nasty 
things as the Debugger sets up 
traps for many GURU condi
tions. You must leave register 
A 7 alone as it's used by the de
bugger itself. If you're not hap
py merely with stepping through 
the code, there are other options. 
The "Start Breakable" selection 
starts the code in a way that al
lows it to display what it's doing 
as it's running. This can be 
stopped at any time. There's 
also a breakpoint facility so code 
can be set to run only to a certain 
point. A "68020 Single Step" 
can emulate the 68020's capabili
ty to step directly to the next 
branch. Another command, the 
"Next command" option, steps 
past a subroutine call as if it were 
only a single command. There's 
also a search function and a line
based calculator function for do
ing quick calculations. 
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Finally, there's a disassembler 
and reassembler built into the de
bugger! These allow you to con
vert machine code back to assem
bly, at least after a fashion. The 
disassembler is a pretty normal 
disassembler. It returns standard 
Motorola nmemonics for machine 
code given it. It can output this 
to a printer in a nicely formatted 
form. The reassembler is a varia
tion of the form. It inserts dumb 
symbolic labels in place of ad
dresses. The resulting code 
should be usable directly as input 
back into the assembler. So now 
we've come full circle. 

IT'S NOT ALL SMOOTH 
SAILING 

While I'm pretty impressed 
with the overall speed, quality, 
and features of AssemPro, it 
does appear to have some flaws 
as well. How important these are 
to you probably depends on what 
you're doing with Assembly. 

The first of these problems is 
compatibility with other assem
blers, the Metacomco assembler 
in particular, as that's as close to 
a standard Amiga assembler as 
they come. "But", you say, "this 
is ASSEMBL Yl The machine 
only speaks one machine lan
guage, doesn't it". While the an
swer to that is YES, there are dif
ferences in compiler directives or 
pseudo-ops. The AssemPro 
manual warns of one of these: the 
ALIGN pseudo-op, used to force 
word or longword alignment. 
This is different than the standard 
Motorola code that Metacomco 
also uses, CNOP. Fortunately, 
the manual gives a macro that 
will implement CNOP in terms of 

( continued on page 54 ) 

SENTRY/43 



INTERCL1ANGE 
Now you can transfer your animation graphics between formerly incompatable formats 

by Steve Dock 

Pity the poor Amiga animator. 
He must constantly choose 
whether foregrounds and back
grounds are more important than 
colors and textures. Perhaps a 
particular project calls for depen
dent motions or surface details. 
Those who labor in this fast 
growing field will recognize 
some of the particular strengths 
of the various Amiga 3D anima
tion programs that were men
tioned above. At the present time 

there is no single program that 
can do it all. If you were work
ing on still images, there would 
be no problem. You could use 
the particular features of many 
programs one after another until 
the desired result is achieved. 
We have the wide acceptance of 
the IFF standard to thank for this 
blessing. 

Although there is a standard of 
sorts evolving for a finished ani
mation fIle, we're not even close 
to having a useful standard for 
the 3D objects that compose the 

If you can point and click you can convert 
complex graphics from one format to another 
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animations. It may not be obvi
ous at first, but there are many 
approaches to describing three di
mensional geometry. Videoscape 
3D, Fonns In Flight, Sculpt 3D, 
Animator's Apprentice, and Sil
ver all use different approaches. 
The bottom line is this: you can't 
use the rocking chair with the 
race car, at least not until Inter
Change came along. 

InterChange is an excellent im
plementation of a seemingly sim
ple idea. Write a program to con
vert object geometry from one 
program's specification to anoth
er. Simple matrix algebra, right? 
Well it could be, if every pro
grammer - author thought alike. 
Fortunately, they don't, so we 
fmd 4096 colors available to each 
polygon in Sculpt objects, and 
only 16 in Videoscape. Video
scape allows lines and surface 
details which others do not. 
Fonns in Flight adds the compli
cations of complex polygons and 
hierarchical motion. Whew! 
What will they think of next? 

Well, it doesn't matter since 
John Foust and Harriet Tolly 
have created InterChange using 
an extensible modular approach. 
The Interchange program acts as 
a user interface and server for the 
individual modules needed for 



each format. The basic package 
comes with Sculpt 3D and Video
scape modules. A Forms In 
Flight module is also available at 
additional cost with others to fol
low. 

Actual use of the program is al
most too easy. As the 3 ring 
bound documentation makes 
clear, you first start Interchange, 
then click on Icons (or type RUN 
Module) for each module you 
will be using. The Interchange 
screen resembles a file utility 
with two windows, one for spec
ifying source files to be convert
ed, and one for destination. Files 
are shown six at one time. You 
use scroll gadgets and mouse 
clicks to highlight your selec
tions. In the lower left comer a 

third window lists the output for
mats that are currently availa
ble.With the Sculpt and Video
scape module installed you will 
have three options here: 
Sculpt.scene, Sculpt.script, and 
Videoscape.geo. 

The Syndesis partners have had 
to make intelligent decisions with 
problems of color mapping, 1 
and 2 dimensional "polygons" 
and motion hierarchies. Where 
the object formats differ, you 
will find clear explanations and 
suggestions for minimizing trou
ble. An example of this care is 
the inclusion of a Sculpt 3D ob
ject which was designed as an 
example of selecting Sculpt col
ors which will be compatible 
with Videoscape. You can learn 

much by loading this object into 
Sculpt and studying each face. 

Interchange does its job well 
and quickly. Until the ultimate 
animation program arrives, many 
will need to use more than one 
3D animation program. If you 
are in this category, don't hesitate 
to add Interchange to your li
brary. Syndesis has provided us 
with a valuable tool and an out
standing example of quality Ami
ga programming. 

InterChange $49.95 

Syndesis 
20 West Street 
Wilmington, Mass. 01887 

1-(617)-657-5585 

ADD TO THE POWER OF YOUR PROGRAMS WHILE YOU SAVE TIME AND MONEY! 

CBTREE does it all! Your best value in a B+tree source! 
Save programming time and effort. Access any record or group of records by: 

• Get first • Get last 
• Get previous • Get next 

You can develop exciting file access programs qUickly and easily because 
CBTREE provides a Simple but powerful program Interface to all B+tree 
operations. Every aspect of CBTREE is covered thoroughly In the 70 page 
Users Manual With complete examples. Sample programs are provided on 
disk. 

• Get less than • Get less than or equal 
• Get greater than • Get greater than or equal 
• Get sequential block • Get partial key match 

Gain flexibility in designing your applications. • Get all partial matches • Get all keys and locations 

CBTREE lets you use multiple keys, variable key lengths, concatenated 
keys, and any data record size and record length. You can customIZe the 
B+tree parameters using utilities provided. 

• Insert key and record 
• Delete key and record 
• Change record location 

Increase your implementation productivity. 

• Insert key 

• Delete key 

Your programs will be using the most efficient searching techniques. 

CBTREE provides the fastest keyed file access performance, 

with multiple indexes in a single file and crash recovery utilities. 

CBTREE is a full function implementation of the industry 

standard B+tree access method and is proven in applications 
since 1984. 

CBTREE is over 6,000 lines of tightly written, commented C source code. 
The driver module IS only 20K and links into your programs 

Port your applications to other machine environments. 
The C source code that you receive can be compiled on all popular C 
compilers for the IBM PC and also under Unix, Xenrx. and AmigaDosl No 
royalties on your applications that use CBTREE. CBTREE supports multi
user and network applications 

CBTREE IS TROUBLE-FREE, BUT IF YOU NEED HELP WE PROVIDE FREE PHONE SUPPORT. 
ONE CALL GETS YOU THE ANSWER TO ANY QUESTION! &. .... CBTREE compares favorably with other software selling at 2,3 and 4 times our price. 

Sold on unconditional money-back guarantee. 
" YOU PAY ONLY $99.00 - A MONEY-SAVING PRICE! 

f..)\ TO ORDER OR FOR ADDITIONAL INFORMATION 
DEACOCH "STET' nc CALL (703) 356-7029 or (703) 847-1743 

OR WRITE 

Peacock Systems, Inc., 2108-C Gallows Road, Vienna, VA 22180 
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A PostScript Print utility from S. Anthony Studios 

by Gary L. Gehman 

Perhaps the most important 
part of the so called revolution in 
Desktop Publishing was the in
troduction of the PostScript lan
guage for page description. 
Briefly put, PostScript allows 
for a program to describe, in a 
general, machine independent 
way, how a page should look. 
This description may then be 
sent to a variety of printing de
vices which will draw a repre
sentation of the material up to the 

resolution limits inherent in the 
device itself. In this way, the 
jagged screen image of a 40 
point headline can be printed out 
crisp and clean on a high resolu
tion typesetter that sees the 
world at an astounding 1250 
dots per inch. The Amiga has 
only recently been blessed with 
the kind of programs that take 
full advantage of PostScript, but 
we already are beginning to see 
some amazing results. 

A case in point is Laser Up! 
Print by S. Anthony Studios in 
San Francisco, California. Laser 

By varying the screen configurations, you can create an 
output most suitable for your printing requirements 
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Up! Print (LUP) is a pnntmg 
utility for the conversion of Ami
ga's IFF graphics (color or black 
& white) into PostScript inter
pretable bit map images. It does 
not pretend to typeset or allow 
drawing with structured graphic 
elements like those found in 
Adobe Illustrator or Gold Disk's 
Professional Page; it does one 
thing and it does it fairly well. 
This is why I call it a utility rath
er than a program. 

Since I had extremely mixed re
actions to LUP, I will separate 
the discussion here into two 
parts: Performance Characteris
tics and User Interface. I will 
also preface my comments by 
stating that I find LUP to be a 
very valuable tool for the kind of 
work that I do, and plan to use it 
extensively. 

Perfonnance Characteristics: 
I used Laser Up! on an Amiga 
2000 hooked up to an Apple La
serWriter and communicating 
with the printer at a speed of 
9600 bps. This is twice the 
transfer speed of Apple's Macin
tosh network, AppleTalk, but the 
increase in transfer speed does 
not necessarily mean faster print
ing. PostScript can be a very 
slow critter when it has to deal 
with bitmapped graphics. LUP 
loads quickly and does not take 



up a great deal of RAM to run. It 
is quite well behaved and seemed 
not at all bothered by the fact that 
I would periodically have to 
switch the LaserWriter to Apple
Talk to receive other output. 

The program will load any 
Amiga IFF graphic in any screen 
resolution: 320x200, 320x400, 
640x200, 640x400, as well as 
brushes. These are put into a 
custom screen which allows for a 
kind of cropping and it can do 
some modest dot editing. Once 
the picture is ready to print, you 
switch back to the main screen 
and select various parameters. 

LUP contains a variety of bor
der shapes, screen patterns, and 
three typefonts for the addition 
of titles (titling is LUP's only text 
oriented function, and it's an ex
tremely minimal affair). There are 
also provisions for the adjust
ment of contrast ranges, scaling, 
and positioning on the page. 
The output results of Laser Up! 

are nothing less than spectacular. 
IFF images are rendered in crisp, 
dark, slightly dithered gray scale. 
When these are kept to a modest 
size (no more than 5 inches wide 
for a 320 pixel wide image), the 
pictures are nearly publication 
quality. Enlarge images much 
beyond these limits (LUP will al
low you to blow up an image 
much larger than a single sheet of 
paper will hold), however, and 
the pixels become very obvious 
and the images less convincing. 
This is a limitation of the Amiga 
screen resolutions and not LUP's 
problem. No matter the output 
resolution of your PostScript de
vice, there's simply no way to 
add information that isn't there. 
640x400 screens can go to al-

A sample graphic output/rom LaserUp! Print 

most a full page before they be
gin to look too chunky, but those 
are the outside limits for current 
Amiga graphic modes. 

Another consideration for those 
who wish to mass produce their 
PostScript printed Amiga graph
ics is the process of screening. 
Since Printing presses use ink to 
make their images and since ink 
tends to run together while still 
wet, it's very hard to get an even 
gray tone from a press. Many 
years ago, the printing tradesmen 
learned how to fragment photo
graphic information into collec
tions of various sized dots that 
would preserve their picture in
formation while still being printa
ble in ink. This method was 
called "screening" since it in
volved the re-photography of a 
picture through a diffusing 
screen. 

You can see the effects of 
screening photography if you 
closely examine a newspaper 

MARCH 1988 

photo. The darkest regions of 
the photo will never be complete
ly black; they will have tiny white 
dots interspersed throughout. 
Similarly, the whites will have 
tiny black dots. All the medium 
gray tones will be varying ratios 
of black to white dots. When 
printed, these dots will pick up 
the ink and the human eye, with 
it's peculiar tendency to supply 
what's not really there, will fill in 
the rest of the "picture." 

Laser Up! knows about all this 
and provides a number of differ
ent diffusion screens for the 
modification of it's graphic out
put. Since different papers and 
different inks and different press
es can each handle different den
sities of dots, Laser Up! con
tains everything from 15 dot 
screens (very coarse) to 90 dot 
screens (almost Magazine quali
ty). These are available in various 
angles of rotation (another impor-

( continued on next page) 
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Laser Up! Print (continuedjrompreviouspage) 

tant, if subtle, variable) as are 
line screens and gray screens 
(more special effects screens). 

Most interestingly of all, 
though, is Laser Up! 's ability to 
do color separations. That is, it 
will take a color IFF image and 
filter, in turn, all the red, green, 
and blue light out. These pro
cesses produce images for the 
cyan, magenta, and yellow print
ing plates. Color printing re
quires four separate images, one 
for each of the primary printing 
colors (and black). In additon, 
each color must be screened at a 
slightly different angle, so that 
the color dots lie side by side, 
rather than directly on top of 
each other. This results in an 
even toned color image with no 
holes or "moire" patterns. (Ex
amine a page of the Sunday Col
or Supplement with a magnifying 
glass sometime). LUP does this 
separation process superbly; all 
the way down to the proper rota
tion of the screens! 
User Interface: 

If there's anything to quibble 
about with this program, it's the 
user interface. Another reason I 
call this a utility rather than a pro
gram is that it presumes that the 
user will know much more about 
PostScript than is quite fair. The 
documentation consists of about 
15 laser printed sheets that con
vey very little useful information. 
The most direct and intelligible 
instructions are for how to build 
a null modem cable for connect
ing an Amiga and a laser printer. 

As I've described, IFF pictures 
are loaded into an image screen. 
no problem here. These menus 
are simple and self explanatory. 
Go To Format Screen; Toggle 
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Title Bar; Select Draw; and Mag
nify are pretty much intuitive. 
It's in the Format Screen where 
the problems arise. While the 
menus here are reasonably com
municative, Load IFF; Save Im
age (PS); Print; etc., the pro
grammers have left a lot of the 
most difficult aspects of working 
with PostScript for the user to 
figure out. Foremost of these are 
the scaling selections. PostScript 
allows for the separate and inde
pendent specifications of x and y 
scale. These are numbers ex
pressed in multiples of In2 of an 
inch (a unit of measure known to 
printers as a "point"). Thus, an 
inch square would be expressed 
in PostScript as X scale 72, Y 
scale 72. Laser Up! has string 
gadgets for typing in exact X and 
Y scale parameters, but nowhere 
does it relate these to the proper 
aspect ratio of a typical Amiga 
screen. This forces the user to 
do a bit of math but only after 
fIrst determining the proper as
pect ratio. Dividing an Arniga im
age's horizontal resolution by it's 
vertical resolution results in a 
number approximately 1.6. This 
means that in terms of pixels, it 
is 1.6 times wider than it is high. 
But if you print out a Laser Up! 
image at this ratio, you will get 
an image just a bit too flat. 
That's because Amiga pixels are 
not square. I have found the best 
ratio to be about 1.4 or 1.5. 

Nor should the user have to 
deal with this kind of trial and er
ror. I work with laser printers 
and I could afford to print 40 to 
50 test prints and log each one in 
a notebook, so as to be able to 
repeat my results. Not every 
user will be so fortunate (com-
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merciallaser printing shops will 
charge $1.00 to $2.00 per page). 
A better way of programming the 
user interface would be to use a 
"standard" aspect ratio as a de
fault value. Users could then 
specify how tall or wide they 
need the image and all the rest of 
the calculations would be handled 
by the program. Of course, there 
should be provision for manual 
override of these defaults (for 
purposes of special effects print
ing or distortion correction), but 
only as a voluntary option. 

In the case of the contrast edit
ing menu selection, there is a pre 
set default as well as provision to 
override it. A small drawing 
window comes up with a diago
nal line representing the default 
contrast setting. Users are able 
to erase this line and to draw a 
new curve representing the con
trast bias to be applied to the pic
ture. This works very well as a 
way to fIne tune the gray scale 
values in an image. U nfortunate
ly, there is no indication on the 
window as to how the curve one 
is drawing will effect the image. 
You have to draw a curve and 
print it out to see the effect. 

On the subject of screens, the 
documentation says: Experimen
tation with these options will il
lustrate their use. Yes, 40 or 50 
dollars later. 

Similarly, the ability to rotate 
pages 90 degrees, called 
"landscape" mode in Macintosh 
language, has yet to be imple
mented. What should be a simple 
menu selectable procedure (and 
what is, in fact, merely 1 line of 
PostScript code) has been omit
ted, forcing the average user to 

( continued on page 52 ) 



Dr. T's Keyboard Controlled Sequencer arrives for the Amiga 

by Darius Taghavy 

Many of you remember the 
day when you were convinced 
that the Amiga is the "music 
computer" due to the combined 
power of its processor(s), video 
and audio circuitry, its DMA(Di
reet Memory Access) and fully 
implemented multi-tasking oper
ating system. You went out, 
bought an Amiga, and ... waited 
patiently for some real MIDI 
software to show up. 
You were charmed for a while 

by all the pre-releases of Mu
sicCraft (now "Sonix" by Aegis) 
which is fun and which also 
boasts of a beautiful synthesizer 
screen. You were taken by the 
incredible sound of the Amiga 
and put all your creative juices 
into creating nifty demos for 
MusiCraft. You were jealously 
glimpsing at the "lowly" C-64 
which had more MIDI software 
than any other computer, and at 
the Mac for its professional 
MIDI programs. Even MS DOS 
machines have some powerful 
MIDI software available. 

As soon as Mimetic's 
"Soundscape" sequencer ap
peared, it raised the hope of all 
MIDIized musicians. But soon 
it became apparent that although 
the program is conceptually in-

The program comes up into Track Mode by default, 
with 36 of its 48 track indicators visible 

teresting, it is slow and quirky. 
Again, due to the lack of alter
natives, you hooked up all your 
MIDI gear to the Amiga and des
perately tried to be creative in a 
hostile environment. 

Obviously, these are my ex
periences as a "day-l Amiga 
man", but I know they are 
shared by many. Well, I've got 
news for you. After Sound
quest's Master, D-50, DX-7, 
and MT-32 editor/lbrarians (see 
reviews in FebSentry), and Op
code's "Music Mouse", as well 
as Diemer's "C-Zar", (all 
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well designedprofessional prod
ucts) arrived on the scene, there 
were still only promises. Actual
ly, Texture is already out, but 
it needs special hardware (Ro
land MPU-401) to operate, total
ing up to a whopping $550 by 
the time you purchase the compo
nents necessary to use the pro
gram. From reports, "Texture" is 
good, but without using the stan
dard Amiga MIDI interfaces, I 
see no bright future for the pro
gram. 

While others were busy pro
( continued on next page) 
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K C S (continued from previous page) 

gramming, Dr.T's was busy 
porting. The result is called KCS 
(for Keyboard Controlled Se
quencer.) This professional se
quencer has been out for the Atari 
ST series for a while and has 
been well received in the MIDI 
community. Now, here is David 
Silver's port to the Amiga! This 
program is fresh from the print
ing press, so to speak. The 278 
page ring-bound manual was 
written for the ST version, with 
a 3 page addendum for the Amiga 
version attached. This is no 
drawback though, because the 
versions are virtually identical. I 
could easily verify this, because I 
also happen to have an ST sitting 
next to my Amiga 1000. A friend 
brought over his ST version of 
KCS so we could run them si
multaneously. On the Amiga, 
KCS boots up after Kickstart 
1.2. It is installed on WB 1.2 
and, unfortunately, is copy
protected. KCS can be backed up 
to a hard disk, but you have to 
have to have your original around 
as key disk. My main complaint 
with this is that it slows you 
down! The icons are well done 
and KCS's icon is a huge Ami
ga monitor (allusion to the real 
thing?) 

The time it takes to boot is just 
bearable and you have to allocate 
memory to KCS with a slider be
fore you enter KCS's recorder 
screen. This step has been taken 
to make the program well be
haved in a multi-tasking environ
ment. On a 512K machine you 
have about 12,578 MIDI events 
free, which is barely enough to 
do uncomplicated compositions. 

The first impression of the 
main screen (track screen) is that 
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of a well organized work area, 
showing 36 tracks in three col
umns in the upper 2/3rd of the 
screen. The bottom is taken up 
by tape deck and other control 
buttons. 

I started to record fairly quick
ly, but it took me a while to mas
ter the looping procedure: you 
have to hit <FlO> to end record
ing after your last note, but be
fore the following bar. This is in
convenient, since it forces you to 
have your master keybord close 
to the computer. If you have an 
A 500, you'll have to put it close 
to the synth. With a 1000 or 
2000 you can at least move the 
relatively handy computer key
board. Once used to KCS, you 
can quickly build up a pattern 
without having the program get
ting into your way. In fact, 
once you record your first track
loop, KCS will record each loop 
on a new track. Hence, you can 
build up a 36 track pattern with
out having to leave the record 
mode. Respect! I give KCS high 
marks for the way it records 
MIDI data. 

Of course you can sync exter
nally and define tempo changes 
in the internal sync mode (in the 
song mode). An Option screen 
contains menus for MIDI and ex
tensive timing options. It could 
take you a while to master every 
function of this program. 

Even though KCS has a 
"Quantize" button on the track 
screen, it is only a simple note 
on/off quantize. But wait until 
you get into the step time editor! 
It is a perfect playground for 
"step-time edit maniacs". KCS 
has some very powerful editing 
capabilities locked inside of it. 
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The edit window occupies the left 
half of the edit screen and dis
plays 21 lines of MIDI events at 
once. Scrolling is done via cursor 
or, a lot faster, using the so
called diamond scroll bars to the 
left of the editor. There are three 
speeds in both directions (up and 
down) available. The amount of 
information presented at once is 
quite generous. 

The left half of the screen is 
filled with commands. Just like 
on the ST version KCS does not 
use menus, but instead lists all 
items on the screen. While this is 
a good idea (it increases speed), I 
wish the commands were pre
sented in a more orderly fashion, 
which is tough, but possible in 
640 by 200 resolution. Neverthe
less, KCS has lots of editing 
functions. I have had considera
ble experience with step time edi
tors on different soft and hard
ware sequencers, and I am im
pressed. KCS recognizes 22 
types of events, seven of which 
are MIDI events. This includes 
all system exclusive messages 
which KCS faithfully record and 
back up your various synthesiz
ers and drum machine patches 
without having to buy a special
ized general librarian. Of course, 
this is not as comfortable (there 
are no edit features) in compari
son, but it is an easy and FREE 
way of employing the Amiga as a 
MIDI data filer and drive (no 
more RAM cartridges or cassette 
interface chaos needed.) Dr. T's 
is also working on an MT-32, a 
D-50 and other editors which will 
run stand-alone or integrated with 
KCS. 
The program has all standard 
editing features, like cut, paste 



and various copy functions. Very 
powerful is the transpose/auto 
option which allows you to apply 
various transfonn functions with
in a specified event or measure 
range Furthermore, KCS has 
some unique little extras that 
come in handy at times. I espe
cially like the "Text" and "Print" 
commands. "Text" allows you to 
save an ASCII textfile which 
could contain patch infonnation 
or even complete songlyrics for a 
tune. "Print" allows you to print 
out a specified region of MIDI 
events. 

All these features translate into 
truly heavenly tones for a step
time edit fanatic, however, I 
have three immediate improve
ment suggestions to offer to the 
author Emile Tobenfeld: 
Firstly, the data-entry system is 

unnecessarily complicated. You 
have to fIrst highlight the parame
ter, and then use scroll arrows to 
change the value. I do not under
stand why you should not be able 
to change the value through 
"dragging" (clicking on parame
ter and moving mouse while 
holding button down.) It would 
be a lot faster and would make 
the program usage a lot smoother 
A sequencer, of all programs, 
has to be a lightning fast environ
ment, because the program gets 
used in professional environ
ments where even a short amount 
of time can translate into a lot of 
money! At least KCS offers an 
alternative: you can directly type 
in the number from the computer 
keyboard. Again, people who 
spend more time on the computer 
than on the musical keyboard will 
like this feature. 

My second complaint is that ed-

its don't get send out in real time. 
You have to first click right 
mouse button. It would be better 
to have instantaneous feedback. 
For example: you enter or edit 
note ons in the editor, but you 
can't hear them! One feature I 
use all the time in another se
quencer program is to click on a 
program change number event, 
and use the left and right mouse 
buttons to scroll up and down 

button. This is favoring people 
who know the whole orchestra
tion in advance, but could be a li
miting factor for you experimen
tal spirits. 

Thirdly, in the "Set Options" 
screen, you can enter a MIDI 
channel ("Drum channel") to be 
excluded from possible transpo
sitions in the song mode. This is 
to prevent a shifting of MIDI 
notes which would trigger differ-

From within the Track mode edit screen, you can 
perform a variety of sequence data manipulations 

through the patches on my syn
thesizers. While you see the 
numbers change, you also hear 
the first note of your track with 
the respective program. This al
lows you to audition a couple of 
sounds until you fmd the one that 
fIts the particular sequence. 

This great interactive feature is 
severely limited in KCS, since it 
expects you to type in the num
ber or to use the the scroll bars 
and then click the right mouse 
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ent samples (your previously 
mighty kick/snare pattern might 
turn into annoying cymbal 
chaos.) While it is good to see 
this important feature implement
ed here, it is not flexible enough. 
It is not unusual for a serious 
musician to have two or more 
drum machines. I happen to be 
one of them, and I constantly 
use my Yamaha RX-5 and my 
Roland MT-32 on channels 11 

( continued on next page) 
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K C S ( continued from previous page) 

and 10, respectivly. Now, of 
course I could remap all my notes 
as to share a single MIDI chan
nel, but firstly, it would require a 
lot of tedious button-punching on 
my RX-5, and secondly, a se
quencer has to be flexible enough 
to allow you to exclude any num
ber of MIDI channels from trans
position. 

Something peculiar and poten
tially disastrous happened during 
one of my sessions with KCS. I 
lost 45 minutes worth of work 
when I tried to save a song to the 
system disk and KCS simply re
fused and removed itself (in 
grey) by a system reset. Even 
though the manual states you 
should never save to the original 
disk, I think it is kind of radical 
to simply reset. Well, at least 
now you know! 

KCS crashed once more when 
I impatiently staccato-clicked the 
left mouse button in the file win
dow. KCS has a mouse-click 
buffer, and would not stop to 
read my external drive. After a 
couple minutes I got worried 
about my drive and disk. So I 
ejected the disk while the drive 
light was still on. KCS imme
diately dismissed in grey! These 
were the only times when KCS 
crashed though. If you stay away 
from saving to the original disk 
and don't attempt any insane ma
neuvers like I did, you should 
have no problems. 

I highly welcome the exclusion 
of the Amiga's internal sound 
capabilities since it frees up mem
ory and disk space and improves 
on system overhead! (KCS's 
resolution is high enough to cap
ture all of your performance and 
is very steady.) After all, many 
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of the people that will be using 
this program could have a couple 
thousand dollars worth of dedi
cated professional sound genera
tion hardware around. (It is not 
unusual for a dedicated MIDI 
sampler to cost $2500 or more). 
Actually, KCS does use sound, 
but only to playa highly musical 
metronome. This time keeper 
has a nice accent on the one. 
Compliments for this metronome 
sound! 

All in all, KCS is a working 
and powerful sequencer with 
very few shortcomings. Even 
though there is still room for im
provement, the existing version 
(V 1.6) is a good basis to grow 
into a superior sequencer. You'll 
have to devote some time to learn 
the many functions however. A 
lot of operations are only availa
ble from the computer keyboard, 
and the program would not be 
considered intuitive for most 
Amiga users, not even for an ex
perienced MIDIac like myself. 

Presently, KCS is one of the 
best sequencer deals around. It's 
distributor (Dr.T's) is a well re
spected company in the music 
scene. If you have to, or want to, 
do professional MIDI sequencing 
right now KCS will definitely 
give you your moneys worth! 

It is certainly nice to see the 
Amiga move up to the ranks of a 
useful MIDI computer. 

KCS $295.00 

Dr. TIs Music Software 
220 Boyleston Street, Suite 306 
Chestnut Hill, MA. 02167 

1-(617)-244-6954 
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Laser Up! Print 
( continued from page 48 ) 

print horizontal images across a 
vertically oriented page! If you 
know Postscript, you can use a 
text editor and add the needed 
line manually. 
If you're not directly hooked up 

to a laser printer and you want to 
use LUP, there is provision for 
saving the PostScript interpreta
tions to disk for printing at a later 
time. But, for some reason, LUP 
will save the PostScript interpre
tation of images in a file separate 
from the formatting information. 
Ostensibly, this is so the same 
format can be used with other im
ages. Unfortunately, this means 
the user must download first the 
PostScript format file, then the 
PostScript image file, and finally 
the PostScript command Show
Page, which spits out the fin
ished page. 

As I said before, LUP is a 
very useful program for someone 
with background in PostScript, 
or at least someone who has a lot 
of time to poke around and ex
periment. For the first time user, 
however, it can be either very 
frustrating or very expensive. 
LUP is not a beta product and 
these are significant gaps that are 
a barrier to much of its potential 
market. One can only hope that 
the same ingenuity that pro
grammed the image handling rou
tines will be applied to make the 
program truly "user friendly. 

Laser Up! Print 1.2 $79.95 

S. Anthony Studiuc; 
889 DeHaro St. 
San Francisco, CA 94107 

1-(415-)826-6193 



Publisher Plus (continuedJrompage28) 

text unreadable. Furthermore, 
the program does not make any 
use of the function keys, nor 
does the program provide key
board equivalents for many of the 
menu operations such as the 
Continue operation for flowing 
text or the tiresome Reflow oper
ation. 

Any menu operation which 
uses a file requester automatically 
reads from the Publisher disk and 
you must wait until the files and 
directories are loaded before you 
can select another device. The 
program should allow you to se
lect the device you wish to load 
from. By using FACC II, this 
problem can be lessened, but it 
also makes expansion ram a re
quirement to avoid guru errors. 

Our personal feelings about 
Publisher PLUS spring from a 
strong feeling that you have to 
print on a laser printer if you 
want to call it Desk Top Publish 
We prefer City Desk as a pub
lisher program, simply because it 
supports the cheaper LaserJet and 
because City Desk is better suited 
for longer documents. These 
two programs, though having the 
same objective of composing a 
printed page, go about it in such 
different ways that it is tempting 
to compare them. For instance, 
they differ in the way they speci
fy fonts (mouse clicks on the 
screen versus embedded com
mands). Both methods, howev
er, can be troublesome, and we'd 
say it's about a standoff in over
all inconvenience. The screen 
display of Publisher PLUS is 
substantially better and truer to 
the printed page than City Desk. 
Graphics are handled in a very 
similar manner in the two pro-

grams, but City Desk does it 
much faster. On the other hand, 
Publisher Plus does a better job 
of handling the shading of the 
images and the printed results are 
very satisfactory. Editing on the 
screen, which you can do with 
Publisher PLUS, but not with 
City Desk, is a big plus for P+. 
City Desk has many more con
trols on how the type will be set, 
making it more versatile but, of 
course, more complicated to use. 

All of the current programs in 
this price range leave something 
to be desired when used for tasks 
of any complexity. Someone 
who wants a program to create 
short documents with mixed 
fonts and graphics may find Pub
lisher Plus suits his needs very 
well. It is certainly an easy pro
gram to use, even with its incon
veniences. To be used well 
however, be advised that expan
sion ram is a definite necessity 
for this, or any, DP program. 
Version 1.3 of the Amiga Work
bench (due anytime now, and 
said to support 24-pin dot matrix 
printers) should enhance the 
printouts of dot matrix DP pro
grams neven further, and offer 
faster output as well. 

Publisher Plus 
Introductory Price $ 99.95 

Brown Wagh Publishing 
16795 Lark Ave., Suite 210 
Los Gatos, Ca. 95030 
1-800-451-0900 
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Deluxe MIDI 
Interface 

There never was an extreme 
abundance of Amiga specific de
velopers supplying MIDI inter
faces for the AlDOO, but they 
could be had. The pin outs on the 
serial ports of the A500 and 
A2000 were changed, removing 
a 5 volt supply line that had pow
ered many an AlO00 interface. 

Not to worry, Hypertek/Silicon 
Springs has introduced a full fea
tured MIDI interface for the new 
Amiga models. Not only does 
this unit provide you with the 
standard in/out ports; it also in
corporates switch able input/ 

output ports. On the input side, 
you can switch between a MIDI 
in or the RS232 pass through. 
The output ports can be config
ured via a second switch for an 
out or through operation. 

A high quality cable assembly 
extends from the box with a 
molded serial connector at the 
end. The cable measures in at 
about 3 feet in length. This extra 
length should prove to be a life 
saver for us already over crowd
edMIDIacs. 

Deluxe MIDI interface $ 89.00 

HyperteklSiIicon Springs 
#120-1140 Austin Ave. 
Coquitlam, BC Canada V3K 3P5 
1-604-939-8235 
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As S e mPro (continued from page 43 ) 

ALIGN. Other compatibility dif
ferences must be worked around. 
For example, the syntax for local 
labels is different. AssemPro 
uses ''\1:'' as the label, Motorola 
uses "1$:". AssemPro IN
CLUDEs can be nested deeper, 
but they're logically different in 
that AssemPro's are treated as 
Macros are, with local variables, 
while Metacomco's aren't. This 
usually requires a bit of rewrit
ing, but at least, if you've got 
both books, it's no great prob
lem. There are bound to be other 
differences; no real problem if 
you're writing original code, but 
if you're assembling code written 
with other assemblers, this can 
be a concern. 

In my opinion, the greatest 
problem with AssemPro is that it 
forces the entire file to be assem
bled at once. You can use IN
CLUDE so that the entire pro
gram doesn't have to be edited at 
the same time, but it does have to 
be assembled all at once. And 
there's no support for any direc
tives similar to Metacomco's 
XREF and XDEF codes, which 
allow an assembly program to 
externally reference variables and 
specify external variables to be 
resolved at link time. 

There are generally two advan
tages to separate assemble and 
link phases. First of all, this al
lows very large programs to be 
assembled as separate modules, 
and each module can have local 
symbols. This is only really an 
advantage if you have a linker 
that's much faster than your as
sembler. In the case of Assem
Pro, it's a pretty close cal1. It's 
much faster than the Metacomco 
assembler and linker, and at least 
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for the few programs I assem
bled with it, much faster than the 
Lattice assembler and the BLINK 
linker. The fact that INCLUDEd 
files have local symbols makes 
sense now if you consider the 
INCLUDE mechanism a substi
tute for separate modules. 

The other advantage of separate 
modules is not addressed as well 
in AssemPro, and that's the de
sire to mix various code mod
ules. I may have some startup 
code written in assembly, some 
database functions written in C, 
more sections perhaps written in 
Modula2, FORTRAN, or LISP. 
If each package supports the 
standard object format, at least as 
an option, then I can link them all 
together. If not, I either have to 
resort to some kind of kludge, or 
I'm out of luck. And I may not 
even have the source to some 
code modules. 

CONCLUSIONS 
AssemPro offers the first inte

grated development environment 
for the Amiga and is a fine pack
age for anyone who wants to 
learn Amiga assembly. Its espe
cially good if you're coming 
from a BASIC environment and 
are not very familiar with the CLI 
interface. You will, however, 
need more than just the Assem
Pro manual. A good book on 
68000 assembly language and a 
good Amiga OS book, such as 
the Rom Kernel and Intuition 
manuals is a must. (That's true 
with any language; you'd need a 
good book on C and a good 
Amiga OS book to do much 
Arniga programming in Lattice 
or Aztec C, too.) This assembler 
is also the fastest way you can 
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write an assembler program on 
the Amiga, and makes good use 
of the Intuition interface without 
forcing you to use menus where 
key- strokes might be faster. The 
integrated debugger is also a very 
welcome addition, and likely to 
make even an expert's program 
development go much faster and 
smoother. If you're writing all 
your own code and you're inter
ested in development speed, then 
AssemPro is for you. The only 
real problem I see is if you're 
mixing assembly with other lan
guages. That's probably not a 
very important concern, since 
most high level languages today 
include either their own assem
bler, a way to code assembly lan
guage in -line in an HLL pro
gram, or in some cases both. But 
if your favorite compiler doesn't, 
then AssemPro isn't what you're 
looking for. If you count on 
linking your assembly code with 
external object modules, then As
semPro isn't for you either. In 
short, I believe AssemPro is a 
fine assembler for most needs. 
Even when working on a signifi
cant amount of assembler code to 
be called from C, I would use 
AssemPro to get the code up and 
running, then re-assemble it with 
the Lattice assembler for linking 
into C. While it's not perfect, I 
can definitely recommend As
semPro for its speed and integrat
ed environment. 

AssemPro $ 99.95 

Abacus 
5370 52nd Street S.E. 
Grand Rapids, MI. 49508 
1-(616)-241-5510 



Double your pleasure with this dual 3 1/2" disk drive for your Amiga 

by Walter Steuber 

We all know that a serious 
Amiga user must have a second 
floppy disk drive, but how about 
two or even three external 
drives? How about having DFO, 
DFl, DF2 and DF3 all in opera
tion at the same time? Comp-U
Save makes this possible with a 
self-powered unit that includes 
two external drives in one cabi
net. It can connect directly to the 
Amiga and work as DFI and 
DF2, or it can plug into the Ami
ga-l ° 10 external drive where it 
will work as DF2 and DF3. No 
need to worry about taxing your 
Amiga's power supply here as 
the Comp-U-Save unit is fully 
self powered via it's AC cord. 

The two drives reside in a sol
idly built metal case that is a little 
smaller than two 1010's side-by
side. Although I was a little ner
vous about heat build-up with all 
my components so close togeth
er on my crowded computer 
table, the Comp-U-Save drive 
did not develop any noticable 
heat during use. 

As librarian for my local Ami
ga user's group, the most obvi
ous use was to test out the unit 
by making multiple copies of 
disks. I pulled out Marauder II, 
a diskcopy program that can 

DF1 DF2 

--------- Comp-V-SRve ----------

handle four drives at a time, and 
proceeded to rev up the drives. 
Marauder took its usual quick 79 
seconds to read a disk into the 
Amiga's memory, after which I 
inserted new disks in all four 
drives, pressed the GO button, 
and started a timer. The Comp
U-Save drives kept pace with the 
Amiga versions, readily stepping 
in time as the program se
quenced the disk write operation 
through the chain of drives. 

I also ran a variety of commer
cial software, some with copy 
protection, and found that the 
drives performed well with the 
programs I tested it with. The 
sound of the heads moving in 
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the Comp-U-Save unit seemed 
louder than that of my Amiga 
drives, but this could be a result 
of the vibration being amplified 
by the sheet metal casing. 

If you have not yet purchased 
an Amiga external drive, and you 
are not prepared to drop the $800 
or so dollars for a hard drive, 
you may want to consider the 
Comp-U-Save dual drive as an 
alternative. 

Dual Amiga Drive $395.00 
Comp-U-Save 
414 Maple Ave. 
Westbury, NY. 11590 
In NY State: 1-(516)-997-6707 
Outside NY: 1-(800)-365-9997 
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New Low Prices! 
SupraDrives for the 

Amiga 500/ Amiga 1000 

20MB SupraDrive $ 799.00 
30MB SopraDrive $ 995.00 
45MB SupraDrive $1195.00 
60MB SupraDrive $1795.00 

Improve Your Computer's Performance ... 

• 20, 30, 60, and 250MB Capacities 
• Real-time Clock With Battery Back-up 

(Optional on Amiga 5(0) 

• SCSI Expansion Port (DB-25 Connector) for 
adding additional SCSI Devices 

• 1MB, 2MB, and 4MB RAM expansion 
capability in the SupraDrive Interface 

• Amiga Buss pass-through 

• Direct Memory Access (DMA) interface for 
high-speed data transfers 

• Mounts internally in the Amiga 2000 
• 20, 30, and 60MB Capacities 
• SCSI expansion port 

... With a SupraDrive. 

1133 Commercial Way I Albany, OR 97321 U.S.A. 
Phone: (503) 967-9075 I Telex: 5106005236 (Supra Corp) 

AMIGA is a registered trademark oj Commodore-Amiga Inc. 




