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Your Day! 
Now you can shoot the bad guys with this real-time 
action shoot-'em-up adventure. Just connect the 
Actionware PHASER'· to the game port (or use your 
mouse) and you're ready to combat evil in an exciting 
action packed world! 

It's your choice . . . CAPONE ™ gangsters in Chicago, 
P.O.W.TM enemies in Asia, CREATURETM aliens aboard 
your spaceship. 

Each Action Adventure only $39.95 
Actionware PHASER (optional) $49.95 

Actionware Corporation 
38 w 255 Deerpath Road Batavia, Illinois 60510 
AVAILABLE ONLY FOR THE AMIGA WHICH IS A TRAOEMARK OF COMMODORE·AM IGA 
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On Point 
Notes from editor, Tom Bucklin 

I'd like to start off this month 
by thanking all of you folks who 
took the time to call in and write 
to express your approval of our 
April WorkBench 1.3 coverage. 
Many of you said that youfelt 
our coverage of the subject was 
the most comprehensive of any 
magazines dealing with the sub
ject. We appreciate your encour
agement. 

Although 1.3 is a tough act to 
follow, we feel this month's is
sue has it all. During April 29th 
through May 1st, Commodore 
held its Amiga developer's con
ference. During the conference, 
a number of official announce
ments were made concerning the 
upcoming evolution of Amiga 
products. Read about them in 
our coverage of the event imme
diately following. 

For the video enthusiast, we 
take a look at Progressive Peri
pheral's new genlocking device, 
ProGen. As you'll see in Tom 
Reed's article, we put the unit 
through some extensive compar
isons using sophisticated equip-
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ment. Along the same lines, De
luxe Productions and Video Tit
ler 1.1 are reviewed this month. 
Working together, the ProGen 
and these new video accessories 
can help you to achieve profes
sional production results on 
your Amiga. 

While we're on the topic of 
productions, guess what those 
movie-maniacs at Cinema ware 
have been up to. Their latest ef
fort, The Three Stooges, is an 
incredible piece of program
ming, graphic, and sound inno
vations wrapped up into one 
heck of an entertaining pro
gram. While strictly maintaining 
a professional attitude and a 
journalistic motive, I "tested" 
the program just to make sure 
there was no harmful side ef
fects to extensive game play. 

Gold Disk has released ver
sion 1.1 of their Professional 
Page desktop publishing sys
tem. First on the scene with a 
product to support the needs of 
"serious" desktop publishing, 
Gold Disk has now provided 
support for the rest of the com
munity by incorporating print-
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ing of your documents through 
Preferences, and its associated 
printer drivers. You can read 
about the many other enhance
ments to the program in our re
view within. 

Well, we've had our share of 
products developed for the 
AlOOO, and now, the A2000 has 
experienced an onslaught of 
hardware development recently. 
A500 hardware products, al
though forthcoming as well, 
have not seemed to be coming 
down that proverbial pike quite 
as fast. Progressive Peripherals 
must have been growing impa
tient as well, because they have 
just begun shipping their EXP-
1000 memory module for the 
A500. In our review, we dis
cuss not only the performance of 
the unit, but also talk a bit about 
what's required in the way of 
skill level to install such a de
vice. 

Until next time, enjoy our June 
issue. 



When it's Time to Get Organized, 
WordPerfect Library'"is the Key. 

Whether you're a new Amiga user or a seasoned professional, 
WordPerfect Library's integrated programs make it easy to organize 
your appointments, notes, files, and programs. 

The Calendar program keeps track of your daily schedule and will 
remind you of important appointments by sounding a preset alarm. 
From the information on your Calendar, you can print memos and 
to-do lists for each day, week, or month. 

Library's Notebook program can organize a collection of information 
into separate records, containing everything from recipes to mailing 
lists to telephone directories. Each Notebook file is saved in Word
Perfect Merge format, allowing you to easily transfer the informa
tion to a WordPerfect document. 

The Calculator program is designed to meet a variety of needs 
with financial, programming, and scientific functions . For example, 
with the Financial calculator, you can amortize a loan or calculate 
the future value of a la-year bond. 

The File Manager helps you arrange your program and data files 
into workable groups. You can delete, rename, print, mark, or look 

at a file from the File Manager screen and sort files by name, size, 
or date. Changing directories is quick and easy. 

For those who need the power of a text editor, Library's Program 
Editor includes such features as Duplicate Line, Hex Edit, List 
Files, Macros, Search/Replace, Separate Printing, and mUltiple 
Block functions. 

Like other WordPerfect Corporation products, WordPerfect 
Library is easy to learn with its intuitive commands and on-line 
help. Full documentation and toll-free support are also included with 
each package. And at $129.00, you can't find a better value. 

For enhanced office productivity, the key's within easy reach: 
WordPerfect Library. Contact your local dealer or 

WordPerfect 
CORPORATION 

1555 N. Technology Way· Orem. Utah 84057 U.S.A. 
Tel: (801) 225·5000 . Telex: 820618 . FAX: (801 ) 227-4288 

WordPerfect is a registered trademark and WordPerfect Library is a trademark of WordPerfect Corporation. AJI other brand and 
product names are trademarks or registered trademarks of their respective companies. 



Devcon 

by Steve Dock 

Over 300 people from 
180 different organiza
tions attended the 1988 
Commodore Develop

ers Conference, which was held 
from April 29 to May 1 in Wash
ington D.C. They came to talk to 
Commodore and other develop
ers about Amiga hardware, soft
ware, and marketing. Gail Well
ington, General Manager of 
Product and Software Support, 
gathered the LosGatos, West
Chester, and German Amiga 
teams into one place so that 
questions would receive an
swers. The three day program 
focused on Workbench 1.3, 1.4, 
and new hardware products 
which Commodore has recently 
announced. Amiga developers 
heard about autoboot devices 
from Bart Whitebook, about 
printer.device from Dave Bere
zowski, programming for 
68020's from Dave Haynie, and 
Transputers from Dieter Priess. 
Of course Dale Luck and R.J. 
Mical participated in several tech 
sessions. However, Gail provid
ed more than technical expertise 
for this get together. Some of the 

4/sENTRY 

sessions had to do with market
ing. Commodore's PR firm, 
Fleishman Hillard, was on hand 
to teach Amiga developers how 
to "get good press". Commo
dore personnel staffed several 
sessions on topics like "So you 
want to sell your product", and 
"Expanding your Market to other 
countries". Given the small size 
of most Amiga developers, these 
sessions provided vital informa
tion, which was much appreciat
ed by those I talked with. 

The conference began with an 
address by Dr. Henri Rubin, 
Chief Operating Officer, Com
modore International, and ended 
with a banquet and speech by 
Gail Wellington. In between, 
there were product introduc
tions, arguments, and awards. 
Every attendee left with a 4 inch 
thick book of technical papers, 
the Gamma 7 release of Work
bench 1.3, and a Kickstart 1.3 
ROM. A few lucky ones also re
ceived the new Obese Agnes 
chipset, which lets an A500 or 
A2000 address 1 megabyte of 
CHIP ram. 

In the April Sentry, we dis
cussed Workbench 1.3 in detail. 
This update to the Amiga Operat-
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ing system has been undergoing 
final testing and will ship 
"soon". Most developers have 
had ample time to test and adapt 
their products to the new fea
tures, and few bugs have been 
swatted. The only change from 
our April report is that the recov
erable ram disk will be called 
RAD:, and a command to re
move it has been added. Al
though Kickstart 1.3 in ROM 
was distributed, no specific mar
keting information was an
nounced, i.e. price, availability. 
We did get specification on sev
eral hardware products for the 
first time. 

The A23286 AT Bridgeboard 
will run at 10 MHZ and does in
clude a slot for the 80287 math 
coprocessor. It also comes with 
1 megabyte of RAM on board 
and a disk controller for both 3.5 
and 5.25 inch drives. The 
A2024 High Res Monochrome 
monitor will have a 15 inch diag
onal screen, and will require an 
Amiga with a minimum of 512K 
chip ram and 1 full megabyte of 
total ram. It supports resolu
tions of 704 by 200, 704 by 400 
and 1008 by 800. All of these 
resolutions are non-interlaced 
and limited to four shades of 



grey. An official announcement 
during the conference introduced 
the ECS, Enhanced Chip Set for 
the 500 and 2000. This is a new 
set of Denise, Fat Agnes, and 
Gary chips which will support 
the existing screen resolutions, 
and a new 600 by 400 non
interlaced mode. This new mode 
will give Amiga owners a flicker
free high-res color display. The 
video bandwidth of the current 
machines will limit this new 
mode to 4 colors from a palette 
of 64. Other requirements for 
the non-interlaced mode is a 
monitor capable of 31 KHZ and 
KickstartIW orkbench 1.4. Com
modore will soon introduce a 
"BiSync" monitor (A1950) capa
ble of meeting this requirement, 
and 1.4 is due by the end of 
1988! 

Much of DevCon focused on 
1.4 even as 1.3 makes its way to 
the marketplace. The 1.4 release 
of Amiga Dos will include a 
character mapped console device, 
bitmap scaling, colorfont sup
port, overscan support, prefer
ences from files, and various 
changes to the intuition gadgets 
and workbench screen. Commo
dore earnestly sought input from 
the developer community and 
certainly got plenty. Some of the 
major areas of contention were: 
operating system language- As
sembler vs. C ; interprocess 
communication - Arex ; alterna
tives to .info files for icons; and 
support for multiple serial ports 
and networks. Although I'm 
pleased to see Commodore de
vote resources to Operating Sys
tem improvements, it will proba-

bly take some time using 1.3 be
fore we can really prioritize fea
tures of 1.4. Other items of in
terest from Commodore included 
a 25 MHZ Motorolla 60030 run
ning in a 20000, and an expan
sion box for the 500 with a 20 
meg harddrive and 2 megabytes 
of memory. These are not yet 
products but could very well be. 
One new product was dicussed, 
the A2350 Professional Video 
Adaptor for the A2000. This de
vice will combine professional a 
quality Genlock, real time frame 
grabber, and video digitizer into 
a two board set (Sounds a lot 
like the NewTek Video Toaster 
to me). There were also promis
es of updated technical documen
tation by Addison Weslely before 
the end of the year. A new set of 
ROM manuals, etc will be cur
rent with 1.3. Microsoft is also 
in the process of updating Amig
aBasic. 

I should mention that the clos
ing luncheon featured a few 
awards. Fred Fish was recog
nized as the person who has con
tributed the most to the Amiga 
community, and ten others were 
recognized for their contributions 
to BIX and the telecommunica
tion networks. Dave Haynie, 
Commodore Hardware Engineer, 
was cited as the #1 contributor in 
this area. He quickly assured his 
bosses that none of this work 
was done on company time. 

Not all of the excitement came 
from Commodore. The develop
ers were given opportunities to 
show off their latest efforts, and 
several caught my attention. Ex-
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cellence from MicroSystems is a 
very full featured word proces
sor, and it was very near to com
pletion. Britanica Publications 
will soon introduce Amiga ver
sions of their educational soft
ware. Progressive Peripheral's 
showed a new 3D modeling 
package, and announced that they 
will be marketing the ASDG 0-8 
Meg memory board. Mindware's 
PageFlipper Plus was seen run
ning excellent animated demos. 
Paul Montgomery of DigiTek 
was talking up DigiView 3.0, and 
promised that the Video Toaster 
will be available for owners of 
1000's and 500's soon after the 
2000 version. That's very good 
news. Initially, many thought 
that high end video would be lim
ited to the 2000 since it has a spe
cial video slot not available in the 
other two Amigas. 

Bethesda Softworks, the folks 
who gave us GridIron, demo'd a 
soon to be released Ice Hockey 
game. It will feature multiple 
coaching options, two player 
mode, player statistics, and digi
tized video clips during penalties 
and fights. The user interface for 
selecting options was very 
unique. Using the mouse you can 
select any option, and by rolling 
up and down, set the value. The 
whole game is written in assem
bler and looks likes something 
special. 

ASDG introduced a brand new 
concept in Amiga peripherals - a 
bus convertor. Plug this card 
into your A2000 and you can 
snap on two MultiBus modules. 

( continued on next page) 
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Devcon 88 ( continued from previous page ) 

The Intel MultiBus standard is 
widely used in process control 
and industrial applications. What 
this means is that you can pur
chase a module with 4 serial 
ports, or an IEEE 488 controller, 
a SCSI controller, or many more 
MultiBus modules and pilt them 
to work in your system. This 
nifty card opens up hundreds of 
possibilities which would other
wise be uneconomical for the 
Amiga Market. ASDG has devel
oped software to work with their 
card, and urged the developer 
community to take advantage of 
this project. 

The final project I'll talk about 
is C-LTD's LazerXpress. We 
hear a lot about the Amiga as a 
high end desktop publishing sys
tem, but C-LTD has put together 
the first working example I've 
seen. How would you like to 
take a page of printed material 
and read it into your Amiga as 
ASCII text in a few seconds. 
Next, transfer a full page draw
ing into the same Amiga. Now 
combine them, moving around 
and enhancing the text with fonts 
and styles, and print the com
bined image out on a laser printer 
in just 8 seconds. Please note that 
the text will be rendered as 300 
DPI fonts. Sound too good to be 
true? Well, I watched it happen. 

Ed Lippert of C-LTD has pack
aged several stock components, 
and some very custom software 
to make this possible. Start with 
a Dest PcScan Plus scanner. This 
unit is the top of the line and can 
do both optical character recogni
tion and bitmap scanning. C-LTD 
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Asamp/eof 
graphic out
put from 
C-Ltd's 
LazerXpress 

has acquired software to accept 
the text and images from the 
scanner and load it into a "virtual 
page" which keeps 300 DPI res
olution for documents of 8.5 by 
11 or 14 inches. Ed has devel
oped Amiga Libraries to open a 
24500 by 33000 pixel bitmap in 
RAM and use this bitmap as the 
virtual page for software opera
tions. When you are ready to 
print, a special printer driver 
takes the data directly from the 
virtual page and drives the laser 
at 200 KB per second. No 
recomputation or page construc-
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tion in the printer. The result is 
very fast, very high quality print
ing. The printer is a RICOH en
gine with a special SCSI inter
face. This system requires the C
LTD SCSI controller card, which 
handles the scanner as well as the 
printer. 

One other key component of La
ser Express is a set of 20 fonts 
ranging from 4 to 72 points, and 
including bold and italic, all 
created by ED in 300 DPI. When 
an Amiga application uses these 
fonts and the virtual page, the 



quality of printed output is equal 
to postscript. These are the same 
fonts which C-LTD sells with the 
JetSet utility for HP Laserjet 
owners. Did I mention network
ing? Since the scanner and laser 
are connected to the SCSI con
troller, several more Amiga's 
could share the same controller to 
form a publishing network. Even 
a 512K A500 could run the virtu
al page software (at 150 DPI), 
use the hi-res fonts and scanner, 
and produce high quality output. 
Each Amiga would have to be 
equipped with the $195 C-LTD 
SCSI controller. "Enough", you 
say ... "how much and when?" 

Like most developers, C-LTD 
is aiming for the Comdex Spring 
show in late May. The LazerX-

------~--~.- - --

press package, including the la
ser printer, virtual page libraries, 
fonts, and three applications, will 
retail for $2499. The applications 
which will be specially adapted 
for LazerXpress are, Publishing 
Partner Professional, Express 
Paint (an enhanced version with 
keyboard equivalents), and 
Quick Cad from SoftCircuits. Al
most any Amiga software will 
work with this system, but the 
special versions will use the vir
tual page for printing, rather than 
the Amiga printer device. C-LTD 
has a special printer driver which 
will work with preferences, but 
can not match the 8 second speed 
for full page complex graphics. 
The PCScan Plus will also be 
available from C-LTD with soft
ware for $2499. (This same unit 

sells for $3500 in the IBM mar
ketplace). If it's as easy to adapt 
software to the LazerXpress as 
Ed claims, I suspect we'll be see
ing a very positive response to 
this innovative project. Maybe 
the same concepts could be ap
plied for owners of LaserJets or 
even 24 pin printers with 300 
DPI. 

The 1988 DEVCON was an in
formative and upbeat experience 
for the Amiga developer commu
nity. Commodore is to be com
mended for a well organized and 
open conference. The developer 
community seems ready to take 
advantage of 1.3 and the growing 
sales of Amiga. Look out Com
dex... 1,000,000 Amigas by end 
of 1988!! 

Version 2.0 

A Major New Release • Now with fast ray-tracing-like results 
The most powerful 3D animation system for the Amiga just got even better! The new VideoScape 3D 2.0 
includes many powerful new features and enhancements including: 

• Smoothly-rounded object surfaces and reflective chrome give fast but realistic results 
which are comparable to much slower ray-tracing programs. 

• HAM support lets you use all 4096 colors at once for special effects. Use different 
palettes for foregrounds and backgrounds. 

• HalfBrite support allows 64-color palettes in low resolutions. 
• Hierarchical motion lets you move an object relative to an object to which it's attached . 
• Severe overscan provides the maximum possible overscan available on the Amiga. 
• PAL video support for European and Australian PAL Amigas. 
• More light sources for better effects and heightened realism. 
• Much smaller ANIM files take up less disk and RAM space. 
• And many more new features. 

COMING IN JUNE 
For more information or to find the dealer nearest you : 
(213) 392-9972. To order direct from Aegis: (800) 345-9871 

Another new Aegis program for the 
Amiga-Aegis Modeler 3D an easy-to
use 3D modeling program for creating 
VideoScape 3D obJ·ects. Aegis Videoscape 3D. Aegis Modeler 3D are Trademarks of Aegis Development . Inc. 

'--__ ...:....-_--'-____ -' Amiga is a Trademark of Commodore~Amiga, Inc. 

JUNE 1988 

2210 Wilshire Boulevard, Suite 277 
Santa Monica, CA 90403 
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Hi-Res Desktop Presentation from Electronic Arts 

by Paul R. Miller 

D eluxe Productions is 
billed as a video pro
duction program for 
the creation of Ii ve 

presentations for business, edu
cation or entertainment, or for 
the creation of graphics for live 
or pre-recorded video. Working 
exclusively in 16 color hi-res 
mode (normal or overscan), 

"Dprod" enables smooth (dou
ble-buffered) two-dimensional 
animation of "brushes" over pic
ture backgrounds, along with 
color-cycling, a wide variety of 
transitions ("wipes") for both 
backgrounds and animated ob
jects, full control of playback 
with mouse, keyboard, or even 
remote control, and chaining of 
productions for lengthy presen
tations. One of the major achiev
ments of Deluxe Productions is a 
completely graphic interface 

The main screen uses the familiar 
story board approach for production layout 
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which makes full control of ani
mation paths, "wipes" of back
grounds and objects, speed of 
movements, duration of events, 
chaining and looping of produc
tions, editing (cut, copy, paste), 
control of playback modes, and 
full preview of all aspects of 
production easy and intuitive. 

Deluxe Productions arrives in 
the usual handsome box with 4 
disks and a 150 page manual in 
the now familiar "Deluxe" for
mat: Introduction, Getting Start
ed, Tutorial, and Reference sec
tions. The four disks consist of: 
Program (boot disk), Utilities, 
and 2 Art Disks (one for tutori
als, one for general use). As be
fits this professional program, 
there is no copy protection. 

Dprod requires a minimum 1 
meg RAM, but if you don't want 
to wait for segments to be loaded 
from the program disk, you'll 
need 1.5 meg. You also need to 
free all the CHIP RAM. The 
Program disk will take care of 
this for you, but if you boot 
from another Workbench, or use 
a hard drive, you'll need to 
check startup-sequences to clear 
buffers to floppies, and make 

( continued on page 10 ) 



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)@!@I 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 CLI utilities. 

The Disk Mechanic requires an Amiga with Kickstart 1 .2, and at least 512K of 
memory. It works with all standard hard and floppy disk drives. 

~~@[9) ~@D~DOl)@~ 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 todayl 

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 



Deluxe Productions ( continued from page 8 ) 

certain your mount list buffers 
for the hard drive only use fast 
ram. A program like this will de
rive great benefits from a hard 
dri ve and RAM expansion. 

The structure of a production is 
a clear 3 level hierarchy that is 
wonderfully supported by the 
graphic interface. A single pro
duction can contain up to 12 
scenes. Each scene consists of a 
background picture with up to 5 
"clips" (moving objects). A clip 
is the control of a single object's 
appearance, movement, duration 
and removal. Object movement 
is accomplished by plotting a 
path of up to 10 points (on 
screen, by mouse movement or 
number entry). The appearance 
and transition of background pic
tures are controlled by "wipes"-
there are 40 different types (from 
simple fades to complex spirals 
and mosaics). Wipes also apply 
to objects--here there are 10 vari
ations that are selected for "object 
on" and for "object off". 
Editing also occurs at 3 levels: 

Production: cut, copy, and 
pasting of scene order, looping 
and chaining of productions, 
load and save, and preview of 
productions and scenes 

Scene: cut, copy, and past
ing of clips, pauses, background 
color cycling, wipes, loading of 
backgrounds, and previews of 
backgrounds, scenes and ranges 
of clips 

Clip: control of object path; 
pauses, object movement speeds; 
color cycling, on and off wipes, 
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A variety of effects and smooth 
scrolling highlight DeluxeProductions' features 

and color assignment (more on 
this later)--again with preview of 
objects and clip action 

Playback options allow "VCR 
mode" for continuous play (with 
pause, reverse, and loop options) 
or "Slideshow" mode, which 
pauses for operator prompts be
tween scenes and clips (also with 
forward and reverse options)-
good for live presentation with 
narrative, and useful for overlay
ing graphics to pre-recorded vid
eo. Other options provide for 
verifying the existence and integ
rity of productions prior to play
back (eliminating the possibility 
of your embarrassment in front 
of your audience), audible or vis
ible pause prompts (a handy fea
ture for formatting disks while in 
the program), and printing of 
screen graphics or program 
scripts. The latter are especially 
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valuable for live business presen
tations, as you can produce both 
hard copy screen shots, and have 
a full production script showing 
all the scenes, objects and clips 
with a complete listing of settings 
of all the parameters to guide you 
through your performance. 

Deluxe Productions provides 
three tutorials with ready-made 
backgrounds and objects which 
are quite well thought-out, and 
lead the user through all the fea
tures of the program in a nice se
quence. You can easily do all 
three in an evening--I had no 
problems at all and everything 
worked. I especially appreciated 
the fact that each tutorial states 
every step and doesn't assume a 
photographic memory, nor do 
they require constant page flip
ping to previous lessons. A typi
cal production sequence goes like 
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GREAT VALLEY PRODUCTS P.O. Box 391 Malvern, Pa. 19355 

The IMPACT 
Peripherals People 

High PeiformnnceAMIGAPeripherals 
IMPACT A2000-SCSl/RAM Controller 
The first MULTI-FUNCTION Expansion Adapter for the Amiga® 
A2000. Provides a high-performance SCSI hard disk controller 
as well as a 1 MB RAM expansion. 

• Combines ANSI X3T9.2 compatible SCSI controller and 1 MB 
FAST RAM on a single expansion board. 

• AUTOBOOT feature. With the V1.3 Kickstart and this feature, 
floppies will no longer be required to boot the A2000. 

• Fully AutoConfigures both the SCSI Hard Disk Controller and 
the 1 MB FAST RAM. 

• SCSI transfer rates up to 4 MB/SEC DMA design 
• Up to 1 M byte of zero wait-state FAST RAM. 
• External and internal SCSI connectors. 

IMPACT AutoBoot A500-HO/RAM Controller 
Provides a combination 20MB hard disk and memory expansion 
add-on subsystem for the Amiga A500. 

• Combines ANSI X3T9.2 compatible SCSI controller, 3.5" hard 
disk drive and up to 2 MB FAST RAM expansion for the A500, 
in a single compact, snap-on unit. 

• Uses its own power supply 
• AUTOBOOT feature. With the V1.3 Kickstart and this feature, 

floppies will no longer be required to boot the A500. 

For MORE INFORMATION and for your NEAREST • Fully AutoConfigures both the SCSI Hard Disk Controller and 
the (optional) FAST RAM. 

I SA I GVP DEALER, Call today .• 
~ 1-800-426-8957! 

• 20MB, 3.5" Hard Disk Drive mounted internally. 
• External SCSI connector. 

this: From the production screen, 
select a scene and load a back
ground picture. Now choose a 
Picture Wipe (from 40 available). 
Preview the background and 
wipe, if you like. 

Open the Scene Screen, reveal
ing 5 possible clips. Select the 
first clip and load an object (a 
"brush"--limited to a maximum 1/ 
4 screen size). Choose Object On 
Wipe (from 10); Choose Object 
Off Wipe (from 10). Choose 
Plot Path from the Clip menu. 
The background picture will be 
displayed along with your object. 
By moving the mouse and click
ing' you then select up to 10 
points to determine the movement 
path of your object. Select Clip 
Pause and set the duration of the 

clip. Now you further refine ob
ject movement by opening the 
clip screen which reveals 10 
pairs of X and Y coordinates, 
along with pause, speed, and 
time values for each. Here you 
can set exact numerical coordi
nates for location, set different 
speeds for each leg of an object's 
path, and vary the pause times at 
each point. Again, preview is 
available for each increment--this 
time from the Play Clip menu 
choice. If you've done several 
clips and want to try different ar
rangements, you can select a 
Play Clip Range preview screen 
and rearrange and view until 
you're satisfied. 

Because you are working in 16 
color hi-res mode, and with vari-
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ous backgrounds and brushes, 
you need a way to deal with color 
palette discrepancies. If you've 
preplanned, you would have re
mapped the brushes. If you ha
ven't, dProd gives you another 
method (and another nice 
screen)--the Color Assignment 
Screen. This screen displays 
both the picture and object pal
ettes and a double row of assign
ment gadgets for each color reg
ister. Here you assign various 
colors either to objects or to pic
tures (dProd remaps for you). 

A final touch is the addition of 
color cycling for your clip. A 
Color Cycle Requester provides 
up to three ranges, with control 
over order and extremely fine 

( continued on next page) 
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Deluxe Productions ( continued from previous page ) 

control over speed. This process 
can be repeated in a single pro
duction up to 60 times (12 
scenes, 5 clips per scene), and 
can be greatly automated through 
the use of cut, copy, and paste 
editing at the clip and scene lev
els. 

The Production is completed 
with the Options Menu, wherein 
you set the Playback Mode. In 
the VCR mode, motion and paus
es are preset and playback is con
tinuous. You can, however, stop 
and start, abort and even reverse 
the play, from keyboard com
mands. In Slideshow mode, you 
supply the timing between clips 
in an interactive mode, as dProd 
pauses for your response be
tween clips and scenes. Options 
are provided for a visible pointer, 
and for visible or audible "end 
beep" pause indicators. In Sli
deshow, the left mouse button 
provides forward/reverse control; 
the right, pause/resume; both 
abort clip (move to next clip or 
scene). Reverse play reverses 
only the sequence of clips, not 
the order of movement within the 
clip. Keyboard equivalents are 
available, and the package con
tains a flyer to order a remote de
vice for the ultimate in control. 

Lastly, the options menu pro
vides for verification of your pro
duction files and printing. Verifi
cation involves checking for the 
existence of necessary picture 
and object files and their availa
bility. Integrity goes farther and 
reads each file to certify that it is 
complete and uncorrupted. Print 
options will either dump a screen 
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or provide a complete production 
script. You will need to supply 
the appropriate printer driver 
from your Workbench disk. 

As a further bonus, the Deluxe 
package includes 4 utilities: 

The Player Program: In
stalled on another disk with the 
appropriate files, it allows stand 
alone playback. Just select the 
icon for the production and do a 
shifted double-click on the Player 
icon. Playback controls are sup
ported. 

The Mover Program: This 
automates storage of files and 
production script pathnames to 
other disks (a copying utility) 
and shortcuts what would be a 
tedious procedure by Workbench 
or CLI methods. 

Hard Disk Install: Another 
nice feature for non-CLI types. 
DProd is even up-to-date in pro
viding a DJO: gadget in its file re
questers and a mouse click op
tion for the assign command. 
The fonts, too, are all quite nice. 

If there are awards for program 
design, I think the authors of De
luxe Productions deserve a prize. 
The graphic interface is a joy to 
use, and it's even pretty to look 
at. Keyboard equivalents are in
cluded and will be welcomed by 
the seasoned user. 

The program won't do every
thing--it's two dimensional, ob
ject paths are segments of 
straight lines, and there is no 
sound. But what it can do, it 
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does well, and in a format that 
makes it possible for almost any
one to produce quite complex and 
professional results. 

The combination of graphic and 
numerical controls allows for 
both ease and precision (when 
necessary), and the gracious 
manner with which you can edit, 
fine tune,and preview means that 
this is a program that you will ac
tually use. If dProd doesn't offer 
the scope and flexibility of a pro
gram like The Director, that's 
okay with me, because it's a pro
gram that I can put to work right 
now. With only a few days use, 
I can already foresee a host of 
business applications. Deluxe 
Productions could prove to be 
one of the most effective pro
grams yet in the introduction of 
the Amiga into the "serious" 
business market. 

Deluxe Productions 
$199.95 

1 meg min., 
1.5 meg recommended 
Supports IFF standards, 
RAM disks, and overscan 

Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 

(415) 571-7171 



Don't fumble around with your Amiga files. Let QUARTERBACK manage your valuable 
data. The Quarterback sneak scores every time! 
QUARTERBACK is a FASTHard Disk to Floppy Backup Utility for the Commodore Amiga, featuring:· Fast backup 
- 20MB in less than 40 minutes· Uses two floppy drives for backup with automatic switching· Builds, sorts, and 
displays catalog of files and subdirectories· Provides Full/Subdirectory/Individual file backup/restore • Includes 
or excludes files by name (with wild cards), file date, or archive bit· Calculates the number of floppies you'll need 
before you start· Handles files of unlimited length, unlimited subdirectories and unlimited files per subdirectory 
• Automatically formats diskettes with no delay as it writes· Sequentially numbers and date/time stamps backup 

diskettes • Checks the sequence number and date/time stamp of each diskette before restoring files from it 
• Detects bad disks during backup or restore· Restores original date/time stamp, file notes, and protection bits 

on both files and subdirectories· Runs from Workbench or CLI • Produces backup/restore report to disk or 
printer· Beeps for floppy change· Accepts CLI parameters and batch command files· Convenient/user 
friendly error recovery· Multi-tasking· No copy protection· Works with all AmigaDOS 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. 

Convert C64/C128 Files to the Amiga! 
DISK-2-DISK" makes it easy and convenient to transfer 

C64/C128 files to and from the Amiga! DISK-2-DISK programs 
the Amiga model 1020 external 5.25" disk drive to read and write 
1541/4040 and 1570/1571 disk formats including 1541 "flippies". 

• Converts Commodore/PET ASCllto AmigaDOS standard ASCII 
and vice versa· Transfers word processing text files (such as 
PaperClip, SpeedScript and Pocket Writer) to and from the 
Amiga for use with popular Amiga word processors· Includes 3 
public domain programs for converting C64 Koala, PrintShop 
and Doodle files to IFF format· Finds and flags dialect differences 
between Commodore Basic and Amiga Basic files· Provides 
VALIDATE BAM and CHECK DISK utilities (VALIDATE BAM 
verifies the directory structure of the 1541 /1571 diskette; CHECK 
DISK reads every block of a 1541/1571 diskette to detect diskette 
errors) . 

DISK-2-DISK requires the Amlga model 1020 5.25" disk drive. 

Only $49.95 
plus $3.00 shipping and handling 

CA residents add 6% sales tax. 

Read/Write MS-DOS and 
Atari ST Disks on your Amiga 

00S-2-00S " Transfers MS-DOS and Atari ST Files To and 
From AmigaDOS! 

• Supports single and double sided 5.25" as well as 3.5" 720KB 
MS-DOS diskettes· ReadslWrites 3.5" Atari ST diskettes (GEM 
format) • Converts ASCII file line-ending characters and provides 
Wordstar compatibility • Supports full directory path names, 
with wild cards in the file names· Allows selection of MS-DOS 
and AmigaOOS subdirectory and displays sorted directory listing 
• Formats 3.5" and 5.25" MS-DOS diskettes· Provides duplicate 
file name detection with query/replace options· Provides TYPE 
and DELETE commands· Permits renaming of files where file 
name restrictions occur· Remains resident to permit AmigaOOS 
disk swapping. 

Only $55.00 
plus $3.00 shipping and handling 

CA residents add 6% sales tax. 

Central Coast Software TM 

268 Bowie Drive, Los Osos, CA 93402· Telephone (805) 528-4906· FAX (805) 541-4745 
Dealer Inquires Welcome 



EXP-IOOO 
by George Rapp 

Have you ever had trou
ble remembering 
things? Do you lack 
all the information to 

solve a problem? Have you ever 
felt that others expect you to do 
too many things at once? Have 
you considered that your Amiga 
500 might have the same prob
lem? Your Amiga needs memory 

to multitask, run larger programs 
and use graphics and sound. 
Progressive peripherals has pro
vided a low cost option for get
ting another one megabyte of 
ram internally. 

The EXP-lOOO is a new inter
nal memory expansion for the 
Amiga 500. Unlike several inter
nal expansion products for the 
Amiga 1000, this one auto con
figures, making it transparent to 
software and applications. It 

The EXP-JOOO board from Progressive Peripherals, 
shown with J Megabyte of ram installed 
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does not interfere with the func
tion of the standard 5I2K inter
nal expansion card from Com
modore or other manufactures. 
Why pick an internal RAM ex
pansion device? Installation is 
more difficult, but it can be more 
cost effective. An external device 
has to meet FCC limits for radio 
frequency interference, which 
means a metalized case, higher 
manufacturing costs, and some
times another power supply. An 
internal device does not require 
any shielding or special FCC 
compliance since it fits under the 
existing shield. It does have the 
drawback of complex installa
tion, and often requires a re
placement power supply for the 
Amiga 500. 

Progressive does recommend 
replacing your power supply, 
and also has a suitable one avail
able. It is a small rugged supply 
with a higher capacity and a 
short cable between the supply 
and the Amiga 500. The cable 
between the power supply and 
the wall outlet is a standard type 
with several lengths available, 
and is the same as the one in
cluded with the Commodore 
monitors. The switch is on the 

( continued on page 16) 



Incognito, the newest player in the Amiga software 
field, is introducing a full line of Amiga hardware and 
software. This line will include utilities, games, 
programming langauges and a full compliment of very 
affordable hardware for your Amiga 500, 1000 and 2000 
computers. 

The first of the new software is the Atredes line of 
telecommunications software. This will include a full 
Bulletin Board System as well as a well integrated 
Tenninal package. The Atredes system features a fully 
rewritten serial interface for fast and efficient 
communications. 

The Atredes Tenninal package will of course 
feature an Intuition type phone directory, which will 
include signon scripts and tenninal descriptions. Atredes 
will support all popular upload/download protocols such as 
X,Y,Z modem, Kennit, Sealink and windowed protocols as 
well. Atredes will also feature a "Multi-Link" protocol to 
allow parallel transfers and access to the host system. This 
Incognito developed protocol will be released into the 
public domain. As per the wishes of the authors and 
Publisher, our Atredes products will be accessible to the 

public for customization as desired. We at Incognito feel 
that our products are only made better by user interaction 
and modification. That is why the Atredes system is 
modifiable by our users. 

The Atredes Bulletin Board system is the star of 
bulletin boards. Boasting numerous security levels as well 
as a full remote sysop access system. Of course the 
Atredes BBS supports all of the popular transfer protocols 
as well as our "Multi-Link" protocol to allow the user and 
the sysop the maximum flexibility a BBS can offer. The 
BBS tenninal library will be available to users to allow 
expansion of the system for any purpose. Extensions to the 
system will be available to users through Incognito as well 
as through other companies. Incognito will announce these 
products as they become available. Call us for the details 
on the Atredes way of communications. 

Games? 
Incognito likes entertainment as well. Introducing 

the Real Life series of games that are as close to life as you 
would like them to be. We will be introducing several 
titles amoung which include: Dr. Morbid, Of the Flesh, 
Warlock and California Highway. 

INCOGNITO 
S oftw are 

34518 WARREN - SllTE 149 
WESTLAND, MI 48158 

(313) 255-5387 



Exp-lOOO ( continued from page 14 ) 

side of the supply. The EXP-
1000 is a two layer board that fits 
over the motherboard of the Ami
ga 500 (see photo) and in the 
place of the 68000 chip. The 
68000 is then plugged into the 
EXP-1000 board. 

The actual installation is a bit 
more involved. It does require 
one special tool called a Torx. 
This is a fluted, hexagonal varia
tion of a screw driver designed 
for machine assembly. In a 
pinch, a more common Allen key 

can work. Once you have the 
collection of tools, you must re
move the screws from the bottom 
side of the Amiga 500 and flip 
the machine over to lift the cover 
off. Next, pry up the tabs of the 
metal shield and remove the 
screws that hold it in place. Lift 
the keyboard up, and then the 
shield, and remove the keyboard 
connectors. This will give you 
complete access to the mother-
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board of the A5oo. At this point, 
static can be a real problem, so 
follow the instructions in the 
manual to minimize the chance of 
damaging your machine. The re
maining steps are spelled out in 
the manual for removing the 
68000, installing it on the board, 
and lastly, installing the board. 

It was this last step that proved 
to be the most difficult. The 
board design itself is well 
thought out and shows no extra
neous traces or jumpers. The 

manufacturing process was not 
up to the design standards. The 
board we received had bent pins 
and a bow in the smaller circuit 
board. This made the installation 
practically impossible. The board 
si ts over the motherboard of the 
A500. Because of the bent pins 
and tight space under the shield, 
the EXP-1000 hit a couple of ca
pacitors which lifted it out of the 
CPU socket. The only way to 
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keep this one sample functional 
was to physically hold it in place. 
Even the installation of the 68000 
on the EXP-IOOO proved to be 
difficult because the spacing of 
the socket on the EXP was nar
rower than the A500, which 
meant lots of careful and some
times nerve-racking alignment of 
the pins on a sensitive chip. 

The installation in our machine 
may be an unusual case since the 
placement of capacitors on our 
board was the main source of 

The board plugs 
into the A500 

motherboard at the 
vacated 68000 

socket ... 

... the 68000 is 
then replaced atop 

the EXP-IOOO 

trouble. The bow in the EXP-
1000 only compounded an exist
ing problem. Progressive has 
been a very responsive and re
sponsible company to deal with. 
If time permitted, I am sure that 
they would attempt to remedy this 
one manufacturing defect. The 
board does show an intelligent 
and functional design. It has a set 
of pins that protrude above the 
board as a possible conduit for 
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future expansion. It is unique in 
design in being an internal auto 
configure device. It does this by 
having its own subset of the ex
pansion bus circuitry. I was also 
impressed with the care with 
which it is packed and shipped. 
Progressive selected a packing 
material and method that meets 
Federal specifications for packag
ing and packing. 

I find it an impressive design, 
but is it right for the A500 own
er? To answer that, you, the 
buyer, will have to ask yourself 
some honest questions: 

Do you or a friend have the ex
perience necessary to remove and 
replace large ICs. Do you have 
the patience to deal with a poten-

tially difficult installation? Do 
you wish to forget about future 
additions of an 68020/68881 ex
pansion like the Hurricane Card? 
Is your machine out of warranty? 

If you can answer "yes" to all 
of these questions, then this is a 
very good way to expand your 
machine to two megabytes, as
suming you have the standard 
512K expansion board already 
installed, without having to get a 
second mortgage. 

Otherwise, you may be better 
off with one of the external ex
pansion boards which are now 
being manufactured by a number 
of companies. This becomes es
pecially true in the case of the 
non-mechanically inclined. Real 

damage can be done to the A500 
motherboard by those not used to 
working with high-density, thin 
diameter tracings. 

But for those who feel compe
tent, the EXP-lOOO can provide 
you with an additional meg of 
memory, without adding clutter 
to your desktop. 

EXP-IOOO 
Populated 
Unpopulated 

$549.95 
$299.95 

Progressive Peripherals 

464 Kalamath Street 
Denver, CO. 80204 

(303)-825-4144 

INTERCHANGE ™ 
I DeluxeHelp Is Available For I Share objects between Sculpt3D, VideoScape 3D 

& Forms in Flight I DeluxePalnt II, I DlglPalnt , I Calligrapher , 

$34.95* $34.95* $44.95* 

• ... It looks like DeluxeHelp may end up an industry standard 
(or online help, much like IFF Is the standard for ~rap/J/cs ... " 

• INFO MagazlfJG, March/April '88, p4 • 

" .. . /lve demonstrat/ons, willI Interacl/vB pracl/ce, can 
greatly speed up the learning cUNe ... Our experience 
with DeluxeHelp tends to confirm that theory .... 
• Computer Shopper Magazine, January 1988, p318· 

Cmll;"R SIHI/I 1'~1r: I PageSetter , I Photon Paint _II AlIllgaDOS , 
I and others! I 

RGB VIDEO CREATIONS 
2574 PGA Blvd, Suite 104 

Palm Beach Gardens, Florida 33410 
305-622-0138 AmlgaLlnk BBSI 305-622-7049 

• Add $3 US Shipping (S6 FOREIGN Shipping) 
FL Residents Add 6% state tax 

" 

NOW YOU CAN ••. 
- Use Sculpt 3D to ray-trace VideoS cape 3D objects 
- Do Forms in Flight animations on Sculpt 3D objects 
- Create VideoScape 3D objects using the Sculpt 3D 

interface 
Full Intuition interface for all InterChan2e functions 

Object Disk #1 now available. Includes a Sculpt 3D font, plus lots more 
Sculpt 3D and VideoS cape 3D objects! 

InterChange master program plus Sculpt 3D and VideoScape 3D 
Cooversion Modules, $49.95. Fonns in Flight add-on Conversion 
Module, $19.95. InterChange Object Disk # 1, $19.95. 

This product requires objects from Sculpt 3D and/or VideoScape 3D 
and/or Fonns in FlighL It is not a standalone animation program. 

To order, send check or money order. Please include $3.00 postage & 
handling. MA and WI residents add 5% sales tax. InterChange is a 
trademark of Syndesis. Sculpt 3D, VideoScape 3D and Fonns in Flight 
are trademarks of Byte by Byte Corporation, Aegis Development and 
Micro Magic respectively. ••• 

• • •• SYNDESIS • 
• 20 WEST STREET 

WILMINGTON, MASSACHUSETIS 01887 
617-657-5585 
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Gold Disk's First Upgrade Boasts Powerful New Features 

by Gary L. Gehman 

I t was just this past March that 
Gold Disk, Inc. provided the 
Amiga community with the 

first truly professional-level desk
top publishing program. Profes
sional Page version 1.0 was not 
only superior to any other Amiga 
publishing package available, it 
had a bit of an edge on some IBM 
and even Macintosh programs. 
Not content to simply be the best, 
the folks at Gold Disk have al
ready issued a significant upgrade 
to Professional Page. Version 1.1 
is not simply a bug fix; it has new 
and enhanced features that should 
broaden its prospective market 
while also undercutting some of 
the desktop publishing giants. 

Desktop Publishing now for 
everyone! 

One of the major complaints 
about ProPage v. 1.0 was that it 
completely ignored dot-matrix 
output. Having begun life targeted 
as a professional desktop publish
ing system where the deck is al
ready stacked against conventional 
dot-matrix modes of output, there 
might have seemed little point in 
providing support for such print-
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ers. Even though a 24-pin printer 
like the Epson LQ series is capa
ble of better than 250 dots-per
inch of graphic density, it still has 
no way of emulating the magic 
performed by the PostScript page 
description language. After all, 
it's PostScript, and not the indi
vidual printing device, that allows 
for a typefont to be scaled and 
rescaled to any size. It's 
PostScript that treats pages as col
lections of layered objects that 
can block or "clip" other objects; 
that can place rules and tint 
blocks and make other forms of 
graphic embellishments. 
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Professional 
Page's 

handling of 
Amiga's 

phenomenal 
graphics is 

not only 
stunning; 

it's 
unmatched 

by any other 
system! 

Nevertheless, the number of 
people who use Amigas and have 
access to laser printing services is 
considerably less than the number 
of similar Macintosh users. So, 
perhaps it does make some sense 
to try and make every prospective 
user happy. 

Professional Page 1.1 uses 
the new Workbench 1.3 printer 
drivers and Preferences utility to 
provide some very sophisticated 
dot-matrix features. These in
clude faithful reproduction of 
halftone and color graphics, and 
even reasonable rendition of 
Pro-Page's own screen fonts. 



printing. Pages designed to read 
horizontally cannot be printed in 
the current version; not even if 
you set it through Preferences. 
Since brochures and foldovers of 
all kinds rely on developing 
pages across their length, Gold 
Disk had better remedy this prob
lem very soon. 

Color Separations? 

Arniga designer Jay Miner at 300 dots per inch. 

Move over PageMaker! 
The most important new fea

ture of Professional Page, how
ever, is the addition of color sep
aration technology. I consider 
this the more important because 
there are no Macintosh programs 
that will perform this essential 
task. Some of the newer versions 
of established Mac page compo
sition programs provide for spot 

Things fall apart, however, 
when attempting to scale fonts 
much beyond the sizes at which 
they were designed. Dot-matrix 
printed headline fonts, for in
stance, still have all the jagged
ness of PageSetter or any of the 
other such programs. This is a 
fault of bit-maps per se, and has 
nothing to do with Professional 
Page. 

Users who wish to see high 
quality typeset documents 
scrolling out of their Seikosha 
SL 80s or Hewlett Packard 
DeskJets will still be disappoint
ed. 

On the other hand, those 
who will use their dot-matrix 
printers for proofing a complex 
document, or those who maintain 
a healthy respect for the limita-

tions of dot-matrix/bit-map tech
nology will find that ProPage's 
dot-matrix output compares quite 
favorably with any other pro-
gram. 

No other DP system 
provides for the break

ing down of color 
photographs! And that 

means there will be 
people buying Amigas 
in order to do work no 

other system can 
perform. 

color, or 
the use 
of color 
lines or 
type or 
variously 
hued tint 
blocks to 
spice up 
a page. 
None al
lows for 

Still, the process 
of printing out dot
matrixed documents 
can be quite time con
suming. Even with 
the latest, fastest 
printer drivers, some 
graphically dense doc
uments can take 18 to 
20 minutes per page. 
Despite the wait, re
sults are nothing less 
than spectacular; es "---------------the 
pecially on color ink-jet printers. 

But a more damaging defi
ciency is the lack of any "land
scape" option for dot-matrix 
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breaking down of color photo
graphs! And that means there 
will be people buying Amiga 
systems in order to do work no 

( continued on next page) 
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format materials. 
Professional Page seems to 

perform all of these tasks ad
mirably. I still experienced bugs 
in the printing functions of both 
PostScript and dot-matrix opera
tions; evidence of persistent 
problems in the newer drivers. 

In dot-matrix mode I got re
peated assertions of printer trou
ble when trying to use my IX-80 
with the 1.3 EpsonX driver; re
questers that went away as soon 
as I clicked them, but would 
come back time after time after 
time. Eventually the document 
printed and the program resumed 
smoothly. When I substituted 
myoId Epson IX-80 driver, ev
erything worked flawlessly, even 
when left unattended for hours. 
Using the new driver for my 
Quadram Quadjet, I got stunning, 
electric-quality printouts, but the 
program would never come back 
up once the printing was done. 

Single PostScript pages seem 
to print out just fine, no matter 
how complex they may be. At
tempting to color separate a 
whole document involving a se
ries of spreads, and especially an 
out of sequence series, however, 
sometimes failed to produce any 
result at all. 

I attribute some of the pro
gram's slowness to contentions 
between graphics and 110 proce
dures, both of which must reside 
in Chip RAM. When Com
modore finally releases its 1 

Megabyte version of Fat Agnes, I 
suspect that these problems will 
go away. Kill off the flicker 
with the new Denise chip and 
Professional Page .1.1 could rule 
the roost. 

As it is, ProPage could eas
ily keep a small ad agency in 
business, though there are a num
ber of features that need to be 
added: First of these is the abil
ity to rotate text or graphic 
blocks on a page. It should, at 
the very least, be possible to tum 
objects 90 degrees or flop them 
180 degrees. Publishing Partner, 
from SoftLogic has been adver
tised to allow 1 degree incremen
ts of rotation. 

Another is the treatment of 
text blocks as graphics, permit
ting the creation of new type ef
fects by altering X-scale and Y
scale. 

It should also be possible to 
view two facing pages side-by
side. This is an invaluable tool 
for the creation of coherent 
spreads. Other programs also al
low for several documents to be 
open simultaneously. 

But those are things we can 
wait a few more months for. The 
dot-matrix landscape feature 
needs to be added NOW! 

Professional Page V. 1.1 
Gold Disk, Inc. 
P.O. Box 789, Streets ville 
Mississaugua, Ontario 
Canada L5M 2C2 
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Pro Page will 
also import 
structured 
drawings 

I fromCAD 
: programs like 
: Aegis' Draw 
I Plus. 
I ----.... 
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The new Genlock from Progressive Peripherals 

by Tom Reed 

ProGEN is a genlock sys
tem designed for the 
Amiga 500, 1000, and 
2000 computers. A gen

lock allows you to combine any 
NTSC signal (video camera, 
tape deck, television, etc.) with 
the screen graphics of your Arni
ga, and then record this syn
chronized signal to video tape. 

This lets Amiga owners add 
titles and graphics to video pro
ductions. This ability to add 
graphics and titles to video pro
ductions was the exact reason 
that I purchased my Arniga. The 
first advertisements said the 
Amiga computer had a compo
site video signal output. This 
would be perfect for my video 
applications. 

Instinctively, I knew that this 
was the machine for me. It was 
just a machine to me because at 

ProQen offers high quality video output, 
plus an RGB pass through 
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the time, I knew nothing about 
computers. My order for an 
Amiga 1000 and a 1080 monitor 
was placed immediately. Even a 
heavy snow storm the day my 
Amiga arrived in the store could 
not keep me from picking it up. 
The good news was the exciting 
potential of the Amiga and its 
video applications. The bad 
news carne when I transferred 
graphics to video tape. The re
sults were less than stunning. 
Like many others, I waited for 
over a year for the Commodore 
1300 GenLock to get better qual
ity video signals. Alas, the 1300 
did not produce the crisp clear 
signals we were waiting for. 

Thankfully, the hardware and 
software for Amiga video appli
cations have corne a long way. 
ProGEN is a step in the right di
rection. Genlock systems work 
by taking the supplied input vid
eo signal and splitting the signal 
into its component parts. The 
genlock unit takes the video tim
ing signals for line, frame, and 
color burst and uses these to 
'lock' the Amiga onto the exter
nal video source which is cur
rently being used. This syn
chronizes the external video 
source and the Amiga display 
signal. After the 2 video dis-



plays are locked together, a very 
high speed video switch alter
nates between the Amiga graph
ics display and the external video 
source when supplying this new 
information to the screen. This 
ensures that both of the signals 
are writing to the same place on 
the screen at the same time using 
the same color pallette position. 
The result is a combining of the 
two displays into one. This al
lows you to use your Amiga 
graphics with a variety of video 
sourses. 

As I mentioned, the most com
mon application for genlocking is 
to add titles to video productions. 
In my case, I also use the com
bined Amiga display and an in
comming video signal to make 
slides and prints to be used for 

publication or business presenta
tions. To do this, a Polariod 
freeze frame unit is excellent or 
you could photograph the result
ing screen display directly. Pro
GEN comes with a 5 pin DIN 
connector, warranty card, 3.5" 
floppy disk and a 19 page manu
al. The ProGEN unit is 7 1/2 
inches long by 4 3/4 inches 
wide. One end of the ProGEN 
unit has a 23 pin connector on an 
inch and 1/4 length of ribbon 
cable and a mode control line. 
The 23 pin connector attaches to 
the Amiga video or RGB port. It 
was curious to note that the 23 
pin connector had been made by 
cutting two pins from a 25 pin 
connector. This same end has 
what the people at Progressive 
Peripherals call a mode control 

line, which terminates in a 5 pin 
DIN style plug. This connector is 
used only if you choose to use 
the optional control software 
which is included on the supplied 
disk. If you do choose to utilize 
this software, you must make the 
mode control cable yourself. Pro
gressive supplies the 5 pin DIN 
connector and you must supply a 
DB25 connector, a connector 
hood for the DB25 connector and 
a 12 inch length of 4 conductor 
phone cable. Since this unit re
tails for about $400, this $5 cable 
should have been supplied with 
ProGEN. 

The other end of the ProGEN 
has 3 connections: a 23 pin con
nector which carries only the 
Amiga video signal, and two 

( continued on next page ) 

4 MEGS FOR YOUR AMIGA! 
RC4RAMCARD 

~ No wait-state 'fast' memory. 

~ Uses standard 20 pin DIP DRAMs (256k x 4). 

~ All 32 RAM chip locations arc socke ted. 

~ Conforms to Amiga auto-config protocol. 

..D Configurable as low as 1/2 meg, up to 4 megs! 

..!I RAM can be added in 1/2 meg increments . 

..!I Fully assembled and tested 

~ Includes board diagnostic test and recoverable RAM disk software. 

A500 ADAPTER 
..!I Allows the Digitrooics RC4 Ramcard to be used on the Amiga 500. 

..!I Quickly connected by simply sliding it onto the expansion connector. 

..!I Self powered via its own external supply. 

..D Automatically powers itself on/off with the ASoo. 

..D Completely enclosed low profile meLll case. 

P.O. Box 579 

liatfleld, PA 19440 
(215) 361-1999 

• Amiga and AmlgaDos are trademarks of Commodore-Amiga Inc. 

As every new Amiga owner quickly discovers, memory is the key to unleashing 

the full power of their machine. AmigaDos' multillsking operating system 

needs room to flex ilS muscles in order to run todlY'S more sophisticated larger 

programs. Consequently, memory is usually first on every Amiga owner's 

shopping list. So, what is the best path for upgrading? 

For the ;\2000, a 2 meg bD.1rd may seem the ChC.lpcst way to add memory, but 

it's too quickly maxed oul. The sticker shock o f an 8 meg board populated with 

its minimum configura tion of 2 megs makes this route unappealing as well. The 

Digitronies RC4 Ramcard solves these problems. 

For the ASoo, the same RC4 Ibmcard designed to plug into the ;\2000 can be 

plugged into the expansion slo t on the side of the ASOO when installed in our 

ad1pter box. This me.111S that if you should ever upgrade to an i\2(X)(), your 

RAM ("'itrd can go along. 

RC4 Ramcard (assembled and tested) .......... $225.00 (Ok RAM) 

Call or write for pricing of boards populated with various amounts of RAM, o r 

fo~ informatioll on our do-it-yourself kits . Dealer inquiries invited. 

JUNE 1988 SENTRY/23 



Progen ( continued from previous page) 

BNC connectors for video in and 
video out. These connections are 
not marked in any way. It would 
have been nice to have had some 
indication on the unit as to which 
connection is video in and which 
is video out. Having to look up 
in the manual which BNC con
nection was video in and video 
out was a bother. 

Nicer yet would be to have all 
connections labeled. Because you 
have only the inch and a fourth 
cable connecting ProGEN to 
your Amiga, it must lie flat be
hind the Amiga or dangle down 
behind the desk. Hanging the 
unit off the back of your comput
er is not the way it should be 
done, but space behind a comput
er can be hard to come by. Keep
ing the ribbon cable length short 
is a good idea electrically, but a 
different design would have been 
helpful. To utilize the ProGen 
software you must have made the 
mode control cable. ProGEN 
works well without using the 
supplied software, but three addi
tional video modes are available 
with this software; video only, 
Amiga only, and foreground. 
When you use ProGEN without 
its software, the background col
or is always transparent and dis
plays the external video signal. 

An look at ProGen's interior view 

The ProGEN software comes 
in two versions, ProGEN I and 
ProGEN2. ProGEN I uses the 
Amiga function keys to control 
the modes, while ProGEN2 has 
you use control key combinations 
(If you are multitasking with 
software that uses the function 
keys, you can use ProGEN2 to 
access the same modes using the 
control keys). Video only and 
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Amiga only modes should be self 
explanatory. 

The foreground mode needs 
some explanation. Instead of al
lowing the video signal to be 
seen through every part of the 
picture that uses color 0 (back
ground mode), the ProGEN 
switches every time it sees black, 
regardless of weather that color 
is color 0 or not. The fore
ground mode defines black as 
any color with red, green, and 
blue values less than 7. Fore
ground mode comes in two ver
sions. The only difference be
tween foreground modes I and 2 
is that colors less than (7,7,7) 
which are transparent in fore
ground mode I, become solid in 
foreground mode 2. The func
tion keys or control key combi
nations are used as toggle 
switches and can access five dif
ferent modes. The combinations 
are as follows: 
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Mode FI F2 F3 A. 
Background Mode: I lOB. 
Video Only Mode: 0 I I C. 
Amiga Only Mode: I OlD. 
Foreground Model: 0 OlE. 
Foreground Mode2:0 0 0 

The additional modes certainly 
add to the overall utility of Pro
GEN. After connecting ProGEN 
to my Amiga I found that I could 
not get any RGB Amiga signal to 
pass through to my monitor. I 
shut down the computer and dou
ble checked the hook up. Every
thing looked fine but still no pic
ture. 

A call to Progressive Peripher
als had another ProGEN on its 
way by Federal Express. The 
new unit yielded the same re
sults. Another call to Progres
sive Peripherals and the problem 
was diagnosed. My early model 
1080 monitor did not have a buf-

( continued on page 26 ) 



These Companies and 15,000 Amiga Users 
Joined AmiEXPO, The Amiga Event 

in New York and Los Angeles 
A-Squared 
A.X. Productions 
Abacus Software 
Accolade 
Activision 
Aegis Development 
Amic Development Corp. 
Amiga Science and Technology Users 
Amiga Sentry 
AmigaWorld 
AmiNET, Inc. 
AMuse, Inc. 
Anakin Research, Inc. 
ASDG, Inc. 
Associated Computer Services 
Boston Computer Society 
Brookfield Communications, Inc. 
Brown-Wagh Publishing 
Byte by Byte Corporation 
Central Coast Software 
Commodore Amiga User International 
Commodore Magazine 
Comp-U-Save 
Computer System Associates 
Creative Computing 
Crystal Innovations 
DesignLab 
Digital Creations 

Digital Dynamics 
Discovery Software International 
Dr. T's Music Software, Inc. 
Electronic Arts 
Finally Software, Inc. 
Firebirtl Licensees, Inc. 
Fuller Computing Systems 
Gold Disk, Inc. 
Hash Enterprises 
Hugh's Software Ranch 
HyperteklSilicon Springs 
Impulse, Inc 
Infmity Software, Inc. 
Info Magazine 
Inner Connection, Inc. 
InnoVision Technology 
Interactive Softworks 
Jumpdisk 
Lattice, Inc. 
Long Island ComputerlAmiga 
Magnetic Media 
Magnetic Music 
Manx Software 
Meridian Software, Inc. 
Microillusions 
MicroMagic, Inc. 
Micron Technology, Inc. 
Microsearch, Inc 

Microsmiths, Inc. 
Mimetics Corporation 
Mindware International 
Mission Graphic Support 
New Horizons 
New Wave Software 
NewTek 
Oxxi, Inc. 
PAR Software, Inc. 
Prolific, Inc. 
R & DL Productions 
ReadySoft Inc. 
R.G.B. Video Creations 
Sedona Software 
Soft Logik Corporation 
Software Terminal 
Software Visions, Inc. 
Sound Quest, Inc. 
Southern Technologies 
Spencer Organization, Inc 
Spirit Technology Corp. 
SunRize Industries 
Supra Corporation 
Syndesis 
The Other Guys 
TopDown Development, Inc. 
Very Vivid, Ltd. 
WordPerfect Corporation 

We hope that You will Join AmiEXPO in Chicago, 
July 22-24 at The Hyatt Regency 

for three days of AMIGA 
Exhibitions, Seminars, and Keynotes! 

NOW PRE-REGISTER BY PHONE 
Call800-32-AMIGA 

o Yes, I want to come to AmiEXPO - Midwest 
One day - $15 
Two days - $20 
Three days - $25 __ 

_ Friday _ Saturday _ Sunday 

Make Check or Money Order Payable to: 
AmiEXPO 

211 East 43rd Street, Suite 301 
New York, NY 10017 

NAME ______________________________ _ 

COMPANY __________________________ __ 
ADDRESS ____________________________ __ 

CITY ____________ STATE _____ ZIP ____ __ 

For _ MasterCard or _VISA Payment 
Expiration Date __________________________ _ 
Account Number ________________________ _ 
Name as it appears on card: ___________________ _ 
Signature _________________ _ 



ProGen ( continued from page 24 ) 

fering device which was neces
sary to permit the Amiga RGB 
signal to pass through. The tech
nical support people at Progres
sive Peripherals told me that this 
problem existed on early 1080 
Amiga monitor models and all 
2002 monitors. There is no indi
cation of this problem noted in 
the manual. However, I was as
sured that later versions of Pro
GEN will have the necessary 
buffering built in to enable Pro
GEN to work with all Amiga 
monitors. This problem only ef
fects the RGB pass through and 
does not hamper the operation of 
the genlocking itself. 

I was forced to view all output 
on my monitor in composite 
mode even if I was not using the 
genlock itself. This is not fun to 
do! But the real question is: 
How well does ProGEN func
tion? I approached this question 
in two ways: (1) make a test tape 
using four different genlock units 
and (2) test the output signal of 
the four units on a wave form 
monitor. When ProGEN ar
rived, I made the necessary ar
rangements to have the unit tested 
with professional analysis equip
ment. But before any measure
ments, I examined the quality of 
ProGen's output visually to get a 
feel for the overall quality of the 
unit while in use. 

When looking at video signals 
on your Amiga, it is not a fair 
comparison between the RGB 
analog signal and the NTSC col
or composite signal. Most of the 
differences that you see are due 
to differences in the bandwidth 
between the two signals. The 
bandwidth restrictions (less high 
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frequency information) of the 
NTSC color composite signal 
will cause a loss of fine detail in 
the resulting picture (Genlock 
systems on the market use NTSC 
color composite output). 

I located a Supergen genlock 
uni t and a wave form monitor. 
The owner of these sought after 
devices produces videos profes
sionally, and was anxious to 
look at ProGEN. For compari
son, we used two ProGEN 
units, a Supergen, and a Com
modore 1300 Genlock. 

The input for all four systems 
was the same: color bars from a 
Sony DXC M3A camera, hi-res 
lettering from TV Text, a Pana
sonic 8500 tape deck, and a 
waveform monitor. With a tech
nical comparison in place, we 
studied each of the four signals. 
The waveform monitor reading 
for the two ProGEN units and 
the Supergen were virtually the 
same. A noticeable difference, 
however, occurred in the readout 
when the Commodore 1300 sig
nal was analyzed. These signals 
were then recorded and viewed. 
The tape recordings showed the 
same results as the live tests, 
namely, the picture quality of the 
two ProGEN units and the Su
pergen were virtually the same, 
with the 1300 showing consider
able picture quality loss. 

For a further confirmation of 
our our findings, I then showed 
the recording of the tests to three 
video professionals. These pro
fessionals were asked to pick out 
the "best" picture from the test 
tape. All commented on the 
poorer quality of the 1300 picture 
signal, and were at a loss to 
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choose the best picture from the 
other three. A local television 
studio looked at the tape as well 
and the resulting output signal on 
their waveform monitor. The 
same results were achieved as on 
the previous tests. So, when the 
signal of the ProGEN is looked 
at, and the picture compared to 
the more expensive Supergen 
unit, the product holds up very 
well. 

To summarize: ProGen pro
duces a very high quality output 
signal and effectively genlocks all 
three Amiga models. The quality 
of the video signal is equal to that 
of competition which sells for 
twice the price. The software 
provided with ProGen allows 
keyboard control of several video 
modes, including "foreground 
mode", which lets the user pro
duce custom effects. The aspects 
of ProGEN that I did not like 
were: the space requirements be
hind the computer, having to 
make a cable to use the full capa
bility of the system, and the fact 
that it does not work well with 
some Amiga monitors. (It 
worked fine on all of the other 
monitors except mine.) Since the 
A 1300 sells for about $200 and 
only works with A 1000 systems, 
and Supergen sells for $800 and 
is designed for the A2oo0, Pro
gressive Peripherals seems to 
have a real winner with ProGen. 

ProGen $399.95 

Progressive Peripherals 
464 Kalamath Street 
Denver Co. 80204 
(303) 825-4144 



CAPONE 
Actionware heats it up with this new arcade style shoot 'em up 

by Carl Bennett 

A ctionware... In this 
case the company 
name says it all. Ar
cade quality action, 

better than arcade quality graph
ics, and sound effects so real 
that they'll make your neighbors 
duck. To top if off, you can buy 
a substantial feeling light-gun to 
blast your enemies from up to 15 
feet away. Capone takes place 
in the Chicago of the roaring 
twenty's. You are an undercov
er cop whose cover is blown. As 
you walk down an ordinary 
street, the sound of glass shatter
ing alerts you to danger. A hood 
in a grey fedora appears in a 
window across the street, draws 
his gun and shoots at you. You 
aim, shoot back and he's histo
ry. Suddenly you realize that 
this is just the beginning. Win
dows shatter continually as the 
entire mob tries to rub you out. 
The objective of Capone is to 
survive and thereby score 
points. 

The game provides three lev
els; cadet, rookie, and captain. 
Increased difficulty comes from 

faster action and distractions. A 
cadet need only learn to aim and 
shoot to master the scenes. The 
rookie must deal with innocent 
bystanders in the street and ex
ploding dynamite left by hoods. 
As a captain, you also have to 
master breakneck action, and 
avoid shooting dogs, cats, and 
the kid on a skateboard. Points 
are awarded for each hood, and 
points are subtracted when a by
stander is hit. You begin with 
three lives and lose one whenev-

er a gangster is faster and more 
accurate than you. You also lose 
a life if you shoot an innocent 
person in a window. Another 
complication is the number of 
bullets you have left. I tried a 
"strategy" of constant shooting, 
but soon ran out of ammunition. 

After Capone boots, you'll be 
presented with a title screen and 
a series of selections. One player 
can use a mouse, one or two 

( continued on next page) 

Health and armament are monitored 
and displayed below the play field 
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Capone ( continued from previous page ) 

players can take turns using the 
light-gun, or two players can 
compete simultaneously if they 
have the special adapter and two 
light-guns. Owners of the AlOOO 
are left out of this last mode due 
to machine limitations. After you 
make your selections of game 
and entry level, Capone begins. 

die, you have eight seconds to 
press the fire button before Ca
pone returns to the opening 
scene. One of the more interest
ing features of Capone is ma
chine gun mode. Every so often, 
an image of a classic tommy-gun 
appears on the sidewalk. Shoot 
it, and your trusty revolver be
comes a machine gun. 

vides a feast for the eye and ear. 
But if you really want to experi
ence a GAME, spend the extra 
$50 and purchase a light-gun. 
Plug the gun into port 1 of your 
A 1000 or port 2 of the A500 and 
A2000. Push your chair back a 
few feet and experience Capone 
as its designer, Richard Parry in
tended. A red circle glides across 

During your first ~~~~~~~~~~~~~~~~~~~~~= the screen as you take 
game, you'll probably aim. This requires 
loose at least two .. During your first game, you'll much more skill than 
lives while admiring probably loose at least two lives while the mouse crosshair. 
the scenery. The life- Press the trigger and 
like detail of the Chi- admiring the scenery ~ the screen flashes as 
cago street is captivat- the shot fires. Moving 
ing. The action se- from target to target is 
quences are smooth and the Turn up the volume and bass much more realistic and challeng-
people look like colorized snap- now, and you can quickly get a ing using the gun, although it 
shots. After a few seconds ad- visit from the local police. Ac- does feel heavy in your hand after 
miring the view, the shooting be- tionware must have gone to an a while. If you've received an ex-
gins. If you're using the mouse, army base to get these sounds! tra large refund check, spring for 
you'll find a circle with a cross- Although machine gun mode is the Actionware dual gun interface 
hair serves as a sight when you useful and fun, you must remem- and second light-gun. Now you 
aim. Press the left button and ber that ammunition is limited. and another player can blast away 
BLAM .. The realism of the gun- Other extras include the inside of together in competition for the 
shot took me by surprise. the warehouse which is stacked highest score. Two gun mode 

At the cadet level, you have time 
between the window shattering 
and the gangster shot, but once 
several windows are broken, 
look out. Good reflexes and peri
pheral vision are a must. Just 
when you have the street mapped 
out, your screen will scroll to the 
next scene. There are five scenes 
in all, the grocery store, the bar
ber shop, the bank, post office, 
warehouse, and interior of the 
warehouse. The sequence of 
scenes never varies. In each 
scene, you have to eliminate sev
enty or more villains to move on. 
This provides plenty of target 
practice. Fortunately, when you 
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to the roof with TNT. Don't even works very well, and the sound 
think of using the machine gun and sights must be seen to be be-
here. Gangsters pop up and out lieved. This has to be the ultimate 
from behind boxes and barrels competitive action available on 
and you must aim extra carefully the Amiga, or any personal com-
Of .... BOOM. Again the stereo puter for that matter. 
sound is a blast. Choose rookie 
or captain as your level of play, 
and the innocent bystanders be
come a factor. That rapid trigger 
finger you've developed can be 
costly. Is that head a hood? Four 
different faces appear in the win
dows at random intervals. Shoot 
them and you loose lots of 
points. 

Well, you get the idea. Capone 
is chock full of action and pro-
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The great graphics in Capone 
are the product of Digital Con
cepts, better known as Brian Wil
liams and Dana Dominiak. Some 
of you may have seen the Wil
liams art disks. If so, you know 
what to expect. I was curious 
about the innocent bystanders, so 
I asked Richard Parry if they 
were modeled on real people. 
Sure enough, Richard, Brian, 

( continued on page 30 ) 



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 it's 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, 512k, 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: functions five! 
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 5 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 

MicroBotics, 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 parts ... 
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 256k by 1 by 150ns 
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 
a/so available: 
Standard 256k memory card: $129 
MAS-Drive20, 20 meg harddisk: $1495 
MouseTime, mouseport clock: $ 50 



Capone ( continued from page 28 ) 

Dana, and Pierre Maloka the pro
grammer, are the poor victims of 
your overeager trigger. Another 
nice touch. 

Capone is the first in a series of 
games from Actionware. All can 
use the light-gun, but they are 
different in concept. Where Ca
pone is a shoot-em up with linear 
action, POW is a Rambo like ad
venture with multiple paths and 
conclusions. Creature is an Ali
ens take-off which requires in
genuity and resolve, as well as 
good aim. I've seen screen shots 
of these two, and look forward to 
their release. 

My only complaint is the fear 
that the disk-based copy protec
tion in conjunction with high 
scores being saved to the original 
disk can bring on disaster. Hope
fully, Actionware will support its 
customers in case of trouble. The 
staff in Illinois were certainly 
helpful when I called. An 800 
number also indicates commit
ment to service. If very high 
quality action games tum you on, 
don't delay. Capone is state-of
the art. For the ultimate experi
ence, you'll want to pick up the 
laser gun too. 

Capone $39.95 
Phasar Gun $49.95 

Actionware Corporation 
38 W. 225 Deerpath Road 
Battavia, Il 60510 
(800) 848-2333 
(312) 879-8998 
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The Actionware Phasar, purchased separately, 
adds a new dimension of realism to game play 
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The latest interactive "movie" from those mad magicians at Cinemaware 

by Kevin Ray 

T he Webster Unabridged 
Dictionary defines 
stooge as; "(a) an actor 
stationed in the audi

ence to assist a comedian by 
heckling him; (b) an actor who 
assists a comedian by feeding 
him lines, being the victim of 
pranks, etc." And as everyone 
knows, they work better in 

three's. Cinema ware has chosen 
The Three Stooges as the stars 
of their newest action-packed in
teractive movie. 

Those familiar with Cinema
ware are already used to the de
scription of a game as an 
"Interactive Movie". In a very 
real way, that is a very honest 
description. We, the players, 
are treated as members of an au
dience that not only view a per
formance, but also manipulate 

The digitized opening screen immediately suggests that 
you are infor no ordinary gaming experience 
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the characters to affect the out
come of that performance. This 
release is definitely an "A" film. 
The software is well polished, 
and gives the sense that a great 
editor has built on the central 
theme, while not detracting from 
the arcade-style scenes. And the 
graphics... Cinemaware's de
but title, Defenders of the 
Crown, caused Oooo's and 
Aaaahh's to flow abundantly. 
This latest release from Cinema
ware, is without a doubt, the 
crowning achievement thus far. 

Beginning with the packaging, 
the game scores well. The box 
has great scenes of the game on 
the back, that are true representa
tions of the high quality of 
graphics, and the system re
quirements are clearly and accu
rately spelled out. Opening the 
package reveals two disks, la
beled "Reel 1" and "Reel 2". 
There is a Quick Reference card, 
printed on heavy stock, that very 
concisely explains loading in
structions, the theme or goal of 
the game, and a breif synopsis 
of each of the arcade style scenes 
within the game/film. Inside this 
two page card is a map of 
"Stoogeville", but this is seldom 

( continued on next page ) 
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3 S to 0 g e S ( continued from previous page ) 

needed. The box also contains a 
booklet explaining some interest
ing trivia and history about the 
Stooges. Although brief, the 
booklet contains everything that a 
novice Stooge fan wants to 
know, as well as some things 
that may surprise even the most 
die-hard fan. For instance, did 
you know that both Shemp and 
Curly were actually brothers of 
Moe? And, that their real names 
were Harry Horowitz (Moe), 
Jerry Horowitz (Curly) and Sa
muel Horowitz (Shemp). Lar
ry's real name was Louis Fein
berg. And a little something that 
may come in handy later: Curly 
used the line "Woo Woo Woo", 
because he'd forgotten his lines! 
The instruction book also offers 
expanded explanations of the dif
ferent aspects of the game. One 
special note: It is very helpful to 
read this book PRIOR to playing 
the game. It won't take more 
than a few minutes, and will pre
pare you to ~nswer the trivia 
questions that occasionally pop 
up! 

Assuming you have a two drive 
system, place the disk labeled 
"Reel 1" in dfO: and the other, la
beled "Reel 2" into dfl: and re
boot the machine (ctrl-Left Ami
ga-Right Amiga). If you're 
using a one drive system, insert 
"Reel 1" into dfO: and continue 
with rebooting the machine. It 
will actually be quite a while until 
you are politely prompted to ex
change disks. The screen flick
ers and then .... what the heck?! 
Your screen fills up with the fa
miliar "Defenders of the Crown" 
logo, and you hear that familiar 
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In their adventure, the stooges must raise big bucks 
before the evil banker fordoses on the orphanage 

theme music playing in the back
ground! Some idiot at Cinema
ware must have... what in the ... 
Suddenly, three fantastic carica
tures of the stooges, walk out 
onto center stage. You hear the 
digitized voice of Larry say 
"Hey, this looks like a kids 
game!", and then Moe replys 
"You Idiots -SMACK-", as he 
delivers two Head Slaps and the 
screen fades to black. Almost 
immediately, there is a fade into 
the Stooge's old familiar B&W 
title screen from the hundreds of 
stooge short films. GREAT BE
GINNING, CINEMAWARE!! 

Next come the intro screens 
which are simply FANTASTIC. 
Loads of music and digitized 
clips of Larry, Moe, and Curly 
arguing and N yuk, N yuk, N yuk
ing. The familiar "Three Stoog
es" theme song plays, and the 
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scenes fade-in and fade-out ex
tremely smoothly and in time 
with the animations and sounds. 
As is typical with Cinemaware 
games, the first screens are mod
eled after movie credits. These, 
however, are done with some of 
the best animations, graphics, 
and sound that I've seen on the 
Amiga to date. An interesting 
credit is given to Richard Ditton 
for "Video Compression" and to 
Larry Garner for "Sound Com
pression". After seeing the com
plexity and number of scenes, 
and hearing the variety and clarity 
of sounds, there is no doubt, 
these two have performed some 
new programming wizardry. It's 
amazing that all this works on 
5I2K systems. As the Stooges 
walk past the credits, they come 
upon "Ma's Orphanage". Ma, 
who is sitting on the steps crying, 
explains to the boys that the Evil 

I , 



Banker (Mr. Fleecem from Skin 
and Flint Finance Company) is 
demanding the balance of the 
mortgage and unless she has 
$5000.00 in thirty days, he'll tear 
the place down. In typical Stooge 
fashion, Moe say's "Don't worry 
Ma. We'll get the money for 
you!", and with that, the game 
takes off. 

The goal of the game is now 
clear. Our boys, (and therefore 
you) must wander down the main 
street of Stoogeville in the hopes 
of getting oodles of cash. You 
need $5000.00 to save Ma's Or
phanage, $10,000.00 to fix it up, 
and $20,000.00 to marry Ma's 
three beautiful daughters! 

When the screen fades back in, 

you see the boys huddled togeth
er holding a map. At the top of 
the screen, an enlarged section of 
sidewalk appears, made up of 
exactly six squares. Each square 
has a different picture on it, 
which corresponds to that loca
tion on the map. Under the dia
gram of the sidewalk, there are 
three numbers. The left one 
shows what day it is (remember: 
you only have 30 days to save 
the orphanage). The number on 
the right shows how much mon
ey you have so far. The number 
in the middle is a timer that 
counts down from 9 to O. As 
soon as the timer drops to 8, 
Moe's hand appears and moves 
at random from one square to an
other. When it lands on a square 
that appears advantageous to the 

boys, you press fire and the hand 
stops moving. The boys then 
move to that square, and must 
complete whatever task is re
quired of them. Upon comple
tion, a day has passed, and again 
they must stop the moving hand 
on one of the six squares. This 
first sidewalk shows Boxing in 
square 1, Moe jabbing his fingers 
in Curly'S eyes in square 2, a 
large question mark in square 3, 
a huge mousetrap in square 4, a 
help wanted sign that reads 
"WAITERS" in square 5, and a 
large dollar sign in square 6. 

The layout of Stoogeville never 
changes, but there are a total of 
180 squares in the game. Other 
items that can occupy squares 

( continued on next page ) 

Looking For 
More "Byte" 

For Your Dollar? 
o Full auto configuration 
o Meets Zorro specifications 
o Amiga buss pass-thru 
o Built in power supply 

Here is the answer, the model PPI-lOOO 
Expansion Unit for your Amiga 1000 by 
Palomar Peripherals. 
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o Power on/off controlled by Amiga 
o Real time clock with battery backup 
o Fast RAM 

-2,4,6 or 8 megabytes 
-No wait states 

o Disk drives 
-Supports up to 2 drives 
-20 or 40 megabyte hard drive(s) 
-3 112" floppy drive 
-Fast DMA interfa~t! 

With 20 meg hard drive and 2 meg RAM 
price is $1395 plus shipping and handling 
(Calif. Res. add 6% sales tax). Requires 
Amiga DOS 1.2. For further information 
call (619) 748-1202 or write to Palomar 
Peripherals. 
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3 S to 0 g e S (continued from previous page ) 

are: a large TRIVIA sign, a help 
wanted sign that reads 
"DOCTORS", the nasty banker, 
a trophy with the word 
"CRACKERS" or the word 
"SAFE!". If you accidently 
press fire while the hand is on a 
mousetrap, you will get" one of 
your four fingers snapped off. 
When you lose all of your fin
gers, the day of reckoning for 
Ma's Orphanage comes, even if 
it's only day ten. Be careful, 
careless loss of fingers early on 
will almost always spell early 
failure and homeless orphans. If 
you stop on square 1, with the 
word "BOXING", the boys will 
walk over to the gym, where a 
cash prize is being given to any
one that can knock over Killer 
Killduff in less than 6 rounds! 
This scene is inspired by the Co
lumbia short, "Punch Drunks". 
Moe tells Larry to play "that 
weasle song and Curly can't 
lose". And, as in the short, Lar
ry busts his fiddle at the last mo
ment! Now the arcade action be
gins! U sing the joystick, you 
guide Larry down the street, hur
dling garbage cans, fire hydrants, 
and weaving in and out of open 
doors, sign posts and numerous 
other obstacles in his path. The 
graphics are GREAT! The joy
stick response is the best of any 
Cinemaware piece (excluding 
other scenes from this game) and 
the sound is FANTASTIC! It's 
difficult enough getting to the ra
dio store, and retrieving the "Pop 
goes the weasel" blaring radio 
before the end of the sixth round, 
but, doing it fast is VERY DIF
FICULT. This is a key point to 
this game. The arcade scenes are 
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progressively more difficult, and 
how much money you earn de
pends on how well you've mas
tered that skill. In other words, 
you can keep getting better and 
better with practice. This is a crit
ical aspect of an arcade game, 
and seldom seen in an adventure 
game. 

The second square has the fa
mous eye-poke with Moe jabbing 
Curly in the eyes. Landing here 
will send the Stooges to a seem
ingly empty square. However, 
this is one of the most important 
squares in the game. After yell-

tie As is typical with 
Cinemaware games, the 

first screens are modeled af
ter movie credits. These, 
however, are some of the 
best animations, graphics, 
and sound that I've seen on 

the Amiga to date ~ 

ing at Curly and Larry, a graphic 
appears at the top of the screen 
with a horizontal bar graph la
beled "SPEED". One of the 
challenge factors of the game is 
the speed at which Moe's hand 
moves. This speed increases as 
the game continues leaving little 
room for skill as the hand flies at 
incredible speeds. You are left 
with prayer as your only aid in 
stopping the hand where you 
want to go! There is an altern a -
tive to prayer. Just use the joy
stick to slap around Larry and 
Curly. Yes, Moe's success in 
bullying the brothers is crucial to 
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mastering the game. The array of 
movement choices is amazing; 
Eye fakes, Ear pulls, Eye pokes, 
Face slaps, Stomach kicks as 
well as others. As the manual 
states: Faking is critical to Moe's 
success! As you slap around the 
boys the bar graph decreases, 
and the timer will then move 
slower. But, if you miss, or are 
blocked or get hit back, the bar 
graph increases and you'd better 
hone your prayer skills! If you 
stop at the third square, with the 
large question mark, you'd be 
landing on CHANCE. As in oth
er games, chance seems to be a 
random square that can be just 
about anything. 

The Help Wanted square with 
advertising for WAITERS is 
probably the most enjoyable 
square. Landing here will send 
the boys to the "Hoiti Toiti" club, 
where they are mistaken as cater
ers, and asked to serve pies to the 
guests. This scene is based on a 
short from the late 30's, "Hoi 
Polloi", a take-off on 
"Pygmalion". The scene opens 
with a grand dining room, com
plete with oriental carpet, chande
lier, and old oil paintings cover
ing the walls. To one side are 
three guests standing behind a 
long table, and to the other are 
Moe, Curly and Larry behind a 
similar table. The guests demand 
their pies and the boys, of 
course,decide to "give it to 'em". 
U sing the joystick, you make the 
boys throw pies at the guests and 
duck beneath incoming pies. If 
you're hit with five pies, you're 
fired and back out on the street 

( continued on page 36 ) 



THE FIRST AND LAST WORD FOR 
COMMODORE & AMIGA ENTHUSIASTS 

" ... INFO Magazine, the highly- respected Consumer 
Reports of the Commodore marketplace... We thank 
INFO Publisher Benn Dunnington for covering our 
segment of the marketplace in his usual hard-hitting style . 
... the toughest review board in the Commodore market." 

-AHOY! Magazine 

lB··· In 1983 (three years before the term "Desktop 
I lJllZi~ Publishing" was coined by Aldus Corp.), 
1 Ji! INFO became not only the FIRST magazine to 
• be entirely "Desktop Published", but "Desktop 
Managed" as well. Today, INFO is still the only 
national Commodore/ AMIGA 
magazine which is produced and 
managed exclusively with the very 
hardware and software products 
which it covers 

[g INFO was the FIRST i-a magazine to publish an 
actual AMIGA- generated 
screen display (#7, 

June/July, page 47. A spinning 3D 
cube controlled by the Soniture 
Space-Pen!) 

~
• . INFO is the FIRST and only magazine to 
• illlJ~ investigate and document the untold and 
: unflattering story of COMPUTE! 
Magazine's ongms and rise to power, and the 
injustice done to one of the industry's true unsung 
pioneers. (Issue #15, July/Aug '87) 

1.1:. i-It I ~~~~Od::: rna~~o t~:~h~m:Sn~ow~n~~ 
•. the ill-fated plus/4 computer when it was 

first introduced. INFO's critical review 
and warning (Issue #5) saved many INFO readers 
expense and frustration while the rest of the 

industry sang the PLUS/4's praises. 

[g! INFO was the first magazine to 

llllt break the story on the current wave 
of software viruses (Issue #18, 
Jan/Feb '88) AND publish a cure. 

Now lots of magazines are doing pieces on 
viruses, but for many of their readers, the 
damage may already be done. 

And NOW, for the first time, INFO is accepting credit-card orders over the phone with 
your VISA or MASTERCARD, making it easier than ever to be one of the first to know 
what's happening in the world of Commodore and AMIGA computing! AND 
REMEMBER, ONLY INFO SUBSCRIBERS enjoy these extra benefits: 

• Earliest delivery of INFO (up to 2 weeks before newsstand)! 
• Substantial savings (over $21 on a 3 year subscription)! 
• The INFO WRAP-UP (extra pages of INFO for subscribers only) 
• The INFO "Nerd-Pak" (official, 100% vinyl pocket protector)! 

CALL NOW: (319) 338-0703 (1 YR:$20 / 2YR: $37 / 3 YR: $50 ) 



3 Stooges ( continued from page 34 ) 

you gO. If you throw all of your 
pies without being fired you get 
double pay! In the upper left cor
ner of the screen, a cash register 
shows how much you've earned 
tossing pies, and in the upper 
right are five light bulbs, that 
light, one at a time, if you are hit 
with a pie. This scene shows off 
the fine polish of The Three 
Stooges. The pies fly on a seem
ingly endless number of paths to 
their final target, and the splat
tered pies build on top of each 
other as they destroy the oil 
paintings. As in the other 
scenes, the play-ability is fantas
tic, the sounds are totally first 
class, the graphics are great and 
the difficulty makes it true arcade 
quality! 

Landing on the sixth square 
shows a large dollar sign. This 
sends the boys down the street 
where they happen on a few hun
dred dollars just lying on the 
ground. The scene is humorous, 
and well done, with smooth ani
mation and good use of digitized 
sounds. The TRIVIA square lets 
you try your hand at answering 
some stooge-trivia. This is 
where having read the History 
Booklet prior to landing pays off. 
If you skipped it, don't bother 

trying to look up the answer 
now. Buzz ... Times up! 

The Evil Banker, Mr. Fleecem, 
is never up to any good. You are 
either forced into paying a 10% 
tax, or at best, must waste a day 
with him telling you you'll never 
make it. The second Help Want
ed sign, labeled DOCTORS, is 
based on another Columbia 
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The control screen is a horizontal roulette which you 
can stop on the desired selection, but only with fast reactions 

short, "Men in Black". The 
Stooges show up at a hospital af
ter graduating from Medical 
School ("We graduated with the 
highest temperatures in our 
class! ") and find three midget 
racecars. You guide the trio be
hind a nurse racing down the 
corridors of a hospital trying to 
get to the operating room as fast 
as possible. En route, the nurse 
tosses things off her cart, and 
you can pick up some quick 
points recovering the lost items. 
Watch out though, other patients 
are roaming the halls, and if you 
get into five accidents you're 
fired! This is another great 
scene. The graphics are stagger
ing. As you weave down the 
hall, the boys thrust out their 
hands in turn signals. And when 
they hit patients, the patients spin 
about with hilarious expressions. 
An excellent piece of work! The 
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CRACKERS Trophy represents 
the Annual Oyster Orgy and 
Cracker Eating Contest at the 
Porcupine Lodge! Curly is en
tered and it is your job to move 
his spoon over a large bowl, 
grabbing out as many crackers as 
you can. The problem though, 
as in the 1941 short, "Dutiful But 
Dumb" on which this is based, is 
that the oysters have a different 
plan in mind, and they do every
thing possible to eat the crackers 
before Curly can. Don't be af
raid to fight for a cracker and 
watch out for the oyster that 
sprays! The final square that 
we've seen so far is labeled 
"SAFE". It's short, simple and 
very well done. I'll leave this 
one for you to discover on your 
own, but save some aspirin just 
in case! After cruising the side
walk for 30 days, the boys return 
to Ma's orphanage, where they 



give Ma the money and find out 
how well they've done. Hope
fully, they could pay the mort
gage. It would be nice if they 
fixed the place up too. 

Congratulations if you've 
earned enough to marry the beau
tiful daughters (they kind of look 
like cabbage patch kids). After a 
few practice rounds, you should 
probably be able to get $5000.00 
within the required 30 days. It 
may take a few more games for 
$10,000.00 and more than 
$20,000.00 is pretty tough. 
Something else that is really neat 
is to try to stop the hand at the 
sixth square every time. It can be 
done, and it's the only way to 
reach the 180th square. The game 
is heavily copy protected, but can 

be copied onto a hard-drive or 
ram-disk, by simply following 
the instructions on the 
READ.ME file on "REEL 2". In 
this situation, the disk labeled 
"REEL I" acts as a key disk. 
These provisions let power Ami
ga users take advantage of their 
extras and should be an example 
to all game publishers. 

mation and graphics, plenty of 
music and great digitized sounds 
and is built around a great theme. 

I hope that Cinemaware has the 
resources to continue producing 
software of this quality, and I 
hope the computer and software 
stores have placed large orders 
on this. It would be ashame to 
fight over the last copy (but total
ly worth the bruises)! ! ! 

The system requirements for 
this game are minimal. You 
MUST have: An Amiga with 
512k minimum and a joystick. 
This game, however, WILL 
NOT work on the European PAL 
systems. 

The Three Stooges $49.95 

Cinemaware 

Without a doubt, this game is 
going to be a classic. It com
bines great action, fantastic ani-

4165 Thousand Oaks Blvd. 
Westlake Village, CA 91362 

Flicker Mastertm 
Master the interlace flicker of your 

$17.95 Amiga tm $17.95 

Flicker Master is a specially designed filter that 
attaches easily to the face of your monitor 

Greatly reduces interlace flicker 

Improves contrast in all resolutions 
Helps reduce eye-strain 

10112 in. X 13112 in. (26.7 cm X 34.3 cm) size 
is designed to fit the following monitors. 

Amiga 1080, 2002, and 10841 sony KV 1311 
Magnavox RGB 801 NEC Multisync and others, 

check size 

Flicker Master is a great companion to your Graphics, 
Video, Cad, and Desktop Publishing, Software, 

such as 
Digi-Paint, Deluxe Paint II, Express Paint, 

Photon Paint,Pixmate, Butcher 2.0, Aegis Video Trtler, 
Zuma TV Text and TV Show, Sculpt 3D, Animate 3D, 

Videoscape 3D, Pro Video CGI, X-Cad, Intro Cad, 
PageSetter, and Professional Page 

T.S.R. Hutchinson Co. 110 W. Arrowdale 
Houston Texas 77037-3801 (713)- 448 - 6143 

The above named products are trademarks of 
their respective companies 

Disk Special 

~WBEx..TRA5 
by Peter Dunlap 

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

Unload 

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 ... 

SeePicture 
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 

Amiga & AmigaBasic Workbench TM of Commodore· Amiga, Inc. 
•• Dealer Inquiries Invited' • 
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by William A. Barker 

F or the new owner of an 
Amiga computer, noth
ing can be more frustrat
ing than trying to unravel 

the mysteries of CLI. It is im
possible to avoid having to learn 
how to use it, and there have 
been numerous utility programs 
to help both the inexperienced 
and advanced user. DiskMaster, 

"Diskman" comes of age 

from Progressive Peripherals 
and written by Greg Cunning
ham, is one of these file manage
ment utility programs. Experi
enced users will recognize this 
program as an enhanced version 
of Greg's famous "DiskMan" 
program, which many, including 
myself,still use. However, 
Greg Cunningham has added 
many new features to make this 
new program both easy to use, 
yet allow for individual customi
zation, so that one is able to con-

Controls are located between source 
and destination screens for easy access 
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figure the program to ones own 
taste. The program requires a 
minimum of 512K bytes of 
memory and version 1.2 of 
Workbench or higher. It is com
patible on all Amiga models 
from the 1000 to the model 
2000. The manual is printed on 
the packaging of the program 
which is an 8.5 by 11 inch card 
stock folded into a four panel 
presentation. While this is unu
sual, the program is simplicity in 
ease of use and the documenta
tion is quite adequate. 

The program and its Icon may 
be readily copied to your Work
bench disk or to your hard drive 
and may be run by clicking on 
its Icon or run from CLI. When 
started, the program displays a 
title bar and two large panels 
separated by a vertical column of 
twenty-one buttons or gadgets. 
It is this column which occupies 
the center portion of the screen, 
that contains the main functions 
of the program. 

In use, the user can display the 
directory structure of a single 
disk (device) or of two disks 
(devices). It allows the user to 
copy files and directories from 
one disk to another disk or to 



move files from one directory to 
another directory or subdirecto
ry. The user places the disk or 
disks he wishes to access in the 
disk drives, and selects the ap
propriate device gadgets. The 
two panels are displayed as 
"source" and "destination". 
These change, depending on 
which window is selected as the 
active panel, by clicking with the 
left mouse button. The windows 
for displaying the files and direc
tories show the directories in a 
contrasting color to differentiate 
them from the files. Both file 
windows contain a vertical scroll 
bar to allow you to scroll through 
the files, and the scrolling is 
smooth and instantaneous. 
Along the bottom of each win
dow is a horizontal scroll gadget 
which allows the contents of the 
window to be scrolled left or 
right to display all the file infor
mation. This information in
cludes the filename, size in 
bytes, creation date, the protec
tion status of the file, and file 
comments. 

To enter a directory, you 
merely double click on a chosen 
directory, and that directory's 
files are displayed in the win
dow. To return to the previous 
directory/file level, you merely 
select "Parent" from the opera
tion gadgets in the center of the 
screen. The program runs much 
more quickly with FACC II from 
ASDG, which buffers the infor
mation making repeated access 
times extremely fast. The other 
operation gadgets allow the user 
to rename files, create new direc
tories , delete files and directo-

ries, change file comments, 
change the protection status for 
any or all files, and to search se
lected directories for a given pat
tern when selecting files for pro
cessing. The final gadgets allow 
text files to be displayed, and a 
new feature allows IFF images to 
be displayed or sound files to be 
played. One feature that is new 
is the ability to delete an entire 
selected directory without having 
to first delete its contents. This 
was available only on CLImate, a 
competitive product also from 
Progressive Peripherals. 

Located second from from the 
bottom of the gadgets is the 
"Cmd!" gadget. This is user 
configurable and allows the user 
to use his favorite commands 
such as Blitz, Run, Ed, TxEd, 
CED, Execute etc. The user may 
choose up to six different com
mands by selecting Cmd! from 
the configure menu and typing 
the command in the requester. 
To enter additional commands, 
you select the Cmd! gadget us
ing the right mouse button, 
which scrolls the commands one 
at a time, and repeat the process 
of selecting the Cmd! (or 
Cmd2,3,4 etc) selection from the 
configure menu. 

The first six gadgets are for 
the selection of logical or physi
cal devices such as: DFO:, DFl:, 
DHO:, RAM:, VDK:, VDO:, 
DEVS:, FONTS:, etc. They 
come predefined but may be re
configured for your own selec
tion of devices. This is accom
plished by selecting "SET 

( continued on next page ) 
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$95.95 

Money Mentor'· 
has a 

New Engine 
Climb Aboard the new "C" version of 
Money Mentor'· for the ride of your life. 
Speed is your ticket to faster data input and 
dazzling graphics output. If your destination 
is better control of your personal finances. 
there's no faster way to get there than with 
Money Mentor'·. 

A unique system called "Smart Scrolls" 
handles a diversity of tedious data entry 
functions and can save 70% of the typing 
typically required for entry. 

Money Mentor'· features: 

• Net Worth Statement. 

• 200 budget categories. 

• 30 integrated accounts: checking. cash. 
saving and credit cards. 

• Elaborate search routine allows editing 
of transactions according to your 
specific guidelines. 

• Automatic check printing. 

• Automatic Account Balancing. 

• Colorful graphic reports illustrating 
actual versus budgeted amounts. 

• Over 50 reports from which to choose. 

Let Money Mentor'· put your finances 
on the right track ... FAST! 

11844 Rancho Benardo Rd; 5te.#20 
5an Diego, CA 92128 

fAiiiial To order, I I 
~ call (619) 451-0151 V/~ 
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Diskmaster ( continued from previous page ) 

DEVICE" from the Configure 
Menu and then clicking on the 
device gadget you wish to 
change. A requester appears and 
allows you to enter a new device 
name, and having done this, the 
new device name is shown in the 
selected gadget. Although there 
are only six device gadgets 
shown, in actuality the program 
allows 12 such devices to be de
fined; the second set is accessed 
by clicking the right mouse but
ton on any of the device gadgets, 
which displays the second set. 

The CONFIGURE menu con
tains various selections for set
ting up the user environment and 
may be saved for future use by 
selecting "Save Config" from the 
menu. The screen colors can be 
changed by using "set colors" as 
well as the choice of screen reso
lution from low to high. There is 
also a choice of normal (default) 
or narrow width fonts, which al
lows more information to be dis
played in a window. The PRO
TECT menu selection sets the 
status for the protect gadget, 
which changes which protection 
bits it sets for files when the gad
get is selected. This feature is 
more powerful than other file 
management programs which 
merely lock or unlock files. 

One of the nicest features is the 
ability to configure the three ar
chive gadgets so that you can use 
the archiving utilities of your 
own choice such as ARC, ZOO, 
PKAX or PAK. Although these 
utilities are not contained on the 
disk, they are obtainable from 
BBS boards or user groups. It is 
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a pleasure to be able to P AK or 
ARC as many files as you wish 
by merely selecting the files and 
then choosing the appropriate ar
chive command from PROJECT 
menu. Once this is done and the 
destination path set in the re
quester ( in this case I selected 
the ARC add command ) the 
Diskmaster screen is sent to the 
back of any other screen, and the 
progress of the archiving is dis
played in the output screen. This 
feature alone is worth the price of 
the program, especially for those 
individuals who modem files to 
various BBS boards. 

The program also has some 
real "goodies" which I have not 
seen in any other utility of this 
kind, namely the ability to format 
disks and do diskcopies. The 
Format selection from the project 
menu allows you to format a disk 
in drives dfO: to df3:, and to se
lect, verify, or install the disk. 
The format without the install op
tion is similar to the PD version 
"fformatl.1" in speed. There is 
also the option to Clear a format
ted disk, which erases the file 
structure in the blink of an eye. 
So there is no need to delete files 
from a disk or to reformat a disk, 
if all you wish is to have an emp
ty disk. The Diskcopy selection 
allows you to copy an entire disk 
from one drive to another with
out having to go to CLI or to use 
a special program like 
"QUICK COPY". These pro
grams are resident when Disk
master is started. 

Another useful feature is the 
ability to set the pattern that is 
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used by the ALL command in the 
operation gadgets, in other 
words, you configure the pro
gram to select all files or directo
ries that meet a certain pattern, in
cluding the creation date of the 
file when the ALL gadget is se
lected. 

The DiskMaster program also 
includes a few other niceties such 
as the ability to read text files or 
to print directories to your print
er, but I think I have given you 
enough of the major areas to 
make you realize that this pro
gram, which started as share
ware, has now become a full fea
tured commercial product loaded 
with numerous features. It will 
benefit anyone who does a great 
deal of work copying files or re
arranging files on their favorite 
programs. This program could 
be considered expensive in rela
tion to others of this variety. 
However, for all of those file co
piacs out there, it may prove to 
be worth every penny. 

My only complaint is the choice 
of highlighting around the gadget 
buttons. I still prefer the nice 
look of the the original 
"Diskman" program, but this is a 
minor inconvenience. 

I feel confident in recommend
ing this program, and it has prov
en to be pleasure to use. 

DiskMaster $59.95 
Progressive Peripherals 
464 Kalamath Street 
Denver, CO 80204 
(303) 825-4144 



The Big Deal 

by Kevin Ray 

The B.I.G. deal is an ar
cade game from Digi
Tek which gives you 
the unique opportunity 

to be a short order cook and op
erate a robot. It all started one 
day when the folks at Neutron
ics Device Corporation, a robot
ics company, designed a robot 
that will completely revolutionize 

the fast food industry. This ro
bot will be able to handle the 
work of the entire kicthen crew, 
in any kitchen setting, and 
quickly and efficiently prepare 
the customers meals. 

The B.I.G. (Best In Gastrono
my) restaurant chain is im
pressed with the idea, but would 
like to see a prototype model be
fore cornitting to the investment. 
If they like it, they'll order 
32,000+ of the units, making 

An art-deeo rendition of "Floyd" 
greets you in the opening screen 
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you a very big cheese with the 
boss. The problem though, is 
that the robot, Floyd, is as dumb 
as wood. He has no intelli
gence, and must be shown ex
actly what to do. Fortunately, 
he can remember everything that 
he is shown, and repeat it as of
ten as necessary. When Floyd 
has worked the entire day 
succesfully, he is promoted to 
another restauraunt of the B.LG. 
chain, until he finally arrives at 
one of their 5-star hotels. He 
must succeed during a five day 
trial period or the BIG DEAL is 
off. 

Before you begin the game, 
you must read the manual. It ex
plains how to operate Floyd, and 
more importantly, it explains the 
recipes required to get through 
your first day. These include 
Roast Beef Sandwiches, Ham
burgers, Egg and Onions, 
Tongue, Omelettes and a lengthy 
list of other concoctions. Most 
of the items require only a few 
modularized ingredients, (2 to 6 
things per dish), however there 
may be several preparations to 
be done to complete that dish. 
Washing, Cutting, Frying, Bak
ing, Roasting, are all steps in-

( continued on next page ) 
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Big Deal (continued from previous page) 

volved in the science of fast
food-cookery. None of this is 
easy but the most difficult part is 
getting the controls down. Floyd 
is a robot who moves accross the 
screen left to right and back. He 
can also elevate himself to oper
ate the different stations, like fry 
bucket, oven, sink etc. Floyd 
must be in a very precise location 
before he can operate a station, 
and these locations are rather 
small. 

To begin the game, insert the 
disk in dfO: and reboot the ma
chine (ctrl-Left Amiga-Right 
Amiga). An average quality 
graphic intro screen appears ac
companied by average intro mu
sic. Press the left mouse button 
to continue. A better screen ap
pears showing good detail of 
Floyd himself. 

Floyd at work 

To begin with, we'll use the 
right mouse button and select 
from the pull-down menus. Your 
choices are to Begin a new game, 
Load a procedure, Save a proce
dure, Or hear the story. Select 
the last and you will see a brief 
slide show about Floyd and the 
B.I.G. company. We'll cover 
the Load and Save options later, 
and if you select them now you'll 
just get an error, so select the Be
gin New Game. 

When the program continues 
you will see the screen divided in 
half. The bottom of the screen 
will show Floyd standing in the 
kitchen of a pretty sleazy B.I.G. 
Restaraunt, and at the top of the 
screen are the Robot's computer 
displays. There are several of 

42 !SENTRY 

these displays on the screen. One 
displays all of the stations as 
Floyd sees them. Another is the 
Main control monitor, which dis
plays ingredient lists, and is the 
interface between you and Floyd. 
There is also a single-line sign, 

referred to as a trailer, that shows 
the current order being placed. 
And also, there is a window 
which opens onto the waiting 
line where you can see the cus
tomers coming and going and 
unfortunately, doing a lot of 
waiting. 

The joystick controls are concise, 
but not as easy to master as this 
writer likes (note: there is a large 
difference between sloppy or 
slow joystick movements and 
difficult joystick movements. 
These are very clean movements, 
just not the simplified motions 
typical of arcade games). 
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Joystick Control Movement 

UP Floyd Up -or menu up 
DOWN Floyd Down -or menu 

down 
LEFf Floyd Left 
RIGHT Floyd Right 
UP + FIRE Shows Menu 
DOWN+FIRE Prepare TV 

Dinner 
LEFT +FIRE Action ie; 

Open 
Insert 
Get 

RIGHT +FIRE Operate Right 
Arm + Put food 
on conveyor 

* Press fire to select a menu item. 

Get ready, the first customer 
that comes in will place an order 
which will appear on the trailer. 
This is order 1. A few moments 
later another customer will place 



• Incredibly realistic sound 
• Create your own studio-quality drum tracks 

MAS T E R I N G • eLI is THE interactive DOS tutorial you've 
been waiting for, The best way to learn the CLI is to use it. Our 
software is designed to actively instruct as well as provide online 
help while you master the Amiga's Command Line Interlace, A 
2·in·1 package includes a full tutorial of AmigaDOS and a memory 
resident assistant, ready to help you with the most commonly used 
commands, Also covered are directories, batch files and much 
much more, Overcome the DOS barrier, as~ur retailer for 

• 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 Amigo1M DEALER INQUIRIES INVITED 

r1AST~VINI3 - tLI 
A ~ust for every new A~lea user 

MI, FL & CA odd soles tax 
See local Dealer or Send Check or Money Order for 579.95 to; 

Or order direct, send rJ ]11 Ill; Postpaid in the 
check or money order lor: f1 ~.~J Continental U.S. to: 
GRAPHIC EXPRESSIONS P.O.Box 110028 Nutley NJ 07110 

Amiga isaregistered ndemirt 01 CommodlJe-Amiga Inc. NYiWJresidenlsadd applicable sales n 

order 2, whether you've finished 
the previous order or not. As 
many as 5 orders will be up at 
once, and it may be necessary to 
be working on all of them simul
taneously. You must move from 
station to station, first retrieving 
the ingredients for each recipie. 
Next you must prepare the item 
(s) using the correct cooking 
technique. 

Finally you must serve the wait
ing customer. It takes some time 
to master each recipe and much 
more to handle them under pres
sure. If you make a customer 
wait too long, or serve the wrong 
food, watch out. He's liable to 
get angry enough to throw some
thing at Floyd and that can dam
age him! 

When you've got a good feel for 
how Floyd operates, and you're 
ready to make life a little easier, 
select the option Save Procedure 
1. This will start a recorder in 
Floyds brain that will allow him 
to memorize that procedure. Do 
yourself a favor and memorize 
the procedures that require more 
than 3 steps but less than 5. 
These are the most frequent and 
most bothersome. In order to ad
vance you must build a library of 
procedures and use them to keep 
up with the never ending hoard 
of hungry people. 

Overall I found The Big Deal to 
be very nice. It has good graph
ics and motion and requires a 
great deal of skill. If you remem
ber Floyd the Droid from the 64 
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with fondness, then Big Deal is a 
must. 

Even if your wildest nightmares 
don't include a robot short-order 
cook, check this one out. Fast ac
tion and pressure which doesn't 
involve bloodshed is a rare com
modity. 

The Big Deal $34.95 
System Needs: 512k, Joystick 

Digitek, Inc. 
104 W. Seneca, Suite 4 
Tampa, FL 33612 
(813) 933-8023 
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Aegis releases the new version of their titling program 

by Paul R. Miller 

V ideOTitler 1.1 is an up
dated and expanded is
sue of Aegis' recently 
released video titling 

and special effects package. 
This is actually a package of two 
programs: 

VideoTitler--which allows 
elaborate effects for the creation 

of titles and backgrounds, along 
with the programs animation 
capabilities. 

VideoSeg--(acronym for Spe
cial Effects Generator), which 
allows production of slideshows 
combined with animations. 

It's a combination that grants 
immense power and flexibility, 
and, although easy to learn and 
use, is a little daunting to review 
after only a week's exposure--

The "NeonSparta" example, which 
is included on the Videotitler data disk 
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because I feel I have only 
scratched the surface of its po
tential. On the other hand, real 
mastery would probably require 
some months use, so I'll just 
blunder on. 

VideoTitler requires a mini
mum of 1 meg and 2 floppy 
drives, but the serious user will 
want 1.5 to 2 megs (to create 
ANIMS). A good VCR, a gen
lock, and a hard drive would 
also round out the list. A word 
of caution on the matter of hard 
disks: 

The hd.device software that 
was shipped with the Commo
dore 2090 controller card is in
compatible with overscan-
causing crashes. Commodore 
has announced a fix (version 
33.54 of the hd.device) which 
can be copied into the expansion 
drawer (no need to refonnat) and 
will support overscan up to 704 
pixels wide--with no guarantees 
beyond that. Before you install 
VideoTitler on your 2090 con
trolled hard drive, make sure 
you have updated the driver. 

Being a video program, Titler 
supports the Aegis standard 
overscan of 704 by 440 (hi-res), 



but also offers just about every 
other possibility in both NTSC 
and PAL modes: 

NTSC: 

Lo-Res 320x200 352x220 
384x240 

Video-Res 32Ox400 352x440 
384x480 

Med-Res 640x200 704x220 
768x240 

Hi-Res 640x400 704x440 
768x480 

PAL: 

Lo-Res 320x256 352x276 
384x296 

Video-Res 32Ox512 352x552 
384x592 

Med-Res 640x256 704x296 
768x296 

Hi-Res 640x512 704x552 
768x592 

Aegis has introduced the last 
column, called "severe overscan" 
to correct any possibility of bor
ders appearing on composite out
put (they provide a test pattern 
which illustrates the borders of 
actual TV on the Amiga screen). 
Aegis points out that the Video
Res mode will be most useful for 
TV productions, as it combines 
the potential for 64 colors with 
interlace (for compatibility with 
TV editing), and that Hi-Res is 
wasted on composite anyway, as 
television can't resolve that many 
pixels. The question of which 
overscan mode to use is now 
more complicated--I await with 
interest the emergence of a stan
dard, and reports from the first 
brave soul who tries "severe" 

with a hard drive. Titler works 
with standard IFF pictures and 
brushes, and supports the Sparta 
AN 1M standard and versions of 
ShowAnim 4.0 and later. Six
teen colors are available in med 
and hi-res modes, with 64 availa
ble in 10 and video to those with 
EHB chips. Titler's manual in
correctly identifies "early 
1000's" as having the EHB Pau
la chip; it is, in fact, just the op
posite. The manual redeems this 
error with the proper part num
ber, however, and the program 
has a half-brite test screen. For 
lucky owners of a SuperGen, 
Titler includes built-in support 
for controlling the ratio of Amiga 
graphics to external video. What 
Titler is all about is fonts, and 
here it supports all Amiga font 
formats (including ColorFonts), 
as well as its own special 
"PolyFont" format. These are es
sentially object mapped fonts and 
shapes (as opposed to standard 
bit-mapped fonts) which can be 
manipulated like the objects in 
VideoScape 3D. 

Here's a brief outline of what 
these programs will do: 

VIDEOTITLER 
FEATURES: 

* Tile creation in all screen for
mats with all font formats 

* Utilization of IFF pictures and 
brushes as backdrops and fills 

* Styling of all fonts (plain, 3d 
block, edged, neon, embossed, 
refracted edge, spread, etc.) 
with 20 built-in options, or with 
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custom editing 
* Justified, bold, outline, italic, 
underlined, drop shadowed, 
smear shadowed, and gradient 
filled text 

* Kerning, stretching, skewing, 
mirroring, of PolyFont text and 
shapes 

* Clipping and pasting of IFF im
ages and color gradations with 
sizing, distortion and perspective 
effects 

* Creation of still or sequential 
IFF files or recording of com
pressed ANIM files (text and 
background animation, 3d rota
tion, moving text highlights, etc.) 

* Multitasking with VideoSEG 
and other programs 

* Support for foreign keymaps 

* Keyboard or menu commands 

VIDEOSEG FEATURES: 

* Automatic or manual slidesh
ows combining IFF frames and 
ANIMfiles 

* Over 50 transitions with testing 
and preview 

* Multiple view port mode--split 
screen with 2 palettes and inde
pendent color cycling 

* Scrolling ANIMS 

* Larger than screen backgrounds 
with multiple positioning and 
transitions 

( continued on next page) 
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VideoTitler ( continued from previous page ) 

* SuperGen support for control
ling ration of Graphics to external 
video 

* Optional pointer display 

* Frame Specification Requester 
format for editing scripts 

When you work in Titler you 
are either in the "foreground" 
plane for text entry and editing, 
or in the "background" plane, 
wherein you employ the elaborate 
cut-and-paste effects. Text entry 
is simple and direct. After you 
boot, any Amiga font installed in 
dfl: can be loaded into a memory 
resident directory of up to 10 
fonts (for quick access). When 
you enter the text mode, a set of 
crosshairs and cursor appears on 
the screen, from which characters 
flow (left, right or bi- directional) 
depending on justification choice. 
You can move the text with the 

mouse and enter keyboard com
mands for further justification or 
centering. Each line of text is re
membered separately and can be 
selected or deselected at will for 
further action. The arrow keys 
will sequence through the vari
ous lines in the order that they 
were entered, but you can use the 
mouse or even rearrange the se
quence in memory. A series of 
key strokes will also program 
carriage returns for automatic 
offsets in lines. The key concept 
is that you can alter character em
phasis defaults, justification, 
font, shadows, and style for any 
given text string at anytime with 
a simple keystroke. PolyFonts 
work in a similar manner except 
that they are capable of even 
more manipulation. Titler offers 
5 styles (all with bird names) that 
emulate an Art Deco font, a serif 
"Souvenir" type, a "Helvetica" 
clone, a boxy "Toucan" that's 

Extensive editing capabilities are 
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a key factor of the power within VideoTitler 

Full 
Tl'anS)?al'en t 
Undel' 
Full Screen 
Full Screen Transp 
Full Screen Under 
Tile Full 
Tile Tl'anSPal'ent 
Til e Undel' 

.J Fast 
S 1 0" 

Clip Horiz 
Clip Vertical 
Paste Horiz 
Paste Vel'tical 
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good for 3-dimensional effects, 
and "Swan", a 50's style flowing 
script that's especially effective in 
the styles that emulate illuminated 
or refracted letters. You also 
have a full set of symbols and 
shapes to enhance your graphics. 
When you enter Poly text the 

cursor surrounds an expanding 
shape that can be dragged, re
sized horizontally and vertically, 
rotated or tilted, even to the point 
of reversal. Unlike the standard 
bit-mapped fonts, PolyFonts can 
be kerned with very fine control 
(as small as 1I1Oth of a charac
ter). 

The fun really begins when you 
start to style your text. There are 
20 built-in styles that can be ap
plied to any font: Plain, 3D 
Block, 3D Block with raised edg
es, Thin and Fat Edged, Thin, 
Fat and Outline Neon, Offset 
Edge, Embossed, The 4 
"refracted light" styles, 3D Out
line, and 5 more, designed pri
marily to enhance the "Swan" 
PolyFont. For seasoned users, 
Titler offers an Expert mode 
complete with multi-function re
quester to make your own styles. 
Wait, there's more. Any 3D 

style can have its raised portion 
oriented in the eight cardinal di
rections. And there are shadows 
available, either dropped or at
tached (the amount of drop or 
length of offset is variable) and in 
any of eight directions. Or the 
shadows can be smears of prede
fined color ranges. On the matter 
of color, Titler gives you com
plete control. Built-in options in
clude a "user" palette of colors 
that work well on straight non-



genlocked, non processed com
posite output, the VideoS cape 
palette, the palette from ArtPak 
(the "best" colors to emulate na
ture), a ColorFont palette, and 
the option to call up a full HAM 
palette to choose whatever you 
like. The HAM requester is the 
best of its kind, and has to be 
seen to be appreciated. Letters 
can be any color you select and, 
depending on the sty Ie, this se
lection can involve up to four col
or pens relating to the various 
components of the font style: 
cap, raise, letter, drop and shad
ow. Palette controls include the 
usual sliders, copy, switch, and 
spread. The remainder of the 
foreground controls involve acti
vating and deactivating text, rear
ranging text layers, stamping text 

to the background, and refresh 
and clear functions. 

The other aspect of Titler in
volves manipulation of the back
ground. Project menu controls 
allow loading and saving of pic
tures, brushes, palettes, 
"scrapbook" data (IFF files in a 
RAM directory), and FrameData
-a combination of foreground 
and background for separate edit
mg. 

You can also save and load Set
ting Files that provide user de
faults for fonts, screen format, 
palettes, open directories, and 
text styles. With a minimum of 
1.5 meg memory, ANIM record
ings can be made (essentially 
similar to VideoScape 3D meth-

ods) which simulate the fancy ef
fects of broadcast television: 

* Poly Text size change and 
movement 

* Cell animation 

* Spelling out letters one at a time 

* Moving highlights through text 

* Moving cut and paste to simu
late picture flipping 

Through the Edit menu, "clips" 
of images or text or color grada
tions can be manipulated and 
pasted in opaque or transparent 
modes, with options for local, 
full screen remaps, or repeated 

( continued on page 63 ) 

Tired of the high cost of repairs? AMIGA DUAL 3 1/2" 

DISK DRIVES 

D-Five Associates 
19 Crosby Drive 
Bedford, MA 01730 

617-275-8892 

AUTHORIZED 
COlVlMODORE & 

AMIGA Service 

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

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

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 
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20 Meg hard Drive (SCSD 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 (~) 356-999 7 

"Meeting the Needs of People in the Electronic Age" 
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ADrum 

By Ken McNeill 

T he excitement of the 
crowd grew higher and 
higher as the music be
came louder. The con

cert hall was packed to the rim 
with raving fans cheering and 
clapping their hands. The gui
tarist ended his solo with a capti
vating crescendo that shook the 
amplifiers. Now it was my tum 
to take the spotlight. I pounded 

on the bass drum seductively 
while I began to hit a few of the 
snare drums for added beat. 
Then I let loose. I had 26 drums 
at my disposal, and I unleased 
them all in a furious drum solo 
that rocked the crowd into a 
frenzy. I never knew that I could 
be this good ... 

I snapped out of my daydream 
and found myself seated at my 
Amiga with Adrum, a new drum 
machine program from Bullfrog 
Productions. Adrum is a four 

From Adrum's work screen and pull down menus, you control all the action 
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voice stereo drum program that 
uses IFF formatted sound sam
ples from disk, and then lets you 
write and play songs using those 
"instruments" . 

After entering the correct ac
cess code from a specified page 
in the manual, you find yourself 
at Adrum's control screen. The 
screen is split into different sec
tions, with each section having 
its own job. At the top is a row 
of boxes containing each letter of 
the alphabet. Each letter repre
sents a different "drum" or 
"instrument", and you may de
fine each letter's sound to create 
your custom drum set. Below 
this row of boxes is a set of four 
long slots accompanied by four 
corresponding speaker control 
boxes. Songs are made and ed
ited by placing or erasing letters 
within these slots. Each row is a 
separate "channel", and the four 
voices together make up each 
measure of a song. The speaker 
boxes lay to the left, and special 
stereo effects, such as panning, 
can be accomplished by control
ling each track's speaker output, 
granted your Amiga is connected 
to a stereo system. Three drag 
bars control the scrolling of the 
measures through a song, the 
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beats per measure, and the speed 
at which the song is played. 
Across the bottom of the screen 
is the Sound Control, the Play
back Control, the Midi Control, 
and the Song Sequencer. These 
will be explored as we go along. 

If you're like me and want to 
jump right in and make some 
music, it's easy to get going. 
First thing's first; you need to 
choose "load" from the drurnkit 
menu at the top of the screen in 
order to load a pre-defined set of 
sounds into memory. I chose the 
"standard" drurnkit, but there are 
a few others from which to 
choose (Is it live, or is it 
Adrum?) With the CAPS LOCK 
key activated, press any of the 26 
letter keys and you're playing the 
drums! In my drurnkit, the "A" 
key is the bass drum, and the 
"0" is the cymbal crash. There 
is an assortment of drums and 
sounds in this drurnkit, including 
some snare drums, a highhat, 
some bongos, and a clap. (The 
total set of samples included with 
Adrum are very good, and very 
diverse: there's everything from 
a bass drum to the sound of run
ning water, to weird laughing 
sound). At this point, you could 
arrange the drums differently on 
the keyboard to suit you, load in 
some new sounds to replace the 
less favored instruments, or load 
in a different pre-defined drum
kit. For now, we will be satis
fied with our drum set, and begin 
to write a song. 

There are two basic ways to 
make a song: Live recording and 
"clicking" the beats onto compo
sition bars. To perform the lat-

ter, you simply click on the de
sired drum letter box, then place 
the tip of the pointer (a drum
stick) in any of the four black 
rows, and click the left mouse 
button once again. This places a 
letter in that spot, and if you look 
closely, you can see tiny dots 
along the edges of the four bars, 
marking off a place for each beat 
to go within a maximum of 64 
beats per measure. The first time 
I experimented, I chose each let
ter in succession, and scattered a 
few beats among the four chan
nels until I had a big mess of al
phabet soup in the measure edi
tor. Here is where the Playback 
Control comes in. The playback 
options include buttons for play
ing a measure, playing an entire 
song, stopping, pausing, and re
peating. I selected the play 
measure and listened to my mas
terpiece. It sounded like it 
looked: spastic and not at all 
rhythmic. I did not despair 
though, because all that I had to 
do was go back and place my 
magic drumstick pointer on any 
note, and with a click of the right 
mouse button, erase it. There are 
other editing features other than 
the default put/remove setting for 
editing a measure. Also included 
are Delete, Insert, Replace, Copy 
Measure, and Live write. Each 
of the features makes it easy to 
manipulate the sounds and beats 
within a measure. 

Exploring the power of Adrum 
further, I chose "New" from the 
Project menu to clear my previ
ous song from memory. I then 
selected "Live write" and one of 

( continued on next page) 
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ADrum ( continued from previous page ) 

four voice bars from the Edit 
menu, and limbered my fingers. 
Clicking on the play measure but
ton on the playback control plays 
the pattern in the measure bars (if 
there is one), while a cursor 
highlights the beat being played. 
In my case, there was no sound, 
but as the highlighter traveled 
across the measure bar, I played 
my drums on the keyboard and 
their corresponding letters were 
placed in the slots. I then re
played that measure and sure 
enough, my previously recorded 
beat was now playing. It is easi
er to write and play rhythmic pat
terns when the beats per measure 
setting is relatively low so that 
the program won't let you place 
beats erratically. For the ad
vanced rhythm maker however, 
more beats per measure means 
more flexibility for more complex 
beat patterns. I find it best to 
shorten the beat allowance in or
der to lay down a simple guide 
beat, then raise this setting to 
create more interesting accompa
niments. I also find it beneficial 
to employ both the Live write, 
and the regular editing functions 
in the creation of a piece. 

The Sequencer is a black square 
in the bottom right-hand corner 
of the screen. In this box, you 
create a song from the different 
measures that you write. By 
clicking the mouse, you enter the 
order and repetitions for each 
measure. For example, if you 
wrote three measures, you might 
specify the sequence lx2, 2xl, 
3x2, lxI, 3x2; this would denote 
a song that would play measure 
one twice, then measure two 
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once, then measure three twice, 
then measure one again, and fi
nally the song would end with 
two repetitions of measure three. 
The second to last thing yet to 
examine is the sound generator. 
This is a black square in the bot
tom left comer that has five small 
sections. There is a window 
containing the presently selected 
instrument, and then five change
able settings for that sound. The 
frequency of the sound can be 
changed, along with its volume. 

The Length of the sound sam
ple can be decreased to play a 
smaller part of the sample. Last
ly, the number of repetitons of 
the sustain portion of the sample 
can be altered for echo or non
echo effects. All of these set
tings can be returned to their de
faults with a click of the mouse. 
The last feature of Adrum is its 
MIDI capability. There are op
tions for MIDI channels IN and 
OUT, and an option to help syn
chronize clock pulses. 

There is an obvious compari
son to be made here. Anyone 
who owns Dynamic Drums 
knows that it is an excellent drum 
program. Where do they differ? 
In a direct comparison, Adrum 
supports 26 instruments at once, 
as compared to Dynamic's 10. 

On the other side, Dynamic 
Drums provides 100 sound sam
ples on disk with greater diversi
ty than Adrum's. I also found 
some of Dynamic's samples to 
be of a higher quality. Since Dy
namic Drums has 10 drums at a 
given time, it can fit a small 
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drum map on the screen, which 
is very helpful in the live write 
mode. 

In general, Dynamic Drums is a 
easier to work with. It also has 
the advantage of a proven histo
ry. Dynamic Drums 1.1 is a 
much enhanced update to the 
original, and demonstrates New 
Wave's commitment to product 
support. At this time, we can 
only speculate whether Bullfrog 
will maintain the same kind of 
advancing evolution to their 
product line. 

Adrum can be useful for longer 
endeavors, however, and also 
has the capability to alter the 
sound samples. It can, of course, 
use IFF samples from anywhere, 
which makes it fully expandable 
and portable. It sounds terrific, 
and will keep the drummer in you 
entertained forever, even if you 
never make it to the concert hall. 

Adrum is a tribute to the Amiga 
computer's audio power. Let's 
hope Bullfrog Productions con
tinues to bring us products like 
this one. 

ADRUM $79.95 

Haitex Resources 
208 Carrollton Park, Suite 1207 
Carrollton, Texas 75006 

(214) 241-8030 



The Successor to Impulse's paint/animation program 

by Mark Smith 

I n little over a year, the 3D 
animation and ray-tracing 
market for the Amiga has 
seen many entries and up

dates. Each one brings a new 
level of capability to this compe
tition. 

This time it's Turbo Silver 
that's the new program in town, 
and it is likely that it may steal 
the show. 1t is fast and impres
sive. The program Silver was in
troduced in late 1987 by Im
pulse. It promised speed, but 
had limited flexibility. Turbo is a 
major enhancement to the origi
nal product, which gives even 
more speed, and much more 
flexibility. 

Anyone who has experienced 
ray tracing knows that it takes a 
long time to see the fruits of 
your labor. It can take hours (we 
are talking ten, twenty, or even 
thirty) to complete a complicated 
scene. My preference is to start 
tracing and go to sleep for the 
evening. Turbo, however, uses 
a new method for rendering im
ages which dramatically cuts the 

This 3D chess board and playing 
pieces was produced with Turbo 

time required. I don't want to 
mislead you into thinking that 
rendering with Turbo will take 
minutes, but the time saved is 
impressive. Using the Octree 
method, which traces only ne
cessary areas of affected space, 
Turbo can now do in three to 
four hours, what previously 
took twelve to fifteen hours to 
produce. With the Octree method 
in use, a 68020 with it's 68881 
math board will only give you 
about a 4% to 10% boost in 
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speed, which at this point 
doesn't really merit the price of 
the board. Like all 3D rendering 
packages, there is a lot to Turbo. 
It's not overly complicated once 
you orient yourself to the 3D 
world. The manual is your sav
ing grace and is well written and 
produced. This documentation is 
funny and almost enjoyable to 
read if that's possible for a man
ual. It is full of unique ideas that 
will boost the thought process. It 

( continued on next page ) 

SENTRY/51 



Turbo Silver ( continued from previous page ) 

onl y suffers from the lack of an 
index. Turbo consists of two 
main screens, one controlling the 
world that you create, and the 
other to take slices of time and 
mold them into a "Silvermation". 
When you first boot up Turbo, 
you will see the main screen. 
This is where the individual cells 
are assembled to complete your 
animation. It is possible to have 
999 frames of data! By creating 
each cell with small differences 
from the next, you give the im
pression of motion. It helps to 
think of your animation as a film. 
Impulse reinforces this by dis
playing your work as a piece of 
celluloid, complete with sprock
ets holes. 

Double click on anyone of the 
cells to enter into the work area 
where you begin designing your 
scene. The first thing you will do 
is to create objects. With Turbo, 
you can create any object that 
you require. Using the extrusion 
command, you can take a two di
mensional set of points that you 
have set down with the mouse, 
and stretch them into the third di
mension. This is quite handy for 
building a 3d letter or number. 

You can also SPIN a two di
mensional set of points into a 
three dimensional existence. Im
agine laying down a set of points 
and then SPINing them around 
the Z axis until it returns from 
whence it came. You now have a 
3d representation of that object. 
This is an exceptional technique 
for creating chess pieces, vases, 
table legs, and the like. Think of 
it as a computer lathe that carves 
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pieces out of anything that you 
like! Unique to Silver is the abil
ity to take IFF brushes and use 
them as Stencils and Brushes. 
BRUSHES can be imported 
from a paint program and used to 
do amazing things. Imagine a 
brush that is a digitized picture of 
your own face. That Picture can 
be mapped onto any object. Your 
picture could be mapped to a 
sphere for instance, distorting 
you face as though you were tak
ing your picture and printing it 
on a bowling ball. Although this 
type of mapping can be found in 
Photon Paint, Turbo exceeds this 

.. Turbo Silver 
is an extensive 

program. 
It produces a 

plethora of tools 
to turn your 

imagination into 
a 3D model. ~ 

by letting you assign many other 
attributes to that sphere. Mapping 
your image on a crystal ball, or a 
cube made of water creates a diz
zying set of possibilities. Stencils 
are basically the same, but cannot 
be mapped into 3d. Think of 
stencils as two dimensional ob
jects. The attributes that you can 
associate with objects include re
flectivity, refraction, and specu
larity. These can all be placed 
upon a stencil. 

There are many other items 
unique to Turbo. One that I am 
impressed with is the index of re-
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fraction slider gadget. Every sub
stance on earth has an index of 
refraction. This value is based on 
physics and chemistry and can 
produce screen objects that are re
fracting light just as the real 
world materials would. There are 
several presets that can automati
cally adjust your objects. These 
are air, glass, water, and crystal. 
You may recognize these as the 
materials that most ray tracings 
use, because they are impressive. 
With the custom option, you can 
choose a refraction value from 
salt and iron, to ruby and dia
mond. The problem is you need 
to know the index of refraction 
for that material. Impulse has 
thoughtfully supplied a source for 
a handbook on those indexes. 

Once you have created an object 
or set of objects in a frame, just 
point and shoot like the commer
cial says. Sounds good, but this 
is not always easy to do when 
you must use a coordinate meth
od. Turbo has a unique feature 
that is fantastic for those like my
self who just can't line up a pic
ture to save a life. If you select an 
object, you can TRACK that ob
ject and follow it wherever it 
goes. This always places the 
TRACKED object in the center of 
the screen. You can TRACK an 
object throughout an animation, 
or change to another object at 
anytime. TRACKing an object 
throughout an animation, while 
moving the camera, lends itself to 
spectacular "fly-by" effects. 

Turbo provides two basic 
ways of building animations. One 
is the old fashioned "build it 



frame by frame method" of get
ting the job done. In reality, you 
aren't doing that much work. Af
ter the fIrst cell is complete, copy 
it to the following cell and alter it 
slightly. As a rule of thumb in the 
Silver world, movements of ten 
units give a very satisfactory dif
ference between the cells. This 
process of copying a previous 
cell's information into the follow
ing cell, and then altering it is 
quite simple, yet it yields good 
results. I subscribe to this meth
od for its simplicity. The other 
technique for accomplishing an 
animation is hiearchial in nature. 
This method involves assigning 
an object to a path. This path, 
which represents movement in 3d 
space is the parent of an object. 
After designating a certain num
ber of cells for the animation, the 
path is figuratively laid down on 
the celluloid strip for that number 
of cells. The starting point and 
ending point of the path corre
sponds to the first and last cell. 
The object moves along the path 
a certain distance each time, mak
ing even and equal movements 
according to the number of cells 
assigned to that path. It sounds 
like a mouth full, but is actually 
simple and can yield an amazing 
amount of power. 

My work with Turbo has not 
been 100% satisfying. One com
plaint that I have is the fact that 
there is only one light source in 
Turbo. Although this light source 
is quite flexible, more would be 
better. Impulse has changed the 
object geometry from Silver 1.1 
to Turbo. If you want to use ob
jects which you created previous-

The frame control screen allows you 
to adjust speed and starting positions 

ly, you will need a conversion 
utility. I also felt that creating 
your own objects was a little 
awkward at first. I can honestly 
say that this is not my choice of 
user interface for designing cus
tom objects. It includes powerful 
tools and does grow on you, but 
I'm glad to hear that Syndesis, 
the makers of Interchange, will 
be coming out with a module for 
Turbo in the very near future. 
This will let me create objects in 
one package, and use them in 
Turbo as well! 

Turbo Silver is an extensive 
program. It provides a plethora 
of tools to tum your imagination 
into a 3d model. I have used all 
of the competitive programs in 
the Amiga market, and my first 
choice is now Turbo for it's flex
ibility and possibilities. In my 
conversations, I got the distinct 
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impression that Impulse is com
mitted to making Turbo the leader 
in the fIeld of ray tracing anima
tion. They even provide a hotline 
for registered users who need 
help. 

There are plans in the works for 
additional Turbo modules that 
will generate text and fractal land
scapes. If you haven't purchased 
a 3D ray tracing and animation 
package yet, I recommend you 
start with Turbo Silver. It's go
ing places. 

Turbo Silver 
Impulse, Inc. 
6870 Shingle Creek Parkway, #112 
Minneapolis, MN. 55430 

(800) 328-0184 
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Deluxehel for Calli her 

by Art Warsell 

I once received a present that, 
inside a large, beautifully 
wrapped box, contained a 
smaller beautifully wrapped 

box. Inside the smaller package 
was an even smaller one, and so 
on. I labored through seemingly 
endless wrappings and boxes till 
at last I uncovered the precious 
gift. Calligrapher is like that. 

You open the box, scan the In
troduction section of the manual, 
boot up and start trying to figure 
out how to get through layer af
ter layer of Font Editing, Sty
ling, Transforming and Pattern
ing. Sometimes you wonder if 
you'll ever reach the gift inside. 
You might feel that you need a 
sword to cut through the Gordi
an knots of program complexity. 
What you need is Deluxe Help 
for Calligrapher from RGB Vid
eo Creations, also known affec-

Calligrahelp aUlomatically takes you 
through extensive font creation processes 
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tionately as CalligraHelp. Ca1lig
raHelp comes on two disks, and 
doesn't have a manual. It 
doesn't require one. All you 
need is two drives, a meg of 
RAM, and the single page of 
loading instructions. 

After an impressive procedure 
AutoLoads both CalligraHelp 
and Calligrapher into RAM, the 
screen invites you to select a les
son from the pull-down menu. 
Each lesson begins with a text 
explanation, and is followed by 
a guided tour through a particu
lar aspect of Calligrapher, hosted 
by a talking mouse pointer. A 
"Jump into Calligrapher" gadget 
can be activated between les
sons, providing the opportunity 
to experiment with your newly 
acquired knowledge. On/Off 
toggles allow you to bypass ei
ther text or tour, a useful feature 
when you return to a lesson to 
clarify a specific technique. 

I had to run through a few 
lessons to become oriented to 
CalligraHelp's method of pres
entation. In fact, I experienced a 
moment of panic when soon af
ter selecting my first lesson the 
speech synthesizer announced 
"Voice off". This was followed 



by the pointer rapidly and silently 
making selections from various 
Calligrapher menus. I was torn 
between (a) hitting function keys 
in hope of restoring the voice, 
(b) attempting to take control of 
the pointer with my mouse, and 
(c) staring helplessly at the moni
tor. I opted for (c), and was 
eventually relieved to hear "Voice 
on" as the appropriate selections 
had been completed to enter the 
actual lesson. 

CalligraHelp offers a tutorial 
on almost every option of each 
Calligrapher menu. The text 
usually (but not always) touches 
all the bases for a beginning 
user. The tours move quickly 
with the speaking mouse pointer 
making a terse commentary on its 
own actions, typically "Right 
button, drag, release". While 
working in Calligrapher, you can 
access CalligraHelp by touching 
the Help key, or by pressing left 
Amiga and N, or by selecting the 
front to back gadget. You may 
then select the right lesson to 
help you unravel your current 
knot. 

To gain the most thorough 
understanding of all Calligra
pher's complicated functions, I 
recommend going step by step 
through Deluxe Help's text and 
tutorials with the Calligrapher 
manual close at hand for refer
ence and experimentation. Make 
sure your CalligraHelp disks are 
set on write-protect, and delete 
any Fonts, Styles, or Patterns 
you have loaded before request
ing another lesson. This pro
cess, though time consuming, 

Text files accompany each lesson for further clarity 

will make you gasp with delight 
at the techniques you acquire. 

Let's take a look at one of 
CalligraHelp's tours: 

When we click on the Create 
A Style lesson, Mousetalker says 
"Voice off", quickly loads a pal
ette, the "Digital" font, and in
forms us that the voice is active 
again. "Digital" is a 41 pixel 
high, 2 color font that looks like 
a digital display formed of LCD 
segments. CalligraHelp types a 
few numbers, selects New Style 
from the Project menu and names 
the style. Then the fun begins as 
the mouse pointer adds, sizes, 
and positions colorful new layers 
to the original font. The results, 
when reviewed on the Select 
screen, are already spectacular. 
But we're not done yet. Callig
raHelp selects a brick pattern to 
fill the first layer. The letters are 
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now constructed of bricks and 
surrounded by glowing neon ha
los of orange, yellow and green. 
We are spellbound. 

The lesson continues as the 
mouse pointer clicks on the op
tion to transform the fon t to this 
style. A message window ap
pears, informing us that the font 
has too few colors for the trans
formation to be completed. Cal
ligraHelp responds by demon
strating how to add more colors, 
and we are finally treated to a 
mind boggling view of our new 
style. But wait! Because of the 
added width of the extra layers, 
the letters now overlap. The talk
ing mouse concludes the tour by 
showing us how to adjust the 
kerning for proper spacing be
tween letters. I purchased my 
copy of Calligrapher several 
weeks before acquiring Deluxe 

( continued on page 62 ) 
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Get ready for a ''Drak'' attack 

By Ken McNeill 

YOU are Drak, the last of 
the Obliterators, the ul
timate warrior. The 
Earth is under attack 

by an alien warship of awesome 
power. Your mission: to enter 
the sinister alien battle cruiser 
and, armed with whatever this 
habitat can provide, you must 
cripple the alien vessel, thus al
lowing its destruction. What 

awaits? ... The Earth lies ex
posed. You are its last defense! 

The first page of the manual 
for the new game Obliterator 
from Psygnosis sets the stage. 
Obliterator is a fast paced, arcade 
style action game which places 
you, the Obliterator, within a 
dangerous alien spaceship armed 
only with a laser pistol and a 
limited supply of ammunition. 
The game offers spectacular 
sound and graphics, along with 
plenty of challenge. Your goal 

is to find and take five different 
objects that resemble puzzle 
pieces. According to the playing 
instructions, four of the compo
nents disable certain parts of the 
alien craft, while the fifth piece 
activates your escape shuttle. 
Along the way, you must defend 
yourself against the various 
space creatures and traps that are 
in almost every room. Drak is 
equipped with a personal energy 
shield that depletes when he re
ceives blasts from his adversar
ies. 

A somewhat unpleasant foe If you are lucky enough to find 
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a "Shield Regenerator", you can 
replenish Drak's shield. Since 
Drak's small pistol isn't very ef
fective against some of his more 
formidable enemies, there are 
three different, more powerful 
weapons that can be found in 
certain rooms during the game. 
When using the heavier artillery 
though, less ammunition can be 
carried. For example, the rifle is 
fairly powerful, and Drak can 
carry 25 projectiles for it; the ba
zooka is more powerful and can 
penetrate anything, but only 
three projectiles can be carried at 
any time. After an impressively 
animated introduction, Oblitera
tor plays erie suspenseful music 



and you find yourself material
ized somewhere within the vicin
ity of the alien space vessel. The 
"Obliterator" is shown as a mus
cular, hard-boiled man with ten
sion on his face, and a laser pis
tol in his hand. At the bottom of 
the screen is a row of mouse
control icons for Drak's move
ment, and attack. The game con
trol is very close to that of Bar
barian, an earlier action game 
from Psygnosis. There are sev
en directional icons for moving 
left, right, up, and down, as well 
as icons for haIting movement, 
jumping, and entering doorways. 

There are buttons for firing 
Drak's weapon and picking up 
objects. Lastly, there is an icon 
labeled "defend" that causes Drak 
to assume a temporary defensive 
position against the wall in order 
to attempt to avoid oncoming en
emy fire. There is a second pan
el of icons that is toggled with 
the space bar. This strip displays 
the current score, a shield 
strength indicator bar, an invent
ory of all weapons, ammunition, 
and components that you are car
rying. You may change weap
ons from this control panel as 
well. Hitting the space bar again 
returns you to the action control 
strip. 

Once you've become familiar 
with the controls, the game is all 
reflex, coordination, and fun. 
Perhaps the best way to get a feel 
for the game is to describe an ex
ample adventure. After I had 
played a few times, I wanted to 
really push Drak to the limits. I 
loaded Obliterator and found my-

Control is accomplished by 
clicking on the the appropriate icons below 

self in a strange looking room. I 
noticed the various innards and 
piping of the spacecraft. I clicked 
the move left icon and made the 
open-air elevator in three swift 
strides. Clicking the up arrow 
sent me slowly upward in the un
known. With a downward scroll 
of the screen, I was in a different 
room. I didn't have much time 
to admire the scenery though, be
cause right in front of me was a 
green lizard-like creature riding a 
cosmic motorcycle and aiming a 
nasty laser cannon at me. I slid 
my mouse over and nonchalantly 
clicked the fire button, activating 
my pistol. My adversary turned 
into a ball of destruction, but not 
before sending me a little 
present. With a deftly timed 
mouse click, I hit the "defend" 
icon, and watched my enemy's 
projectile fly by me. That was 
close! What was that in the cor-
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ner? I went over and picked it 
up. It was a blaster; a weapon 
much more powerful than my 
puny pistol, but I had no blaster 
ammunition. I decided to save it. 
I exited the room through the 
doorway and reappeared else
where. 

A hovering robot immediately 
came towards me. I fired at it, 
but my pistol had no effect. I 
was about to leave when I was 
blasted off my feet by the robot. 
That took a toll on my shields, 
but I had no time to check them at 
present. I tried to get up, but was 
blown through the air again. If I 
only had some blaster projectiles, 
I could fight back, but my shields 
were degenerating, and I couldn't 
make it to the door ... 

As with most programs, there 
are a few areas which need some 

( continued on page 62 ) 
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ZOOM , • 
The new fast action game from Discovery Software' 

by Glen Hecht 

Hear ye, hear ye, Step 
right up. Get your 
ticket here to the Ball 
Society's Annual Pop

Up Drop-Down Show. Ya can't 
see the show without a ticket and 
ya can't get yer tickets anywhere 
but here ... " 

Boot the disk, sit back , and 
enjoy. The honkie tonk music, 

cheers of the crowd, and enter
taining animation in the opening 
sequence of Discovery Soft
ware's newest release is almost 
worth the price of the software. 
After you have had your fill of 
the opening sequence, press the 
left mouse button, and you're 
ready to play. The game loads 
entirely from disk (no waiting 
between levels), there is an 
abrupt change in the music, and 
the wire frame Zoom! logo spins 
through space. You can choose 

An entertaining, rowdy, stage 
performance comes before game play 
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from three different playing 
modes. Fl for one player, F2 
for two players taking turns, or 
F3 for competition mode which 
allows two players, each with 
his own Zoomer, to play at the 
same time. The first two modes 
require a single joystick in port 
2. The competition mode re
quires two joysticks. You can 
chose to start at any of the first 
ten levels of play. 

Finally, the game itself. A 
three dimensional grid spins to a 
stop and the various inhabitants 
of this reality pop into existence. 
Your character is a small smil

ing ball, which spins onto the 
center of the grid. A pair of 
sticky looking lips begins chas
ing your ball around the grid 
while two bouncing mushrooms 
move around with no apparent 
reason for existence. Your task, 
for each level, is to avoid being 
eaten by the mouth while you 
surround all of the squares 
formed by the grid with a track 
that is laid down behind you. 
It's simple, for the first couple 
of levels. The shape of the grid 
varies at each level and new 
monsters are introduced. There 
are green robots that eat your 
track as you lay it down, and 



spinning groups of balls that stay 
on a single line making it tricky 
to surround squares. In the 
higher levels, holes open up out 
of nowhere to suck you into 
oblivion. By planning so that 
you can complete two squares si
multaneously, you enter the high 
scoring mode in which you score 
100 points for each surrounded 
square rather than the normal 50 
points. 

The obstacles would be unsur
mountable if you didn't have 
some kind of help and indeed 
there is help available. At ran
dom intervals in random spots, 
any number of goodies can ap
pear to help you with your task. 
Ice cubes freeze the monsters for 
a time and a can of glue slows 
them down. There is a vial of 
magic potion which makes you 
immune to all monsters, and a 
piece of candy which lets you 
move more quickly. There are 
bags of money (bonus points) 
and a piece of fruit which auto
matically fills any squares it 
touches. There is even a rocket 
ship that advances you to the 
next level. When a question 
mark appears it could hide any 
one of these goodies, but be
ware, it could also be a monster 
in disguise. 

The game play of ZOOM is 
very good with lots of variety 
and no apparent pattern to the 
movement of objects. The three 
dimensional grid takes some get
ting used to. Friends who tried 
the game found that changing di
rection was tricky because you 
have to be lined up exactly on the 

You must travel the grid, highlighting areas 
as you go, while avoiding a collision with your foes 

grid to turn, and the 3-D graphics 
made it difficult to be sure where 
you were. I found this to be a 
problem at first, but after several 
hours of play, movement seems 
more natural. The sounds are 
fantastic, among the best I've 
heard in any game. 

My major grudge with this 
game is, as usual, the level of 
copy protection. High scores are 
saved to disk, and yet there is no 
way to back the disk up. Dis
covery Software, who also pro
duce Marauder II, a disk archive 
utility, will offer a second copy 
of the Zoom! disk to registered 
owners for a small fee. With a 
disk that must be left unprotected 
in order to play and save scores, 
I wonder how long it will be be
fore a read/write error means the 
end of Zooming. 

Zoom! is a good game with ad-
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dictive playability and excellent 
sound. This is the stuff computer 
widows are made from. It was 
written in Germany by assembly 
language wizards and is being 
marketed in the US by Discovery 
Software. 

Zoom! 

Discovery Software International 
163 Conduit Street 
Annapolis, MD. 21401 

(301) 268-9877 
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Learn to fly this VTOL jet fighter from the cockpit of your Amiga 

by Eric Hunt 

Over the centuries, the 
British have come up 
with some really far 
out ideas. Things like 

Monty Python, Danger Mouse, 
selling the London Bridge, and 
the Sea Harrier. The latter is a 
modem day "Jump Jet" that ac
tually leaps into the air from a 
fixed position (no runway is re-

quired for takeoff). The folks at 
ANCO have imported a British 
flight simulator based on this 
unique aircraft. Since my previ
ous experiences with FS II were 
less than thrilling, I was not ini
tially thrilled with this assign
ment. To my surprise, Sea Har
rier immediately captured my 
imagination. Maybe it was the 
idea of jumping up into the sky 
and staying put; maybe it was 
the idea of starting in the middle 
of the ocean; maybe it was the 

Be/ore you can embark on your mission, 
you must learn the technique o/vertical take-off 

60 /SENTRY JUNE 1988 

British touch ... But let me first 
tell you some of the facts you 
will want to know before you go 
running out to buy the Harrier 
Mission. 

First, the program comes on 
one disk (meaning no disk 
swapping), boots on a standard 
Amiga of any sort (requires Kick 
Start 1.2 for AlOOO), and is full 
featured with sound and graph
ics. N ext, the manual is not 
cluttered and technical. I had no 
problem reading and following 
the directions. In contrast to oth
er simulators that tend to be ac
companied by thick, boring, 
technical manuals which require 
a deeply felt commitment to mas
ter. The Sea Harrier comes with 
three pages of instruction. Three 
pages. I love it! Also, there is 
an 800 number that you are en
couraged to call if you get stuck, 
or have any questions about the 
game. 

Now, for the neat stuff. The 
Sea Harrier opens new dimen
sions into flight that I had never 
dreamed were possible. This 
plane has the ability to alter the 
angle of its jet nozzles. Direct
ing its nozzles downward, caus
es the Harrier to lift, thus giving 
it the ability to hover at take-off 
and landing. A conventional air-



plane is lifted off the ground by a 
combination of speed and lift 
which is provided by the air
crafts' wings. Once the aircraft 
becomes airborne, it must main
tain a certain speed or it will stall 
out. Additionally, the Harrier is 
equipped to handle like a conven
tional plane once speeds of 180 
knots have been attained - by 
pointing the nozzles rearwards. 
Amazing as it may seem, the 
Harrier's ability to alter its jet 
nozzles into different directions 
causes the plane to lift from a 
standstill, hover like a helicopter, 
accelerate and maneuver like a 
conventional aircraft, come to a 
screeching halt (reverse the direc
tion of your jets), and land like a 
flying saucer. The Harrier can 
fly sideways and backwards too. 
Lest this seem too far out, re
member that this is a real combat 
jet of Her Majesties Navy, and 
recently the US Marines have 
purchased some. 

I practiced several of the ma
neuvers (briefly mentioned in the 
instructions) until I could per
form well enough to take-off, ac
celerate, circle around, and bring 
myself in for a successful land
ing. Landings are the more pe
culiar feats that require mastery 
before you can really go on into 
more advanced flight scenarios. 
My first few attempts were really 
poor. I paid plenty of attention 
to all the wrong things. I 
couldn't do anything right until I 
got used to the layout of the con
trols and the strange take-off 
from a complete standstill. You'll 
probably find yourself in a simi
lar adjustment phase for the first 
couple of flight attempts. One 

Over the open sea, the gauges iruiicate your 
flight attitude with remarkable responsiveness arui accuracy 

mistake you won't have to make 
is not realizing that you have 
made a mistake. Watch that your 
flaps go down and stay down be
fore you attempt your take-off. 
This is important. My flaps went 
down and my lingering finger 
(just a split second too long) 
caused the flaps to go right back 
up - the plane was not behaving 
just right thereafter. 

As a Flight Lieutenant, you 
will be expected to have mastered 
the difficulties of flying the Har
rier, and to concentrate on the 
difficulties of protecting your 
carrier ship. As you take-off 
from the ship, you have to track 
the enemy and destroy them be
fore your ship is damaged or de
stroyed. As a Lieutenant, you 
are allowed nine warnings for 
such problems as low fuel, ex
cessive height, forgetting 
wheels, forgetting flaps, ap-
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proaching the carrier with your 
gunsights on, or slow speeds 
with nozzles directed rearwards. I 
thought I was ready for my first 
attempt at Flight Lieutenant after 
about fifteen minutes of the prac
tice level. Wrong. I had accrued 
nine warnings and lost my carrier 
in about two minutes. My sec
ond attempt wasn't much better. I 
went back to the practice level 
and brushed up on some of the 
things I had previously ignored. 

One ingredient that is not pro
vided by the game makers is your 
own abilities. This game is a 
challenge for you. You must 
have good eye-hand coordina
tion, an ability to learn from a 
brief description of flying the 
Harrier, and a desire to keep at it 
(practice) until you can advance 
on to the more interesting aspects 
of the game. The game does pro-

( continued on next page ) 
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Harrier 
( continued from previous page) 

vide everything else that you'll 
need. Finally, I thought I might 
again try for Flight Lieutenant. 
My first attempt was nerve rack
ing and frustrating. I still wasn't 
able to spot an enemy in time to 
save the carrier from destruction. 
I re-read the instructions and 
found that I had missed some
thing, mentally prepared myself 
for an enemy encounter, took
off, and engaged my aiming de
vice and spotted my enemy. Too 
bad I couldn't maneuver quickly 
enough. 

So, I'm not a Group Leader 
yet. I'm still trying, and I still 
like this flight simulator much 
better than any other I've seen. 
I'm not counting the simple ar
cade style games. Harrier Mis
sion is two good products in one. 
First, there is the challenge of 

flying a Sea Harrier. You have 
gauges to monitor and controls to 
use. If you master these and 
have the talent, then you may 
progress to part two. The com
bat challenge is much more excit
ing than learning to fly. Howev
er, you have to master flying 
first. If you skip lessons, you'll 
find that combat runs will be ex
tremely short - you'll loose your 
carrier or your plane real quick. 
If your giving thought to pur
chasing a flight simulator pack
age, I recommend that you give 
Harrier Mission a try first. This 
one simply has everything you 
will be wanting. 

Harrier Mission $24.95 

ANCO Software Inc. 
P.O. Box 292 
Burgettstown PA 15021 

62 IS ENTRY 

Calligrahe/p 
( continued from page 55 ) 

Help. If these tutorials had been 
available to me from the begin
ning of my efforts, I would now 
be a far more expert font design
er. Now, after having worked 
with both, there are two ways in 
which I feel that Deluxe Help for 
Calligrapher could be improved: 

(1) Instructions on importing 
fonts for modification, saving to 
disk, and exporting the fonts 
you've created are sketchy. 
There is an informative essay on 
font file structures, but no how
to directions. 

(2) While the talking mouse 
pointer is useful, it leaves many 
gaps of comprehension to be 
filled in by trial, error, and repe
tition. A much quicker and better 
continuity of understanding 
could be achieved through a digi
tized real human voice narrating 
the tours. 

That said, I find CalligraHelp 
to be an essential partner for any
one learning to use Calligrapher. 
The price is low for the value, 
and the education is priceless. 
RGB's concept of providing in
teractive tutorials while a com
plex graphic program is running 
is one of the best uses of multi
tasking to date. 

Deluxe Help For 
Calligrapher 
$44.95 
RGB Video Creations 
2574 PGA Blvd., Suite 104 
Palm Beach Gardens, FL 33410 

(305) 622-0138 
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Obliterator 
( continued from page 57 ) 

improvement. For one thing, 
Obliterator can slow down. 
Drak's movement and animation 
is realistic and well done, but 
when there are many things mov
ing on the screen at once, it 
seems as if Drak is playing in 
slow motion. Another complaint 
has to do with the program's 
"intelligence". When I kill an en
emy or pick up an object in one 
room, proceed to a different 
room, and then return to the pre
vious room, the object or adver
sary is there again. This doesn't 
occur all the time, and sometimes 
can be beneficial if you want to 
stock up on ammunition. 

Finally there's the copy protec
tion. This disk is heavily protect
ed and causes your disk drive to 
emit weird noises as data is read 
from the non-standard tracks. 
One can't help worrying about 
the long term effect of these 
strange noises. 

Regardless of these criticisms, I 
can highly recommend Oblitera
tor to any Amiga owner who en
joys exciting action, and has a 
good trigger finger. Watch out 
though, because between the un
usual music, and the bizarre crea
tures, you many find yourself ad
dicted, and your friends may start 
calling you Drak. As for me, I 
still need to find some blaster 
projectiles .... 

Obliterator $39.95 

Psygnosis 
1 st floor, Port of Liverpool bldg. 
Liverpool, England L3 IBY 



Video Titler ( continued from page 47 ) 

tile patterns. Pastes can also be 
"under" the background so that 
only those areas of the back
ground defined as a transparent 
color will reveal the image. In 
halfbrite mode, semi- transparen
cies can be defined for a color 
tone overlay effect. 

The effects you can achieve 
with VideoTitler are really quite 
spectacular and are not just limit
ed to those relating to text styling 
(though one session with neon 
PolyFonts would probably suf
fice to sell anyone on this pro
gram). Some of the image edit
ing techniques are unavailable on 
any paint program, and the com
bination of page flipping, sli
des how transitions and ANIM 
segments are not available in this 
easy to use format anywhere 

Amilm Sentry Yol I: 

Issue 1: Alien Fires, Escort II Cha
sis, Acquisition, Dynamic Cad, La
serscript, Faery Tale Adventure 

Issue 2: Spring Comdex, Anima
tor:Apprentice, Insider memory board, 
Earl Weaver baseball, Microfiche 
Filer .... 

Issue 3: WordPerfect, Sculpt 3D, 
DigiPaint, Videoscape, City Desk, 
Timesaver, Kwikstart memory ROM 
board .... 

Issue 4: The Seybold Conference, 
Black Jack Academy, Vizawrite, The 
Calligrapher, C-View, Haica1c .... 

else. The combination package 
of TitIer and VideoSEG repre
sents what I think is a bargain, 
and will be useful to all Amiga 
graphics applications, not just 
video. My complaints are rela
tively minor, and are more direct
ed at Aegis than this program. 
First, there are the manuals-
well, three actually. There's the 
TitIer manual, and VideoSeg, 
and then the addendum for 1.1 
upgrades. It's the usual Aegis 
paperback format, so you have to 
break the backs to get them to lay 
flat. Then there's the keyboard 
command reference card that's 
printed in non-photo blue (to dis
courage photocopies?) and in
duces severe eye strain. Dh 
well, no matter, I'm still waiting 
(7 months now) for the manual 

- -

Back Issues 

for DrawPlus that was promised 
at the time of purchase, and 
maybe someday Diga! will get 
debugged and get some real in
structions. Speaking of bugs, 
Titler's addendum states that all 
known bugs of the early release 
were fixed, but right at the start 
you'll find a new one--double 
clicking won't open the disk icon 
or the program icons. Just revert 
to the old procedure of single 
clicking the icon, then pulling 
down "open" from the work
bench menu. 

VideoTitler $149.95 
Aegis Development Inc. 
2210 Wilshire Blvd., Suite 277 
Santa Monica, CA 90403 
(800) 345-9871 

Circle the back issues you desire. Fill out name and 
address on the reverse side, check off appropriate box 

for back issue order, and include $4.00 per copy 

Issue 5: Ami-Expo NY, Supra mo
dem, Test Drive, Lattice 4.0, Money 
Mentor 2.0, Music Mouse, Deluxe 
Help for DPaint 2 .... 

Issue 6: Fall Comdex, Photon Paint, 
Kindwords, Gee Bee Air Rally, Dark 
Castle, Pixmate, Light Pen, 
WBTools .... 

Issue 7: World of Commodore show, 
IntroCad, SummaSketch, King of Chi
cago, Midi report for D-50, CZlOl, 
MT32 .... 

Issue 8: Ami-Expo LA, Professional 
Page, Ports of Call, Quarterback, As-
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semPro, Animate 3D, KCS, Inter
change ... 

Issue 9: Workbench 1.3, Return to 
Atlantis, Superbase Professional, PC 
Elevator, DeskJet, Dynamic Studio ... 

Issue 10: FlickerFixer, Impact 
SCSI controller, Beckertext, Formula 
One, A2620 board, Prowrite 2.0, 
The Hanover show ... 
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