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DIG] ..
VIEW

DELIVERS ULTIMATE
GRAPHICS POWER

Bring the world into your Amiga with
Digi-View, the 4096 color video
digitizer. In seconds you can capture
any photograph or object your video
camera can see in full color and with
clarity never before available on a
home computer. Digi-View’s advanced
features include:

eDithering routines give up to
100,000 apparent colors on screen

eNewTek’s exclusive Enhanced
Hold-and-Modify mode allows for
exceptionally detailed images

= Digitize images in any number of
colors from 2 to 4096

*Print, animate, transmit, store, or
manipulate images with available IFF
compatible programs

eDigitize in all Amiga resolution modes
(320x200, 320x400, 640x200, 7
640x400)

‘‘Digi-View sets new standards for
graphics hardware’’-InfoWorld

Digi-View is available now at your local
Amiga dealer or call:

1-913-354-1146 or

1-800-843-8934

ONLY $199.95

INCORPORATED

All photos actual unretouched Digi-View pictures shot directly off the 1080 Amiga monitor.
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On Point

Notes from Editor, Tom Bucklin

It is a fact that what are known as "third party" developers can make or break a
computer system. This becomes especially pertinent when you are talking about a
computer that has an operating system that is unique to one specific hardware
configuration, as in the case of the Amiga. Without the many developers that have
supported this machine, it may not have survived its A1000 era.

It's no secret that there was a time when Commodore wondered about the fate of the
Amiga as a truly profitable part of the product line. The A1000 design was expensive
to manufacture and required availability on more parts than the new, slimmed down,
AS500 motherboards. No right thinking company continually throws money out the
window on a product that performs below their profit expectations without some
serious consideration. Somewhere in their considerations, Commodore must have
been impressed with the innovative work being carried out by the continually growing,
dedicated group of developers; enough to make them go on to add two new models of
Amiga.

In an organization like Apple computer, there is an aggressive attitude towards the
support of developers who create products for the Apple line. Their interest in the
developers, particularly in the desktop publishing/MacIntosh arena, has contributed to
the Mac's success in becoming a standard in these markets. Although companies well
known in other computer markets have come to support the Amiga, this process was
started by many grass roots organizations who cared more about realizing the potential
of the machine, than they did about the almighty dollar.

Perhaps that is the thing that makes the Amiga most unique. Many of the people it
attracts, both users and developers, are creatively motivated. As a matter of fact, much
of the applications most popular on the Amiga seem to be wrapped up in the creative
process. You'd be hard pressed to make a statement like that concerning the IBM
compatible market.

It's easy for a company to categorize developer support in terms of an ongoing
maintenance operation. In reality, they are the life-blood of the company. Hopefully,
Commodore is continually mindful of where all of these innovative Amiga products
come from (like the 300 dpi scanner system from ASDG featured in this issue), and
recognizes these achievements in terms of support that is on a par with that given by
the other computer manufacturers.
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WordPerfect 1s Offering You

This Great New Feature.

A 53% reduction in price.

Put that feature with the strength of more than
100 others, like a 115,000-word Speller, 10,000-word
Thesaurus, Columns, Indexing, Blocking, Headers
and Footers, Macros and Merge, and you've got a
combination that’s hard to pass up.

Sodon't. After September 30th it will be too late.
Until then, you pay only $155.00 for WordPerfect—
one of the most powerful word processors you can
put on your Amiga.

Contact the Amiga Products Division (801-227-
5900) or the Orders Department (800-321-4566) at
WordPerfect Corporation for details and a copy of the
necessary purchase agreement,

Because for some deals, there’s no time like the
present.

WordPerfect

CORPORATION
1555 N. Technology Way
Orem, Utah 84057

This discount applies only to Amiga User Group members, is invalid outside of the United States, and expires September 30, 1988.

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



SPECTRASCAN

300 DPI color scanning from ASDG and Sharp Electronics

by Steve Dock

or more than two years,

thousands of Amiga

owners have transferred

printed images into their
computers using DigiView. With
the advent of quality desktop
publishing software, these imag-
es have made their way into
newsletters, correspondence,
and flyers. Amiga animators
have also benefited from the pro-

cess of scanning images. As
successful as these applications
are, business applications for
digital image scanning require
higher quality than video signal
based technology can provide.
The maximum resolution of
which our camera based systems
are capable is about 740 by 440
dots. There are many profes-
sional level applications that re-
quire at least 300 DPI quality.

Enter SpectraScan from ASDG.
This high-quality image scan-

The JX 450 is the first in a line of Sharp’s 300 DPI color scanners
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ning and processing system will
transfer up to 11" by 17" images
into your Amiga at 300 dots per
inch. The image can be scanned
in monochrome or 24 bit plane
color! With Professional Page
running in the background, you
can scan and produce PostScript
color separations in one continu-
ous operation. If color hardcopy
is your requirement, SpectraS-
can images produce exceptional
quality printouts on the HP La-
serjet, Xerox 4020, etc.

There are four components to
the system provided by ASDG.
First is the Sharp JX450 color
scanner. It sends a mass of digi-
tal data through an IEEE 488 bus
into your Amiga. This data is
processed by the SpectraScan
software. "Hmmm, my Amiga
doesn't have an IEEE bus," you
say. True, but ASDG provides
one as a module on their Twin-X
expansion board for the A2000.
Lets discuss each component in
turn.

The JX450 has been on the
market for some time and sells
for $6995. It is obviously de-
signed and engineered for busi-
ness and professional applica-
tions. It will take up 22 by 20
inches on a sturdy tabletop. The
JX450 is a flatbed scanner
which uses three colored lights



and a CCD to produce digital
pulses from the image. It can
scan in increments of .04 of an
inch and offers resolutions of 75,
100, 150, 200 and 300 Dots Per
Inch. You can use hardcopy, or
even scan transparencies and
slide film using a special mirror.
The scanner can code its data as
1 bit-plane monochrome, 4 or
eight bit grey scale, and 3 or 24
bit color bit data. In 24 bit color
mode the scanner discriminates 8
bits of data in red, green, and
blue for each dot it scans. These
performance characteristics are
augmented by built-in programs,
which can zoom in on a subset of
the image, provide three types of
color correction, produce nega-
tive images, and perform four
levels of edge detection.

To connect all this functionality
to your Amiga, you must install
an ASDG Twin-X board. The
Twin-X is a standard Zorro form
factor expansion card for the
A2000. Each Twin-X board con-
tains circuitry which connects the
Amiga data and timing signals to
two IEEE 959 edge connectors.
This IEEE standard was original-
ly defined by Intel as their Multi-
bus specification, and has found
wide acceptance in process con-
trol, industrial, and scientific ap-
plications. The result of this his-
tory is a large catalog of ready-
made modules which can be
snapped onto the Twin-X card.
When a module is added to the
Twin-X card, it will autoconfig-
ure and have access to Amiga
DMA channels and I/O func-

tions. A 10 Mhz clock signal is
included on the board to aid in
these functions.

The Twin-X by itself is an emp-
ty card. It must have one or two
modules added. The SpectraScan
package includes one IEEE 488
module and the necessary cable to
connect to the JX450. The pack-
age we received had the IEEE
module already attached with dip
switches and jumpers preset.
This made installation a breeze.
Installation involves removing the
screws from the A2000 case and
one slot cover. The Twin-X with
its IEEE module firmly connect-
ed, is then inserted into an open
expansion slot. A ribbon cable
runs from the top of the IEEE

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

ASDG's Twin-X board, shown with the IEEE module mounted atop

488 module to a female IEEE
connector, which extends out the
back of the 2000. Connect one
end of the special cable to the
scanner, and one to the Amiga,
and the hardware is set.

The final component is, of
course, the software. ASDG pro-
vides two programs which must
work together. First copy the
ASDG-IEEE.library program
into the LIBS directory of your
boot disk (this can be a floppy or
harddrive). Now insert the pro-
gram disk and either Click-on the
SpectraScan icon, or "Run Spec-
traScan" from a CLI. ASDG is
justifiably proud of this software.
It is fast, flexible, and provides
the user with a view of his image
on screen at all times.

Note: The Twin-X and IEEE
488 modules we were provided
are the finished production mod-
els. However, ASDG will be ad-

6/SENTRY

ding additional functions to the
the software prior to its general
release. All the functions we de-
scribe below work now and
work very well indeed.

SpectraScan opens with a lo-res
custom screen covering the lower
third of the display. This Trial
control panel is full of "clickable"
gadgets and numeric displays.
The idea is to conduct several
trial scans in monochrome until
you have the proper image, then
switch to the "Final" panel for
color scans. Behind this control
panel is a blank lo-res window
where your scanned image will
appear. The control panel can be
dragged around the screen in the
usual way, and pressing Left-
Amiga N will return you to the
Workbench window, or whatev-
er other task you are running. If
you have already powered up the
Sharp scanner, simply click on
the SCAN gadget. The JX450

OCTOBER 1988

will slide its top carriage across
the strobing lights and instantly
the Amiga screen will begin to fill
with a 100 DPI grey-scale repre-
sentation of the image you have
placed on the glass. In about 30
seconds an entire 8.5 by 11 inch
image is scanned. The first time I
operated Spectrascan, I was
equally fascinated by the science-
fiction hum and whirr of the
scanner, and the smoothly scrol-
ling image revealing itself on
screen. The image itself is stun-
ning. Amiga owners are used to
seeing and making digitized im-
ages, but the sharpness and
100% fidelity of these images is
something new altogether.

A very unique thing happens as
soon as you click on SCAN. The
SpectraScan control window be-
comes transparent so that you can
see the entire image as it fills up
the screen. I have checked with
people who use scanners on oth-
er computers (Mac and Macll),
and seeing your scan as it hap-
pens is unique. It seems that all
other scanning software must
complete the scanning process
before displaying the result. This
can be a waste of productive time
if your image is tilted or other-
wise mis-aligned. At any time
you may click on ABORT to stop
the scan and make adjustments.

Even at 100 DPI an 8.5 by 11
inch image produces a bitmap of
850 by 1100, which is much
larger than any Amiga screen res-
olution. ASDG provides a scrol-
ling super-bitmap to capture eve-
ry dot which your memory
configuration can support (a
monochrome image of this size
and resolution will fit in a system
with 1.5 Meg). To scroll around

( continued on page 8 )



Don’t fumble around with your Amiga files. Let QUARTERBACK manage your valuable
data. The Quarterback sneak scores every time!

QUARTERBACK is a FAST Hard Disk to Floppy Backup Utility for the Commodore Amiga, featuring: « Fast backup
- 20MB in less than 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 ASCIl to 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 Amiga 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

D0S-2-DOS™ Transfers MS-DOS and Atari ST Files To and
From AmigaD0S!

* Supports single and double sided 5.25" as well as 3.5" 720KB
MS-DOS diskettes » Reads/Writes 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 AmigaDOS 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 AmigaDOS
disk swapping.

Only $55.00
plus $3.00 shipping and handling

CA residents add 6% sales tax.

Central Cot Software.

268 Bowie Drive, Los 0sos, CA 93402 « Telephone (805) 528-4906 « FAX (805) 541-4745
Dealer Inquires Welcome




SpectraScan ( continued from page 6 )

your image, click on the four
large directional arrows. Once
you have completed a trial scan to
verify placement of your image,
you may want to adjust it or
zoom in on a portion of the im-
age. With the trial scan on-screen
at all times you can outline
an area and have the soft- ™ %,
ware automatically set the ' SN
necessary parameters to EXg
rescan just that portion of w8
the original. Simply slide g
your mouse pointer outside

"subrange," this second column
will contain measurements taken
from the indicated area of the
scanned image. If our photo is 4
inches down and 7 inches to the
left, the X and Y offset will re-
flect this. If the photo is 2.25 by

the control panel and over =—1

the scanned image. Now
click with the left button
and hold. A normal selec-
tion box will extend out as -
you move around. The im-
age will also scroll below
and to the right as you
reach the edges of the dis-
play. (Remember that our
850 by 1100 image extends
well beyond a single Amiga lo-
res screen.) The scrolling action
is smooth and quick and contin-
ues below the transparent control
panel.

Let's say you scanned a cover
page from the Sentry, which in-
cludes text and a photo. If you
only want the photo, you use this
selection process to outline just
the photo and return to the con-
trol panel. This implementation
of on-image zooming is also
unique to SpectraScan. Our poor
MAC cousins must make do with
a representation of the flatbed
scanner with grid lines. On the
control panel are four string gad-
gets which show X Offset, Y
Offset, X Length, and Y Length.
These begin with default values
which scan a letter size page. A
second column of numbers repeat
the same values initially. Now
that we have outlined a

8/SENTRY

Y.

A screen shot of a scanned image on the Amiga’s monitor

2.25 inches, the X and Y length
will state this. You can fine tune
your subrange several times and
read the resulting measurements
for confirmation. When you are
satisfied, click on the "Accept
Subrange" gadget and the second
column of numbers will be cop-
ied to the actual registers which
control the scan. Now click on
SCAN and watch as the scanner
top moves down the page prior
to beginning its scan and scans
just long enough to cover the
subrange you specified. This
subset of your image now fills
up the entire screen like magic.
However, one little detail has
changed in this scan. SpectraS-
can automatically increased the
resolution to 300 DPI since we
are using such a small area.

Once again, the results are out-

standing, and have to be seen to
be believed. In addition to sub-
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range adjustments, you have oth-
er tuning tools available on the
trial screen as well. Many color
images benefit from clicking on
MED or LIGHT to improve their
range. This control panel also in-
cludes one pull down menu to set
_ the size of the initial scan.
E The current sizes include
& most standard paper sizes,
and will be augmented by
standard photo sizes in the
near future.

After several trial scans,
- you'll be ready to click on
the FINAL gadget to move
 on. A new interlaced con-
§ trol panel will appear,
which only covers about a
fifth of the now blank
screen. Many of the same
gadgets appear here but
there are several significant
additions. Press your right
mouse button and read the new
control menus. You can select
Scan Format, Resolution, Dis-
play, and Standard Screen. The
Scan Format menu lets you select
monochrome (1 Bit Plane), 8 bit-
plane Grey Scale, 3 bit-plane col-
or, or 24 bit plane color. As you
increase the number of bit-
planes, you increase the memory
required. Note that this is not de-
pendent on CHIP memory.
ASDG stores the scanned image
in FAST RAM and quickly
scrolls it to CHIP RAM as need-
ed for on-screen display. Let's
go all the way and select 24 bit
plane color. Remember that we
will be scanning the subrange se-
lected in the trial screen and at
300 DPL

Click SCAN and watch the im-
age appear. Now the JX450 be-
haves differently. It will pause
for a few seconds while the soft-



ware sends instructions, then the
three colored bulbs will flash rap-
idly as the sliding carriage
moves. The hum becomes a buzz
and at once the image begins to
appear. This time it doesn't just
fill the screen and scroll. Separate
segments fill up the display and
then are wiped by the next seg-
ment. The entire process takes
about one minute. Use the scroll
arrows to slide around the image
(at 300 DPI our photo uses a 675
by 675 superbitmap). The faith-
fulness of the colors is startling.
Hold the original next to the on-
screen image and simply marvel
(ASDG is not as impressed with
their work. They are rewriting
HAM on the fly algorithms to im-
prove the result even more).
Let's detour in our explorations
to discuss this image. Obviously,
the Amiga cannot display 24 bit

planes of color but it can use
HAM mode (the full 24 bits of
color information are maintained
in memory for saving and manip-
ulation). ASDG creates HAM
images on the fly for all color
scans! If you realize the compu-
tations involved in Amiga HAM
mode, this is quite an accom-
plishment. Now remember that a
letter-size color scan produces a
3300 by 2550 bitmap, and that
you can smoothly scroll horizon-
tally and vertically around this
image. All this, with other appli-
cations running in the back-
ground! (Can't your MAC II do
this?)

If you are completely satisfied
with your scan, select Save-to-
File from the Display menu and
type a valid AmigaDos file name
in the text gadget. Now select

Scan, and your disk or RAM: de-
vice will soon contain three files
labeled to indicate which contains
the Red, Green and Blue bit-
planes. In the present software,
this is the only save format avail-
able. The final version will create
IFF format files, let you scale
and subset the saved data, reduce
colors and perform many color
adjustments. For now, you need
to use PixMate from Progressive
Peripherals to merge the three
files into a standard IFF image.
This is a simple process which
requires one menu selection, and
clicking on one file name. The re-
sulting file can be loaded into De-
luxe Photolab, Professional
Page, Shakespeare, or any other
application which can use ultra
high quality color images. I ex-
pect that producing PostScript

( continued on next page )

‘Version 2.0

‘MASK DEMOD™

A Major New Release ® Now with fast ray-tracing-like results

The most powerful 3D animation system for the Amiga just got evenbetter! 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.

More light sources for better effects and heightened realism.

[ ]
[ ]
[ ]
¢ PAL video support for European and Australian PAL Amigas.
[ ]
[ ]
[ ]

Much smaller ANIM files take up less disk and RAM space.

And many more new features.

COMING IN JUNE
Another new Aegis program for the
Amiga—Aegis Modeler 3D an easy-to-
use 3D modeling program for creating
VideoScape 3D objects.

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

Aegis Videoscape 3D, Aegis Modeler 3D are Trademarks of Aegis Development, Inc.
Amiga is a Trademark of Commodore-Amiga, Inc.
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VIDEOSCAPE 3D
VERSION 2 00

YIDEOSCAPE 10 2 00

- 1
Santa Monica, CA 90403
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2210 Wilshire Boulevard, Suite 277
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GREAT VALLEY PRODUCTS, INC.
More New Products From The
IMPACT Peripherals People!

NEW! A2000 SCSI HARD CARDS.
: NOwW

: . e 1 SHIPPING
| A2000-HC/20

and
l A2000-HC/45

The first AFFORDABLE SCSI Hard-Card for the A2000:
© IMPACT AutoBoot A2000-HC/20, $599 sugg. retail.
® IMPACT AutoBoot A2000-HC/45, $850 sugg. retail.

* High-performance, DMA design, SCSI controller with a 20MB or 45MB
Hard Disk mounted directly on PCB, freeing up a valuable and scarce
A2000 peripheral bay.

¢ External SCSI connector for attaching up to 6 additional SCSI devices.

® AutoBoot directly from Hard Disk with V1.3 Kickstart and GVP AutoBoot

EPROMs installed. s
® Easy “click-and-go” software installation.

MULTI-FUNCTION SCSI/RAM CONTROLLER

NOwW
SHIPPING

A2000-1/10
and

° Original IMPACT A2000-1/0, $325 suggested retail.
° NEW IMPACT A2000-2/0 (Max 2MB RAM, OK installed)
SCSI/RAM controller, $360 suggested retail.

* Combination high performance DMA SCSI controller and IMB or 2MB
FAST RAM expansion in one slot!

¢ AutoBoot directly from ahard disk with V1.3 kickstart and GVP AutoBoot
EPROMs installed.

© External and internal SCSI connectors for handling up to 7 SCSi devices.

A500 SCSI/RAM/Hard Disk add-on subsystem.

AUGUST Availability

.y Offers Everything any
AB00 owner has ever
dreamed of, in one
compact, easy-to-
install, add-on
subsystem.

° IMPACT A500-SCSI/HD20, $795 suggested retail.
° IMPACT A500-SCSI/HD45, $1095 suggested retail.

* Combines a DMA SCSI controller with a builtsin 3.5" (20MB or 45MB)
hard disk and an optional 2MB plug-in FAST RAM/AutoBoot expansion
module, into a single compact A500 add-on unit.

¢ Comes complete with power supply and builtin FAN.

® External SCSI connector for attaching additional SCSI devices.

For MORE INFORMATION and for your nearest GVP
DEALER call us TODAY at 215-889-9411.
225 Plank Ave., Paoli, PA 19301 - Tel: 215-889-9411 Fax: 215-889-9416
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SpectraScan

( continued from previous page )

full color separations using SpectraScan and Ami-
ga software will become a growth industry.

Let's resume our tour of the control panel. You
may not need to use 300 DPI for many applica-
tions. The second menu lets you choose 75, 100,
150, 200, or 300 DPI. A final selection is
"Custom," which opens a small window where
you type a specific resolution, which can be differ-
ent in the X and Y dimensions. You can use Cus-
tom to produce tall and skinny or wide distortions
of your original. The Display menu gives you sev-
eral interesting choices. You can keep the default
mode showing the image as it is scanned, or select
Show after Scan. You may also choose not to dis-
play the image but save it to a file. The final menu
is labeled Standard Screens. If you select 640 by
400 for instance and begin a scan, the scanner will
be instructed to use a custom resolution which fits
the largest dimension of the image within the se-
lected bitmap. This means that I could easily fit my
children's snapshots on a single screen. These
custom resolution scans take up to four times
longer than the standard scans, but they will be
quite useful in commercial applications.

To get the most from every original, you may
want to use one of three color correction algo-
rithms provided. These are small boxes with diag-
onal lines running in different directions. Click on
the G with a line for a standard Gamma correction,
and the scanner will boost the low and high end of
the color wavelength to provide better contrast.
The other two corrections vary in the portion of
the spectrum they effect. It is worth three scans to
see which, if any, provide a better result. Another
color manipulation feature is active only when us-
ing the three bitplane color scan format.

Three gadgets at the extreme right of the control
panel all contain the number 128. These are the
color thresholds the scanner uses to determine if a
Red, Green or Blue bit will be set. You can over-
ride the defaults by typing 90 or 100 in, for exam-
ple, the green box. The next scan will contain
more shades of green, which may not have been
picked up otherwise. You can even produce a neg-
ative image with a single click if this is desired.
Another useful adjustment is the edge detection
gadget. Using image processing techniques, the

( continued on page 62 )
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By Ken McNeill

hhh! Take your seats,

the show is about to

start. This feature is

brought to you by Cine-
maware, and the critics loved it -
at least this one did. This film is
full of excitement and suspense,
action and adventure, and yes,
just a pinch of romance. Our
hero engages in daring aerial
combat, challenges ruthless vil-
lains in fist fights, and uses his
sharp wits to save democracy.
Look, the lights are dimming
now, so relax and enjoy the mo-
vie!

Rocket Ranger is the newest
Cinemaware adventure game,
which places you in the star role
of the Rocket Ranger who at-
tempts to save the world from
Nazi fascism and brutality. For
you, it's 1940, the beginning of
a world war, and people from
the year 2040 have sent through
time a book, a rocket pack, a
supply of fuel, a radium pistol,
and a computerized wristwatch.
The rocket pack fits on your
back with a harness and enables
you fly all over the world at in-

Rocket Ran

Out of this World Entertainment from Cinemaware

credible speeds. The book ex-
plains the plight of these futuris-
tic people, and it's a grim one.
In their history books, the Nazis
won World War II and gained
control of the globe. And now
in the year 2040, they live under
a cruel domination with no free-
dom or hope. A small group of
these people managed to con-
struct a time machine behind the
Nazi's backs and send the ob-
jects back through time to 1940.
Since humans cannot endure

er

time travel, they have sent the
rocket pack and the other devices
through time to you , so that you
can change history in 1940 and
defeat the Third Reich.

In the Game's scenario, The
Germans had, unbeknownst to
other countries in 1940, made an
incredible leap in technology and
were soon planning to surprise
the world with their strength.
They traveled to the moon and

( continued on next page )

Our hero, as he prepares to learn the "hard knocks" of flying a rocket backpack
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ROCket Rangel‘ ( continued from previous page )

mined a substance called
"lunarium". Lunarium is a po-
tent resource. Rocket Ranger's
rocket pack also uses lunarium.
So your objective is to fly around
the globe and hamper the Nazis
while stealing rocket parts in or-
der to build a rocket that will
reach the moon. Once on the
moon, you must destroy the
moon base, thus rendering the
Germans vulnerable. While do-
ing this you should make time to
rescue the beautiful damsel who
has been kidnapped. As you can
see, a lot is expected of you, but
somebody's got to do it!

In my telling, the plot may
sound a little confusing, but the
manual presents it in the form of
a believable novel that brings you
emotionally into the story. So
make sure a joystick is in port 2,
and let's get on with the action!

After the delightful cinematic in-
troduction and credit screens, the
game sends you directly to Fort
Dix, New Jersey, your home
base in 1940. Throughout your
worldly travels, you will return
here periodically to monitor the
status of the world, pursue strat-
egy, and refuel your rocket pack.
A menu appears on top of a pic-
turesque view of Fort Dix
prompting you to choose one of
four options. Your choices are:
War Room, Rocket Lab, Fuel
Depot, and Takeoff. The first
order of business is to proceed to
the War Room. In the war
room, is a map of the world with
a number of icons. From here
you get the latest news on Ger-
man activity and plan strategy.

12/SENTRY

The countries under Nazi domi-
nation are shown in brown and
the locations of major bases and
strongholds are also shown. The
locations and status of U.S.
agents under your command are
indicated on this screen as well.
The options available at this
screen all deal with your agents.
The agents themselves appear as
figures placed in different coun-
tries. If a figure is flashing, this
means that agent has urgent news
or new developments relating to
the country in which he is situat-
ed. Clicking the agent with the
joystick-controlled pointer causes
another menu to present itself. At
the top of this menu, information
concerning the region's status is
given. This status may tell you
that the region has not been infil-
trated by your agent yet, or if
has, what role the country is
playing in the war. The "report”
option causes a "hot-off-the-
press" type bulletin to be scrolled
across the middle of the screen.
You may also opt to re-assign
any agent to a different country,
or change an agent's orders and
cover tactics.

All agents can pursue one of
two orders: infiltrate or organize
resistance. By infiltrating, an
agent continues to procure valua-
ble information and report it to
you, so that you know where
and when to strike. By attempt-
ing to organize a resistance, the
Nazi war effort will be thwarted
greatly, and if a resistance is very
successful, the resistance may
gain control of a strategic loca-
tion. Cover tactics deal with the
manner in which the agent con-
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ducts himself within a country.
You may order an agent to pro-
ceed with a low profile or a high
profile. Agents operating under a
low profile are much less at risk
of being exposed and killed, but
take longer to do their job than
high profile agents. I often re-
ceived a nasty message from the
Nazis saying that they shot one of
my "careless" agents after I or-
dered a high profile cover to
speed progress.

After obtaining all of the availa-
ble information, you return to
Fort Dix's main menu. The
"rocket lab" option takes you to
an interestingly graphic screen
depicting a laboratory where the
rocket ship is built from the piec-
es that you must obtain else-
where. In the beginning, you
have none of the needed pieces,
but you return here to monitor the
progress of its construction, be-
cause the ultimate goal of the
game is to reach the moon for the
final conflict. Before taking off
into the open sky, you must fuel
your rocket pack. Clicking the
fuel depot option allows you to
transfer Lunarium from the scant
500 units in storage to your rock-
et pack, or to the rocket ship once
it is completed. Finally, after you
have fastened the safety straps on
the rocket pack, choose "takeoff"
and hit the skies!

Before you takeoff, you must
choose your destination from a
world map, similar the one used
in the war room. A little double
"R" icon shows your location on
the map. Choosing a destination

( continued on page 14 )




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
Terminal package. The Atredes system features a fully
rewritten serial interface for fast and efficient
communications.

The Atredes Terminal package will of course
feature an Intuition type phone directory, which will
include signon scripts and terminal descriptions. Atredes
will support all popular upload/download protocols such as
X,Y,Z modem, Kemit, 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 terminal 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 o f t

wW a 1T €

34518 WARREN - SUITE 149
WESTLAND, MI 48158
(313) 255-5387



ROCket Ranger ( continued from page 12 )

is mixed in with the coded copy-
protection of the game. Included
with the Rocket Ranger game is a
decoder wheel like one that might
be found in a cereal box. The
country in which Rocket Ranger
is presently located must be
dialed on the wheel, while down
the sides of the wheel are listed
all the destination countries used
in the game. At the intersection
of your present country and the
country to which you wish to
travel is a number. This number
is the number of units of Lunari-
um required in the combustion
chamber of the rocket for that
particular trip. The game can be
played without the wheel, but the
player will never know where he
is going, and might therefore get
wasted by flying unwittingly
over the middle of the ocean and
running out of fuel. After you
have entered the correct amount
of lunarium into the pack, the ac-

tual takeoff screen is loaded. The
rows of barracks at Fort Dix ap-
pear along with you, the Rocket
Ranger. You are decked out in
your authentic flying suit with
your rocket mounted on your
back. The graphics on this
screen are wonderfully real. As
the takeoff screen is loading from
disk, a brief set of instructions
comes up to read. The player
must press the button with every
footstep to gain running speed,
and then, when the built in
speedometer on the rocket pack
beeps, the joystick must pressed
forward for Rocket Ranger to be-
come airborne. On my first at-
tempt, I was determined and con-
fident. As I gained running
speed, I kept my button presses
in perfect synchronization with
my footsteps. The scenery
scrolled smoothly by me. I had
attained launch speed, so I
pushed up on my joystick

After finally mastering your takeoff, a map shows your progress between the continents
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and...Crash! I got up about ten
feet in the air, then came falling
down with my arms and legs
flailing. Oh well, after another
attempt, I shot like a missile into
the blue yonder. If you fail more
than three times per try, the game
will tell you, "No one said this
hero gig was going to be easy!"
and send you automatically air-
borne with a few hints for next
time and a time penalty (you
didn't think you had forever to
save the world did you?).

Many things happen to you in
other countries, but there are
three main situations that Rocket
Ranger will encounter. All three
are visually delightful and accom-
panied by outstanding sound ef-
fects. If you run into German
planes in flight, you must use
your radium pistol to defend
yourself. This view shows you
from behind cruising by the
clouds with your pistol raised as
you fire on the German war-
planes. You can change altitude
and move left and right to avoid
their gunfire. If you are hit too
many times, you will plunge
downward and, if you're lucky,
you may be saved by your para-
chute. Hand to hand combat is
my favorite. This takes place
when you have entered a Nazi
base. The lights are dim and the
room is musty. A German guard
comes forth to knock your lights
out. Using a Joystick, you must
block, jab, uppercut, and right
cross your way to a knockout
against your opponent. The
sound effects are so real that I
found myself yelling "ouch"
when my opponent's blows con-



nected to my face. I wish there
were a boxing game this good for
the Amiga!

The last type of combat that
Rocket Ranger encounters during
his daring wavels is ground gun-
fight. Pushing the fire button
fires the radium pistol. You must
dodge enemy fire by using all of
the joystick directions and em-
ploying your swift reflexes.
Again, the graphics are at that
top-notch level that Amiga users
expect from their entertainment
software.

After traveling to a few different
countries and enduring the ad-
ventures that you encounter, you
will run low on Lunarium and be
forced to use your computer
wristwatch to signal an S.O.S.
and be taken home via U.S. sub-
marine. You will periodically re-
ceive information and visual foot-
age of events and happenings
through your wristwatch as well
(sounds better than a Rolex to
me). If you are skillful enough
to locate and steal all of the rocket
ship parts, as well as the 500
units of Lunarium needed for the
final journey to the moon, you'll
be ready to triumph over the evil
Nazis and save the world.
Sometimes though, you may be
content just to be able to get off
the ground and soar through the
sky.

The folks at Cinemaware have
achieved their biggest success yet
with Rocket Ranger. I have but
two small related complaints that
I want to get out of the way, so
that I can applaud the game with-

out interruption. The screen
transitions at several points are
relatively slow, detracting from
the continuity of game play.
Now this is somewhat under-
standable, considering the intri-
cate graphics, sound and action
contained within. However, the
game cannot be loaded into
RAM. For those of us with the
extra memory, this is disappoint-
ing. If my criticism doesn't
sound too forceful, that's be-
cause Rocket Ranger is such a
terrific piece of programming.
The graphics and sound are ex-
cellent, and the plot is creative
and engrossing. The manual

comes in two parts: the how to
play part, and a scenario book
straight from the year 2040. Both
are well-written and the latter is
amusing.

Rocket Ranger is one of those
games that I wanted to play it for-
ever. So buy some popcorn and
get Rocket Ranger from Cinema-
ware. It's a four-star production!

Rocket Ranger $49.95

Cinemaware Corporation
4165 Thousand Oaks Blvd.
Westlake Village, CA. 91362
(805) 495-6515

“ISLAND OF LOST HOPE"”
i THE DEAD OF WINTER”
§ ‘OF THE FLESH"”

SEE YOUR NEAREST DEALER
OR CALL US AT (313) 772-1416.
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Smooth Animations at up to 60 Frames Per Second

by Art Warsell

ideo Effects 3-D ani-
mates titles, logos and
IFF objects through
three dimensional
space at 60 Frames Per Second.
Extruded objects look like ray
tracings as they tilt, roll, flip and
tumble through routines that are
as graceful and smooth as any-
thing you've seen on network

TV. The program is based on
new algorithms that render per-
spective 10 times faster than De-
luxe Paint II, and compression
techniques that let you store up
to 20 seconds of jitterfree, pro-
fessional quality animation on a
single floppy disk. Video Ef-
fects 3-D (Videfx) is a major
breakthrough in video produc-
tion on the Amiga!

If you follow the well-written
manual, within an hour after

Video Effects 3D is a script-driven animation creation program

psion §.0 :
Copuright 1987 Inmo¥lision Techmology

- CHEATING SCRIPTS

‘)l ’p'um

animate,
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opening the package you will
have completed your first script.
The program is complex and
there is much to learn from ex-
perimentation. But clarity of
presentation, in the documenta-
tion and user interface, allows
you to use both intuitive and log-
ical faculties from the very be-
ginning.

Unless you have a very
strong trigonometry back-
ground, you will appreciate the
constant visual feedback
throughout the script editing pro-
cess. As you move an object
through the X, Y and Z coordi-
nates, degrees of tilt, percentag-
es of zoom or whatever, what
you see is almost as good as
what you get. More about that
later.

Videfx is also easy to learn
and use because it is fast! In 20
seconds it can draw an object in
perspective that would have tak-
en 3 1/2 minutes in DPaint IL.
Final rendering to Playfiles is ac-
complished at the rate of about
two minutes per frame. In other
words, it will render hundreds
of frames in little more time than
ray tracing programs require to
produce one complex picture.



And once you've created a spec-
tacular animated effect, you can
use the script with other objects.
Placing a new object in an old
script takes less than two min-
utes.

System Requirements

Video Effects 3-D requires two
disk drives and 1 Meg of RAM,
with 1 1/2 Megs recommended.
The additional 512 K will speed
up rendering by one third, make
for smoother animations, let you
store longer animations on one
disk, and allow objects to be ex-
truded into 3-D with four color
shading on the sides. If you
have an accelerator board and 32
bit static RAM, that will improve
speed performance by about
400%. Videfx is not copy pro-
tected.

Starting Up

The first of many pleasant sur-
prises after booting up is the
MAIN MENU. The background
is rose-colored and your cursor
has become a golden ball. Apart
from being nice looking, the me-
nus throughout Videfx are intelli-
gently interactive to an extraordi-
nary degree. Text on the left side
of the MAIN MENU, for exam-
ple, outlines the six step se-
quence to creating scripts. On
the right are eight control bars
with labels such as "Make New
Script,” "Open Old Script",
"Pick New Objects"”, "Edit
Script", "Save Script" and
"Render Play File". Pass your
cursor ball over a control bar and
the text side of the screen chang-

es to a clear and concise explana-
tion of that bar's function, its
place in the order of things, and
how to use it.

Replace the program disk with
an empty formatted "script"
disk", select "Make New Script"
and you're on your way. Soon
you will have been guided
through a series of menus that
made it easy to import IFF files,
start a track, outline an object to
animate, and set a center of rota-
tion. At each stage, not only
have you received clear instruc-
tions about what to do, but a
general orientation as to why.
You are now ready to define the
movements of your animation.

The Edit Keyframe Menu

The upper right quadrant of
the screen is a window contain-
ing a wireframe representation of
your object. The friendly text in
the upper left quadrant explains
that you are to "Adjust the posi-
tion, zoom, tilt, shadow, thick-
ness and timing for this object”,
and offers helpful instructions.

The bottom half of the screen
contains an array of control bars
and buttons. Clicking the mouse
on the left side of any control bar
increases its numbers, whether
percent, degrees, or frames. The
right side of the bar diminishes
the numbers. As the digits in-
crease or decrease, whenever it is
appropriate, the wireframe rec-
tangle will instantly display the
effect you've chosen. For exam-
ple, directly below the viewing
window are three rows of control
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gadgets: TUMBLE, TURN and
SPIN. TUMBLE is an X-axis
rotation, similar to an object rol-
ling down a hill. TURN rotates
an object on the Y-axis, like turn-
ing a page in a book. SPIN gives
you a Z-axis rotation, like a
record spinning on a turntable.
Click once on the left side of the
TUMBLE Bar for 1 full tumble
rotation of 360 degrees.

Now, click twice for two rota-
tions, or five times for five full
tumbles. Reduce the number by
clicking the right side of the bar.
Next to the TUMBLE Bar is a
button with an arrow on it. Se-
lect this button. The arrow (and
the tumble) changes directions.
Next to the DIRECTION Button
is a TILT Bar. As you increase
or decrease the number of de-
grees of X-axis tilt with this bar,
the wireframe turns accordingly.

Do you want a better view?
Click the DRAW FRAME Box,
and in a couple of seconds the
wireframe is replaced by a full
color, quarter-size rendering of
your object at approximately the
selected angle. But because of
the quick draw calculations used,
the angle may not be exact. For a
precise view of placement,
choose the FRAME CHECK
Box. This takes longer, but
gives you an exact full screen,
one field image of the frame.

What you are selecting on the
Edit Keyframe Menu is the final
frame of a transformation that be-
gan with the previous keyframe.
A FRAME Bar shows how

( continued on next page )
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Video EffectS'3D ( continued from previous page )

many seconds into the animation
you will be when the current

keyframe occurs. A DURA-
TION Bar allows you to select
the number of seconds (or

frames) the current effect will
take. A one second full
TURN is dramatic and abrupt.
A four second full TURN is
like a ballet movement.

To preview the animation,
select the LAST MOTION Bar.
In a few seconds, the wireframe
outline will perform the motion
in real time. The preview re-
peats itself in a loop until you
click the left mouse button. (To
preview the actual object in mo-
tion, render a playfile at 10
frames per second.)

Still More

I've chosen to describe a single
Menu to give you an idea of the
power and ease of Video Effects
3-D. And I've only scratched
the surface of even this one
Menu. For example, you can
combine all of the effects I've
mentioned so far into a single
tumbling, turning and spinning
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motion that reverse zooms till
your object is a speck disappear-
ing on the horizon of another
moving object. There are a num-
ber of other major control gad-
gets in the EDIT KEY-
FRAME Menu, some of
which are:

EFFECTS Bar - A variety
of horizontal, vertical and
diagonal off and on Wipes.

SHADOW/DEPTH Bar -
Assigns a free or fixed
shadow to follow a mov-
ing object and establishes

the shadow's position rela-
tive to the object.

LOGO DEPTH/COLORS
Bar - Allows you to extrude
a two dimensional drawing
or font into 3-D, complete
with thickness control, hid-
den surface removal and one
to four colors of shading on
the sides.

PERSP Bar - Sets the degree of
Perspectivity from greatly dimi-
nished to greatly exaggerated. If
you adjust this setting to the
maximum for a 3-D object per-
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forming a full turn, the object
will appear to leap out of the
screen at you (no special glasses
required for this effect, just pure
Amiga).

Comments

The movements of a single ob-
ject through a series of Key-
frames constitutes a Track. Each
Track can have it's own palette
and object, but Tracks must
share a common palette to over-
lap in time. You may include up
to 96 Tracks in a single script.

To achieve Videfx's smooth-
ness of playback and ultra-high
compression rate, InnoVision
Technology has developed com-
pression routines that do not
conform to the Anim standard.
Few who use this program will
criticize the developers on that
account. Comparing the so-
phisticated performance of this
package to anything else on the

market, will cause most to feel
that a new standard has arrived.
In an effort to qualify my enthu-
siasm for this product, and thus
present a balanced review, I have
considered deeply the possble



drawbacks and side-effects to the
use of Video Effects 3-D.
They are:

1. It is addictive. Between
creating scripts and rendering
playfiles, you'll go through blank
disks like popcorn.

2. Although Videfx only takes
two minutes to render a frame,
there are 60 frames per second to
render. Every night you will go
to bed with the Amiga churning
out playfiles. And every morn-
ing you will have to fight the
urge to stay home and use what
you have learned from the night
before on your next script.

3. The purchase of Videfx is the
beginning of a spending spiral.
Soon you'll begin craving more
memory, a genlock, then a better
genlock, a Super VHS VCR or
two, accelerator board, frame
buffers...

Conclusions

Do I recommend Video Effects
3-D? If you are already involved
in Desktop Video, it is a must. If
you are considering getting into
video, the comments I made in
jest contain a large element of
truth. Once you've had a taste of
Videfx, you won't be able to
quit.

Video Effects 3-D
$199.95

InnoVision Technology
P.O. Box 743
Hayward, CA 94543
(415) 538-8355

In this competitive world
there is only one winner.

The results are in and Hurricane has won. According to
the August AmigaWorld: "Currently, the Hurricane board is
the best way to increase the performance of your Amiga."

Now Ronin has designed a whole family of Hurricane
products that will make your Amiga 1000 or 2000 run up
to 20 times faster. You'll save hours on ray tracing, desktop
video, animation, and other math intensive applications.

The Hurricane family is fully modular, so you can start
for as little as $600 and upgrade in stages. Start racing with
the 68020. You can then add a 68881. Later move up to
our 68030 and maybe the 68882. Add up to 4 megabytes
of 32-bit memory and your Amiga will sprint faster than a
VAX minicomputer.

Why waste time and money on less performance. Run
on in to your favorite dealer and get a Hurricane, or call us
for more information. But whatever you do, don't be left
at the starting line while everyone else passes you by.

-] ? R ’ c A " E IM  Dealer inquiries invited
[

(o
-

P.O. Box 1093, Alameda, CA 94501 U.S.A
Telephone (415) 769-9325
Fax (415) 865-9852 Twx 9102502720 Ronin UD

Amiga is a trademark of Commodore-Amiga, Inc. 68020, 68030, 68881, 68882 are trademarks of Motorola.
Hurricane is a trademark of Ronin Research & Development Inc. VAX is a trademark of Digital Equipment Inc.
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A New Generation of Video Production Arrives for the Amiga

by Tom Reed

ageFlipper Plus (PFX)
is a two dimensional ani-
mation program de-
signed primarily for
desktop video applications. PEX
creates scripts for the animation
of standard IFF images and in-
cludes many standard video tran-
sitions. PFX is NOT designed
as a brush-animation program, a

text or titling program, norisita
three-dimensional ray-tracing
package. However, brush
movement animations are possi-
ble. You can animate text and
do titling, and you can do three
dimensional animations. These
applications require special
knowledge and preparation
(which the manual covers).

The real power of PFX comes
from its creative use of bit planes
used with backgrounds, fore-

After using the mouse to call out the various parameters
of your animation, the program automatically generates the necessary script file
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grounds, multiple full-screen an-
imations, and special effects. As
an example, in low resolution,
you could be running one four-
color two bit plane animation on
planes zero and one, while at the
same time, run a four-color,
two-bit-plane animation in
planes two and three. Also, bit
plane four could run a special ef-
fect such as a fade, dissolve or a
custom transition. The PFX
disk comes with 76 built-in ef-
fects which can be used in any
animation, any resolution, any
mode. These effects include
such standards as vertical and
horizontal blinds, diagonal and
square wipes, and fades. PFX
lets you develop animations on
separate bit planes and have
these animations creatively inter-
act.

Full screen animations, along
with any special effects connect-
ed with them, can be run concur-
rently or consecutively. The
PFX program uses special no-
menclature to describe these
events. Animations which run
parallel to each other on separate
bit planes are called "Slaves."
They can also be strung togeth-
er. These animations can be run
consecutively, or one animation



can be "called" from the middle

of another animation. These ani-
mation segments are called
"Intermezzos" by PFX. Inter-
mezzos are used if you want to
have different format animations
within your total animation pro-
gram. The use of Intermezzos
allows you to conserve on RAM
usage by using extra color (up to
4096), or overscan only when
necessary. As an example, you
may want to open an animation
containing a high-resolution
credit screen, followed by 2, two
bit plane, animations running si-
multaneously, and then go to a
HAM 4096 color closing se-
quence. Intermezzos would be
used to connect these consecutive
animations together. To coordi-
nate these "Slaves" and
"Intermezzos," the concept of
"Master" comes into being. A
Master defines the Slaves and In-
termezzos, and invokes them at
the appropriate time.

Animations are achieved by
"double buffering." This means
that there are two separate CHIP
RAM memory areas for two sep-
arate images. While one is dis-
played on the screen, the other is
being loaded. The two buffers
must use the same file structure,
ie. resolution, number of planes,
mode. The amount of CHIP
RAM necessary for double buf-
fering is dependant on the resolu-
tion, number of colors, mode,
and whether or not the image will
require an overscan display.

The PFX program makes exten-
sive use of bit planes in running
your animations. Therefore,

your understanding of the rela-
tionships between the colors you
use bit planes will enable you to
maximize the use of PFX. This
knowledge about bit plane struc-
ture is desirable in the planning
stages of your animation, or
when you are creating your IFF
picture files. Of course, PIX-
mate, or a similar image process-
ing program, could be used to
adjust images for optimum use
with PFX. The first chapter in
the manual covers the necessary
information about bit planes,
their structure, and how they re-
late to your overall animation.

PFX comes with two disks: a
non-copy protected program, and
a tutorial disk, as well as a 150
page manual. The spiral bound 8
1/2" by 5 1/2" manual is in-
dexed. This size manual is very
convenient to work with, espe-
cially while learning. The pro-
gram requires a 512K Amiga
500/1000/2000 with at least one,
but preferably two, 3.5 in.
drives, and AmigaDOS 1.2 oper-
ating system.

I found the manual to be well
written and easy to follow. The
tutorials are logical and detailed.
If this wasn't the case, you
could get lost in the many fea-
tures. They are all explained, and
if you do need to review, it is
easy to go back and pick up the
necessary information.

One thing that the tutorials do
which I like (you may not be so
enthralled) is to deliberately in-
clude some common mistakes,
and then explain why you are
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likely to make this error, explain
what the Error Message means
and guide you through a step by
step correction of the situation.
This is done to reinforce the cor-
rect procedures that are necessary
with PFX.

The process of creating anima-
tions is as easy as (1) clicking on
the IFF pictures you wish to use,
(2) choosing additional effects
from within the PFX program or
adjusting the timing of your ani-
mation, and (3) playing your ani-
mation back. That sounds easy,
and, basically, it is a simple pro-
cess.

Once you invoke the PFX pro-
gram from its icon or from CLI,
you are presented with a menu on
the left hand side of the screen.
The program does not use drop-
down menus or fancy gadgets.
This is done to conserve Chip
RAM for display of animations.
PFX contains a built-in context-
sensitive script editor. Changes
are made to the animation script
by clicking on one of the three
script tools in the main menu
(ADD, CHG, or DEL), and then
clicking on the section of the
script or statement to be altered.
Usually, another screen will ap-
pear with appropiate selections to
choose from for that particular
level or section of the program.
Click on the change, addition, or
deletion you wish to make, and
PFX will enter your command
into the script.

I decided to test PFX by devel-
oping a short animation for my

( continued on next page )
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company, TGR Studio. The de-
cision was made to have a TGR
Studio graphic "zoom" from the
upper right corner of the frame
toward the center of the screen. A
telephone number would then
move on screen, as some of the
studio services would be flashed
onto the bottom of the screen. 1
wanted highlights, small stars, to
glint off some of the letters. This
highlighting would
be run as a parallel
animation (slave)
while the TGR
Studio animation
was running.
These two anima-
tions would be
done in low resolu-
tion using no more
than 8 colors.
When these anima-
tions finished run-
ning, I wanted to
chain in a HAM
graphic of "TGR
Studio.” Within the
two concurrent ani-
mations, TGR Stu-
dio and the high-
lights, I would use
one of the built in
effects which PFX
supplies.

You may wonder, "How am I
supposed to know what effect I
want to use?" Well, PFX has
made it very easy to preview each
of the effects: simply double
click the Effects drawer, double
click on the drawer containing the
effect you wish to preview, then
double click the icon representing
the effect to be previewed, and fi-
nally, then click once on the
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blank screen. The effect will
now be demonstrated for you.
Proceed with this process until
you find the right effect for your
animation. After viewing several
of the effects in this manner, I
decided to use the Horizontal-
BlindsBottom - 18 effect. This
causes the screen to blank with a
venetian blind pattern, starting
from the bottom of each section.

The Amiga logo, as it tumbles toward the viewer, in an animation of the same name

The trailing number (18) indi-
cates the number of frames ne-
cessary to complete the effect.

Next, you create the individual
IFF files which will be used in
the various sections of the anima-
tion. DeluxePaint II was used to
make the frames for my anima-
tion. The individual frames were
numbered as they were finished
and saved. To keep me orga-
nized, the picture file names
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started with a number followed
be the designation TGR Studio to
denote the order and the anima-
tion they are being created for.
Frames 00 to 06 comprised the
opening sequence, frames 10 to
18 brought up the phone number,
frames in the 20's contained the
screens which had TGR Studio
services, frames in the 30's had
the phone number, and frames in
the 40's were
used in the con-
current highlight
animation. Or-
ganized in this
manner, 1 was
able to identify
the sections of
the animation
listed in the
script by noting
the number in
the file name as
I scanned the
animation script
listings.  So,
when I saw the
listing "18 TGR
Studio" in the
script which
PFX had devel-
oped, I knew
that the frame
was in the section which made
my telephone number travel onto
the screen. In fact, I knew that
this was the last frame in that sec-
tion.

To assemble your animation,
first load and access the PFX
program. When PFX is loaded, a
"Project” menu appears on-
screen down the left hand side.
Click on "New." A directory re-

( continued on page 24 )
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questor will be presented for the
proper volume to be accessed to
list your IFF picture files. The
IFF picture files you created will
be listed on the right hand portion
of the screen. Click on the picture
files in the order which they will
appear in your animation. When
you are finished indicating the in-
dividual picture files, click on
load. Your script will be written
for you and shown on the page
containing the project menu. If
all of your files are sequentially
numbered, and in one drawer,
you have the option of clicking
"All," which causes PFX to list
and write the script using all of
the files in that drawer.

Next, click on "MAKE,"
which tells PFX to compile the
animation, and this process
makes a single animation file out
of all the individual IFF files.
The PFX screen drops down to
about half way, and you can
watch the separate images as they
are brought forth to the screen,
and the differences between the
frames noted by PFX as it com-
piles your animation. That's it!
Click on PLAY, and sit back and
enjoy!

Adjustments to the animation
are easily accomplished by utiliz-
ing the script manipulation tools
ADD, CHG (change), and DEL
(delete) on the project menu. This
is where the fun begins. Re-
member those 76 effects men-
tioned eariler. They are only a
few clicks away from being in-
corporated into your animation
script. Slowing down or speed-
ing up sections of the animation
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is no problem. Adding a back-
ground or foreground is simple,
as well. You can activate color
cycling when needed with only a
few clicks of the mouse button.
When all of these decisions have
been made and entered into the
animation, your next step is to
click on MAKE again. As be-
fore, this tool will compile your
animation. Note - every time
you change the script, you must
click on MAKE to re-compile
your animation.

While working with the pro-
gram, I encountered a number of
error messages (remember, the
tutorials deliberately aquaint you
with some of them). These mes-
sages contain a number, fol-
lowed by a brief message. The
number allows you to check the
manual for more detailed infor-
mation on what went wrong. The
error message itself contains
helpful information about the
problem. This is one of the few
programs that I have found that
actually has something construc-
tive to say in its error messages.

One change that I would like to
see involves these error messag-
es. At times, this information
will go beyond the viewing area
allocated. There is no way, that I
have found, to see the entire
message.

I found a similar situation
when clicking on the IFF picture
files to be entered into the script.

The listings for these frames of-
ten go beyond the screen area
with no apparent way to look at
the entire listing. PFX produces
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animations which are not in the
popular "ANIM" format. Mind-
ware International's position is
that the ANIM format is an
emerging standard. By using a
unique compression process,
PFX gets very fast playback (up
to 60 frames per second). How-
ever, there is a potential draw-
back to this unique format. Your
PFX animations cannot be played
with the existing player pro-
grams. You must use the Mind-
ware animation player program,
which is included for distribution
with your creations.

PFX is very easy to use, but,
because it is so feature rich, it
does require some knowledge on
your part as to how best to utilize
the programs capabilities. The
manual does an admirable job of
imparting the necessary informa-
tion to get the most from PFX.
And, because the program be-
haves so well and can be adjusted
so easily, it encourages you to
experiment and play with the var-
ious possibilities the program has
to offer. The animations pro-
duced with PFX are smooth and
fast. The features are many and
well documented. The creative
possibilities in using the program
seem to have a great deal of depth
and potential, and are highly de-
pendent on the skill of the user.

PageFlipper Plus/FX

MindWare International
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Two Dimensional Animation that can Integrate with Live!

by Paul Shaffer

antaVision, a popular
Apple II animation pro-
gram, has arrived for the
Amiga. Its powerful
"tweening" capability, ease of
use, and amazing sound and col-
or should make it as big a hit on
the Amiga as it's been for the
Apple II. In this offering, Bro-
derbund has started with a prov-
en program, and added some

new features which take advan-
tage of unique Amiga capabili-
ties.

Although Fantavision provides
many of the same tools as your
favorite painting program, there
is a big difference. FantaVision
is object-oriented. Shapes are
made up of points connected by
lines. For example, a circle is
made from 16 points, all con-
nected by short lines. These ob-
jects can be made to move,
twist, turn, and change size and

Within the program’s main screen lie all controls
for the creation and animation of your production
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color, all with a flick of the
mouse. The palette features 32
colors, as well as dozens of pat-
terns made by combining one or
more of the solid colors.

On the left side of the screen
are the tools used to create and
modify the shapes. Most of the
tools are recognizable. There are
rectangle and circle tools, but
there are some unique tools as
well. Two of the selections con-
trol the priority of the objects, al-
lowing the user to send an object
to the back or bring it up to the
front, thus overlapping all other
objects in the picture. There are
also tools for changing the size
and rotation of objects. Not
only can FantaVision rotate an
object in the plane of the screen,
but it can rotate it about its verti-
cal or horizontal axis, allowing
for amazing foreshortening ef-
fects. Objects can also be
leaned, squashed, stretched or
flipped.

The top menu bar contains
many familiar drop-down me-
nus. The project menu allows
for opening, saving and clearing
of movies and backgrounds.
The editing menu has the com-

( continued on next page )
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Fantavision

( continued from previous page )

mon edit commands (i.e. cut,
paste, clear), as well as some
unique choices: select all (choos-
es all objects in the frame for
editing), duplicate object, and
undo. The text menu lets the
user choose a font and its attrib-
utes, such as bold, italic or un-
derline. The other menus on the
screen control the movie aspect
of FantaVision. The film menu

Predaot Edit Ountionc. Lot
ol Info on Frane 8

Ob jects: 3

Total Franes: 8

ment. For my first movie, I de-
cided to animate the motion of a
model rocket in flight. The rock-
et would start in the lower left,
pointing toward the upper right
and away from the "camera." It
would then travel up to the top of
the screen, all the while getting
progressively smaller, and slow-
ly tilting. When it reached the
top of the screen, it would be

254

1087
- Quverall Speed -
o .

Tweens Per Frane 9

488,

EﬂE!Ellﬁm!

Hhen done with
#Do next frane

this Frane -

DGo to frame [ |

R

CLoop fron frame 8 to C

and repeat i

1 pi| tines

[TOK ]{Cancel]

T el

Frames and sounds are manipulated through controls in pop-up windows

is used to clone a frame, insert a
blank frame, or start the movie
with the GO choice. The modes
menu controls the animation style
and the dimension of the objects
(solid, lines, or dots).

The actual process of making a
movie with FantaVision is lots of
fun. First, it's good to imagine
the movie in your mind, as a
guide to the creation of the ob-
jects, background, and move-
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pointed directly to the right. Then
the rocket should start its de-
scent, pointing its nose down to-
ward the bottom-right corner of
the screen. As it moved, it
should continue to get smaller
and smaller, and keep rotating,
until it was pointed directly at the
lower right corner. With this im-
age in mind, I began to construct
my movie. The first step was to
build the rocket on frame #1. I
first drew a yellow circle, using
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the circle tool, which would be
the base of the rocket's body.

This yellow circle is referred to
by the program as object #1. 1
started another object (#2), this
time a green side-of-rocket shape.
Using the draw tool, I drew a line
from the top of the circle out a
few inches, then around the
rounded top, and back down to
the bottom edge of the circle. 1
continued around the side of the
circle, and when I got back to the
starting point, the entire side of
the rocket filled in with green,
and I had finished creating object
#2. Next, I made four tan fins

(objects 3, 4, 5 and 6) and moved
them up to the body of the rocket.
The left fin needed to be behind
the body and base of the rocket,
but a quick press of the "send-to-
back" tool, and the fin obediently
took its place on the far side of
the rocket. Last was object #7,
the red nose cone. With my
rocket completed, I was ready to
begin animating.

Choosing "clone" from the film
menu makes a copy of the current
frame. I was now working on
frame #2, an exact copy of frame
#1. My plan called for me to
move the rocket up and to the
right, shrink it a little, along with
some rotation clockwise. First, I
had to move it to a new position.
I selected the grab tool from the
toolbox and grabbed the green
body of the rocket. I had expect-
ed the whole rocket to follow the
mouse around, but instead, only
the body moved. By the time I
realized what was happening, the
body of the rocket was complete-
ly separated from the nose cone
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and tail fins. Fortunately, the
programmers at Broderbund had
anticipated this sort of thing.
They have provided an "undo ob-
ject change" option in the edit
menu. With my rocket restored
to its original condition, I chose
the "select all" option from the
edit menu. From then on, all
seven rocket parts acted in uni-
son. I moved my rocket to a new
position; then using the "zoom"
tool I shrank it a little. Next I
used the "rotate” tool to pitch the
rocket over toward horizontal. I
wanted to see if the program
would animate these first two
frames, so I pushed the "GO" se-
lector.

Sure enough, the magic of Fan-
taVision took over, and produced

16 intermediate frames between
my frame #1 and frame #2. The
effect when the movie played
was a smooth transition from the
first position, size and direction
to the second position, size and
direction. Such a movie would
have taken hours to produce on
some other animation packages,
but FantaVision had done it in a
matter of minutes.

From there, I continued to re-
peat the above steps: clone the
frame, move the rocket, shrink it
a little, rotate it a little, then re-
peat. By the fourth frame, the
rocket was up at the top-center of
the screen, half its original size,
and pointing straight to the right.
In the following frames, I made
the rocket move down, rotate
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down, and shrink even farther. I
stopped after eight frames, when
the rocket was just a small dot in
the bottom right corner of the
screen. When played, the movie
was just great - the rocket seemed
to fly up to the top of the screen,
pitch over and descend to the bot-
tom, way off in the distance.
The whole movie had taken about
one hour to make from start to
finish, but the results looked like
it had taken weeks of animation
and iteration.

One feature of FantaVision I
didn't use in this movie was the
background. Of course, you can
draw a background using the
FantaVision program, but there
are some much better ways to get

( continued on next page )
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Fantavision

the scenery for your movie. One
way is to import an IFF picture
from Deluxe Paint or some other
paint program. Using a painting
program, you can create much
finer detail and content for a
background than would be possi-
ble with just FantaVision alone.

Fantavision will import any reso-
lution IFF image, including
HAM and overscan. (Switch to

( continued from previous page )

and the results were amazing.
The Fantavision menus surround
a moving, pulsing, real-time vid-
eo source. At the press of a key,
a screen full of your favorite
comedy, news, or science show,
can be captured in black & white
or in color. There are also con-
trols to adjust the color levels of
the incoming signal. With imag-
es from live TV or video as back-

An animated "Bird" flies off into the sunset
in this demo included with the Fantavision package

hi-res and the character of your
efforts takes on a much more
professional look.)

The second, and even more im-
pressive way to get a background
is to grab a video image using the
LIVE! digitizer. If you have
LIVE! then you can make a mod-
ification to the FantaVision disk
to add another menu option to the
projects menu: capture a LIVE!
screen. [ tried it with my LIVE!
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grounds, you can use the object
tools to trace the outline of some
object, and send it spinning or
moving in other frames. This
combination gives Amiga owners
the first real-time digitized anima-
tion capability in the personal
computer market. I am impressed
that Broderbund has included
this option for owners of the
LIVE! digitizer. Broderbund has
packed this package with features
new to Amiga two dimensional
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animation. You can attach a
sound effect to any frame with
the click of a mouse. These are
standard 8SVX sounds created
by many sound digitizers. A set
of sliders lets you tune any
sound, specify which channel it
will use, and even preview your
modifications. Fanatvision gives
you a 32 color palette in lo-res,
and 16 colors in high-res, but
also provides 1184 additional
“colors" in 37 palettes of cross-
hatched and dithered patterns.
These make filled objects much
more interesting. A stand-alone
player program is also provided,
$0 you can share your work with
friends. The tools provided for
manipulating objects are fast and
numerous. You can cut, paste,
clone, flip, turn, rotate, zoom,
lean, squash and edit any point of
an object. Another unique feature
comes into play once you have
finished moving an object. To
conserve memory and speed up
the remaining action, you can
turn any object into a "BitMap."
After an object has been turned
into a bitmap, it is placed any-
where in the background, but no
other modifications can be made.
Since it is object oriented, Fanta-
Vision can do wonders with text.
All the shape changing and
movement tools can be applied to
a phrase or logo with excellent
results.

Compared to other animation
programs I've tried, FantaVision
is by far the easiest. Its
"tweening" goes a long way to-
ward taking the drudgery out of
animation. However, sometimes

( continued on page 63 )



Impossible Mission

Hunting for Elvin Atombender

by Anthony Bevivino

gent Bravo 29, you

are Cobra Blue's last

hope. All of our top

agents have been elim-
inated, and now we realize our
grave error in under-estimating
the enemy. As you know, Cobra
Blue is the world's foremost
counter-terrorist operation and
for decades we have thwarted
the diabolical plots of the major
terrorist organizations. This
time, for the sake of the entire
world, we must succeed.

Professor Elvin Atombender, a
genius and a psychotic (what a
combination!) is close to break-
ing the security codes to all ma-
jor military installations in the
world. You, Agent Bravo 29,
must stop him. Should Atom-
bender get these codes, all nucle-
ar missiles on the planet will be
under his total control. He will
rule this planet... or destroy it.
Bravo 29, your mission is to
search the eight towered com-
plex of Professor Atombender,
and find the code needed to pen-
etrate his personal tower. You
will have to face the evil robot

guardians the Professor uses for
security. Once inside, you must
find the Professor and do what-
ever is necessary to prevent him
from using those codes. Good
luck, Agent Bravo 29, the fate of
the world is in your hands.

Impossible Mission II is an
arcade-style game where, as
Agent Bravo 29, you must find
the mad scientist, Elvin Atom-
bender, and stop him from con-
trolling the world's missile sys-

tems. When you boot-up the
disk, a very nice title screen ap-
pears. After a few seconds, and
eerie voice says "Another visi-
tor... stay a while... stay FOR-
EVER!!" This is a great begin-
ning, and sets high expectations
for game play, sound and graph-
ics.

Your movement is joystick
controlled with jumps and leaps
a necessity. Your search will in-

( continued on next page )

Through a system of elevators and exits,
Agent 29 persues the illusive Professor Atombender
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ImPOSSible MiSSion II ( continued from previous page )

You'll need to be demonstrating your physical prowess to navigate through this host of nasties

clude up to sixty-four rooms of
each of the eight towers of the
evil Professor Elvin Atombend-
er. You must somersault or use
the elevators and lifts to reach
every item in which a piece of in-
formation may be hiding. That
potted plant you skipped over
may hold a critical piece of the
puzzle you have to solve,
SEARCH EVERYTHING.
Standing in your way are the ro-
bot sentries of the Professor.

There are six types of robots,
each one more deadly than the
last, and you must get past them
to find the information you need.
Once you get all the information,
you must use your pocket com-
puter to make sense of it. Nu-
meric codes and a musical se-
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ranging from the basic
SentryBot (armed with
a plasma gun), to a
MineBot (drops explo-
sives), to the dreaded
SuicideBot (grabs you
and leaps to its death,
taking you with it).
Learning how to deal

with these robots added
a lot to the game. A
SentryBot in the right
place made all the dif-
ference in the world

when it came to plan-

ning jumps. Each robot

has its own way kill
your character, and

each robot made strate-
gy that much harder to

quence are very big obstacles in
your quest to stop Atombender.
Can even Agent Bravo 29 suc-
ceed and save the world??

Impossible Mission II has
some outstanding features which
are worth discussion. One is the
challenge of searching out the
rooms. It is very difficult to find
the right combination of eleva-
tors, jumping, and timing that
lets you get to every item in the
rooms. There were many times
when I found myself stumped
and only through trial and error
could I succeed. It was enjoya-
ble to be presented with such
stiff challenges and to finally
succeed. I found the robots in
the game to be very intriguing.
There are six types of robots,
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think up.

‘Another detail I appre-
ciated very much was
the good story behind
the game. After reading the mis-
sion presented to Agent Bravo
29, and the history of Prof. Elvin
Atombender, I couldn't wait to
play the game. It was an enjoya-
ble story to read and made the
game almost believable. I also
was impressed with the manual,
which was clearly printed, easy
to read, and made every aspect of
the game understandable. It was
nice to find documentation that
didn't leave me in the dark about
half of the game.

Now for the downside. One
of the most important criteria in
any arcade-action game is the
graphics. In other words, how
does the game look? In Impossi-
ble Mission II, the graphics are a
major disappointment. It seems



the potential of the Amiga's
graphic capabilities were not put
to use. Nothing is clear and
sharp, there are very few colors
used, and the colors are not
pleasing to the eye. Long play-
time can be a headache (literal-
ly!). Your figure, the robot se-
curity, and especially the rooms
and hallways, are simplistic.
Everything seems almost too
crude to be a modern Amiga pro-
gram.

Another strike against Impossi-
ble Mission II is the poor anima-
tion. I found none of the move-
ment smooth and fluid. The
running and somersaulting of
your character seemed awkward
and slightly out of step. The
movement of the various robots

was better than that of your char-
acter, but still inadequate. The
poor animation, combined with
worse graphics really made for a
visually disappointing game.

The sound in Impossible Mis-
sion I is both good and bad. All
of the digitized sound I heard
was very good. The voice in the
opening, and a few other phrases
used in the game, were very well
done. The main voice, however,
is assumed to be that of the Pro-
fessor, and it most certainly does
not sound like 62 year old psy-
chotic genius to me. The regular,
non-digitized sounds used were
only average, but they did serve
its purpose. All in all, I feel that
the sound used neither added,
nor subtracted from the game in

any way. Even the screen layout
needs improvement. To use your
pocket computer, you must be in
a hallway, with the controls lo-
cated in the bottom third of the
screen. I saw no reason why the
computer should not be accessa-
ble in a room with the touch of
the spacebar or mouse button.
Since the pocket computer is of
such importance in the game, I
also felt that it could have used
the entire screen when activated.
It would have made control of
this vital component all the easi-
er.

Another let-down was the poor
control over your character. I use
a good quality joystick, and yet
my character's actions were unre-

( continued on next page )
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@ Use those inexpensive IBM type hard drives.

e Enclosed in Amiga-matching metal chassis with
passthru. @ Includes installation disk with driver
software. ® Complete 20 and 40 MB systems
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For A500/1000

HDA-506...Maximum Economy!

2 MB INTERNAL MEMORY

Spirit’s INternal expansion.

SIN—and free your external bus.

e Expandable from OK to 0.5, 1.0 and 2 MB. e Utilizes
1.0 Mb DRAMS. e Standard AmigaDOS auto-config with
RAM on/off. @ Optional external power supply. ® Easy
plug-in installation under FCC shield. @ Populated
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For A500

SIN 500-2...Absolutely The Best!

MIDI STAR" INTERFACE

Multiple Ports/Switches/Lights

o 2 IN, 6 OUT-OFFTHRU and RS-232 pass-
through. e All ports switch selectable. ® Provides
distribution control and “star” configuration.

o Eliminates daisy chains and cable changes.

o Includes LED status and signal
confirmation.
For all Amigas

MS-2x6...Professional Value!

1.5 MB INTERNAL MEMORY

Memory chip prices are coming down.

e Expandable from OK to 0.5, 1.0 and 1.5 Mbytes.

@ Includes battery-backed Clock/Calendar for A1000,
optional for A500. @ Internal design leaves expansion
bus free. ® Solderless installation under FCC shield.

o Install disk includes useful utilities. ® Market Price
populated boards available.

For A500/1000

...Super Low Pricing!

Most major credit cards
accepted. ..

ORDER TOLL FREE
(800) 433-7572
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ImPOSSible MiSSiOll II ( continued from previous page )

sponsive and quirky. Sometimes
the slightest tap would send my
figure into a run, and other times
a deliberate movement would
have a few seconds hesitation be-
fore being carried out.

I was also surprised that the
mouse was never used, not for
partial use in setting options, let
alone for movement. Use of the
mouse should have at least been
optional. In a game where one
step in the wrong direction is the
difference between life and death,
precision movement should be
the standard, not the exception.

It's my guess that in converting
Impossible Mission II for the
Amiga, Epyx faced a choice, ei-
ther quality or quantity. They

chose quantity and made, in my
opinion, the wrong choice. There
are eight towers in this game,
each with its own maze of
rooms, and fair share of chal-
lenges. If there were four, or
even two, towers with higher
levels of graphics, sound, anima-
tion, and movement, then this
would have been a great game.
By opting for the larger play
area, rather than a higher quality,
Epyx wound up with a game that
is mediocre at best.

In any arcade-style action game,
to which Impossible Mission II
could be compared, the graphics,
sound, and movement must be
impressive. These days, even
the quality of the text-graphic ad-
ventures have come quite far.

Although the game is a sucessful
blast from the past on the C64,
the comparatively sophisticated
Amiga audience's appetite for
quality gaming graphics and
sound may go hungry with Im-
possible Mission II.

Impossible Mission 11
$ 49.95

Epyx

600 Galveston Drive
Redwood City, CA 94063
(415) 368-3200
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The internal sound capabilities of the Amiga are better than
that of any other personal computer. These capabilities mean
nothing though, without quality digital sounds, which up till
now have been scarce. Sound Oasis gives Amiga owners
access to a large library of studio-tested digital samples, by
using the Amiga’s built in disk drive to read disks made for
the Mirage Digital Sampling Keyboard. Sounds can then be
played from a MIDI keyboard, the computer keyboard, or
saved as an IFF standard file.  Mirage is a trademark of Ensoniq Inc.

Transform your Amiga into a professional-quality drum
machine with this software package. Easier to use than
hardware-based drum machines because everything is
displayed graphically on screen. Enter drum patterns quickly
and easily in real time with visual feedback and editing. Create
realistic drum tracks with any of the 100 drum and percussion
samples that are included or use your own unique IFF one-
shot samples. Dynamic Drums also has full MIDI
implementation and even becomes velocity sensitive when
triggered from. a MIDI keyboard.

A powerful MIDI sequencer that takes full advantage of the
Amiga’s sound, graphics, and sophisticated user-interface.
Dynamic Studio is perfect for professional applications due
to its sophisticated editing capabilities and SMPTE support.
It is also ideal for home studios, because in addition to
sequencing MIDI instruments, Dynamic Studio has a built-in
drum machine, and the ability to playback instruments
translated with Sound Oasis.

WA
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PO. Box 438 St. Clair Shores, MI 48080  (313) 771-4465
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by Anthony Bevivino

ou have succeeded!!

After years of adven-

turing, thousands of

miles and thousands
of vanquished foes, you have
won. The King's own Bard
sings of your mighty deeds and
how you defeated the powerful
Wizard Mantor and took the Evil
Book of Magic. Peace is re-
turned to the land, and now you
may retire a hero and a happy
man. Or, so you thought. When
the great Wizard Mesron sum-
moned you once again to his
chambers, you knew something
was wrong. You listened in
shock as Mesron told you even
he could not destroy the Evil
Book of Magic. Only the slayer
of Mantor could destroy the
source of his power. Mesron
would use his power to send
you back in time, back before
the creation of the vile book. By
preventing the tome from ever
being created, you could assure
the safety of your world. Once
again, you are called upon to
fight the forces of evil, only this
time, brave adventurer, can even
you succeed? In Questron II,

On route to your goal in Questron IT

you continue where you left off
in the "classic" Questron. When
you are sent back in time, you
lose almost all of the powers you
acquired defeating Mantor and
retain only a dagger, rawhide ar-
mor, the royal Gold Key, and
the Evil Book of Magic itself.
Armed with only these few
items, you must build your
strength, conquer a new land,
and prevent the Book from ever
being made. You must find the
lairs of the Six Mad Sorcerers
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and stop them before they can
act with Mantor and create the
Book. All new towns, castles,
monsters and dungeons await
you in this sequel.

During the adventure, it is lit-
erally you against the world.
Your only true ally is Mesron,
and he is separated from you by
about 6000 years. There is no
party of fellow adventurers to
gather, like in The Bard's Tale I

( continued on next page )
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Questron II ( continued from previous page )

and II, and thus your strategy
and game-plan should revolve
around your survival. Since it is
you alone who must fight against
multiple enemies, running from
fights is both common and wise.

I found the basic screen con-
figuration to be top-notch. The
command menu and your charac-
ter's basic stats are located verti-
cally on the left quarter of the
screen. All game information,
i.e., what you see, how much
damage you do, is listed horizon-
tally in the bottom quarter of the
screen. The remainder of the
screen is reserved for the view.
You have an overhead view of
your character and his surround-
ings. This general setup made
gameplay both well organized
and very clear. Since Questron II
is a graphics adventure, picture
quality is of the utmost impor-

34/SENTRY

tance. You'll find no disappoint-
ment here. I found the outdoor
graphics extremely simple, but
very effective. There are only
basic terrain icons, building ic-
ons, monsters, and your charac-
ter figure. While this may sound
simple, the size of the outdoors,
and the quality of graphics, make
the outdoors a fun place to ad-
venture. The graphics used in the
cities and castles are much more
detailed. There are dozens of ter-
rain graphics with small details,
like flower bushes and ponds,
make the cities a pleasant place to
explore.

The graphics in the dungeons
are, in a word, awesome. This is
where the programmers showed
what they could do. The screen
configuration is different in the
dungeons. The view portion of
the screen is more detailed and
monsters are visible before they
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can attack and missile weapons
can come into play. The level of
graphic detail and color used in
the dungeons were a cut or two
above those used in the rest of the
game. 1 was very happy to see
emphasis placed on the dungeon
graphics, because the dungeons
are by far the most challenging
and enjoyable portions of this ad-
venture.

There is very little sound used
in Questron II. While many peo-
ple may feel that sound is a must
in an adventure game, in this case
I feel it is not needed. Sound and
graphics at the same time could
have slowed the game. There is
no way I know of to use high
quality sound without creating
disk space problems. In this
case, no sound is good sound.

Controlling your characters ac-
tions is very simple in this Ques-
tron. Either the mouse or the key-
board may be used. With the
mouse, all you do is click on the
menu option you wish to use.
Movement is accomplished by
moving the pointer and holding
the left mouse button. Your fig-
ure will then follow the arrow.
While the movement is not as fast
and smooth as Ultima III, it does
work well. I found after a few
hours of game-play, the keyboard
was easier and faster to use.

All menu options needed only
the first letter pushed to activate
them, and movement was easily
accomplished with the cursor
keys. Whichever you prefer,
mouse or keyboard, both work

( continued on page 36 )
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Questron II ( continued from page 34 )

out very well. One of the most
important facets of any adventure
game is the combat scenes. Ques-
tron II opted for an extremely
simple method. How simple?? A
monster will appear in front of
your figure and attack. You may
then either move away and es-
cape, or fight. Fighting monsters
involves pressing the 'F' key and
doing damage with whatever
weapon you are wielding until ei-
ther you or the monster is dead.
This is not the intricate combat
method used in The Bard's Tale
I1, but it is very fast. One trick to
combat is learning which mon-
sters are vulnerable to which
weapons. Certain monsters can
only be seriously wounded with
a specific type of weapon. Un-
fortunately, the only way to learn
what weapon to use is through
trial and error combat. You
should also listen to the rumors
found throughout the land.

The magic system in Questron
IT is much like the combat sys-
tem, simple and fast. There are
four spells you can purchase:
Magic Missile, Fireball, Sonic
Whine, and Time Sap. There are
also a few spells, like Destruc-
tion, which are contained in the
Evil Book of Magic. You can
use these at the cost of hit points.
The magic system in this game is
simple compared to the variety of
spells in The Bard's Tale, but it
is easy to use and quick to learn.

After destroying a certain
amount of monsters and aquiring
selected items, you will be pro-
moted. You must journey to the
Hall of Visions and speak with
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Mesron. He will give you new
information and promote you to a
higher level, with greater powers
and abilities to face the stiffer
challenges that await you. Every
adventurer must learn to visit the
Hall of Visions often, or pay the
price.

One aspect of the game that
many people may overlook is

«Certain monsters
can only be seriously
wounded with a spe-
cific type of weapon.

Unfortunately, the

only way to learn
what weapon to use

is through trial and
error in combat”

conversing with the people. Con-
versation is very simple in this
game. Simply get next to a per-
son and use the 'Speak’' option.
The person will then deliver a
short, set message. This is in
contrast with Ultima III, where
you must type in what you wish
to say. This system makes con-
versing much faster, but not as
challenging.

I was very happy to see that
Questron II is NOT copy protect-
ed. There are no strange noises
as the game boots, and loading
time and disk access is done
quickly and efficiently. There is a
very simple title screen and intro-
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duction to this program, which
tells me that the emphasis was
placed on the game itself, and not
a few flashy screens to look good
on the box.

My one real complaint with
Questron II is that it utilizes only
one drive. A game disk and a
character disk are required in this
game. So it was annoying to
have to swap disks every time I
wanted to save or re-load a game.
Since all veteran adventure gam-
ers save frequently, I think the
use of one drive is a fairly seri-
ous oversight. Let's hope future
versions will correct this flaw.

Questron Il is a great adventure
game. It gives the player a chal-
lenging quest, a good story, lots
of neat graphics, and exceptional
gameplay. It does not have the
complex puzzles of Ultima III, or
the involved combat and magic of
The Bard's Tale I and II, but
overall balance makes it an excel-
lent adventure game. It is a per-
fect place for a beginning adven-
turer, and it offers a welcome
change for us veterans. I strongly
recommend Questron II as an all-
around quality adventure game
for beginners and experts alike.

Questron II $49.95
Strategic Simulations, Inc.
1046 N. Rengstorff Ave.
Mountain View, CA 94043

(415) 964-1353



Omega Stereo Sampler

A New Sound Sampler from Starvison International

by Walter Steuber

cientific examination of

sounds has been going

on for years, but, until

now, it has required
equipment of such cost and com-
plexity that only a
few people have
been up to it. A
scattering of pro-
fessors with uni-
versity laboratories
have done most of
the work, using
elaborate apparatus
to record and study
human voices and
the vocalizations of
birds, frogs,
whales and other
creatures that send
out easy-to-hear,
but hard to under-
stand sounds. A
great change has
recently occurred
in this arcane field
of study, however.
Suddenly, Amiga owners have,
at their fingertips, equipment that
is substantially more powerful
than yesterday's audio instru-
ments. The whole field of in-

vestigating natural sounds has
become easy to enter, opening
the possibility that it will be an
Amigan, and not a college pro-
fessor, who makes the big
break-through in communicating
with our friends in other species.
Digital technique is the big new
element in the game. The com-

The Omega Stereo Sampler plugs simultaneously into the parallel and serial ports

puter can do things with digi-
tized sound that were completely
beyond the abilities of skilled au-
dio technicians a few years ago,
even when they had the most so-
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phisticated, and expensive,
equipment available. The Amiga
computer, in particular, makes it
relatively easy even for a neo-
phyte, to capture a sound, ana-
lyze it in exquisite detail, and
generate new sounds with exact-
ly controlled characteristics. Mu-
sical innovation has been the
main use for this
tremendous tool,
but it's the sound
that birds make
that interests me.
But how does
one get an owl's
whoo0-0-0, or a
girl's ooh-o0-0,
into the Amiga?

Attaching an au-
dio digitizer is
the first step. A
digitizer is a
small piece of
hardware that
simply plugs into
a port on the
computer and
transforms the
analog sound
waves into digital samples.
There are several digitizers cur-
rently being advertised for the
Amiga, and the newest is the

( continued on next page )
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Omega Sound Sampler ( continued from previous page )

Omega Stereo Sampler. Omega
is produced in Denmark and im-
ported into the US by Starvision.

The Omega sampler is rare in
that is supports stereo sampling.
The four by three inch black box
has two inputs--familiar, ordi-
nary, RCA phono plugs. These
inputs act independently, so two
separate microphones can be cap-
turing sound at the same time.
Or, if you want, the Omega Sam-
pler will operate just as well on a
single channel. The Samipler
plugs directly into the parallel
port and also has a short cable
that must be plugged into the se-
rial port. StarVision claims that
the quality of the sound is im-
proved by drawing the necessary
power throrough the serial port,
while passing sampling data into
the parallel port. That may be
true, but this arrangement ties up
two ports and makes it inconven-
ient to switch from sampling to
other tasks. The location in the
rear of your Amiga is also incon-
venient when adjusting its knobs
or changing input cables. When
playing around with a digitizer,
things go better if an auxiliary
sound system is used instead of
Amy's internal speaker. A stereo
system is needed, naturally, to
listen to the two channels gener-
ated by the Omega Sampler.

The Omega Sampler needs a
stronger signal than microphones
put out so that when micro-
phones are used as the sound
source, a pre-amplifier must be
used (Radio Shack sells a stereo
pre-amp for $20). A stereo tape
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deck or a compact disk player,
on the other hand, supplies plen-
ty of signal to operate the Sam-
pler. The Sampler digitizes its
two inputs quite properly. It
puts out the desired digital sig-
nals and it's up to the software to
take it from there.

A key feature of any sound di-
gitizing system is the maximum

«“Making the
transition from
analog to digital
sound is easily
accomplished, as you
can see, and is
becoming an
everyday event,
but it is still quite
amazing”

number of samples that can be
read per second, and the comput-
er itself is the limitation here. The
Amiga can digest about 21,000
samples a second through its par-
allel port and Omega Sampler
supplies data as least this fast.
There's nothing much else a digi-
tizer can do when it has to feed
its signals into one of the small
ports. More elaborate (and much
more expensive) digitizers are
available that connect to the main
buss, but that's really a different
ballgame.

The Omega Sampler comes

bundled with PerfectSound 2.0,
a public domain program. Be-
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sides a provision to read output
from the digitizer and store it in
Chip RAM, PerfectSound has
several nice clickable features for
playing the sound, storing it on
disk, or editing it. PerfectSound
lets you play the sound through
two independent speakers, add or
subtract passages, and modify it
in several ways. Once the sound
files have been stored on disk,
they can be further manipulated
by other software programs.
Capturing the original sound
turns out to take very little time,
but subsequently, massaging the
sound file can go on for hours.

Starvision sent along a disk of
stereo sounds sampled with the
Omega sampler. These include all
too real car-crash, explosion, jet
plane takeoff, etc. Fortunately,
they have also included the sound
of a summer afternoon. Chirping
crickets, rustling leaves, and a
cool breeze offer a refreshing
change. The stereo effect is espe-
cially well used as a buzzing bee
flies about your workspace.

Given a functioning digitizer,
the next step in digital sampling is
software. The software's first
task is to read the digitizer's out-
put and store it in a file. Other
routines will let the user listen to
the sound file, examine, and
modify it. While some software
programs come bundled with a
digitizer, many come from other
places and are the key ingredient
of digitized sound. In fact, this is
a very active field. Programs
keep appearing that enable us to
manipulate sound files in ever

( continued on page 40 )
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You're just over half way through this magazine,
and you already knew 30 pages ago that there was some-
thing fresh, something different, about The Amiga Sentry'.
You were probably surprised to see how fast we report on
new products that are of interest to you. That's what we do,
and we do it best. Isn't it nice to know that you only need
one magazine to be sure that you are always at the forefront
of what's happening in the Amiga’ marketplace?

RC4 RAMCARD

No wait-state "fast” memory.

Uses standard 20 pin DIP DRAMSs (256k x 4).
All 32 RAM chip locations are socketed.
Conforms to Amiga auto-config protocol.
Configurable as low as 1/2 meg, up to 4 megs!
RAM can be added in 1/2 meg increments.
Fully assembled and tested.

§464444 8

Includes board diagnostic test and recoverable RAM disk software.

As every new Amiga owner quickly discovers, memory is the key to unleashing
the full power of their machine. AmigaDos’ multitasking operating system
A500 ADAPTER needs room to flex its muscles in order to run today’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?

Allows the Digitronics RC4 Ramcard to be used on the Amiga 500.

Quickly connected by simply sliding it onto the expansion connector.
For the A2000, a 2 meg board may seem the cheapest way to add memory, but

Self powered via its own external supply. it’s too quickly maxed out. The sticker shock of an 8 meg board populated with

Automatically powers itself on/off with the AS00.

§444 S

its minimum configuration of 2 megs makes this route unappealing as well. The
Completely enclosed low profile metal case. Digitronics RC4 Ramcard solves these problems.

For the A500, the same RC4 Ramcard designed to plug into the A2000 can be
plugged into the expansion slot on the side of the ASOO when installed in our

P.O. Box 579 adapter box. This means that if you should ever upgrade to an A2000, your
.t » Hatfield, PA 19440 RAM board can go along.
lgl ronics (215) 361-1999 RC4 Ramcard (assembled and tested) .......... $225.00 (Ok RAM)

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

. iga and AmigaDos are trademarks of Commodore-Amiga Inc. for information on our do-it-yourself kits. Dealer inquirics invited.
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Omega Sound SamEler ( continued from page 38 )

new and fascinat-
ing ways.

The final compo-
nent is a sound
source. It can be a
microphone, ra-
dio, or audio tape
player. Use of a
tape player or CD
is often the most
convenient, but
circumstances can
make some other
source of sound
signals the pre-
ferred one. About
the only thing to
worry about in us-
ing a digitizer is
being sure the in-
put signal has a
proper strength. It must be
strong enough that its fluctua-
tions cover a reasonable portion
of the working range, but not so
strong as to frequently exceed it.
Being too strong is no problem,
because digitizers are equipped
with adjustment knobs that will
cut down an overly robust input
signal. A puny input signal,
however, has to be bolstered
with a pre-amplifier .

These three components of di-
gitized sound--source, digitizer
and software--depend on each
other and interact to some degree,
but much confusion can be
avoided by thinking of them as
independent and separate entities.
From the digitizer's standpoint,
it does not matter where the ana-
log input is coming from or what
is happening to its digitized out-
put. It just sits there, continually
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Perfect Sounds’ sampling software is used to manage and edit attributes of your sounds

measuring voltage on its input
terminals and putting a corre-
sponding 8-bit digital value on its
output lines. As input voltage
rises, the output value rises, but
only to a maximum of 127. (A
further rise in input voltage
makes no change in output.)

Making the transition from an-
alog to digital sound is easily ac-
complished, as you can see, and
is becoming an everyday event,
but it is still quite amazing. The
sound from the tape recorder is
characterized as "analog" to indi-
cate that its loudness rises and
falls in a smooth, continuous
manner. It may change very rap-
idly, but it never has a discontin-
uous jump in value. The infor-
mation that goes to the computer,
on the other hand, is expressed
in 8-bit bytes to make it suitable
for storage in memory. When its
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value changes, it
necessarily makes
a discontinuous
jump from one in-
teger to another,
an action that
drastically chang-
es the nature of
the record. As the
sound rises and
falls in a compli-
cated way charac-
teristic of its
source, it is sam-
pled only at cer-
tain equally-
spaced times, and
is ignored be-
tween these sam-
plings. If the
sound undergoes
some important
fluctuations between readings,
information is lost. If, on the
other hand, the readings are made
so frequently that there is very
little change from one reading to
the next, nothing of importance
gets missed. In any case, what
was a complex, continuous
sound is now a string of byte-
size integers in the computer
memory. Or, put another way,
what started out as complicated
information is now in a form that
the computer can analyze and re-
vise.

A single digital sample is limit-
ed to a small range of whole
numbers, those from -127 to
+127. Any sound, no matter
how complicated it may seem to
the ear, is reduced, at a given in-
stant, to one of these 255 num-
bers. (Some digital sound devic-
es allow a bigger range, but not



the Amiga equipment we are de-
scribing here.) Each sound sam-
ple is a measure of how loud the
original sound is at a particular
instant. A sample taken at ran-
dom might be, for instance, the
value 16. This single number
says nothing about pitch, over-
tones, flanging, attack, or any of
the other characteristics an audio
teckie looks for; only loudness.
However, when the Amiga re-
produces the loudness of this
sample, along with others like it,
at a rate of 20,000 samples per
second, an astonishing richness
of sound is somehow perceived
by the ear, and there is no sensa-
tion whatever of listening to
something jumping from one in-
teger value to another. It is simi-
lar to a movie in which one is

presented with a static picture for
a moment, then a period of
blankness, then another static
picture, etc. The viewer per-
ceives smoothly moving objects,
even though he knows he is
looking at a series of pictures that
are not moving. Digital sound
fools the ear in much the same
way movies fool the eye.

In digitizing a sound, the user
is immediately faced with choos-
ing how many samples are to be
read per second. High sampling
rates give good fidelity, while
consuming prodigious amounts
of memory, whereas low rates
lose details in the sound. Voices
and music are easily recognized
when sampled 5000 times a sec-
ond, but they sound more realis-

tic at 10,000 and are still better,
but far from perfect, at the Ami-
ga's maximum of about 20,000.

Everything from here on will be
discussed on the assumption that
the maximum sampling rate is be-
ing used. Fidelity of reproduc-
tion is, naturally, a central con-
cern. It just dribbles off as the
pitch of a sound rises. High
notes are recognizable, but lose
their character. There is no sharp
cut-off, so the point at which fi-
delity becomes unacceptable is
kind of vague, but for most uses
it is adequate up to about 4000
Hz. A sound recorded at our rate
will pile up a file of 100,000
sound samples in just five sec-
onds, and thus occupy about 100
kbytes of memory for each chan-

( continued on next page )

jDeluerelp Is Available For i

DeluxePaint II || DigiPaint

Ewpert Services

Innovative Ideas for a Creative Computer

lPhotou Paint h
$34.95* 34.95

Calligrapher

*NEW* $34.95* $44.95*

. . ____________________________________________|
"...| see DeluxeHelp as a concept that could be adopted by all
software developers as standard operating procedure. The
interactive tutorial's day has comel..."

- INFO Magazine, #22 Sept/Oct’88, p59 -

$34.95*
PageSetter

"...live demonstrations, with interactive practice, can

greatly speed up the learning curve...Our experience

with DeluxeHelp tends to confirm that theory..."

- Computer Shopper Magazine, January 1988, p318 -
.|

Coming Soon For:

|AmlgaDOS 1.3 i |PLUS MANY MORE! h

RGB VIDEO CREATIONS

3944 Florida Blvd, Suite 102
Palm Beach Gardens, Florida 33410
407-622-0138 AmigaLink BBS: 407-622-7049
* Add $3 US Shipping (6 FOREIGN Shipping)
FL Residents Add 6% state tax

Experf Services is a dealership dedicated to providing you with the
products necessary for high-end solutions including CAD, business,
graphics and networking applications. We also specialize in con-
figuring these products to solve your total system needs.

THE SYSTEM SOLUTION PEOPLE

Ameristar Internet Package
» Hardware/software solution to all your networking needs
¢ Industry standard NFS with 10MBIT/SEC Ethernet controller
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Pacific _A

Peripherals

FUEGO
HARDCARD

¢ 40, 100 & 200 Meg hardcards

e 28MSEC - 15MSEC access time

* Based on Pacific Peripherals
DMA/SCSI overdrive

 Fastest Amiga Hard Drive Package

* Auto boot under 4.3

* One slot configuration

« Maxtor & Coner peripheral drives

e Available now

*Optional

HURRICANE ACCELERATORS

* Ronin Research’s 68020 and 68030
based systems

e Up to 25 MHZ 68881/882 co-
processors

e Up to 4/16 MB 32 BIT 14 MHZ DRAM

« Auto boot 1.3 hard disk ability

* 16 x the performance of your cur-
rent system

Imoge Processing Services
Any IFF image can be improved up to 8,000 lines resolution and 2
million colors. It is then photographed and returned in any format.

6889 Vantage Court « Florence, KY 41042 - (606) 371-2603
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Omega Sound Sampler ( continued from previous page )

nel. Almost any sound can be
used to illustrate the use of a digi-
tizer. The sound can be screams,
car-crashes, or anything else of
short duration. To be specific,
let's take an owl's familiar night-
time whoo-0-0, as found on an
audio cassette tape sold by the
Cornell Ornithological Institute.
A tape player equipped with a
phono-jack output, as most of
them are, was connected to the
digitizer and everything was
ready for a digitizing session.

Like most birds, this owl
emitted a variety of sounds, last-
ing about twenty seconds. The
whole call would make too big a
file to handle conveniently and,
besides, it mostly consisted of
repetitions of a simple whoo-oo0.
Consequently, the first of much
editing occurs when a single
whoo-o00 is selected to be digi-
tized. (PerfectSound allows you
to listen to the tape, up to the mo-
ment when you press a button to
start the digitizing process.) Only
a single channel was used and
only for a small part of the whole
call, but even so, the file con-
tained about 24000 pieces of
data!

PerfectSound will plot the
data so that you can get a feeling
for the rise and fall of the sound,
and its general nature. Usually,
it is interesting to look only at
small sections at a time, and Per-
fectSound has sliders on the
screen that make it easy to do
that. Freqency and amplitude of
the whoo-0-0 can be calculated
directly from the display (this
would not be true of all sounds,
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but bird sounds are especially
simple).

The sound-generating system
of a typical bird is a windpipe
with up to six vocal cords near
its inner end. It can only be con-
jectured how these tiny muscles
work in detail, but the anatomy
makes it reasonable to expect a
birdcall will be a mixture of a
few unrelated frequencies, and
indeed, that is what the owl's call
turns out to be when examined
with PerfectSound. This differs
drastically from a musical instru-
ment, in which a note will be a
mixture of frequencies that are
closely related to one other.

The pitch of the main compo-
nent of the whoo-0-0 is found to
slide from 1150 down to 820 Hz
over its one-second course (an-
other difference from the behav-
ior of most musical instruments).
A whoo-0-0 has often been ob-
served scaring the bejeebers out
of little birds like the finches. Is
it the sliding pitch, the presence
of other frequencies, its charac-
teristic rise and fall in amplitude,
or what? The Amiga can gener-
ate whoo-0-0's with variations in
all these elements and store them
in an audio cassette for playing in
the field.

My use of the Omega sampler
has been satisfying and trouble
free. The inconvenience of reach-
ing around the machine for ad-
justments is compensated by pro-
vision for two sound sources. I
have enjoyed studying the bird
sounds and synthesizing them.
With a quality digitizer like the
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Omega Stereo Sampler, and vari-
ous public domain or commercial
programs, you too, can study
sounds and create the perfect ac-
companiment to your other Ami-
ga efforts.

For those who have a special in-
terest in bird sounds, I have as-
sembled several useful programs
on a disk and will gladly send a
copy to anyone who sends me a
blank disk with a SASE care of
the Sentry.

Omega Sampler $ 125.00

Starvision International

305 Madison Ave., Ste. 411
New York, NY 10165
(212) 867-4486

Subscription
Problems?

If you are planning to
have a change of
address, make sure to
notify us of the new
address at least six

weeks ahead so that you
I won't miss an exciting
issue of The Amiga®
Sentry

Send changes to:
The Amiga Sentry
Attn: Subscriptions

2000 Sproul Rd, Suite 1B

Broomall Pa 19008




Supra Creates a Hard Card for the Amiga 2000

by George Rapp

upra is not a new name to
most Amiga users. Supra
made one of the first hard
disk drives and control-
lers for the Amiga 1000. They
have been slower in producing a
controller for the Amiga 2000.
The Supra Amiga 2000 control-
ler is a DMA autobooting con-
troller that supports up to seven

Supra’s SupraDrive 2000 board

drives from the one card. The
unit we received incorporated a
30 Meg hard drive, divided into
four partitions.

Installation of the card is fairly
standard. It plugs into any of the
A2000 slots, but the rightmost
one is the best for speed. The
hard drive is a half height, three
and one half inch drive that will
fit in the drive bay next to the
floppy drive or, with an adaptor
supplied, in the large bay. The
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installation software handles for-
matting and partitioning the
drive, and sets up the assigns to
transfer control to the hard disk.
The version I received also in-
cluded a small file to create a
boot partition on the disk that
would allow the computer to
boot from the hard disk instead
of the floppy. The changes to
make the drive bootable also
make the drive unusable under
Kickstart 1.2, so I ran most of
the tests on the drive under 1.2
and the old file system.

The Supra hard drive controller
uses the same Motorola chip that
the Pacific Peripherals board
uses. As a result, I was expect-
ing similar performance from the
two boards. I did not get the
same values at all. Supra does
not use the standard combination
of the Workbench Binddrivers
with an entry for each partition
in the Mountlist. Instead, Supra
uses its own SupraMount com-
mand, which they claim boosts
performance. I did measure a
large jump in performance over
that of my Amiga 1000 20 Meg
SupraDrive using this setup. The
disk Supra supplied was a Sea-
gate 138N 30 Meg SCSI drive.

( continued on next page )
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Software Excitement's
Public Domain Library

TOP 40

The BEST Amiga Disks!!!
1 Quantity Prices 1

=$6 or $5 or $4=

Buy 1-4 Buy 5-14 Buy 15+

FREE Same-Day Shipping!

Disks work with all Amiga Systems. are
easy to use. and include instructions!

Your Satisfaction Guaranteed!

BUSINESS

#37 Business Programs —Included are an address book,
an amortization program, a talking mail manager, and a
label printer I
#115 Word Processor—Lots of features
I#116 Spreadsheet—VC, a powerful spreadsheet I

#117 se — Good for business or home use

#135 Quickbase—This is a mail manager DBase
I Persmait—A DBase for keeping track of people I

1 UTILITIES/APPLICATIONS
#47 Printer Drivers—Epson LQ-800, NEC P6, Star SG-
10, Gemini 10-X, and C.ltoh 8510
#90 Modem Madness! —Terminals (Stafferm, ATerm, Ker-
I mit) and archive utilities
#105 Utilities —An icon maker, disk cataloguer, FKey tem-
Igla‘tte maker, and PopCli2—A new cli at the push of al
utton
I #114 Auto Printer Driver Generator—An Amiga DOS key- I
board shortcut program, too!
#126 ShowPrint—Makes viewing picture files easy.
I FuncKey—a function key editor I
#129 DPaint Tutor and Hard Disk Backup
#130 JOBS —A more effective system/user interface. Also I

Flgg Drive S up!
I # miga Helper—This makes using CLI so much I
easier! Works from its own menu
34 Applicati Label ker/printer, grocery Iistl
maker, and AMIGazer—a star viewing program
#140 Virus Killer! —Everyone needs this! Makes it easy I
to detect and eliminate the known viruses

GRAPHICS/SOUND/VIDEO

#1 Norman Rockwell—17 beautiful digitized paintings
I in a self-running slideshow

#5 DPSlide 1—Put your DPaint or other IFF picture files
I into a self-running slideshow

#18 Future Sound Demo — Several samples of digitized
Isound. Is it live or is it your Amiga?

#77 Instruments—Turn your keyboard into 25 different

musical instruments! Try them all! .

#81 Flying Eagle Demo—See an eagle fly across your

screen. Excellent animation

#94 DigiView Demo— See several great examples and
Ithe d?nizing S;ocess in stages

#108 Juggler Demo— See the famous ray-tracing anima-
tion. Show this one to your friends!
#119 mCAD —A full-featured CAD package
#120 WorkBench Picture—View these great IFF and I
HAM pictures by “clicking” their icons
#132 Videomaker— Packed with several utilities for desk- I
}'or video enthusiasts

36 Graphics—BorderSet useful to you if you arel
involved in desktop publishing or video

GAMES ]
#23 Monopoly—Enjoy great graphics and sound while
I pl:_ying three tough computer opponents I
#27 Amoeba Invaders—A better Space Invaders!

#38 Card Games—Crazy Eights and Hi-Low Card.

Several arcade games make this a fun disk

#113 TRON —Just like the popular arcade game!

#118 ste Gi Missile Cc d, Asteroids game,
I and 3-D Triclops—great graphics!

#121 Backgammon—Play against the computer

#122 Solitaire—Two styles with color screens

#123 Cribbage—It's you haAqainsl the computer!
l#124 Milestone —Amiga Miles Bournes game

#125 3-D Othello—Great graphics and play!

#127 Wheel of Fortune—A great computer version torl
multigl:chlayers. It even talks!
#1131 an "87— Great sound and graphics. Adds new
elements to PacMan. Saves Top 10 I
"3z mas Fun—Plaé Blackjack or the Slots

I 139 Run—Great Civil War strategy board game with I

impressive graphics and sound
FREE catalog with order or request
MAIL ORDERS —Please use separate sheet and include
phone number. Enclose check or if charging your order,
include full account number, expiration, and signature.
No. of Disks. =$
Shipping (Free U.S.—Canada add 25¢ per disk— $.
Foreign add 50¢ per disk)
UPS 2nd Day Air (U.S. only—add $3) $. I
TOTAL ENCLOSED §, I

SOFTWARE EXCITEMENT! i
“Service with Excellence”

xprice/disk $.

‘ PO. Box 3072 B |
v n Central Point, OR 97502 (4l ] i

(503) 772-6827 8
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Supra 2000 ( continued from previous page )

After the Miniscribe, Conner,
and Quantum drives that I have
been using, this seemed very
slow and small. Using Amiga-
DOS 1.2 limited the throughput
of the drive, so data transfer
rates were the same for all the
drives. But the time it took to
read and write changes to the dir-
ectories was high. The Supra
uses several small partitions to
limit the length of the directories
it needs to read, and increase the
total number of buffers available
to the drive. My results decayed
even further when I set up the
drive as one large disk.

The Supra software is one of
the easiest to use when changing
the partition size and file system
from 1.2 to 1.3 fast file system.
The format command used is in-
teractive and mouse controlled
from pull down menus and click
on gadgets. Many common drive
types are supported, and unsup-
ported drives can be formatted by
entering specific values through
the gadgets. Options are included
for quickly blanking a partition
and for mapping out any bad
blocks.

The card itself did not show as
much advanced planning or care
to the design. The board had sev-
eral jumpers on both sides, and
the traces were much longer than
necessary. I could not decide
why Supra made this a full
length board with the relatively
low chip count. The C-Ltd board
had fewer chips than this, but
had mountings for a hard disk.
The layout of the components of
the Supra was impressive, but
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they took up more room. There
are two sockets on the Supra-
Drive 2000 board, but only one is
used. With the popularity of hard
cards, and the potential for some
big boards in the CPU slot, I
would prefer to see some half
length boards (any hardware
manufactures out there listen-
ing?).

I had some problems with the
system under 1.3 as well. To
make the change to an autoboot-
ing controller is difficult on the
Supra controller, and even worse
on the Amiga. A good IC extrac-
tor is all that is required to pry up
one well labeled chip on the Su-
pra Controller. Placing the Kick-
start 1.3 chip on the Amiga mo-
therboard is a major problem.
The chip is located under the
power supply, which is held in
place by a varying quantity of
screws, dependent on the particu-
lar version of the motherboard.

The installation of the drive in
the Amiga 2000 was much better
documented. The manual was
one of the better ones that I have
gone through. The writing is
good, but not always clear. For-
tunately, it uses a series of pic-
tures to illustrate the installation
of the drive in either of the bays.
It would seem that the manual
was done well in advance of the
drive hardware. Two configura-
tions are mentioned in the manual
that Supra's hardware set up may
not use. The hardware that you
receive will determine which set
of instructions you should fol-
low. There is absolutely no men-
tion of the conversion to an auto-



booting hard drive in the manual
in its present form.

My instructions came as a
friendly note on a disk, and a
small program to create the boot
partition. I followed the instruc-
tions to the letter and found that
the drive did not boot. A phone
call to Supra gave me some basic
information that the instructions I
had were not quite complete, but
the person who could help me
would not be in until after our
publishing deadline. So far, I
have been able to create the parti-
tion, but not transfer the needed
files to it. The formatting utility
did not recognize the drive con-
figuration after the conversion
program was run, which made
things even more complicated.

We were planning to have an
exciting report about an autoboot-
ing controller available now. To
be fair, Commodore has yet to
release an official Kickstart 1.3.
But Supra does seem to have
some definite communication
problems, though. Our first re-
quest for a drive got us an Atari
ST drive, and a big delay. That
delay, in turn, kept us from talk-
ing to the person with the an-
swers at Supra concerning the
autoboot issue. I also have some
questions about the reliability of
the Supra Drives. I have an Ami-
ga 1000 Supradrive that I pur-
chased last year from Supra. The
first drive I received did not
work, and its replacement failed
during my last batch of hard disk
drive tests. Even when it was
working, I had problems with the
drive and controller hanging the

computer up while running under
1.3 unless the line MaxTransfer
was put in the mountlist, limiting
the throughput of the drive. This
problem was attributed to diffi-
culties with the device driver.
Newer versions were made avail-
able through the commercial ser-
vices (ala CompuServe). At this
time, the SupraDrive is still not
autobooting, awaiting the miss-
ing information from Supra.

Supra did mention that they are
working on a standard with
Commodore to make the auto-
boot information on the drive so
that they might be interchangea-
ble.

We hope that Commodore is
putting a full-max effort to bring
to an end the autoboot menage-
rie. IBM PC's and Mac's have
had autobooting capability for
years now, and the lack of such
an essential capability in the Ami-
ga has contributed to keeping it
from penetrating some business
markets the way it should have.

If you are considering purchas-
ing an autobooting SupraDrive
2000, I would suggest you con-
tact Supra for an exact status on
readiness for this capability.

Supra Corporation can be
reached at:

Supra

1133 Commercial Way
Albany, Ore. 97321

(503) 967-9075

SupraDrive 2000
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40, 100, or 200 Megabyte Hard Card

by George Rapp

xpert Services is a new
value added retailer for
Amiga products based
in the Cincinnati area.
One of their first efforts is a
combination hard disk controller
and hard disk drive on one ex-
pansion board. Expert Services
does not manufacture any of the
parts used. Instead, they rely

upon Pacific Peripherals for the
controller board and software,
and they add either a 40 or 100
megabyte Conner Peripherals
hard disk.

The combination is a fairly
powerful one. I was given the
100 megabyte version for evalu-
ation. My first sample did not
work well because of damage to
the board in shipping. The re-
placement board functioned
without any problems. Installa-

Our review unit was equipped with a Coner 100 megabyte hard drive
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tion is slightly more involved
than with the GVP board evalu-
ated in the August Sentry.

With this product you have the
choice of mounting the drive ei-
ther on the controller card as a
hard card or in the drive bay as a
conventional hard drive. Mount-
ing on the card is slightly tedious
because the small, plastic stand-
offs must be aligned under the
drive. It is even more difficult to
mount the drive in the drive bay
because of the disassembly re-
quired to get the drive in posi-
tion. Either job of mounting is
easier with a set of forceps to
hold the standoffs in place. Ca-
bling is included for a drive
mounted in the bay or on the
card. The short cable for mount-
ing the drive on the card includes
a socket for cabling up another
drive to fit in the drive bay.

The installation software is not
quite as versatile as the hard-
ware. Expert supplies the drive
already partitioned and format-
ted, and with a modification to
the installation software to sup-
port the Conner drives. Any
changes in the format or parti-
tioning are done through a pro-
gram called ODUtils. ODUtils



will make the modifications to
the disk, but it is very buggy.
You select the drive type by
clicking once on the drive from
the list in the program. Double
clicking or clicking two different
drives before the highlight bar
stops flashing, sends you to the
Guru. The low level format por-
tion of the ODUtils could use
some work as well. Low level
formatting should remove bad
portions of the disk from use,
and substitute spare tracks from
the inner portion of the drive. In
practice, the software failed to re-
cover from a surface error on the
drive. Similarly, the software for
marking out bad blocks on the
drive did not always work, re-
quiring repetition to flag out all
the blocks.

The hardware portion of the
hard card is a bit better than the
software. The circuit board is
free from jumpers or extraneous
traces, with most chips mounted
in sockets. The board layout is
simple, and uses a Motorola chip
for the SCSI controller. The Pa-
cific Peripherals board is a DMA
board, which means that it uses
the custom chips to take over the
machine, and transfer the data di-
rectly from the drive to the mem-
ory of the computer. This is gen-
erally a good strategy, but does
have some drawbacks. During
disk reads or writes, the 68000
chip is inactive and no process-
ing occurs. This is not a bad situ-
ation, since the custom chips can
move the data faster than the
68000 can. The problem is that
the custom chips are restricted to

the lower portion of memory or
chip RAM, and tasks often will
need data in the high portion or
fast RAM. The takeover of the
bus is also less desirable while
multitasking. In the normal boot
up from a floppy disk, there is
some bus contention as the hard
disk and floppy disk try to use
the bus at the same time. This is
evidenced by some flickering of
the drive lights, and some horri-
ble sounds from the floppy
drive.

Other activities can produce
conflicts with the hard disk as
well. Programs that use the over-
scan mode can conflict with the
hard drive function. Overscan al-
lows the Amiga to draw an image
all the way to the edges of the
screen, and is used effectively by
programs like Deluxe PhotoLab,
Digiview 3.0, Online! 2.0, and
an ever increasing number of
others. Overscan uses the same
DMA functions to move the addi-
tional data to fill out the screen,
as the hard drive controller uses
to move the data from the drive
to the system memory.

The net result of the DMA use
is a fast drive for a single task
that slows under heavy use of the
DMA channels and high number
of tasks. Under our tests of drive
speed, the Expert Services 100
Meg rates a 13, which means that
most operations will be 13 times
faster on the hard drive using the
1.3 FastFileSystem than the
same functions on the floppy
disk. This is the same rating as
the GVP 80 Meg hard card, but
subjectively, the GVP is slightly
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faster. Most noticeable was open-
ing a window if other tasks were
running. The icons appeared sig-
nificantly slower on the Expert
Services combo. It was interest-
ing to note that the GVP and the
Expert Services hard cards could
coexist peacefully in the same
Amiga. Both drives functioned
smoothly, but the DMA access of
the Expert card blocked the ac-
cess to the bus of the GVP be-
cause the DMA functions take
over the bus. The slowing of the
GVP was slight, since the GVP
board has a cache which contin-
ues to function while the bus in
the Amiga is busy. The only real
slowing came from exceptionally
large files on the GVP and Expert
at the same time.

In sustained use, the GVP board
and Quantum drive faired better
than the Pacific Peripherals board
and Conner drive. Just through
normal use, files are spread out
over the disk, making for slower
access. The buffering on the
GVP board and the Quantum
drive in addition to the Amiga-
DOS buffers probably was the
reason for the better performance.
The Quantum drive on the Pacific
Peripherals improved the perfor-
mance slightly, but not signifi-
cantly. AmigaDOS is still the li-
miting factor in the speed of these
drives. The Expert Services com-
bination and the GVP board are
the two best performers in disk
speed so far.

Speed is not the only considera-
tion in purchasing a drive and
controller. The design and com-

( continued on next page )
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~ 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!

SEDONA SOFTWARE

11844 Rancho Benardo Rd; Ste.#20
San Diego, CA 92128

() To order, E‘
(W] call (619) 451-0151 _ !
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( continued from previous page )

patibility are also important, es-
pecially in the face of the grow-
ing number of expansion devic-
es. The Pacific Peripherals board
could be better in layout. There
are no jumpers on the board, but
the layout makes it impossible
for a drive to be mounted flush
against the surface of the board.
A few chips in sockets fall un-
derneath the drive, requiring
standoffs. If the card is placed in
the rightmost slot, the Conner
Drive is in a line with the CPU
slot. A large board in the CPU
slot would be close to or touch-
ing the hard drive. This would
limit further expansion or require
the loss of a slot by moving the
card over one to the left. The Pa-
cific board does not have sockets
for the autoboot ROMS under
1.3 version of Kickstart. Instead,
a daughter board has to mount in
the place of a couple chips on the
surface of the card. Pacific will
make the board and chips availa-
ble at cost. Expect to spend $50
to make the drive autobooting.
Again, the additional height of
the daughter board could pose
problems with CPU cards. We
were unable to obtain a daughter
board to test out the autobooting
feature.

While I was happy with the per-
formance of the drive, I did not
like the design of the card or the
installation software. The only
redeeming part was the outstand-
ing support from Expert Servic-
es. I posed a few questions to
both Pacific and Expert Services
while I was having some small
problems initially. I never re-
ceived a response from Pacific,
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but Expert Services responded
promptly and knowledgeably.
They show a high degree of pro-
fessionalism and dedication to
their customers. Expert Services
has not been idle either. In the
last of my conversations with
Terry Timko, he told me of an
impressive list of projects that
they have planned for improving
the Amiga speed and perfor-
mance, including more for the
hard card.

If you are planning to purchase a
hard drive controller, I would
suggest either the GVP or the Ex-
pert Services boards. I have a
preference for the GVP, but per-
formance on the two is extremely
close, usually within three to five
percent in my tests. The GVP
also wins on expandability be-
cause of its slightly lower profile
and autoboot sockets on the
board. The Expert board has the
advantage of a slightly larger
hard drive and some more versa-
tility in installation. Few dealers
exhibit the dedication that Expert
Services has. For some, that
could be a deciding factor. Since
Expert Services is a dealer, they
can offer a wider range of prod-
ucts and services than most man-
ufactures. I am very glad to see
such a group of people entering
the Amiga market, especially
with a competitive product like
the hard card.

Fuego 40, 100, and 200
megabyte hard cards
Expert Services

6889 Vantage Court

Florence, KY 41042

(606) 371-2603



Midi Recording S tudio

Dr. T's MIDI Recording Studio for the Amiga

By Tom Bucklin

he baby brother of the

famed Dr. T's KCS,

the Midi Recording

Studio for the Amiga is
just what the doctor ordered for
those with sequenceritis (fear of
sequencers). It is a slimmed
down (and consequently less ex-
pensive) product that manages to
still offer features rivaling other
programs. Although MRS is a
stand alone product, Dr. T's has
tried to make it as painless as
possible to eventually get you up
to their granddaddy of the prod-
uct line, KCS. With this intent,
the sequence files produced with
MRS are compatible with KCS.
Most attractive is the upgrade of-
fer, which allows you to trade in
your original MRS disk at any
time for KCS, and pay the dif-
ference in list price between the
two products.

MRS comes on a single, copy
protected (via the key system)
disk, and is packaged with an in-
dexed, 80 page manual (14 pag-
es of which are devoted to a
walk-through style tutorial). A
single backup disk is available

from the company by sending in
your warranty card and $15.00.

After choosing the memory al-
location dedicated to MRS (ex-
pressed in MIDI events), the
program defaults into the Play/
Record screen (in KCS, this
would be equivalent to the Track
mode). This is your basic con-
trol panel with familiar tape
transport style controls. The
most obvious tradeoff in the
struggle between power and

price in MRS is the limitation of
8 tracks. Many a MIDI track-
hog may find this prospect re-
volting. However, 16 tracks
may have been a more reasona-
ble compromise between this
product, and KCS's power-
house, 48 track, capabilities.

Also notably missing is the
ability to perform some ad-
vanced functions like punch-in,
punch-out, step time recording,

( continued on next page )

The opening screen in MRS where
you manage your Playback and Record functions
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M RS ( continued from previous page )

and track merge. It's unfortunate
that this last capability was not
incorporated in MRS, as no-
where do you need a track merge
feature more than when working
with a limited amount of tracks.

Within the Play screen, the af-
tertouch and controller buttons
allow or inhibit the recording of
their respective MIDI data. The
Merge option mixes the data
from the interface's MIDI IN
with the data from the sequencer,
and sends both out to the MIDI
out port. This feature is most
used when sending MIDI data
from a master keyboard to con-
trol your outboard tone genera-
tors. The ECHO feature is used
to rechannel the incoming MIDI
data to the channel of your
choice. Shortcuts are provided
for Merge/Echo by the semicolon
and backspace keys, respective-

ly.

The range of a sequence can be
effectively cropped by use of the
START CUE and STOP CUE
gadgets. With these controls set,
the cropped sequence will loop
between these two sequence mar-
gins. Provisions for changing
the positioning of the settings
along the sequence are evoked by
either clicking on the adjacent
left/right arrows, or by use of the
keyboard's cursor keys. Selec-
tion of your echo channel is by
using the left/right arrows below.
The upper half of the screen is
used to display the name, status,
and activity of the tracks. Each
of the eight tracks may be muted
by clicking on the track display,
or by pressing number keys 1
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through 8, corresponding to the
appropriate track. Both the nu-
meric keypad and the digits
above the qwerty row are active
for this operation.

The multi-sectioned piano key-
board and the on/off gadget at the
bottom of the play screen allow
MIDI note input from the Ami-
ga's keyboard. Four rows of
keys are active when this option
is turned on, and the piano sec-
tion highlighted determines the
octave that these keys will play.
Although this operation transmits
data on MIDI channel 1 only,
you can use the Merge/Echo
functions to reroute to any chan-
nel. The main tempo is set by
left/right arrows beside the
CLOCK indicator. The tempo
may be governed by the internal
clock, or by an external MIDI
clock signal.

The choice for this function
(and a host of others) is deter-
mined by the "Set Options"
menu, which is available from
within the EDIT screen. You can
reach the EDIT screen by either
clicking on the EDIT gadget, or
by using the F1 toggle between
the two main screens. The first
place to go to explore the poten-
tial of MRS is to the Load/Save
selection, where an example file
called MRS.DEMO has been
provided on the disk. This will
allow you to tour the facility to
get a feel for how the MRS dis-
plays and manages MIDI data.

To load in and play back this

demo file through your Amiga,
you will need to access the
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MRSdemo.ALL and MRSde-
mo.SND files. MRS stores and
accesses three distinct types of
files bearing the suffixes, .ALL,
.MRS, and .SND. The .ALL
files contain data for all eight
tracks, and are the ones that are
compatible with KCS. Files with
a .MRS extension contain a
record of the settings from the Set
Options screen (more on that lat-
er). Generally, they also act as
"environment" files which con-
tain a complete MRS recording
setup. The program uses a start-
up environment file named DE-
FAULT.MRS to load your de-
fault setup. By saving your own
settings under a .MRS file with
the same name, you may custo-
mize this startup.

The .SND files are involved
with the Amiga's internally play-
able instrument sounds. Sounds
may also be loaded from within
the Sound screen, accessed by
clicking on "Sounds" in the EDIT
screen. Up to 16 different IFF
compatible instrument sounds
may be loaded at once. Each
sound can be individually set for
MIDI channel, keyboard range,
transposition (settable in semi-
tones), and MIDI volume. There
are options to load individual, as
well as whole banks of sounds.
"Swap 2 Instruments" will relo-
cate two pre-chosen instrument
sounds, swapping their position
within the window. A nice touch
in the Sounds window is the in-
clusion of an on-line help screen
which offers useful, but brief, in-
formation on the sound control
functions. The "Save Instrument
Bank" option has a name that I
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Isn't it time you
got the most from
your Amiga?

Now, "WBExtras" is here and is specifically designed to enhance

operation of the Amiga by the "New User" as well as the "Seasoned
Programmer".

WBExtras Provides . ..
New Menus for Workbench Access to Tools and Programs in RAM Disk.

Workbench
Ope
by Peter Dunlap | Load
Unload | SeePicture

LoadPicture
UnloadPicture

14 "New" Workbench Tools and 13 Program Source Files.
Complete System Control through Workbench Icons and Menus.
Full Inter-Program Communication with "Parameter Passing."
Menu Access to Muitiple lcon Selection.

Reduced Multitasking Memory Usage.

User Selectable Audio Response.

Indexed Interactive Multi-Level Tutorial Screens.

Full Documentation, Examples, Customizing Suggestions and Glossary.
Indeed, WBExtras is an essential for every Amiga User

and a necessity for anyone with a Hard Disk System!

X $
Lynn’s Luna . 3995
SYSTEM INNOVATIONS Plus ‘300 fOf Shlppmg
P.O.Box 1308 Colorado Res. Add Sales Tax
Carion City, CO 81212
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Amiga & AmigaBasic Workbench TM of Commodore - Amiga, Inc.
* *Dealer Inquiries Invited* *

??? QUESTION ???
Does High Res Screen Flicker
other You !!!

Flicker Masterm

Worliss\lg(i)th ALL AMIGA Models
Only $17.95 sug’ list price

Greatly reduces Iinterlace flicker .
Flicker Master is a specially designed filter that
attaches easily to the face of your monitor

Improves contrast in all resolutions,
_ Helps reduce eye-strain
10 1/2in. X 13 1/2in. (26.7 cm X 34.3 cm) size
is designed to fit the following monitors.
Amiga 1080, 2002, and 1084 / sony KV 1311
Magnavox RGB 80/ NEC Multisync and others,
. check size
Flicker Master is a g[r)eat comganion to your Graphics, Video, Cad,
and Desktop ucl:al!'lshlng, Software,
such as
Digi-Paint, Deluxe Paint Il, Express Paint, Photon Paint,Pixmate,
utcher 2.0, Aegis Video Titler, Zuma TV Text and TV Show,
Sculpt 3D, Animate 3D, Videoscape 3D, Pro Video CGl, X-Cad,
Intro Cad, PageSetter, and Protessional Page
T.S.R. Hutchinson Co. 110 W. Arrowdale
Houston, Texas 77037-3801 (713) - 448 - 6143
he above named products are trademarks of
their respective companles

find misleading. What this oper-
ation actually does is save the
current Sound screen setup with
the names of the instruments and
where to find them. It does not,
however, save the actual bank of
sounds. The manual suggests
organizing your sounds onto one
disk to simplify the loading oper-
ation for large numbers of
sounds. The problem is, you
should have been able to use
MRS to achieve this function.

You can go out to a variety of
different disks and collect indi-
vidual sounds into your sound
bank, but saving will only store
the record of a variety of paths to
access them. The Change Path
(s) option does allow you to re-
define the path names for given
instruments, so as to retrieve

sound from a single disk, but
you cannot store those sounds on
that single disk from within the
program. This is a tragic waste,
since you have just taken the time
to bring these instruments from
their various points of origin into
a single, computer resident,
sound bank.

Actual operation of the Change
Path(s) process can be a nuisance
as well. You should be able to
click and hold on a given sound
name and drag the mouse over
other instrument names to select
multiple sounds for this opera-
tion (as is implemented in the
EDIT screen). Instead, you must
individually click on each and
every name in the list to redefine
their path. Furthermore, once a
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sound has been chosen for a path
change, the subsequent requestor
gives you no clue as to where the
sound originally came from.
What should have (at least) been
incorporated here is a conven-
tional requestor like that used in
the Load/Save option, so that the
contents of your sound disk(s)
could be displayed. This way,
you could make intelligent choic-
es about which sounds might be
grouped together, on what disk,
and so on.

Also, it would have been nice if
a DEFAULT.SND file had been
incorporated within the program
that would load up with the envi-
ronment file upon startup. Six-
teen internal instrument sounds

( continued on next page )
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M RS ( continued from previous page )

would have been a generous
quantity, providing you with
your most commonly used Ami-
ga sounds, pre-loaded upon
booting.

THE SET OPTION SCREEN:

Making this selection allows you
set up some of the
main control par-
ameters of the pro-
gram. The MIDI
Merge option un-
der the MIDI block
routes all incoming
data to the comput-
er's MIDI out port.
This duplicate of
the Merge function
in the Play/Record
screen may also be
toggled on/off by
use of the semi-
colon.
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+
+
+
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*
4
4
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Start is 1st Clock
will allow the pro-
gram to respond to
a MIDI start signal
or monitor for
MIDI clocks. Like
any goodsequencer, the MIDI
Clock Out option can provide a
means of syncing your MRS
tracks to external tempo respon-
sive devices, such as drum ma-
chines (or another sequencer for
that matter).

The MIDI Slow option is a
standard implementation (with
the addition of a variable trans-
mission rate setting) of an all im-
portant function in addressing
some types of popular synthesiz-
ers (you know who you are).

52/SENTRY

[ =1 { =S v ]~ = R
(SR8 ~T58 ~ <R~~~ PRSP

The manual offers advice con-
cerning synths needing this op-
tion for successful communica-
tion, as well as suggesting some
possible symptom/remedy situa-
tions in which MIDI data han-
dling can REAK HAVOC. Not-
ably missing from MRS, but
included in KCS are the "No

D Gad Gad Gad Gad LD GaD tad ad 1l Lod Gad L Lad Kl €ad L) Ged Lo Gud &
SESSSISSSSSSSSSSSSSSS
VOIS > WP FR EVE V1 1 e 5 17 1V 1T V1 Do 0 BV B BV vy

The EDIT screen, along with its accompanying MIDI
event listing, comprises the power functions behind MRS

MIDI Start” and "Running Stat-
us" options.

RECORDING:

Aftertouch, Controller, and
ECHO switches are duplicated
under this heading so that they
may be stored with the environ-
ment file. With the ECHO con-
trol status, you can also store the
MIDI channel to echo to. Sys-
Ex recording and real time quan-
tization are notably missing from
this heading.
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Track to Track
Deiete Track
%ht
Clear all Tracks
e
Set Optioas

TIMING:

Under this category, you can
set up the specifics governing
timing operations such as the
clock source, Steps per Measure,
and the overall resolution of the
sequencer. Two choices are
available in MRS for the clock
source. The In-
ternal Clock, as
the name im-
plies, takes its
timing standard
from an internal
source, and is
expressed in
beats per minute.
The BPM rate is
adjustable from
both this and the
Play/Record
screens. Choos-
ing the MIDI
Clock source
will allow tempo
control by an ex-
ternal MIDI
clock signal.
This option also
sets up the pro-
gram to wait for
a MIDI start or continue message
before starting your tracks or se-
quences.

The Steps/Measure is adjustable
through a range of 8 to 999 steps
per measure divisions. This set-
ting will affect the play and edit
screens, as well as the event list.
Steps/Beat is an important timing
function affecting the resolution
of the sequencer. It is similarly
adjustable from 1 to 384 steps
per beat, offering a potentially
high resolution for this sequenc-
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(] Full auto configuration
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[J Power on/off controlled by Amiga
[ Real time clock with battery backup
L] Fast RAM
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-3%”’ floppy drive
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With 20 meg hard drive and 0 meg RAM
price is $1085 plus shipping and handling
(Calif. Res. add 6% sales tax). Requires
Amiga Dos 1.2. For further information
call (619) 748-1202 or write to Palomar
Peripherals.

PALOMAR PERIPHERALS

Palomar Peripherals.

14580 High Pine
Poway,Ca 92064

er. Last under the timing heading
is the Steps/MIDI Clk, which
sets the number of sequencer
steps between each MIDI clock
signal.

METRONOME:

MRS, to its credit, can imple-
ment both an audible and/or visu-
al metronome standard. The vis-
ual is displayed on the Play/
Record screen in the form of
flashing notes counting out the
beats during play, record, and
count in operations. Sound is
added by clicking on the Audible
Metronome gadget, and high-
lights the first beat of each meas-
ure with a louder click. Unfortu-
nately, there are no provisions
for adjusting the metronome

sound volume level. Conse-
quently, the metronome clicks
can be easily drowned out while
playing other tracks, particularly
those playing the Amiga's inter-
nal sounds.

The combination of all of the
Set Options parameters form the
basis for your environment files.
You may save these settings by
exiting the Set Options window
and choosing save .MRS from
the Load/Save window. If you
would like these settings loaded
upon startup make sure to name
this file DEFAULT.MRS.

The settings of the COLORS
tool in the EDIT screen, which
determines the background, text,
and highlight colors, are also
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saved as part of your MRS envi-
ronment file.

THE EDIT SCREEN:

The edit screen is the meat and
potatoes of any sequencer, and
weighs heavily on the evaluation
of a product. MRS has a
slimmed down version of the
KCS edit screen, with the most
conspicuous absence being that
of graphic editing capabilities.
Instead, editing from the event
listing is your only interface to
MIDI data manipulations.

The event list breaks down
each event in terms of Measure/
Step, Event number, Time (as
measured in step of the clock

( continued on next page )
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M RS ( continued from previous page )

source), the MIDI channel of the
event, the type of event, the note
value and octave, the key velocity
(for data sent by those keyboards
having this capability), and the
note on duration of a given note.
All of these fields are editable ex-
cept the Measure/Step and the
Event number.

Getting around throughout the
range of event lists is achieved by
a series of diamond shaped gad-
gets along the left side of the list-
ing. There are controls for single
advancing to the end or beggin-
ing of a list, as well as others for
incremental or continuous scrol-
ling. As is typical with all other
functions in the MRS (and a by-
product of Dr. T's in general),
clicking on a control produces
immediate and rapid results,
which will make many an impa-
tient power user out there happy.
Once located, you can either edit
a particular event by clicking di-
rectly over it, or you can use the
cursor keys to scroll your way to
it.

The PRINT command allows
for hardcopy of the currently se-
lected track's event list. A start-
ing and ending range may be se-
lected for the printout, with the
first and last event numbers of
the track ready-installed as de-
fault. MRS does not, however,
allow for other kinds of print-
outs. It would have been nice to
implement a printout capability
for other screens as well. The re-
sultant information from hard-
copies of all your various MRS
screens would allow you to plan
and execute your recordings
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more efficiently; once again,
most important when working
with a fewer number of tracks as
in the case of MRS.

Whole ranges of events are se-
lected for editing by using the
click, hold, and drag method,
which creates an inverse video
highlighting of the range. A nice
feature in MRS is the ability to
play just the highlighted section
of the event list. I did, however,
feel that a scrolling cursor would
have greatly enhanced this area
of the program for the entry level
MIDI enthusiast in terms of
knowing where they are in the
event list during playback.

With a range selected, you may
perform basic maintenance tasks
such as cutting, copying, amd
pasting. The paste command has
several variations, such as Insert,
Replace and Merge that affect the
way in which the pasted data re-
lates to the existing data on the
track. These choices are made
from the Paste window, which
pops up when this operation is
selected from the main EDIT
screen. On line help defining the
nature of the various Paste opera-
tions is available from this win-
dow as well.

The placement for your pasted
data can be designated in two
ways. Choosing a location based
on Event Number will place the
contents of the paste buffer just
before the event specified. You
may also choose the Meas/Step
option, for pasting at a location
not coinciding with that of an
events. A useful tool in MRS for
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creating extended repeating pas-
sages (such as drum sequences)
is TIMES TO PASTE. This op-
tion, also located in the Paste Op-
tions window, allows you to
specify the amount of times to
paste down the buffers contents
sequentially.

SPLIT is another EDIT tool
that gives you the potential for
some powerful post-recording
processing. In its simplest form,
SPLIT allows for what could be
compared to a multi-instrument
keyboard split based on note
range. However, specifying O as
the split point allows you to ef-
fectively separate all note data on
a given track from all other
events, such as controller activi-
ty. In some sequencers, these
operations would come under the
heading of MIDI data filtering,
and they represent an advanced
capability in an entry level pro-
gram like MRS.

A number of interesting editing
capabilities for Pitch, Velocity,
and Duration events have been
provided in MRS through the
support of transposition and in-
version functions. Each option
works on a selected range of
events, and functions indepen-
dent of one another. To use this
function, you first choose the
type of event (Pitch, Velocity, or
Duration) to process. Next, it's
time to specify whether this will
be a transpose or invert opera-
tion. In the case of transposition,
you enter a value that corre-
sponds to a transposition range
of between -63 to +63. A setting
of positive 10 in this requestor



would, raise all selected pitches
by 10 half-steps, quicken all
MIDI velocities by 10 points, or
lengthen note-on durations by
time time steps, depending on the
type of event processed.

The Invert option also affect
Pitch, Velocity, or Duration. It
differs from Transposition in that
it causes the respective high val-
ues to become low, and low val-
ues to become high. A value is
set between 1 and 127 to deter-
mine a relative inversion point.
As with any editing operation, it
is a particularly good idea to
make backups of all your impor-
tant MIDI data. Both Transpose
and Invert can effectively destroy
your masterpiece with unpredict-
able results if care and planning
is not taken.

In consideration of the Amiga's
multitasking abilities, a New Cli
may be opened from within the
EDIT screen. You may also tog-
gle the Workbench as well (do
you think they want you running
their Caged Artist editors at the
same time as MRS?).

Not surprisingly, this product
was created by the author of
KCS himself, Emile Tobenfeld
(aka, Dr.T). Itis clearly Dr. T's
effort to reach the "other" MIDI
users who are, for one reason or
the other, not KCS-able. Users
falling into this category might be
budget minded, new to sequenc-
ing, or just overwhelmed by the
extensive options of KCS. How-
ever, it would be a mistake to see
MRS as a training program of
some kind. On one hand, it has
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The Sounds screen can hold up to sixteen different
internal instrument sounds, each with a different set of attributes

too many powerful editing capa-
bilities for a trainer. On the other
hand, there are no pull down me-
nus here with explanations of the
options, the way a true learning
program would have. Closer to
the truth, it is better to think of
MRS as simply a slimmed down
KCS.

Did the program hit its mark?
Yes and No. Yes, the simplicity,
and some of the power, of KCS
is there. But there seems to be
some decisions in the slim down
process that were based on the
desire to avoid getting too close
to KCS. The missing track
merge function would fall into
this category, in my opinion.

On the up side, the features that
MRS does posess are well imple-
mented and responsive. Also,
the Amiga's special capabilities
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have not been overlooked. The
manual is well laid out and legi-
ble, and the index is a welcome
addition. An added bonus to
consider with anything in the
KCS format is the compatibility
with Dr. T's "Copyist" musical
notation program.

I feel comfortable recommend-
ing MRS for the average MIDI
user, especially in view of the in-
expensive price. All of the pow-
er house features are not there,
but, if you don't find the eight
tracks constraining, there are a lot
of creative possibilities to explore
with MRS editing capabilities.

Midi Recording Studio

$ 69.95

Dr. T's Music Software
220 Boylston St., Suite 206
Chestnut Hill, MA 02167
(617) 244-6954
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«This arcade
game has been
brought to the
Amiga faithfully,
while adding new
challenges to all
levels of
"dashing"
ability»

« 56/SENTRY

BolderDash rides again

by Steve Ushoida

u are Rockford, the
mining hero from the
classic game, Boulder
Dash. After living hap-

pily for many years on the suc-
cess of both the home computer
and the arcade versions of your
game (the first game to go from
home to arcade status), you now
face a new challenge. Named af-
ter yourself, it is the latest at-
tempt to recreate and improve
your favorite pastime, collecting
treasures and dashing boulders.

For those gamers that are al-
ready familiar with Boulder
Dash, look to the next paragraph
for all of the enhancements that
Rockford from Arcadia offers
over its predecessor. For others
that haven't experienced the fun
(and frustration) of the original
game, I'll explain the basics:

The object is to collect as many
coins as possible while not being
crushed by falling rocks. The
screen shows a 2-dimentional
side view of the playing area
with a graphic occupying each of
the small squares that make up
the screen. There are blocks of
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earth, coins, boulders, walls,
empty spaces, and one in the
middle with you, Rockford, oc-
cupying it. While earth and wall
squares can "stay up" even if the
section under them is empty,
rocks and coins in this situation
will fall and smash whatever is
under them. The challenge of
the game lies in retrieving treas-
ures that are placed under piles
of rocks without digging away
any crucial "key" pieces of earth
that directly or indirectly hold up
the tons of granite. When a cer-
tain number of treasures are re-
covered, a portal to the next level
opens, and you can continue on
your adventure.

Rockford adds quite a few im-
provements, enhancements, and
even some new twists to the
original Boulder Dash. First of
all, there are five different scena-
rios in which Rockford can ad-
venture. These consist of the
jungle, the restaurant, the wild
west, space, and Dr. Franken-
stein's laboratory. Each scena-
rio has boulders, treasures,
Rockfords, and varying obsta-
cles to fit the situation (the space
scenario has suns as treasures,
and planets as boulders).




The graphics and sound are also
improved, as is to be expected
with an Amiga version. One of
the best added challenges to the
game involves turning on two
separate faucets, and getting their
contents to flow together. When
the two liquids touch one anoth-
er, they explode, destroying
everything within three squares
of them (including you if you
don't move away in time).

Some boards have portions that
can only be accessed by blowing
holes in existing walls using this
method. While there are many
other minor additions to the
game, no one makes a significant
change in playability.

The mechanics of play are sim-
ple. Insert the heavily copy pro-
tected disk in df0: and boot your
Amiga (Rockford will not start
any other way, so forget playing
Rockford as a background task).
An impressive title screen has the
Rockford character juggling large
diamonds, accompanied by snap-
py music.

From there, you press a mouse
button to get to the selection
screens. You can use either the
mouse or a joystick to play. The
joystick is more fluid and natu-
ral, but once mastered a mouse
can be a very precise tool in the
tricky screens.

Use the space bar to highlight
your choice, and go on the the
next selection. Here you see five
windows which open one at a
time to reveal Rockford in co-

Rockford, as he hastens to avoid the falling debris

stomes appropriate for each scen-
ario. Press fire when you see the
scene you want to play. In a very
short time, you'll at work rolling
boulders, moving earth and
searching for treasures. You can
press P to pause, and ESC to
crush yourself if trapped in a
level.

This arcade game has been
brought to the Amiga faithfully,
while adding new challenge to all
levels of "dashing" ability re-
quired to play the game. You'll
find no profound statements
here. As a matter of fact, one
might argue that Rockford is
mindless fun. But when com-
pared to a game like "PacMan",
there is no doubt that Rockford
offers a higher degree of chal-
lenge because you must have a
strategy to avoid, as it were, the
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laws of physics to keep from be-
coming narrow minded (i.e. fla-
tened).

Overall, Rockford has succeed-
ed in maintaining the fast-action
spirit of its predecessor. There
are plenty of obstacles, puzzles to
solve and fast responsive action.
The music which plays during
scene changes is snappy, and
you are surrounded with sounds
which enchance the playability .

RockFord §$ 34.99
Distributed by Electronic Arts
1820 Gateway Drive

San Mateo, CA. 94404

(800) 245-4525
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Staking your Claim for

by Bernie Spraker

ive minutes, thats all I
ask, just five minutes to
strangle that uncle of
mine. Family or not to
leave me here on this ancient
rock with these out-dated pieces
of junk he calls transportation
...heck not one of them has a
complete data bank and...Heh,
whats this ? A rechargeable bat-

tery, not a bad find but mobile 5
will have more use for it so I can
move a little farther tonight.
What with mobile 1 blown away
and 4 still missing its receiver
aerial there's not much more
hope for Uncle Arthur to find the
mining rights to this place. There
goes that blasted phone again
and Arthur says that I'm sup-
posed to answer it, some sort of
tradition or something but I nev-
er know what to say and they
just hang up. I don't know any-

The mining world of Tanglewood
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more, I just can't take it L... I
know ! I'm gonna find that old
coot and tell him where he can
park this piece of junk! Yea,
I'll... UH-OH, the detector is
going crazy... IT'S A COMPA-
NY DISRUPTER !!! If that
thing catches me in this heap I'm
through, great now it's locked
on...just wait till I find you
Unc...

TangleWood is a game for the
intermediate to advanced player.
You start out at various locations
on the planet T'ngl-y-wd with
four out of five mobiles that
have different abilities and func-
tions you use to get through the
game. The whole object of the
game is to find the mining rights
your Uncle Arthur has lost be-
fore "Them no good claim-
jumpers",the mining monopo-
lies, can bring the case to the In-
ter-Galactic Court in just 10
days. Ok, this doesn't sound too
difficult, but along the way your
blocked by terrain, fuel short-
age, lack of equipment, data
losses, faulty equipment and
other problems that starts the
blood pounding in your temples
and teeth grinding. Your public
relations with the inhabitants is
the next step, T'nglians are a



only way to be accepted and
trusted is to follow the only thing
they hold dear to them...their tra-
dition. Hey, no problem, I'm a
great P.R. man, a born diplomat,
I said. But then I realized that be-
ing from different sides of the
galaxy is one serious communi-
cation gap. The answer...use the
communicator program, if you
can find it. These are just a few
of the problems you will face,
but the biggest is getting into the
mining company's main complex
through the Disruptors and a
force field that will disable your
mobile if it is touched. The Dis-
ruptors are basically stupid and
run out of fuel quickly but most
of your mobiles have little in the
way of defence against them so
the best advice I can give is run.
I mean haul as fast as you can
because they can home in on you
and unless you outmanuver
them, you're terminated. Never
run into a dead end or your
chances are slim you'll make it
out. "No problem" you still say?
Well, perform the above and map
the mines, grab the shuttles to the
three moons, use your dog crys-
tals and ice-emeralds (wonder
what they are?), explore the
lakes depths, the maze of Tangle-
Wood itself and infiltrate the
main office to find the stolen
claim, it's easy-street, right?
Wrong... did you forget? I said
only TEN days.

The graghics setup for Tan-
gleWood when on an overview
mode is fairly good quality. You
sit in the cockpit of your mobile
with various knobs, switches,
buttons and color level sensors

you read. The screen of the mo-
bile is your window to the world
and while still in your basic over-
view everything is detailed
enough so you can probably real-
ize what it is without investigat-
ing it. When in an exploring
mode the graphics change from
an overview to a front view and
the quality vastly improves giv-
ing a bit more credit to the Ami-
ga.

Sound in the game, however,
leaves something to be desired.
All you have are the most basic
sounds that would compare to
games on the old Vic 20.

Documentation about the game
is of the utmost importance and I
can't stress enough that if you do
not read the entire booklet care-
fully you will miss out on a lot of
necessary clues to help you
through the game. The informa-
tion given is quite clear and not
so boring to make you toss it
aside and jump into the game.
The set up of your controls is
basic keyboard with mouse or
joystick-mouse optional setup. I
would recommend the joystick-
mouse controls because with
mouse alone the mobile and
player options can not be used as
easily or smoothly, which could
bring a quick end to your game.
Movement is the norm up,
down, north, east, etc., but you
may not move diagonally which
is , I find, another minus to the
game when you are struggling
with your joystick to move your
vehicles around. Playability of
the game is relitively simple,
once you discover the extent of
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the abilities you are given, at the
start of the game. The picture you
get when playing is that the crea-
tors are trying to make everyone
happy when they made the game.
They throw in a little action, add
different puzzles, place a few nice
pictures here and there, skimp on
the sound, and add some text and
you get a sort of shallow feeling
because you always think that it
could have been touched up a bit
more to make it more enjoyable.
You have a pretty big world, and
a couple of moons to discover, so
you do have more then enough to
keep yourself occupied. Map-
ping the various caverns, mines,
city, and the forest of Tangle-
Wood is very helpful, so don't
slouch. You don't have very
much time. Almost all things are
set and very little is random so
unfortunately, once you beat the
game the big thrill is gone. The
game is fairly challenging, but as
with all puzzle solving games,
you can get frustated or bored at
times, so dor't get disgusted.

In closing, I think that with a
little more work, TangleWood
could have been a moderately
successful game. Graphics are
good, but without at least average
sound you lose that feeling of
quality.

Tanglewood $ 39.95

MicroDeal

576 South Telegraph
Pontiac, MI 48053
(313) 334-8729
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The famous word game gets Amiga-tized

by Nancy Dock

f you've ever felt the urge

for a challenging game of

Scrabble, but had no one to

play with, Leisure Genius'
computer edition of Scrabble
may be the answer. Computer
Scrabble is a highly sophisticat-
ed program which can provide
you with up to 3 opponents in
any one game. Those opponents
can be human and/or computer.
Each matching player can be as-
signed one of 8 skill levels,
ranging from a plodding 1,
which plays somewhat like a
young middle-schooler, to a kill-
er 8, which plays words like
RAJES and NAIFS.

To play, you insert the game
disk at the Workbench prompt.
Computer SCRABBLE will load
and run automatically. Once
started, pulling down the FILE
menu gives you the options to
start a new game, resume game,
or shutdown. You may resume a
previously saved game by insert-
ing the disk holding the saved
game. Just type the name of
your saved game to pick up
where you left off. To start a

60/SENTRY

new game, first enter the number
of players by clicking an icon for
two, three or four players. You
will be asked for each player's
name, which can be up to eight
characters each. Take this op-
portunity to give your computer
opponents nasty names; they
will be oblivious to your choic-
es. Each name entry is followed
by a request for play level. For
human players, you click on hu-
man, and each player can work
at his own skill level. For com-
puter player, choose a level from
1 - 8. The game documentation
explains that the Scrabble pro-
gram is tuned to achieve average
scores (in a 2-player game) of
150 points at level 1, and over
300 points at level 8. Skill levels
1-4 access a subsection of the
program dictionary, while levels
5-8 access all acceptable 2, 3,
and 4 letter words and exten-
sions. Many of these words are
obscure and unusual!

Next, you may choose to set a
time limit for each turn. You can
select time limits from 30 sec-
onds to five minutes. If the clock
is enabled, as soon as the last ten
seconds of a turn are reached,
the clock flashes. The player
must then enter a word or lose a
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turn. If you enter a word in the
last ten seconds, you are given
as long as you like to place it on
the board, but you cannot cancel
the word and start again. This
reviewer found the tension of
timed play a bit too intense and
chose to click on clock OFF after
the first experience.

Two other interesting options
are offered on this screen. You
can choose to "See the Computer
Thinking" and/or "See the
Racks." The latter option will
display all the players racks in
the right hand section of the
screen. Otherwise, only the main
rack will be displayed at the bot-
tom left of the screen. "See the
Computer Thinking" is a lot of
fun at the higher skill levels.
During its turn, the computer
player will assemble words,
temporarily place them on the
board, and evaluate its score.
This process will repeat several
times until the computer chooses
its best play. A human opponent
can learn from watching this
process.

Once your selections are fin-
ished the game begins. Each
player will be prompted in turn.
Your rack of tiles will appear on



the lower left of
the screen below
a full color repro-
duction of the
Scrabble board.
Study the tiles
and simply type
your word in
full, including
any letters which
may be already
placed on the
board. After the
word is typed,
press RETURN.
There is a special
entry procedure
for blank tiles
(these can be
used as any let-
ter). Press the
space bar, then
type the letter

you want in that
position. That
letter will be col-
ored differently from the rest of
your tiles.

Now use the mouse to position
the word on the board, clicking
at the starting square of your
choice. The computer will ask in
which direction you want the
word to go - across or down. Of
course, you will want to use
double and triple score squares if
possible. After displaying the
word and calculating the score,
you will be given an opportunity
to change your mind and, time
permitting, to try another word.

If you choose to stick with that
word, the computer will check it
against its own vocabulary and
challenge the validity of any

word it fails to recognize. Here
the game gets extra interesting. If
you accept the challenge as valid
(i.e. the word was indeed
wrong), then you lose both your
turn and the points you would
have scored. However, as mar-
velous as the program's vocabu-
lary is, it is finite. Recognizing
this, Computer Scrabble lets you
override its challenge at the ARE
YOU SURE? prompt by select-
ing YES. The computer will then
accept your play.

Some may be tempted to use
this feature to beat back the chal-
lenge of a skillful computer op-
ponent. After all, ZQUX may be
in some dictionary. The options
menu contains several useful fea-
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tures. If you are stuck, you can
request a hint. If possible, Scrab-
ble will show you one playable
word by looking at your rack and
the board. The proposed word
will be displayed in the suggested
location. You may choose to pass
if no words occur to you. You
may also have the computer
JUGGLE the tiles in your rack,
often uncovering a play you
missed. If you wish, you may
exchange 1 to 7 tiles from your
rack, but as in the real game, this
counts as your turn.

Other options display the distri-
bution of the full set of tiles, the
premium squares with their val-
ues and positions on the board,

( continued on next page )
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Scrabble

( continued from previous page )

and the tile values. A running log
of the number of tiles left is dis-
played in the lower right of the
screen. You may FORCE the
computer to hurry-up with its
turn. It will then play the word it
is currently thinking of, change
its tiles, or pass. You may also
use the save game option at any
time.

The on screen scores are updat-
ed after each play and the tiles
that were used are replaced. Play
continues until all the tiles are
used up and each player passes,
or one player uses all her tiles. At
this point, the computer presents
a final screen announcing the
winner.

Computer Scrabble seems like
an excellent tool for the dedicated
Scrabble player to use in honing
word-forming skills. At higher
levels, the computer makes some
shrewd choices, sacrificing
points in order to avoid opening a
high scoring opportunity for its
opponents. There is no way for
human players to challenge the
computer, so keep your diction-
ary handy to reassure yourself
that the computer is staying hon-
est. While it is a faithful repro-
duction of the board game, and
offers several clever features, my
feeling is that most Scrabble play
will continue to occur around a
table with friends.

Computer Scrabble $39.95
Distributed by: Electronic Arts
1820 Gateway Drive

San Mateo, CA. 94404

(800) 245-4525
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SpectraScan

scanner can provide medium,
weak, strong, or no edge detec-
tion. Medium edge detection can
be used with black and white im-
ages to constrain the image to
just the bold lines in a drawing.
When used with color images,
edge detection can bring out parts
of the picture which are buried in
their surroundings.

Future enhancements to the
SpectraScan software will con-
centrate on the FILE options. In
addition to those mentioned
above, you will be able to send
your scanned image directly to a
future release of Professional
Page using an AREXX port,
which will be added to both
packages. Finally, ASDG is im-
plementing a harddisk-based
paging technique, which will use
a harddisk partition for storing
and retrieval of the superbitmaps.
This technique is widely used in
high-performance mainframe and
workstation systems, and will be
another first on the Amiga. With
a 20 Meg harddrive partition you
could scan an image 250 by 11
inches in 24 bit planes!

While we are impressed with
the performance of SpectraScan,
we must remind you of the finan-
cial and system resources re-
quired to make full use of it. The
SpectraScan package from
ASDG sells for $995. This in-
cludes the Twin-X board, IEEE
488 module, IEEE 488 cable (a
$100 item by itself) and the soft-
ware.

The JX450 can also be pur-
chased from ASDG for $6995 (a
new model scanner the JX300
can be substituted for only
$4995. This is a smaller scanner
limited to 8.5 by 11 inches and
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( continued from page 10 )

without the mirror function for
transparencies and film). Finally,
you will need an A2000 with lots
of memory. Count on at least 3
Megabytes for even small color
work. If you are considering
commercial applications you will
want a full 9 megabytes of mem-
ory. This clearly puts SpectraS-
can out of the range of most Ami-
ga owners, but this is a system
with wide commercial applica-
tion. It's not unusual for even
small businesses to spend 10 to
15 thousand dollars setting up for
desktop publishing without scan-
ning. For its intended market,
SpectraScan is competitively
priced.

Our experience with SpectraS-
can has been very positive. From
unpacking to scanning was about
one-half hour. The software is
as well behaved as it is innova-
tive. The only problem we exper-
ienced was when our cabling to
the scanner was loose. The soft-
ware can get "hung" if the IEEE
bus is improperly connected.
Even then, the other applications
active in our system continued to
run. As with other ASDG prod-
ucts, you can count on lifetime
support and high value. If your
publishing, medical, research, or
video applications can benefit
from high quality digital scan-
ning, reserve your SpectraScan
package.

SpectraScan  $995
ASDG

925 Stewart Street
Madison, WI 53713
(608) 273-6585

Sharp JX450 Scanner
suggesied list price $6995



Fantavision

that same special "tweening" can
produce unexpected results. In
some cases, images can be seen
to twist, invert, and deform in
ways you wouldn't have expect-
ed. Also, when inserting a point
on an object, sometimes the pro-
gram gets confused and tries to
twist the inside and outside of the
object around in strange ways.
You will want to monitor each
movement using the frame slider
to ensure that no unwanted
changes remain in the finished
product.

The best aspect about FantaVi-
sion is its ease of use. The pro-
gram allows the user to get big
results fast, thanks to the magic
of "tweening." There are lots of
colors and sound effects to add

Back Issues

( continued from page 28 )

sensation to your movies. The
manual is well presented and
very useful, and there is no copy
protection. I also like the clever
use of LIVE! On the down side,
it is hard to make some kinds of
pictures (and therefore movies),
and tweening can create some
unwanted results. Compared to
Aegis Animator and Deluxe Vid-
¢o, Fantavision is a winner. Its
user interface is superior and it
offers a depth of features which
will satisfy the home an school
animator for a long time.

FantaVision is a real "Gee-
Whiz" piece of software. It
would make a great first anima-
tion package for the novice pro-
ducer of computerized movies.
The quick results are often very

impressive and much like the
special-effects seen on MTV.
Speaking of MTV, why not take
a FantaVision movie and your fa-
vorite rock song, and put them
together? Simply hook the tape
(or CD or record) player up to the
audio input of your VCR, and the
composite output from your Ami-
ga up to the video input and press
RECORD. It's an instant music
video!

FantaVision $59.95
Broderbund Software, Inc.
17 Paul Drive

San Rafael, CA 94903-2101
(415) 492-3200
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Hole-In-One Miniature Golf combines digitized sound,
quality graphics and superior playability with realistic ball play
to give you the best minjature golf game made!

Utilizing the mouse (point and click) interface, DigiTek
Software has created a game that will challenge adults yet is
so simple to play that children can play as easily as adults
from the very first game. This game supports up to 4 players
making it one of the few games that the entire family reaJJy

Armiga versions shown here.

4 courses!

o

f"lw“

can enjoy together.

Hole-In-One Miniature Golf is 72 Holes of pure fun in 4
separate courses that give you classic miniature golf as well as
hilarious fantasy holes. The digitized sounds of the crowds, the
ball, and special effects all add to the fun and realism.

Another revolutionary game from the company that brought
you Vampire’s Empire, Amegas, and Hollywood Poker —
Dlngek Software!

A Digilek
7 Software

104 West Seneca, Suite 4
Tampa, Florida 33612
(813) 933-8023
(Programmers wanted — write us!)
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