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Aegis Draw 2000 provides state-of·the·art 
dtaign functionality without having to tiki 

out a second mortgage on your home ... 

Modeler 3D is the 3-0 modeling system 
you've been waiting for. Easy·to·use and 

extremely powwful, Modeler is the perfect 
companion to VideoScape 3D .•. 

J) 
Lights! Camera! Action! links pictures, 
animations and sound together for the 

desktop presentation event you've always 
wanted your Amiga to perform . . . 

N M 0 T I 0 N 
For information on the dealer nearHt you, call J.8QO.345-9871 or 213·392·9972. 
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On Point 
Notes from Editor, Tom Bucklin 

Read all about it: .. .local boys make good ... 

Okay, all you frustrated folks who call with that sound of desperation in 
your voice saying, " The nearest store I know of that sells Amiga Sentry is 
50 miles away in Kansas City. Isn't there someone closer to my area that 
sells your magazine?" Well, wait no more! We've increased our 
distribution and moved into a number of additional book chains, including 
the nationwide B. Dalton chain. Now we'll be as close as your local mall 
or shopping center. 

Consequently, I imagine there may be a number of you holding your first 
issue of Amiga Sentry this month. Welcome to what we feel is the most 
informative "what's new" Amiga magazine on the market, bar none. With 
this, our nineteenth issue, I'm proud to say that we have consistently 
brought Amiga users (and developers for that matter) the latest detailed 
news about products and happenings related to Amiga computing. It is a 
matter of record that The Amiga Sentry provides more late breaking, 
detailed, information in a single issue than any other Amiga magazine. So, 
you see, you've answered your first question: yes, you did buy the right 
magazine. 

You may also find it comforting to know that The Amiga Sentry is 
published by Amiga enthusiasts, like yourself. No large publishing 
conglomerate here. We don't look at the Amiga as just another computer 
that might produce some profits for us if we support it with a magazine (as 
is becoming the trend of late). The Amiga Sentry was started by and for the 
Amiga out of an appreciation for the astonishing capabilities of this 
machine. I believe this philosophy is reflected within these pages. But 
don't take my word for it, read on .. .. 
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WordPerfect Library'· Calendar: 
You Can Plan On It. 

Plan on the Calendar inside WordPerfect Library'· to 
organize your day. Its four windows work together to design 
your time, leaving you more room to get the real work done. 

The Calendar window shows you the month at a glance. 
Using the mouse or arrow keys, you can move from today 
to yesterday, jump to the same day three months before, or 
move years into the future. Calendar will also calculate the 
difference (in days, weeks, and months) between any two 
given dates. 

Appointments show in a window next to the Calendar. In 
a few keystrokes you can add an appointment, or merge your 
file with others to show possible meeting times. If you choose, 
an alarm will notify you of your appointments in advance. You 
can specify the timing, duration, and even the sound of the 
alarm on your Amiga . 

A daily to-do list makes sure you don't forget the essentials. 
You can prioritize your tasks, change their order, and mark 
off those that you've finished. If you choose carry-over mode, 

any items not marked off at the end of the day will appear 
on the next day's list. 

Memos let you record the day's events. You can quickly 
confirm past or future appointments, notes, or memos with 
the Search feature. Any part of the Calendar file can be saved, 
printed, or deleted, and to fit your personal needs, you can 
custom design Calendar by changing the size, placement, and 
format of any window. 

Calendar is only one of five features inside WordPerfect 
Library. The rest are every bit as useful and exciting. Please 
see your Amiga reseller for a product demonstration, or 
contact 

WordPerfect 
CORPORATION 

WordPerfect Corporation . 1555 N. Teclmology Way . Orem, UT84057 
Tel (80l) 225-5000 . Telex 820618 . Fax (801) 222-4477 

WordPerfect Library is a tradema rk of WordPerfeCl CorJXIration. All other brand and product names (Ife trademarks or regIstered tfademarks of their re specli."e compaOles. 



Photon Paint 2.0 
A Preview of Ham Painting brought up to a new level 

by Paul R. Miller 

M
icroillusions and Bazbo 
Soft have prepared a 
lovely New Years 
present for aU Amiga 

painters in the form of Photon Paint 
2.0. It appears that the Bazbo elves 
have labored long (and brilliantly) to 
satisfy our every wish. The so called 
"HAM wars" combatants may have to 
sue for peace. Photon 2.0 combines 
such power and painterly grace that I, 
for one, will retire the others to my 

shelf and make a New Year's resolu
tion to master its myriad of features. 

Just about every paint feature has 
been improved or augmented so that 
PP now combines most of the compo
sitional features of DPaint II with all 
the painting modes of the HAM pro
grams, plus some new ones. The top
per, however, is the inclusion of ani
mation within the program itself. 
Limited only by memory, you can 
now create a sequence of pages, edit 
your sequences in the paint modes, 
play them back as your create, and 
save them in anim files. I always 

New powerfullOols such as "Stencil" have been included in this version of Photon Pain! 
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found Photon Paint 1.0 to be the most 
"natural" paint program because its 
speed and features most nearly emulate 
real "brush strokes." Now 2.0 brings 
that natural approach to animation. 
You have the combination of page 
flipping and drawing together. This is 
the electronic equivalent of painting on 
a registration tablet. 

Most of the new features are quite 
transparent to the user, but I cannot 
guarantee that I caught them all. With 
that caveat, the following is a tour of 
the enhancements, menu by menu, left 
to right. 

PROJECT: 

Project is the new home for Fonts, 
which now gets a gadgeted requester to 
load fonts from other than your normal 
sys: directory. There is also a gadget to 
free fonts from memory for reassign
ment on the fly. As you now can 
have many pages, Base Colors in
cludes a "Next Page" option and global 
Restore Palette and Default Palette. 
The big change is in Alternate, which 
now offers: Next, Previous, Go To, 
Insert, Append, Exchange, Delete 
Page, Delete All Pages, Copy to Next, 
Merge to Next, and Animate. As you 
add pages your menu bar updates with 
a readout of page#/total#. Having 
created a series of pages, the animate 
command will yield a requester for 
range (page# to page#, delay (a nu
merical value for playback speed), and 



a reverse toggle. Nonnal 
animate will sequence, 
1,2,3 ... 1,2,3; reverse will 
give 1,2,3,2,1,2,3... . Ac
tivating animate will clear 
menus and cursor for a vid
eo display. Press escape to 
get back. Rounding out 
the commands are Save 
Anim, and Video, which 
gives you a still shot with
out title bar and cursor. 
Photon Paint will recog
nize compressed HAM 
anim's automatically when 
you use the standard Load 
command. At present, Mi
croillusions is working to 
assure compatibility with 
anim's created by other 
programs. 

PREFS: 

Two new ones here. 
Clear to First, which re
tains color zero as the 
background when you clear 
the screen, no matter what 
your current background color selec
tion. Then there's "Fast Brush." Fast 
Brush allows use of custom brushes in 
free hand draw mode. (This was fonner
Iy resnicted to dotted free hand). "Clear 
to first" is real handy. No matter how 
many times I've done it, I always for
gel to select the background I want be
fore clearing and end up repeating the 
process. It's touches like this, along 
with the matchless speed of the follow 
mouse feature that make this program 
so like real painting. 

BRUSH: 

Twist and Bend are now located in a 
sub-menu called "Special", along with 
a new feature called Stretch. Activat
ing stretch will outline your brush 
with a four-sided polygon with gadgets 
at the comers to drag to new locations. 

Photon Paint 2.0 strutting its stuff and displaying the magnify and polygon tools 

(It's a lot like the poly font resizing fea
ture in Video Tiller). While you wait 
for it to display, Photon augments the 
scan line count-down with a "wait 
pointer" that gives percentage comple
tion. (This is common to most func
tions in this new version). Brush now 
offers "Solid" in addition to transparent 
background. This is a bit of a misno
mer because it actually allows your 
brush to use the currently selected fore
ground color (like dPaint's color mode) . 
Whatever the nomenclature, it was a 
feature I missed in 1.0, and is now 
available with a keystroke (as are most 
PP 2.0 items). For brush wrapping we 
get an additional contour mapping op
tion, with a sub-menu for selling an 
"averaging size value." Here, numeric 
keys select and lock pitch, roll, yaw, 
distance, and x and y positions. This 
one's a little tough without final in-
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structions, so I couldn't determine all 
its features. Lastly, the LUM requester 
that is used in conjunction with brush 
wrapping has been augmented with new 
sliders for contrast and dither, and a but
ton to activate fine shading. Wrapped 
brushes look much better than in 1.0, 
and seem to be remapped in a smoother, 
less grainy display. 

SPECIAL : 

A whole new menu with four new 
items: Cycle Draw, Stencil, Grid, and 
Shadow. Cycle draw is defined by se
lections for background and foreground 
colors, and steps through the range col
or by color, so you have the potential 
for a 64 color range. Resetting is a sim
ple matter of clicking on a new color. 
Stencil provides On and Off toggles and 

( continued on next page ) 
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Photon Paint 2.0 (continued from previous page) 

an Invert button. Stencils are defined 
by dragging your mouse around the de
sired area. While it's not as flexible as 
dPaint's separately lockable color regis
ters (dPaint only has to deal with 32 
colors at most), a purely area mapped 
stencil has it's advantages and it sure 
beats cutting a frisket! Grid is also 
similar to dPaint in function. The only 
difference is in setup. Instead of enter
ing x,y numbers you drag a rectangle 
while watching the coordinate readout 
lO get your size. Shadow is a new and 
unique feature. You set up by dragging 
your mouse to determine distance and 
orientation from the parent brush stoke, 
then all painting operations get a back
ground shadow. A variation allows defi
nition and implementation of relative 
shadows. In this mode, the offset of 
the shadow from the parent object is a 
function of the parent's size. The effect 
is a kind of perspective where bigger 
objects are closer to the viewer by vir
tue of the appearance of their shadows 
against an imaginary background plane. 
This effect, in combination with PP's 

new separately selectable modes for 
foreground and background brush 
modes, will be a treat for graphics de
signers. 

MODE: 

Photon Paint was previously limited 
to four paint modes -- Color, Blend, 
Add, and Subtract. This set was lacking 
compared to Digi-Paint and PhotoLab's 
Paint. Not to remain outdone, Microil
lusions give us separate menus for 
foreground Oeft button) and background 
(right button), plus lots of new features 
within. Additional modes are provided 
for: Max, Min, And, Or, Xor, UseH 
and UseH&S. The first five will be fa
miliar to HAM painters, the last two 
are new. The "Set Blend" requester has 
been refined with additional effects, in
cluding an option that blends against 
the current background color. (This is 
especially useful with the filled free 
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draw tool). Photon Paint's set blend 
requester was the best before because 
you got a graphic idea of your effect 
and it's even better now. Now you can 
also specify Sources for your tool oper
ations: Color, Pattern (your last cus
tom brush), Pantograph, or Under (rub
bing through from an alternate page). 
Pantograph grants you a second cursor 
cross hair and you set its position by 
dragging the mouse for offset and or
ientation. When you drag this cursor 
over the canvas, whatever is underneath 
is copied and translated to the new po
sition , tempered of course by your use 
of left or right button and the mode se
lections for each. 

TOOLS: 

2.0 gets an airbrush with an adjusta
ble nozzle as the second click selection 
on dotted freehand. Computer paint 
airbrushes are no match for the real 
thing (use a blend fill to get that ef
fect), but try reducing the nozzle to the 
smallest size, then paint in blend mode 
for the effect of a soft pencil or chalk. 
Filled freehand draw in blend was may 
favorite 1.0 tool. This new release 
gives us a filled polygon mode too, and 
it's useful for creating meticulous 
shapes (your hand can get shaky in free 
form) and for blended effects in its own 
right. Finally, the brush tool now lets 
you drag a rectangle, lasso freeform, or 
lasso wilh a polygon shape. Yet an
other thoughtful convenience that con
vinces me that Photon Paint was de
signed by people who really understand 
how graphic artists work. 

Photon Paint 2.0 implements all the 
features we like in a HAM paint pro
gram with the tools and conveniences 
of dPaint that most Amiga users have 
come to use and require. Cheers to 
Bazbo for using the same keystroke 
equivalents as dPaint when possible! 
No "not-invented-here" syndrome from 
Bazbo! I won't throw dPaint away be-
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cause I still need to work in Hi-res for 
many applications, but for sheer om 
and out painting that approaches lhe 
look and feel of brush on canvas, 
there's nothing to match this package. 
The inclusion of animation within the 
program is the clincher. The computer 
is, after all, supposed to be a tool for 
creation, and the less intrusive ilS 
workings are into the process, the bel
ter. 

Animation in PP 2.0 interposes no 
barriers between you and your product. 
If you have been put off by the color 
fringing artifacts that are inherent in 
HAM mode, you may be encouraged La 

know that these effects are largely elim
inated when RGB is encoded LO compo
site video. Take the time La set your 
palette to legal NTSC color values (be
low 12), and you'll be even more en
couraged. The first time I looked at 
Photon Paint displayed in composite 
through my SuperGen, I realized that 
the Amiga comes very close indeed to a 
professional paint box. Now with 
painting and animation built in, we 
have a video instrument with remarka
ble capabilities. 

This is one program that I can recom
mend without qualification La all Ami
ga owners. If I were stranded on the 
proverbial desert island with my Amiga 
and just one program, Photon Paint 2.0 
would be the choice. 

Photon Paint 2.0 
Program and Tutorial Art Disk 
$ 149.95 
$ 40.00 upgrade for registered 
owners of 1.0 

Microillusions 
17408 Chatsworth Street 
Granada Hills, CA 91344 
(800) 522-2041 
(818) 360-3715 



Protecting your valuable hard disk files is easier and faster than ever before! 

• 

The FASTEST Hard Disk Backup Utility! 
Backup /0 or res/ore from: 

V' Floppy Disks V' Streaming tape (AmigaDOS-compatible) 
V' CUd 's Konica 10.7MB high-densily floppy drive 

V' Inner-Connection 's Bernoulli drive V' ANY Am igaDOS-compatible devise 

v Fast backup -20MB in 30 minutes or less v Uses two floppy drives (if available) for backup/restore with automatic switching 
v Builds, sorts and displays catalog of files and subdirectories v Provides FULUSubdireclory/lndividual file backup/restore 
v Includes orexctudes files by name (wilh wild cards). file dale. or archive bit v Calculates the number of floppies you'lI need 
before you slart v Handles files of unlimited length, unlimited subdirectories and unlimited files per subdirectory 
v Automalically formals diskettes with no delay as it writes v Sequentially numbers and date/time stamps backup diskettes 
vChecks the sequence number and date/time stampof each diskette before restoring files from it v Restores original date/ 
time stamp, file notes, and protection bits on both files and subdirectories v Runs with Workbench or CLI v Produces 
backup/restore report to disk or printer v Beeps for floppy change v Accepts CLI parameters and batch command files 
v Detects bad disks during backup or restore v ConvenienVuserfriendly error recovery v Multitasking v Runs in 512K 
v No copy protection v Works with all AmigaDOS compatible hard disk drives . 

Only $69.95 Plus SJ.OO shipping and handling. CA re sidenls ass 6% sales lax. 

Convert C64/C128 Files to the Amiga! DOS-2-DOS transfers MS-DOS and 
Atari ST files to and from AmigaDOS! 

DISK-2-DISK'" makes it easy and convenient to transfer 
C64/C128 files to and from the Amiga l DISK-2-DISK programs 
the Amiga model 1 020 external 5.25" disk drive to read and write 
1541/4040 and 1570/1571 disk formats including 1541 "flippies". 

v Converts Commodore/PET ASCII to AmigaDOS standard ASCII and vice 
versa v Transfers word processing text files (such as PaperClip, 
SpeedScriptand Pocket Writer) to and from Ihe Amiga for use with popular 
Amiga word processo rs v Includes 3 public domain programs for convert
ing C64 Koala, PrintShop and Doodle files to IFF format v Finds and flags 
diatect differences between Commodore Basic and Amiga Basic files 
v Provides VALIDATE BAM and CHECK DISK utilities (VALIDATE BAM 
verifies the directory structure of the 1541 /1571 diskette ; CHECK DISK 
reads every btock 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 handl ing 
CA re sidents add 6% sales lax. 

DOS-2-DOS version 3.0 permits access to any MS-DOS volume 
available via AmigaDOS, including MS-DOS partitions on hard 
disks and MS-DOS volumes on LANS or SCSI networks. 

v Supports single and double sided 5.25-inch as well as 3.5-inch 720KB 
MS-DOS diskettes v ReadsIWrites 3.5·-inch Atari ST diskettes (GEM 
format) v Reads a variety of 5.25-inch MS-DOS floppy formats via the 
CL TO Konica high-density floppy drive v Converts ASCII file line-ending 
characters and provides Wordstar compatibility v Supports full directory 
path names, with wild cards in the file names v Allows selection of MS-DOS 
and AmigaDOS subdirectory and displays sorted directory listing v For
mats 3.5-inch and 5.25-inch MS-DOS diskettes and Atari ST diskettes 
v Provides duplicate file name detection with query/replace options 
v Provides TYPE and DELETE commands v Permits renaming of files 
where file name restrictions occur v Remains resident to permit Amiga
DOS disk swapping. 

Only $55.DD 
Plus $3.00 shipping and handling 

CA residents add 6% sales lax 

Central Coast Software rM 

268 Bowie Drive, Los 0505, CA 93402· Telephone: 805/528-4906· FAX: 805/528-3138 
DEALER INQUIRES WELCOME 



A 3D Object Font Designer from Syndesis 

by Paul R . Miller 

S
yndesis has been helping out 
Amiga 3-D modelers for 
some time now with 
"Interchange," which lets 

you translate objects between the vari
ous rendering programs' formats. 
They began with VideoScape and 
Sculpt converters, then added Forms in 
Flight and Turbo Silver. Interchange 
lets you swap object files so that you 
can take advantage of these programs 
particular strengths. Whether its quali
ty of rendering, speed, object editing, 
or animation, you can avoid duplicat-
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ing effort in the most tedious task -
object creation. Most video applica
tions of 3-D modeling involve some 
text, and in this area we have all exper
ienced a lot of tedium. VideoScape 
gave us one built in set of lellers and 
others have begun to release sets of 
ready-made letters, but they are individ
ual object files which have to be load
ed one at-a-time and translated in space 
to compose your particular text string. 
Take my word for it, this is not fun. 

In VideoScape you have to use OCT 
to translate each letter by the right 
amount to maintain proper spacing and 
kerning . (Modeler 3D makes this a 
whole lot beller because you use a vis
ual process with fine control) . In 
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Sculpt 3D, Silver, and FIF you'll have 
to do a lot of fiddling to get each let
ter just right, and you'll probably give 
up the whole process. Byte-By-Byte's 
new heavy duty Sculpt Animate 40 
has a feature that lets you type in their 
ready made fonts, which are automati
cally scaled and spaced according to 
your tri-view window size, but the 
font files are quite large in size. What 
we need is a method that is as easy as 
normal two-dimensional Amiga fonts : 
just typing - with options for styling 
and justifying. Interfontto the rescue! 

Although the package is titled 
"InterFont ," this is really a collection 
of several programs that function to
gether with Interchange, and can serve 
a multitude of ends. The basic pack
age includes: Interchange (the master 
environment) , conversion modules for 
VideoScape 3D, Sculpt 3D, and Aegis 
DrawPlus (therefore Professional 
Page), the InterFont Conversion mod
ule, a collection of ready-made Inter
fonts, and InterFont Designer. All this 
fits on one disk. 

Modules for Turbo Silver and Forms 
in Flight are sold separately, and Syn
desis offers an upgrade path for present 
Interchange owners, with pricing tiered 
to their modular needs. Taken together 
the whole package allows you to : con
vert 3-d objects (including fonts) to 
and from the major modeling pro
grams; convert 3-d objects and fonts to 
2-dimensional vector files for use in 



CAD (DrawPlus), and from there into 
Professional Page for desktop publish
ing; compose complex objects that are 
text strings of ready-made 3-D fonts 
(with control of size, depth of letters, 
surface texture, and automatic spacing, 
kerning, and justification); make your 
own 3-D vector mapped fonts with In
terFont Designer -- a simple object 
editing program that overlays standard 
Amiga bit- mapped fonts, genlocked 
images, or allows free fonn design. 

InterFont conversion follows the 
same procedure as the standard model
ing conversions. First you must open 
the master Interchange program, then 
you must start the appropriate conver
sion modules. For example: InterFont 
Conversion and VideoScape. Each 
opens a window, so you will have a 
least three sets of requesters to deal 
with. Not to worry, Interchange will 
prompt you if you do something 
wrong, or haven't started the necessary 
modules, and it's really quite easy. 

First comes Interchange. A compre
hensive requester window will let you 
select available files (the "From" part), 
with gadgets to sort through disks and 
directories. In the case of a font con
version, you'll need to select from the 
Interfonts directory, where you'll find a 
choice of six ready-made font sets. A 
double click on the selected font file 
will transfer it to the "Selected Files" 
box. You can load a bunch of standard 
3-d objects into this box and convert 
the whole lot, but only one set of fonts 
at a time. (Interchange will provide the 
proper .geo or .scene suffixes to your 
designated path). 

Another set of gadgets under "Convert 
To:" sets your destination disk and di
rectory. Now select the output fonnat 
from another box (eg. VideoScape, 
Sculpt, etc., depending on which mod
ules you have activated), and click on 
the "Convert" button. The system 

With Imerfom you can trace over bit-mapped 
foms and creaJe foms thaJ can be scaled to the desired size 

message window will display the con
version process as it reads through the 
characters. Here you may also see a 
prompt if you've forgotten to do some
thing. When completed, a message 
will tell you to "Enter text on Inter
Font Module window ... " Now move 
your pointer to the InterFont window 
where you will see boxes for up to 5 
lines of text. Each line has a bulton to 
the left which activates that particular 
line. Immediately below these lines is 
a box to enter your text string, and the 
remainder of the window offers gadgets 
for: 

Justification -- Left, Right, Center. 

Style -- Plain, Bold, and/or Italic. 
Texture -- Dull, Shiny, Mirror, Lumi
nous, Glass, and Wireframe. 

Height -- expressed in relative values 
. 00 I to 2000. Height settings also de
termine the leading between lines of 
text, based on a value of 1/5th the size 
of the size of the line below. 
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Extrude -- On or Off (plus a gadget for 
depth value). 

Backsides -- for use with extrude or to 
give rear faces to Videoscape letters. 

Smoothness -- a value ranging from 1 
to 10, and. which determines the number 
of points InterFont uses to approximate 
curves. 

Settings -- Load, Save, and Reset, to 
storecombinations of text strings and 
styles for later use with other fonts. 

Clip -- "On" removes the "holes" in 
font polygons so the background shows 
thru; "Off" maintains the hole as an 
opaque polygon. "Off' comes into play 
with 2-dimensional conversions to 
eliminate extraneous lines in DrawPlus, 
or to cover up backgrounds in Profes
sional Page . 

Object Name -- is your entry for the file 
name for your block of styled text. 

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

Last but not least, choosing Cancel 
aborts the lot 

Simply select one of the 5 lines, click 
on the string box, enter your phrase, 
hit return, and your text will appear in 
the check-marked box. At any time 
you can alLer the settings until you are 
satisfied. A final click on the Create 
bullon will compute the complex file 
and store it according to your destina
tion settings in Interchange. Not much 
can go wrong, and if 
it does you'll get a 
message informing 
you mal: 

-Your InterFont 
character has crossed 
polygons (meaning 
you made a mistake 
when you created it 
in InterFont Design
er). 

-You typed in a 
character that doesn't 
exist in your font 
set. 

VideoScape 3D: (Version 1.4) " 

Owners of VideoScape 2.0 (or better 
yet, 2.01) will be disappointed to learn 
that Syndesis' conversion module is 
not up to date with the new color and 
surface features, nor does it create ob
jecLS in the much faster loading binary 
formal. A call La Syndesis yielded the 
explanation that they need further sup
port from Aegis to make the upgrade. 
Let's hope they receive the help they 

of Lext can exceed me program's memo
ry limits. 

Draw Plus: (Version 1.0) 

This module only converts into 2-
dimensions; it does not read from Draw 
Plus. Once you have convened to 
Draw Plus, however, you can go on to 
Professional Page and Professional 
Draw for desktop publishing. This 
module has two gadgets: Polygon 

(Fill or Outline) and 
Color (B lack or 
Grey). "Fill" sets 
the "hole polygon" 
color to 8, which is 
solid white in Pro
fessional Page, 
while "Outline " 
will set the "hole" 
according La your 
Color choice, either 
black or grey 
(which resuiLs in a 
match La color of 
the character out
lines). "Grey" uti
lizes me Profession
al Page color 
system from 0 to 8 
which correspond to 
black, and various 

-You forgot to 
press return when 
you entered text in 
the string gadget. When used in conjunclion wilh Syndesis' Inlerchange program, 

you can imporl your new crealions inlo a variezy oj differenl programs 
percentages of grey 

and white. The vari-
You're finished with 

Interfont and iLS time to load your ren
dering program. Once this is running, 
load your text object, and sit back and 
relax while your block of text is dis
played. Suffice to say that it's a neat 
trick and a great labor saving device. 
The combination of Interchange, InLer
Font, and the 3 base conversion mod
ules alone would justify the price of 
this package, but you get me added bo
nus of InLerFont Designer as well. 

Before moving on to that program, 
I'll offer a few cautionary words con
cerning me conversions modules: 
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need for this useful product. In the 
meantime you can utilize Modeler 3D 
to convert to binary and re-edit for 
more colors and smooth textures. It 
sure would be nice to do it all in one 
fell swoop, however. 

Sculpt 3D: (Version 1.4) 

AlLhough Interchange provides a wire
frame texture option, it will be treated 
as solid Dull by Sculpt. Large 
smoothing values applied to Sculpt's 
tri-angle based objecLS can resuiL in 
enormous file sizes, such that one line 
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ous colors of your 
own font creations are interpreted as 
brightness values and translated to the 
closest gray value. You must further 
remember not to extrude your lellers 
(this is default anyway), and to select 
Clip toggle for the proper effect. With 
filled polygons this means "On" to let 
underlying background show through 
the holes, "Off" to preserve opaque 
white holes. With outline lellers you 
tum clip off La avoid extraneous lines. 
Syndesis gives you a simple instruc
tion for adding a line to Professional 
Page's "psprlg" file in the data drawer 
that will cure a bug in Postscript out-



put. Also included are two utilities 
that fix a bug in PP's use of the Math
trans.library and correct PP font files so 
they conform to the Amiga standard. 

InterFont: 

Make sure the version of the conver
sion module with your package is 1.1, 
so splines will be created. If not, con
tact Syndesis for a replacement. You 
must remember to hit the return key 
when you enter a size value in the 
string gadget, or your fonts will not be 
resized. 

Finally, if the ready-made InterFonts 
don't provide enough scope for your 
graphic needs, InterFont Designer will 
let you create your own. Unlike vector 
mapped 3-d fonts previously available, 
the fonts you create with Designer will 
be one file with all the characters. This 
file is then accessed by simply typing 

while in the InterFont conversion mod
ule. Basically, Designer provides a 
method for tracing vector mapped poly
gons around Amiga bit map font mod
els. You simply load in a font and use 
the editing tools to create straight and 
curved (spline) line outlines and 
"holes." One screen provides all the 
tools, requesters, and windows: 

-A Character Edit Box -- wherein you 
form outlines of polygons over top of 
an enlarged bit-map of the font charac
ter. 

-A Preview Box -- that shows the col
ored vector image of the character and 
updates as you work. 

-A Character View Box -- that displays 
the Amiga font (or ColorFont) as it is 
normally displayed by the system. 
-Mode Gadgets -- for Edit, Trace, Select 
and Clear. 

-Polygon Gadgets -- to create new poly
gons, add points, spline or de-spline 
curves, alter existing polygon colors, 
delete points, change the order in which 
the polygons are displayed, and get sta
tistics on your fonts. 

Pull down menus supplement with op
tions for: 

-Project -- Loading Amiga or Inter
Fonts, Saving, Altering the color pal
ette, or Quitting. 

-Edit -- Snap: (to increments of the fat
bit display in the edit box), Pixel: 
(square, tailor wide, to correspond with 
the screen resolution mode your render
ing will be in), Character: (Cut, Copy, 
Paste, and Move options, so you can 
easily utilize similar polygons in simi
lar characters), and Points: to select all 
or clear (de-select) all. 

( continued on next page) 

.foryourJAMIGA,. 
ASOO or A1000 

HARD DRIVE ADAPTOR 2 MB INTERNAL MEMORY 
For ST-506 MFM or RLL Controllers 
and Drives. 
• Use those inexpensive IBM type hard drives. 
• Enclosed in Amiga-matching metal chassis with 
passthru .• Includes installation disk with driver 
software .• Complete 20 and 40 MB systems 
available. 
For ASOO/1000 HDA-506 .. . Maximum Economy! 

MIDISTAR~INTERFACE 
Multiple Ports/Switches/Lights 
• 21N. 6 OUT-OFF-THRU and RS-232 pass
through .• All ports switch selectable .• Provides 
distribution control and "star" configuration. 
• Eliminates daisy chains and cable changes. 
• Includes LED status and signal 
confirmation. 
For all Amigas MS-2x6 .. . Professional Value! 

Spirit's INternal expansion. 
SIN-and free your external bus. 
• Expandable from OK to 0.5, 1.0 .and 2 MB .• Utilizes 
1.0 Mb DRAMS . • Standard AmigaDOS auto-config with 
RAM on/off .• Optional external power supply .• Easy 
plug-in installation under FCC shield .• Populated 
boards available-best price on chips-call for QUOTE. 
For ASOO SIN 500-2 ... Absolutely The Best! 

1.5 MB INTERNAL MEMORY 
Memory chip prices are coming down. 
• Expandable from OK to 0.5. 1.0 and 1.5 Mbytes. 
• Includes battery-backed Clock/Calendar for A1000. 
optional for ASOO .• Internal design leaves expansion 
bus free .• Solderless installation under FCC shield. 
• Install disk includes useful utilities .• Market Price 
populated boards available. 
For ASOO/l000 . . . Super Low Pricing! 

Most major credit cards 
accepted .. . 
ORDER TOLL FREE 
(800) 433·7572 

S~~R1r
. Spirit Technology Corporation 

220 West 2950 South, Salt Lake City, Utah 84115 
(801) 485-4233 • FAX (801) 485-6957 

TECHNOLOGY , & .M."" ..... dom"'o>COmmodO ..... mi' •. loc 
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Interfont (continued from previous page) 

-Preferences -- Pointer type, Coordi
nates, and file Icons. 

Even if you loathe and despise struc
tured drawing editing, you'll find this 
editor a snap. First select a bit-map 
font to load. Next pick your preferences 
for display, etc .. Then select edit mode; 
activate the polygon gadget and a trian
gle will appear over your bit-map back
ground. The triangle will have three 
points represented by small squares. 
Now it's just a matter of dragging these 
points to the locations you desire. An
other tool will add points to your origi
nal triangle so you can follow any 
complex shape. Easier still is to acti
vate the Trace Mode, which will keep 
adding points automatically after each 
preceding one is positioned. Fifteen 
colors are available for the polygon 
outlines, with the sixteenth being re
served for your holes. Making a hole 
is the same process. Just add a polygon 
on top of your first (in "hole" color) 
and edit it to the proper shape. For 
curves, Designer gives you a Spline 

tool that will create a smooth curve be
tween selected points on a line (and a 
tool to un-spline as well). In less than 
half an hour you can go through the 
manual and the tutorials, and be creat
ing curved characters with multi
colored components. 

Designer has all sorts of convenienc
es: zoom for the edit box display, 
scrolling through the character codes, 
typing in a character number, typing 
the character directly, a complete pal
ette tool with RGB, HSV and spread. 
There's even an information gadget that 
tells you the lowest and highest charac
ter codes for the system font, the char
acter pixel widths and kerning values, 
and the numbers of points that you 
create as you make your vector font. 
The low and high character numbers (0 
to 255) correspond to the Amiga codes, 
not ASCII. Different system fonts will 
fill more or less of these slots. Width 
and Kern values are taken from the font 
as it was created. None of this matters, 
except that in order to create your own 

More dazzling displays of Imerfom's portability prowess 
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custom vector font you need first to 
load a system font of your choice to get 
a set of values for these items. Once 
you've done this, you save it under a 
different name and reload without dis
playing the bit-map. Now you're ready 
to create a completely custom font. For 
that matter, since the character codes are 
merely an indexing system for particu
lar keystrokes or combinations thereof, 
your "font" could be anything from a 
series of logos that you have traced 
over a genlocked image to frames in an 
animation sequence. 

Except for the font sizing feature in 
the InterFont conversion module, 
everything in this package worked flaw
lessly. (Even here it just took a tele
phone call to determine that the return 
key MUST be pressed .) Syndesis is 
performing an extremely valuable ser
vice in providing Amiga 3-D modelers 
with bridges between the various pro
grams, and deserves our thanks and pat
ronage. Let's hope that the software 
manufacturers do their share and provide 
them with the technical assistance they 
need to maintain their modules through 
upgrades, and that with the introduction 
of new programs like Caligari we will 
see even more modules. Interfont and 
InterFont Designer are a wonderful con
venience that should find a wide and 
grateful audience. 

InterFont Designer and 
Interchange Conversion 
Module 
$ 119.95 

Upgrade/rom Interchange alone: 
$ 79.95 

Syndesis 
20 West Street 
Wilmington, MA 01887 
(508) 657-5585 



A Loole into the Future of Amiga Graphics 

By Art Warsell 

L
ike the first HAM painting 
and ray tracing programs, 
Broadcast Titler ushers in a 
new medium for the Amiga: 

Super Hi-Res. Super Hi-Res gives 
your present Amiga monitor an effec
tive resolution of 2160 x 1440, with 
up to 320 colors on screen at once. Al
though the display is interlaced, it is 
virtually flicker free. This software 
miracle is accomplished by assigning 
each line of text or graphics on a hi res 

screen its own 16 color palette. At the 
same time, radically new anti-aliasing 
algorithms are introduced to eliminate 
jaggies in curves and smooth staircases 
out of diagonal lines. There are actual
ly 736 x 480 pixels on the overscan 
screen, but the resolution is multi
plied approximately three times by the 
line dithering routines made possible 
with the additional colors. The end re
sult is a quantum leap into the future 
of Amiga graphics. Super Hi Res 
does not ignore, but utterly surpasses, 
IFF standards. Broadcast Tiller loads 
files from and can save pictures to 
IFF. But a Super Hi Res image saved 

Broadcast Tit/er uses its own menu system 
operated through the cursor keys aruJ keyboard commands 
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to IFF will keep only what IFF can 
read: the first 16 colors used. 

Broadcast Quality 
Character Generation 

Apart from introducing Super Hi
Res, how does Broadcast Tiller per
form as a titling and character genera
tion progTam? We will examine this 
question in great depth in the follow
ing pages. But it cannot be disputed 
that this is the fastest, most powerful, 
versatile, and easy to use character gen
eration software for the Amiga. Here 
are a few of its main features: 

* Accepts all standard Amiga Fonts 
and Color Fonts 

* Has over 100 line and page transi
tions including rolls, tumbles, flips, 
splits, slides, fades and dissolves 

* Stores sequences of up to 1,000 
pages of text and graphics 

* Controls Supergen for automatic 
genlocked fades and dissolves 

* Provides automatic or custom back
grounds and patterns. 

User Interface 

To use Broadcast Titler, you will need 
a minimum of 1.5 Megabytes of 
RAM. Loading the program brings 

( continued on next page ) 
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Broadcast Titler (continued from previous page) 

you to a blank screen with a long 
blinking cursor tucked away in the top 
right overscan. This is the text entry 
screen. Touching the right AL T key 
will make the EDIT MENU appear 
across the bottom of the screen. This 
menu contains six buttons: FONT, 
EDGE, LINE, PAGE, FILE and 
PLA Y. Right and left arrow keys 
move a highlight from button to but
ton. Pressing the right AL T key 
brings up the next menu or requestor 
for the highlighted button. Striking 
the ESCAPE key takes you to the pre
vious menu, and the right AMIGA 
key returns you to the text entry 
screen. 

One of the joys of Broadcast Titler 
is that there is no waiting. Nearly all 
selections throughout the program oc
cur instantaneously. Would you like 
to change Color Font palettes? While 
you are pressing the FlO key, it has al
ready happened. How about extruding 
any font into 3D? The transformation 
is just as quick. Even loading an IFF 
picture is unthinkably fast, since the 
file is read as a block rather than byte 
by byte. Given this orientation, let's 
take a quick look at the program's fea
tures menu by menu. 

THE FONT MENU The FONT SE
LECT button on this menu will bring 
up a parade of all the fonts you have 
loaded. These can be any Amiga Fonts 
in your collection. You can change the 
palette for any font with a single keys
troke. Or, if you want to experiment 
with new color combinations, select 
the PALETIE button and you'll find 
the face, out1ine, and shadow colors for 
the font you're using conveniently 
tagged. ANTIALIAS ON/OFF toggles 
to let you see the difference between hi 
res and Super Hi-Res. 

THE EDGE MENU This menu pro
vides outlines of any size or color, 
shadows that hug the letters or can be 
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The program allows you scroll through your collection of fOnIS and adjust 
the color so thai you can try various fonts on 'for size" to see if they fit in a scene 

cast in eight directions with varying 
distances from the font, as well as in
stant 3D extrusions. 

THE LINE MENU Line transitions 
available from this menu include Tele
type, Slide (in any direction), Ease (any 
direction), and six different types of 
Fade and Color Cycle. Each of these 
effects is an animation of a line of 
type, pattern, graphics, or any combi
nation of the three. Setting the speed 
and sequence of transitions is fast, easy 
and direct. To see what an effect looks 
like, just escape to the EDIT MENU 
and select PLA Y (or press the FI key). 

The backgrounds available for text 
lines are color ramps in the form of 
straight vertical spreads or various 
types of cylinders. The shading and 
blending can be more gradual and 
subtle than HAM because you are 
working in an effectively higher resolu
tion. You control the precise size and 
position of any pallern. For example, 
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the illustration on the cover of this is
sue shows the vertical spread as a back
ground pattern, extended continuously 
behind several text lines. 

You may also select and position 
any previously loaded IFF picture or 
brush on the screen. A brush that is 
loaded on a text line will be able to per
form all the line effects. The tropical 
fish on the cover illustration, for exam
ple, can glide across the screen horizon
tally, vertically or diagonally. 

THE PAGE MENU From this 
menu, you set up page sequences 
through routines that are similar to the 
cut, paste, copy and insert functions of 
a word processor. Doing so is fast and 
uncomplicated. 

The full page transitions available in
clude: Roll, Push, Slide, Ease, Corner, 
Mirror, Split, Tumble, Flash, Blink, 
Spread, Ripple, Weave, Slant, Wave, 
Build and Teletype. All effects can be 

( continued on page 16 ) 



MASTERPIECE 
PROFESSIONAL 

FONT COLLECTION© 
201 DISK SET 

The largest collection of fonts and clip art available in a 
single package for the AMIGA. 

110 DIFFERENT FONT STYLES 
This doesn't mean 10 sizes of 11 fonts. It means 110 
DIFFERENT fonts. 

LARGE SIZES 
Specially designed for video work. 95 % of the fonts 
are over 100 pt. tall. Easily resized smaller. 

PATTERN CLIP ART 
141 hi-res DPaint II pages. There are thousands of 
objects and examples. . 

ALL FONTS ARE HI-RES 
BRUSHES - 2 disks full of color brushes. 

COLORFONTS - 4 full disks. 

100 PAGE MANUAL - Full size font printouts. 

20 DISK SET - ONLY $199.00 
Contact your local AMIGA dealer or order direct from 

AROCK Computer Software, 1306 E. Sunshine, 
Springfield,NlO 65804 1-800-288-AROK 

DPaint II is a registered trademark of Electronic Arts. 



Broadcast Titler (continued from page 14 ) 

executed either at pre-selected intervals, 
or activated by touching the spacebar 
while in PLAY mode. 

You may also make selections here 
which will control Supergen for timed 
dissolves and fades . Other Supergen 
controls include line by line and real 
time live control through the function 
keys. 

THE FILE MENU Here is where 
you load IFF pictures, fonts, and pre
viously saved sequences. You can save 
any screen as an IFF file, but IFF can 
retain only 16 of the colors you have 
used. 
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Conclusions: 

Broadcast Titler extracts an unprece
dented level of performance from the 
Amiga. It does so through a new win
dow management system that will re
write the books on Amiga program
ming. 

With this software, the Amiga is actu
ally faster and more versatile than 
many dedicated character generators 
costing tens of thousands of dollars. 
The Super Hi-Res display and smooth
ness of transitions provide a truly pro
fessional video tool, suitable for broad
cast television. 
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Fortune 500 companies with in-house 
production facilities will no longer be 
able to ignore the Amiga. I expect that 
Broadcast Titler will open the door for 
Amiga into video production studios at 
every level of the ind ustry. And for 
those of us with Amigas at home, with 
the release of this program our desktop 
videos will enter another dimension. 

SUPER HI-RES PAINTING? 

Imagine a paint program with an ef
fective resolution of 2160 x 1440 with 
up to 320 colors on screen at once in 
this Super Hi-Res mode! In a recent 



conversation with Jim Schneider, the 
programming wizard who created Broad
cast Titler and Video Effects 3D, I 
asked if it would be possible to create 
drawing and painting tools for Super 
Hi-Res. He did not see any great diffi
culty in accomplishing this. I believe 
reader response to this proposition, 
however, will be the key to making 
this concept a speedy reality. So, now 
I'll throw the ball in your court and ask 
you to write Jim Schneider and tell him 
we want Super HI-RES Paint. 

Super HI-RES means that ami-aliasing has never been more effective. 
The wwer word is in Amiga Hi-Res - compare to the same word above in Super HI-RES 

Keep those cards and letters coming, 
folks. 

BroadCast Titler $299.00 

INNOVISION TECHNOLOOY 
P.O. Box 743 
Hayward, CA. 94543 
(415) 538·8355 
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Foreground/Background Layering Capabilities for your Animations 

by Tom Reed 

A 
nimation:Multiplane, is a 
"digital compositer" from 
Hash Enterprises. In plain 
English, Multiplane lets 

you combine foreground and back
ground pictures, along with anima
tions and then save the combined im
ages as a new animation. A composite 
image is a single image file resulting 
from the combination of an IFF file, 
IFF brush, or a sequence of images ie. 

PACKed animations, a sequence of 
IFF's, etc.. Multiplane also has the 
ability to combine foreground and 
background"elements in many interest
ing ways. Finally, the program in
cludes digital processing functions 
which work on a single foreground im
age to create a shadow, perform a pixe
lation, or create foreground animations 
which will eventually "play" against a 
genlocked background with Multi
plane. 

Multiplane allows you to use all 
Amiga resolutions and screen sizes, in-

A variety of effecls are possible wilh Mulliplane 
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eluding HAM. The resolution of the 
foreground layer can be different from 
that of the background. However, the 
resolution of the background layer will 
determine the resolution of the com
posited animation. Animation Multi
plane is copy protected and utilizes a 
key disk arrangement to operate the 
program. Multiplane also requires at 
least 1 megabyte of memory and one 
or more disk drives. 

The manual is a 47 page stapled 
booklet with limited screen shot iIlus
!rations. There is an initial tutorial in 
the manual to demonstrate the proce
dures for using Multiplane. In short 
order you will have completed your 
first animation with elements supplied 
on the disk. The next chapter of the 
manual describes in some detail the 
user interface for MuItiplane. Each of 
the many functions of Multiplane is 
explained. 

Another chapter of seven tutorials is 
provided to give you an idea of what 
the various effects look like. The sam
ple choreographs are provided on the 
disk. (Hash uses the term choreograph, 
where others use script or sequence.) 
You must load the choreography and 
then render the frames. When that is 
completed, you can play the example 
back. I found it very useful to load the 
choreography and study the channels 
that were used and try to envision what 
the rendered animation would look like 
when played back. Other sections of 



the manual include a reference section, 
a glossary, rules, trouble shooting, and 
display module information. 

In the Disney studios animations are 
commonly made by creating different 
layers or planes, and then combining 
these planes photographically. Usual
Iy, there is a background layer with a 
foreground object or character moving 
against the background. Special effects 
in films are created in much the same 
way. Anyone scene of a feature length 
film may contain many elements 
filmed, or created separately, and then 
combined into one cohesive, and con
vincing shot. 

Multiplane has a unique and easy to 
learn user interface which is predomi
nantly icon driven. To create an ani
mation in Multiplane you first load a 
foreground and background layer into 
the program. Once these are loaded 
you define "channels," which then con
trol the different effects you wish to 
use in your animation. A channel con
trols a specific effect over the duration 
of the animation. Channels control ei
ther foreground or background ele
ments. Some effects can be applied to 
the foreground and background, and 
some effects only apply to the fore
ground. A specific effect is created by 
placing control points by a left mouse 
click within the channel graphing win
dow. There are 27 different channel 
types or digital effects to choose from . 

These effects include the following 
Channel Types or Digital Effects: 

Brightness : If a control point is 
placed at the very bottom of the Graph
ing window the image will be com
pletely black. A control point at the 
very top creates a foreground or back
ground that is completely white. A 
control point that is half-way between 
the top and bottom of the graphing 
window will not affect the picture. 

- 25 
/"\ 

CCIIJ 

This Multiplaneframe window allows you to determine 
theframe sequence for incoming layers of your production 

Color Control (Red, Green, Blue): The 
color components can be altered by ac
tivating these channels. A control 
point at the bottom of the graphing 
window sets the color value to zero, 
and a control point placed at the top of 
the graphing window sets the color val
ue to 15. The original color value will 
be unchanged if the control point is set 
mid-way in the graphing window . 

Contrast: This channel has a thres
hold value for each red, green, blue, 
color component. If a control point in 
this channel is set at the top, all pixels 
which are below the red, green, or blue 
threshold values will be black and 
those above the threshold will be 
white. 

Polarization: This channel is used to 
remap pixel color values during the an
imation. 

Picture Offsets: To produce motion in 
the animation the picture offset chan
nels are used. Each layer can be moved 
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relative to each other during the anima
tion . 

Motion Blur/Strobing: To simulate 
motion blur and strobing, these chan
nels are used. This effect can only be 
viewed during playback. 

Drop Shadows: This is a very nice 
feature of the program. A shadow of 
the foreground layer is cast over the 
background. You have control of the 
shadow's intensity, from a completely 
black shadow, to shadows that are com
pletely transparent. Being able to "see 
through" the shadow to the background 
is an effective feature . A shadow can be 
placed and moved throughout the ani
mation independent of the foreground 
layer's movement or lack of movement. 
So, if you have a stationary object and 
want to simulate the movement of a 
shadow that the sun will cast at various 
times during the day, you can easily ac
complish this with Multiplane. 

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

Wipes : This channel is used to per
form a wipe transition between the 
foreground and the background 
layers. 

Dissolve: Another transition ef
fect for going from a foreground 
layer to a background layer, or for 
combining foreground and back
ground layers. 

Pixelation: The user can define 
the pixel height and width of the 
pixelation rectangles of the im
age. Then, by placing control 
points in the graphing window, 
you can control the pixelation ef
fectthroughout your animation. 

Compositing Functions : Interesting 
(bizarre) effects can be gained by chang
ing the way the foreground and back
ground layers are composited through
out the animation. This can be 
changed from one frame to the next 
throughout the animation. There are a 
total of five functions that can be per
formed while combining the foreground 
and background layers in the composit
ing mode. The five functions are: 

F OVER B- foreground over back 
ground 

F IN B- foreground in background 
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F OUT B- foreground 
out of background 

F A TOP B- foreground 
atop background 

F XOR B- foreground 
xor background 

These functions can 
also be accessed by us
ing the "Layer" function 
gadget. This unique gad
get uses a fish to repre-
sent the foreground, and 

blue horizontal bars represent the back
ground. 

Once the frames have been defined us
ing the various channels, it is time to 
record your animation. Your first step 
in this process is to record the choreo
graph for your animation 
on a disk labeled "data." 
The program will look 
for this data disk and will 
not save it to another 
disk unless you have 
used the assign command 
to redirect the saving of 
your choreographs. Once 
the choreographs have 
been saved you will 
record the individual 
frames of the animation. 
This takes a little time, 
so you might want to 
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take a break while the program and 
computer does it's thing. 

Display Module: 

After the frames have been rendered 
and saved you must exit the program 
and enter the display module. While 
viewing an animation you can toggle 
frame numbers on and off by pressing 
the return key. Single frames of an an
imation may be viewed sequentially by 
pressing the left or right mouse button . 
Subsequent clicks of the left button 

will advance the animation forward one 
frame at a time. The right mouse but
ton will move the animation backward 

one frame at a time. Function 
keys Fl through FlO control 
playback speeds. 

These are the major functions of 
the program, but certainly not all . 
Multiplane allows you to control 

the sequencing of the foreground 
and background layers, animations 
can be paused, stopped, repeated, 
cycled. You can horizontally and/ 
or vertically FLIP a layer prior to 
compositing. There are two types 
of channels that can be used: line
ar or curve. The curve type of 

channel will create smooth transitions 
between control points. This is a 
"feature-rich" piece of software. I found 
the program a delight to use. Multi-



plane behaved well, and the functions 
worked as described with ease. It is 
nice not to fight with a program to ac
complish the end you want. It is also 
nice to end up with the effect you want 
and not the effect the program frustrates 
you into accepting. Adding dissolves, 
drop shadows, strobes, adjusting bright
ness and contrast, filtering colors or 
performing pixelations is almost effort
less and actually fun to do. The graphic 
representation of the effects in the chan
nel graphing window allow you to 
"see" what is happening to the various 
elements of the animation. This is an 
unusual user interface which is well 
adapted to its tasks. 

At any point in the development of 
your animation it is possible to pre
view just the foreground "plane," look 
at the background "plane" by itself, or 
view the composited image of both the 

ARexx 

foreground and background. Hash En
terprises has invested most of their 
time in the development of the pro
gram, and not in the production of the 
manual. In short, the manual should 
be more complete. More illustrations 
with clear detail as to the location of 
the gadgets and their functions is need
ed. This manual is the weak point of 
an otherwise strong package. Access to 
information about your animation is 
almost always on the screen for you to 
check (or at most a key stroke away). 
It is very good to have this information 
so accessible instead of having to em
bark on a fact-finding expedition. 

There is, however, one feature that I 
would like to see incorporated in the 
program. You can view individual 
frames of an animation, but you cannot 
preview the animation itself without 
exiting the program and entering a 

player program. And furthermore, to 
get back to the Multiplane program 
you must reinsert the key disk. This is 
a disruption which interferes with my 
work, to say the least. 

All in all, Multiplane works well, is 
easy to learn and use, with results that 
are sure to please. Hash Enterprises 
continues to produce products which ad
vance the art of animation on the 
Amiga. 

Animation:Multipiane $89.95 

Hash Enterprises 
2800 E. Evergreen 
Vancover WA 98661 
(206) 693-7443 

1 Megabyte Required 

WShell 
The REXX Language for the A miga 

ARexx is a multitasking implementation of the REXX lan
guage, an elegant high-level language especially suited for 
macro-processing. Its clean, simple syntax makes REXX 
easy to learn for novices - and experienced programmers 
will appreciate advanced features like compound variables, 
INTERPRET instruction, and source-level debugging. 

The Command Shell You've Always Wanted 
WShell is the best command shell on the market, with 
features and convenience of use that go well beyond the 
CLI and 1.3 AmigaShel1. And yet it's highly compatible 
with the CLI, so you don't have to learn a new command 
language to use it! 

• Interactive, Interpreted Operation 
• Exceptional String-handling Facilities 
• Built-In Library with Over 75 Functions 
• Built-In Source-Level Debugger 
• Compact, Reentrant code - Only 32K 

The Emerging Standard 
ARexx is the de facto standard for inter-program com
munication. Software that supports the ARexx command 
interface can be customized, extended, and combined with 
other ARexx-compatible software in integrated applica
tions. Watch for announcements of ARexx support from a 
growing list of Amiga software vendors! 

Available Now ... Only $49.95 

• Line Editing/Command History/Aliases 
• Built-In Commands/Resident Commands 
• Prompt String/Window Title "Variables" 
• Concurrent Piping 
• Transparent Support for ARexx Macros 
• Script-bit Support for "Execute" Scripts 
• Compact, Reentrant Code - Only 10K 

ARexx Command Interface 
With WShell you can use REXX-Ianguage macro programs 
like executables - even as filter programs in a piping sys
tem . Use the source-level debugging to singlecstep through 
a system of concurrently-running "piped" programs! 

Available Now ... Only $50 

Ask your Amiga dealer for ARexx and WShell, or order them directly from the 
author. Please include a check or money order plus $2/item shipping ($8 for overseas 
airmail) and any applicable taxes. Dealer inquiries welcome! 

William S. Hawes 
P.O. Box 308 

Maynard, MA 01754 
(508) 568-8695 

Amiga is a trademark of Conunodore-Amiga, Inc. 
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High Quality 3D Objects for use in Sculpt 3D or Videoscape 

by Paul R. Miller 

A
nyone who utilizes three
dimensional objects in 
graphic productions and 
acks sufficient free time to 

build those objects (which includes 
just about everyone) may want to con
sider 4 new disks of ready-made objects 
and parts just released by Antic Soft
ware. For this first offering, four 
realms are provided: The Human 
Body, Future objects, Architectural 
elements, and Sci-Fi humanoid Micro-

bots. The disks are available in either 
VideoScape 3D object (.geo files) or 
Sculpt 3D/4D format. If you're a dedi
cated user of one or the other, you'll 
want to buy your proper format, but 
you can translate any of the files using 
InterChange and the appropriate con
version module (Forms in Flight, Sil
ver, AegisDraw, Professional Page, 
etc .). You can also do some conver
sions with 3-Demon, and Modeler 3D 
users can load either .geo or .scene for
mats. 

Each package includes a pretty box, a 
disk, and 3 loose 8-1/2 by 14 

Skeletal forms are fea/ured in the "Human" Disk 
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"blueprints" to illustrate the objects. 
The quality of these illustrations vary. 
Future and Architectural give you a 
breakdown and direct correspondence 
with the composite objects and the 
subdirectory file parts, while the others 
are more sketchy and incomplete. 

Some of the illustrations list num
bers of objects, vertices, and faces, but 
there is no indication of color or sur
face texture. You'll have to render the 
object to see. There are no written in
structions, but each disk includes a 
Readme file that you can print out, as 
well as a readme which describes Inter
change. 

Since I'm partial to Architecture, I'll 
start with that disk first. Typical of 
these disks, the Architectural Design 
package provides a finished complex 
example constructed from the individu
al parts (in this case a version of an 
M.C . Escher imaginary building). 
The remainder of the files are organized 
in directories as follows: 

ARCHES -- 3 circular, 4 Gothic, 3 
parabolic, and Ihalf shell. 

ROOFS -- 2 domed, 2 extruded (barrel 
and canLi- lever), 4 square, and 1 round 
tower with conical roof and port win
dow. 

COLUMNS -- 7 in all, from 4-sided to 
18 sided, including a fairly detailed 
classical order. 



WALL FRAMES -- 7 segments of 
stud wall construction with various 
window and door framing. 

STAIRS -- straight stringers and a spi
ral number complete with ballusrrade. 

SKYUGHTS -- square, hex, and barrel 
vault, complete with roof curbs. 

SQUARE WINDOWS -- 4 with vary
ing jamb sections plus a triangular 
sash. 

ROUND WINDOWS -- 2 segmented 
stone jambs, one with muntins, and 2 
semi -circular. 

DOORWAYS -- 6 arched frames plus 
doors to fit with and without windows, 
and 2 additional segmented rectangular 
jambs. 

The Human Design disk contains 
only a few complex objects, namely 
the major skeletal segments of both the 
male and female, divided into segments 
of Head and Torso, Arm and Hand, and 

Hips and Legs . These are very com
plex and detailed objects, running into 
several thousand vertices and polygons. 
You also get a very detailed skeletal 

hand. To assist in the construction of 
the total skeleton in various poses, 
"Human" gives you additional files for 

Objects from the various categories of disks 
can be mixed and matched within your favorite application 
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male and female "joints." These are spa
tial representations of the major joints 
formed by cubes whose center is the 
pivot point. To aid in the creation of 
animation files, WatchMan and Women 
figures are included for testing your mo
tion. These are greatly simplified hu
man figures with corresponding pivot 
points, so your test animations will run 
quickly. 

Microbot Design also contains just 16 
files in 7 categories, but they tend to be 
complex. The object here is to mix and 
match the parts to create your fantasy 
figures. The illustrations provide mod
els to create characters like 
"Hammerhead/2C," who is composed of 
3 different "Tracbot" models (a,b, and 
c). It's kind of like the LEGO catalogs 
that show you finished examples, but 
the point is to create your own. When 
you've exhausted the simple mix and 
match permutations, you can always 
edit the parts in your modeling program 
to make new variations. 

Future Design is more like the Archi
tectural disk in organization, with a few 

( continued on next page ) 
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3D Design Disks (continued from previous page) 

complex objects and directories with 
lots of parts. The ready-mades include 
four spaceships, one treaded vehicle and 
a complex android . Parts are legion, 
organized as follows: 

WHEELS -- 2 wheels and 2 treadsets 

FRAMES -- 18 extruded objects to 
form the skeletal structure of your out
er space creations. 

CREWMODS -- 8 spaceship hulls (bi
laterally symmetrical complex objects). 

When I first saw the advertisements 
for these disks I was most anxious to 
get the Architectural and the Human 
Design forms, as I thought they would 
be very useful in my work. I imagined 
that the others would be for sci-fi fans 
only . Now that I've sampled them all, 
I feel just the opposite. The Architec
tural forms are, for the most part, more 
suited to illustration and graphics ap
plications. The most technically use
ful would be the wood frame parts, as 
you could rather easily construct com
plex representations of complete struc-

ENGINES -- 9 radially symmetrical 
fonns, 4-sided to 12 sided. 

RINGDISCS -- 7 radially symmetrical 
objects 

TANKS -- 5 types, radially symmetry 

WINGS -- 7 extruded objects, two of 
which have true airfoil sections. 
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The Securities Analyst 
The Securities Analyst is a stocK charting 
and analysis program for the Amiga series of 
computers. It permits the individual investor 
to chart any number of stocks over an 
extended period of time. Using Securities 
Analyst, the investor can make scientific 
buy-sell decisions based on an analysis of 
market trends. The forms of analysis include: 
• Moving Average 'AccumulationlDistribution 
'Relative Strength 'Performance 
'Point & Figure 'Trailing Stops 
, • Stock Chart 'Momentum 
'Price/Earnings Analysis 'Performance Analysis 
Graphs and charts may be displayed on 
screen or output to printer. An authoritative 
manual on technical analysis of stock 
market trends is included with this package. 

Suggested retail price-$79.95 

Also from Free Spirit: 
Ultra DOS Utilities· Hard Drive backup & file 

management system· $59.95 
Kickstart Guide to the Amiga-The essential Amiga 

programmer's guide· $24.95 
Christmas Classics-Collection of Christmas graphics 

and music · $14.95 
Sex Vixens from SpaceAdult graphicsltext adventure 

game · $39.95 

rr" ~l'irit ~ .z... 
Solrw~re Inc . iii r 

See your local dealer or order from 
P.O. Box 128/58 Noble Street 

Kutztown, PA 19530 
(215)683-5609 
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tures in skeletal form. The Human 
disk is perplexing. I guess I was ex
pecting classical proportioned human 
figures like the Da Vinci drawing in the 
ad (with skin). Had I read more closely 
I would have seen that it says 
"skeletal." While they are striking and 
detailed skeletons, they seem more suit
ed to technical illustration rather than 
figurative work. The Microbots and es
pecially the Future Design objects will 
probably find the widest audience. I 
foresee their appearance in all sorts of 
graphics and video productions, and 
they are just plain fun to play with. 

Each disk sells for $34.95, which 
seems a quite reasonable price when 
you consider the time you would spend 
creating objects of this complexity. 
All the objects have been carefully con
structed and appear glitch free. Colors 
have been kept to a minimum, which 
is fine because that makes creating your 
own palettes and texture variations that 
much simpler. Which should you 
choose, the Sculpt or the VideoScape 
formats? If you use both programs, 
you'll want to purchase the Sculpt for
mat so that you have the advantage of 
the textures and smooth color rendering 
available in ray tracing, or the new 
scanline rendering options available in 
Sculpt 4D. Serious VideoScape users 
will be using Modeler 3D as well, 
which easily loads Sculpt files and 
saves them in binary fonn. 

Future, Human, Architectural, 
and Microbot Designs 

Disk and Blueprints 
$34.95 each 
Available in Sculpt 3D/4D or 
VideoS cape 3D fonnats 

Antic Software 
544 Second Street 
San Francisco, CA 94197 
(415) 957-0886 



Gold Disk's Latest Effort Combines Animation and Sound 

by Ed L. F adigan 

J
ust as the Macintosh spawned 
a generation of DeskTop Pub
lishing programs, the Amiga 
leads the way in DeskTop Vid

eo. Moviesetter is a new entry from 
GoldDisk which clearly fits this cate
gory. DeskTop Video is a broad term 
used to describe those programs which 
display images in a fashion suitable 
for recording onto video cassette (al
though lots of folks simply skip the 
Video part, and display their anima
tions only on the computer). In fact, 
DeskTop Video may be too broad a 
category for many of image presenta
tion programs. There's the Mouse & 
Icon based interface of programs like 
"Lights! Camera! Action!" and 
"TV*SHOW," which are for the most 
part Slideshow programs with little 
built in animation. Then there's "The 
Director," with it's BASIC-like script 
language which has the ability to 
create complex interactive slideshows 
and animations in multiple resolu
tions. Because DeskTop Video is so 
wide a category, many of the these 
programs are positioning themselves 
into separate niches within the 
"DeskTop Video" category. So, when 
purchasing a DeskTop Video Program, 
you must decide whether or not the 
features of the program suit your 
needs. Although it can be used for 
many animation purposes, MovieSet-

A "Fast Menu" system provides for speedy access to your creation tooLs 

ter is targeted at those who wish to 
create animations that are reminiscent 
of "Loony Toons" type cartoons. 

Traditional cel animation has come a 
long way since Winsor McCay's 
"Gertie the Dinosaur" in 1914 and 
Walt Disney's introduction of Micky 
Mouse in 1928 with "Steamboat Wil
lie." Animation in films and shorts 
blossomed in the 40's with Walt Dis
ney's "Fantasia" and had continued suc
cess up until the 60's when rising la
bor costs made it much less profitable. 
But lately, animation has gained some 

new appeal as a way to make a movie. 
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Right now, two animated films are 
enjoying popularity, "Oliver & Com
pany" and "The Land Before Time." 
Both films are created by the painstak
ing process of hand painting individual 
"cels" of acetate with the different po
sitions of a character and filming them 
in order to create the illusion of mo
tion. This kind of filmmaking is very 
expensive, and rarely do you see two 
full-length animated features being re
leased at the same time. In order to 
create this type of movie, teams of 
people are employed to work assem
bly-line style, drawing and painting 

( continued on next page) 
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MovieS ette r (continued from previous page) 

thousands of acetate cels. Jiminy 
Cricket was painted using 27 different 
colors in the film "Pinocchio" (He was 
later cut to 9 colors for the Micky 
Mouse Club films). At 24 hand paint
ed frames for every second of film, you 
can see why you don't run into many 
people who do cel-animation as a hob
by. But now, with home computers 

have him looking up. Maybe in the 
third frame we'll have him squash down 
in order to build up to the jump. Fi
nally we'll make our frog in a spring
ing up position as he leaps into the air. 

Having this series saved as an object 
such as MovieSetter's "set" gives us 
the freedom of easily positioning that 

Keyboard shortcUls are available Jor mosl of Ihe major Junclions wilhin MovieSeller 

like the Amiga, the ability to to create 
animation has come home to the hob
byist. MovieSetter is a program that 
allows you to make animations in 
much the same way that cartoons char
acters like Bugs Bunny and Daffy Duck 
are made. Its unique method of group
ing series of images into "sets" that 
can be positioned and controlled by the 
user makes this program a very power
ful tool in making animations. 

Let's say you wanted to have a frog 
come bouncing onto and off the screen. 
A series of images must be created for 

every position that the frog will be in 
when he jumps. A frame will show 
him at rest, then the next frame will 
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series in different locations on the 
screen. 

MovieSetter comes with four main 
programs. One is a Set Editor, used 
for the creation of Sets like our jump
ing frog . Another is the Scene Editor. 
With this you create Productions that 
combine different backgrounds, sets, 
and sounds together to make your mo
vies. The third program, MovieSeller, 
is acorn bination of Set Editor and 
Scene Editor put together for users who 
have more than SI2K memory. The 
fourth program is a distributable Player 
program so you can show your anima
tions to people who don't have the Mo
vieSeller program. MovieSetter is un-
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protected and can be installed on a hard 
disk without a problem. You also get a 
ClipArt Disk that contains dozens of al
ready made backgrounds, sets, and 
sounds. 

MovieSeller works ONLY in lo-res 
overscan mode with a 32 color palette. 
All other art that you want to incorpo
rate into your productions will have to 
be re-mapped to this resolution. Since 
MovieSetter comes with ready to use 
sets, backgrounds, and sounds, it's easi
est to start the program from the Scene 
Editor. You begin your movie in frame 
one. From there you should load an 
IFF picture that will serve as your pal
elle and background picture. This back
ground cannot interact with the sets in 
any way, and sets will always be dis
played on top of the background . If 
you want your frog to be able to jump 
BEHIND the rock, the rock should be 
loaded as a set, not as part of the back
ground. This is similar to the reason 
why you could always tell which bowl
ing ball Fred Flintstone was going to 
pick up. Didn't it always seem to be 
lighter in color than the other bowling 
balls? That's because the other balls 
were part of a motionless background 
painting, and the bowling ball he 
picked up was painted on acetate for an
imating. No part of the background can 
move separately in MovieSetter. The 
background can be set to scroll in a hor
izontal or vertical direction, but that'S 
pretty much the limit of background 
motion. All other movement is done 
with sets. 

Loading a set will bring the first 
frame of the set to the tip of your 
mouse, and allow you to stamp its po
sition in the first frame. After you've 
stamped out a frame, the image held by 
your mouse automatically changes to 
the next frame in the set! Therefore , 
once you have a set that represents a 
frog hopping, it's just a matter of 
"point and click" to get him to hop all 



around the screen. So five or six 
frames could be used in a loop to create 
a lot of the hopping in your animation. 
Now that we've got our frog hopping 

for a bit, we can add a set that shows 
the frog flinging out his tongue and 
gulping down a bug. We can hit the 
button that plays the production in a 
loop, and our frog will merrily hop and 
munch bugs until we tell him to stop. 
We can make it more exciting if we 
have a set that represents a bug flying . 
This could be a very simple three or 
four frame set with the fly's wings in 
different positions to simulate flapping. 
Now we can navigate to the point in 

the film where the frog catches a bug. 
We then load the bug set, and place 
frames until we have him hovering 
above the hopping frog. As we place 
the bug track, we can watch as the 
frog 's set advances from frame to frame. 
This is truly a "What You See Is What 

You Get" animation program. 

In addition to the "point & click" 
method of placing your sets, you can 
use other use other tools that will place 
your tracks for you on predetermined 
paths. Using these Guide tools you 
can drag out a straight line or oval and 
tell the program to place any number of 
frames of the current set along that 
line. This is a big time saver. Movie
setter also supports LOTS of keyboard 
shon-cUls. Because the position of the 
mouse is used so much for positioning 
the tracks, keyboard short-cuts are need
ed to control the software with a mini
mum of mouse movement. 

So now you have your frog hopping 
and gulping .. . But wait, this isn't the 
twenties! We need sound. With Movie
Setter, you can incorporate IFF digi
tized sounds into your productions. 
Sounds are introduced into the movie as 
events, using the same requestor you 
have become familiar with when load
ing backgrounds and sets. You don't 
have as much control over a sound as 

you do with a set. You're pretty much 
restricted to playing the sound the way 
it was digitized. So unless you have a 
sound digitizer or a large library of 
sound files, you won't be using that 
much sound (If given a choice, I 
would've much rather had the ability to 
incorporate music files from "Deluxe 
Music Construction Set" or "Sonix!" 
as opposed to digitized sound). 

When your production is finished to 
your liking, it can be saved several dif
ferent ways. You can simply save the 
script as a text file. (In which you'll 

"Sounds are 
introduced into the 

movie as events, 
using the same 

requestor you have 
become familiar 

with when loading 
backgrounds and 

sets~ 

need access to all the original pieces of 
the production in order to play it 
again). Or you can save it as one en
tire file, pictures, sets, sounds and 
script all imbedded in one file that can 
be played alone by the player. 

Although the included clip art is 
good, it won't be very long until you'll 
want to make your own sets using 
your own art. The process of creating 
a set involves the making a several 
frames that when played quickly in or
der simulate motion. We have a set of 
our frog hopping and another set of 
him zapping a fly with his tongue. A 
set is made by either using the drawing 
tools supplied with the Set Editor or 
loading existing IFF brushes and pic
tures into the editor and arranging them 
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in order. The Set Editor drawing tools 
are arranged in a menu bar along the 
right hand side of the screen. These 
tools include your standard Line Tool, 
Fill Tool, Airbrush Tool and Fill Tool. 
IL seems that MovieSetter tries to fol
low the conventions placed by Deluxe
Paint whenever possible, and its supply 
of tools is adequate for making simple 
sets . 

Whenever I work with a new program 
that supports IFF, I almost always 
wind up falling back on DeluxePaint 
for the creation of the screens. The 
ease of use and familiarity of DPaint 
will usually outweigh any features of a 
built in graphics editor. I found this to 
be somewhat the case with MovieSet
ter. While MovieSetter's paint tools 
can't really compete with the variety of 
tools in DPaint, Gold Disk included 
enough tools in the Set Editor to get 
you making the simple ones, and al
lowed you to import the more complex 
backgrounds and brushes as IFF files. 
Most of the time I'd find myself stay
ing with the MovieSetter paint tools 
because of the animation tools they in
cluded. When creating cels for other 
"page-flipping" programs, I'd usually 
use Dpaint with a spare screen loaded . 
This way, I could have the previous 
frame loaded on the spare screen and 
could hit the Swap screen key to check 
the motion. Then I'd save the frame, 
move onto the next, copy the previous 
one to the spare screen, and work from 
there on the next frame . It's tedious 
work, but it gets the job done. Movie
Setter, on the other hand, loads the 
whole set onto a stack that can be shuf
fled through. By clicking on the Next 
Face button you could easily edit many 
frames in memory without going to the 
disk, and then save the whole thing as 
one set when finished. As I got used to 
the way the Set Editor in MovieSetter 
worked I found myself resorting to 
Dpaint less and less. The only thing I 

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

found lacking in the Set Editor was a 
way to easily see the previous frame 
when editing the next frame. I'd like to 
be able to lay tracing paper on a celLO 

trace the next one. Perhaps something 
like a "pencil-test" mode, that would 
show a "ghost" image of the previous 
cel would be good. Only one frame at 
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a time is shown on the screen when 
editing your set. The controls for 
frame location within a set are in a ver
tical menu bar on the left of the screen. 
This menu bar uses the familiar setup 
you would find on a VCR. One button 
will advance you one frame in your set, 
another take you the end of your set, 
and so on. Anytime during the creation 
of your set, you can hit the Play button 
and watch what the whole set looks 
like when played in quick succession. 

I did experience several problems 
when using the Set Editor. It gave me 
the most trouble when it came LO pal
ettes. Sometimes when I was grabbing 
part of the screen as a brush, the palette 
of the brush would get garbled, and the 
only way to get it back was to save the 
set and try again. I couldn't find OUL 

why it was doing this, so I can't tell 
you what to avoid doing. Sometimes 
productions that played fine for me in 
the Scene Editor would load with the 
default palette after they were saved and 
played with the player. Loading and 
saving them again worked for that 
problem ... sometimes. 

MovieSetter is definitely a very good 
package for either the novice or the ex
perl. Ils "easy to use" interface frees 
the user from the repetitive work in or
der to pay attention to the more creative 
aspects of animating. I hope I find OUL 

why my brushes and productions would 
sometimes come up with scrambled 
palettes, as I really want LO start using 
MovieSeller for those longer produc
tions I have in mind. My bet is that 
you'll soon be seeing animations done 
with MovieSetter as much as you see 
any other animation formal. 

MovieSeller $ 99.95 
Gold Disk 
P.O. Box 789 
Mississauga, ONT, Canada LSM 2C2 
(800) 387-8192 



SuperBase Pro 3.0 
Winner of the 1988 PC User Challenge 

by Steve Dock 

T
he Superbase lineup is 
growing again. Superbase 
Personal has been with us 
since 1986, when it pio

neered with ilS VCR-like interface and 
ease of use. In 1988, Superbase Pro
fessional joined the product family. 
Superbase Pro kept the same look and 
feel, but added an extensive program
ming language, a powerful forms edi
Lor, and new data validation capabili
ties (see review April 88 Amiga 
Sentry). As we all know, both Super
base products have been very success
ful in the Amiga market Il's interest
ing that identical versions were also 
successfully offered in the Atari ST 
and IBM markets using the G.E.M. 
windowing system. 

In late 1988, the creators of Super
base, Precision Software of London, 
England, opened a U.S. branch and be
gan directly marketing their own prod
ucts. Precision recently completed a re
vamping of the Superbase product 
line. There is still Superbase Personal 
for home use, but there are two ad
vanced products to choose from. Su
perbase Professional 3.0 includes all 
the features of Superbase Professional, 
and adds full featured telecommunica
tions, even more form building capa
bilities, enhancemenlS to the program
ming language, relational capabilities, 

One of the enhancernenls to version 3.0 is built·in communications support 

and file import functions. Superbase 
Personal 2.0 is based on the same 
source code as Professional 3.0, but 
leaves out the programming language 
and telecommunications. Superbase 
Professional 3.0 is the Amiga version 
of Superbase 4.0, which has been 
available for the IBM market for most 
of 1988. 

In fact Superbase 4.0 won a major 
database competition in England dur
ing June 1988. At a large computer 
show, PC User sponsored a competi
tion where a complex real-world prob-
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lem was given to teams representing 
many database produclS including Ash
Lon Tate's DBase III, and Rbase. The 
winner would be the team which devel
oped the finished application first The 
Precision team won, and garnered a lot 
of successful publicity in doing so. It 
was that kind of year for Precision. 
Superbase was in the news again when 
the International Computer Programs 
institute awarded Precision its 
"MiUion-in-One" award for selling 
$1,000,000 worth of Superbase in one 
year. Enough background, lets begin a 

( continued on next page ) 
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SBPro 3.0 (continued from previous page 

deLailed look at Superbase 3.0. SBPro 
certainly has impressive specifications; 
maximum file size of 16 million 
records, up to 999 indexes per file, up 
to 1000 fields per record, unlimited 
concurrent files open,etc. But it's more 
than specs that make successful com
mercial software. One of the most 
important aspects of a "professional" 
program is its documentation and sup
port materials. Superbase Pro comes 
packaged in a sturdy 9.5" by 8" book
shaped box which will look at home 
next to the Lotus, WordPerfect, and 
Dbase packages on your shelf. Inside 
are three separate manuals, a two-sided 
"Read Me First" sheet, a dongle, and 
three diskettes. 

Two of the manuals are identical to 
those included with the first version of 
Superbase Professional, eg; Database 
Text Editor, Forms Editor and Pro

. gramming Language. The third is a 
supplement which covers additions and 
changes to subjects covered in the first 
two. It might seem a minor quibble to 
note that the two main manuals are 
spiral bound, and that the supplement 
is stapled. Minor unless you compare 
Superbase 3.0 to its competition. 
Three ring loose-leaf manuals are the 
standard for one good reason, updating. 
Instead of reading about changes in a 
supplement and referring back to the 
original, a professional expects to re
place or insert pages in the original 
manual. This flaw is more than incon
venient, it slows down mastery of the 
new capabilities in release 3.0. Other 
than format, the manuals are well 
printed, readable, and contain illustra
tions of screens and short tutorials. The 
read-me card is an effort at providing 
quick-start instructions, but like the 
main manuals, it doesn't mention the 
word "harddrive installation" at all. 
(Fortunately no special procedures are 
needed. JUSt drag Icons to your har
disk.) Another critical piece of docu
mentation is on the Program disk . A 
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thirteen page "Read Me" file is the 
only documentation of SBPro 3.0's 
AREXX port, new cut & past capabili
ties, ability to read mouse events, and 
changes to the communication parame
ters in the just printed supplement! 
These are not minor improvements, 
but major new features which should 
not be treated in this cavalier fashion. I 
must conclude that the documentation 
is lacking in format and completeness 
when judged as a professional package. 

Precision offers additional support for 
Superbase in the form of a newsleller, 
and an on-line technical forum for reg
istered users. The on-line support is 
provided through the Official Superbase 
Information Network on People Link's 
Amiga forum. Finally, registered own
ers will receive an ID number which 
entitles them to 90 days free technical 
support via telephone. This package of 
services is comparable to those provid
ed by WordPerfect, the acknowledged 
leader in micro-computer support. Pre
cision shows its wisdom by investing 
time and $ in these activities. 

One last item before we discuss the 
program; the dongle. As most of you 
know, a dongle is a hardware copy pro
tection method which plugs into the 
second joystick porl. The version of 
Superbase Professional which you pur
chase requires use of the dongle. This 
is a decidedly unprofessional "feature." 
Anyone who is willing to pay $349 for 
professional software is not likely to 
provide copies to his/her friends. Preci
sion must agree, since you can include 
$10 with your registration form and re
ceive a de-dong led version by return 
mail. This version will be encoded 
with your registration information to 
inhibit sharing, but at least you will 
not Ii ve in fear of losing that black 
piece of plastic. 

A good way to explore the strengths 
and weaknesses of SBpro is by booting 
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the program with the Data Disk in your 
second drive. Precision has supplied a 
generous set of demonstration files to 
work with. Lets start with the 
"Tutorial" directory. It holds a set of 
banking files whic:h are used as exam
ples throughout the first manual. A 
FILE is the basic unit of SBPro, and 
file layout is one of its strengths. You 
can define a file with required fields, 
validation formulas, calculated fields, 
date and time formats, and even table 
lookups using only the mouse and 
SBPro requesters. Open the "Clients" 
file and select EDIT File from the pro
ject menu for a quick overview of the 
various data types supported by SBPro. 
Need a larger field for Lastname? Sim
ply click on the field name, then click 
on the tex t bUllon. Another requester 
will appear with gadgets to increase or 
decrease the field width, and indicate the 
case and capitalization of Lastname. 
Two mouse clicks on OK and SBPro 
will dynamically change the field width 
in existing records and for future data 
entry. This flexibility is typical of the 
program and makes the application de
velopment process much less painful 
than with other database products. 

All SBPro databases are indexed on al 
least one variable. At the end of a file 
definition process, you must indicate 
which variable(s) will be indexed. You 
can also add additional indexes at any 
time after the initial file definition. Just 
select New Index from the project menu 
and a requester will present the names 
of every field in the file. Click to high
light a field and click again to begin 
building a new index. When the disk 
stops spinning, you can use the Project 
Open Index selection to pick among the 
indexes available for your file. SBPro 
will instantly change the presentation 
order to that of the new index. The in
dex files Me stored independent of the 
actual data and contain pointers to each 
data record. Indexing is fast and easy, 

( continued on page 32 ) 
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SBPro 3.0 (continued from page 30 ) 

but limited to single levels. If you 
want to view a file by Lastname within 
Zipcode you will have to use the Query 
functions. 

Press the right mouse button and 
slide over to the "Process Query" 
menu. You will find several example 
Querys ready for examination; Select 
"Interest Accrued" and the Query re
quester will appear. This requester is 
the heart of database operations within 
the Superbase part of SBPro. By exam
ining this example you will see how 
fields are selected, totaled, and grouped 
using the Query requesters. Once again, 
Precision has placed tremendous power 
at the click of a mouse. Selections for 
the report are controlled by clicking on 
the line labelled "Filter." SBPro's filter 
presents a wide variety of boolean and 
mathematical gadgets in addition to a 
list of fields which are used to construct 
complex selection statements. This 
same approach is used to perform file 
updates, print labels, and perform mail-

. merge. Need to multiply all prices by 
125%? It's a snap with Process Up
date; want to change the status for 
those records which haven't placed an 
order in 6 or more months? Use Pro
cess Update. The power of these mouse 
and menu selections is tremendously 
practical. Many database systems re
quire programming to accomplish this 
type of task . Query's and updates can be 
saved and re-loaded for repetitive opera
tions with one serious limitation: A 
saved query will automatically oFlen the 
same file it was created with, which 
means you cannot use the same query 
report with different files! (There is a 
way around this, simply edit the query 
and change the first line which names 
the file .) 

Let'S return to the Project Open menu 
and this time open a FORM called 
"Addform." The use of FORMS 
created with the Professional FormEdi
tor program separates Superbase Pro 

32/SENTRY 

from the rest of the family. A Form is 
much more than a pretty screen. It can 
open several files displaying data from 
each, or load and run a DML program 
to present custom menus, or activate 
programmed function keys. This partic
ular demo form opens the Address file 
and uses colors , screens, and large text 
to make data entry or file browsing col
orful and interesting. Another form in 
this set is called "Clientdeps." This one 
loads and runs a DML program which 
summarizes deposits by client and date 
with appropriate subtotals. (DML is 
Data Management Language, the basic
like programming language of SBPro.) 
The DML program in this example 
was generated by the FormEditor pro
gram, which illustrates another of its 
functions; advanced reporting. The final 
form in this directory is ClientDeps. 
The screen which results from selecting 
it relates two files, clients and deposits, 
using a common field - Lastname. 
Thus, data is combined to produce in
formation, in this case a deposit histo
ry . 

Linking two or more files through a 
common variable is SBPro's approach 
LO being "relationaL" Superbase doesn't 
use the usual relational terms; normal
ize, join and table, but talk about 
"master/secondary" links. This ap
proach may not be classically relation
al, but it is functional, and again, flexi
ble. On the plus side you will not have 
to plan every possible relation and in
dex in advance of the first record entry. 
In fact, you can add a field or me to an 
application at any time without losing 
data or indexes. The downside of this 
approach to relations is in processing 
many-to-one relations. Many-LO-one re
lationships happen when several trans
actions or items need to be related to a 
master record. The previous release of 
SBPro could only do this using DML 
and reports. SBPro 3.0 can now handle 
multiple transactions through the For
mEditor. Looking at the Transac-
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tion_Demo on the data disk will illus
trate the improvements here. Many ap
plications will involve order entry and 
shipping to existing customers. Obvi
ously, there will be a client file with 
name and address. There may also be a 
file with preferred shipping informa
tion . An inventory file must be kept 
current to support an accurate order
entry system, and finally. a price file 
for products may be maintained separ
ately. It would be simple enough to 
create the individual files and enter cur
rent data into the client, inventory and 
price files. Now we need a way to link 
the client file to multiple items and 
prices for easy order entry. A good sys
tems analyst will use an existing busi
ness practice for this purpose; ego an 
invoice. Invoices contain client, stock, 
shipping and price information and 
form the basis for billing. If we select 
Project Open Form from the menu and 
highlight Invoice, just such a form will 
appear. 

This invoice is really a sophisticated 
order entry system with invoices linked 
to clients, parts linked to invoices, and 
pricing linked to parts. At the top of 
the screen are instruction; F8 to browse 
by client, F9 to browse by order, FlO 
to enter an order. Your office staff could 
keep this application active near the or
ders desk to answer client inquiries as 
well as place new orders. Press FlO and 
the order will be blanked leaving you 
with accurate Client information at the 
top. To enter a new order just fill in the 
dates and product information . A new 
invoice number is created automatical
ly, prices will be determined with rela
tional lookups, and tax , shipping and 
totals will be properly calculated. All 
this occurs without using DML, or 
programming of any kind! 

Let's take a further look at the SBPro 
FormsEditor (which resides on its own 
disk). Start FormsEditor via Work
bench and you'll soon see a blank 
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screen labelled "Umitled." Press the 
right mouse button to reveal Project, 
Page, Edit, Set, Report and Font me
nus. At this point, you could Open a 
File from the Project menu and begin 
creating a data entry, display or report 
form. Highlight "Field" on the set 
menu, then move the crosshair poi mer 
onto the page and click. A requester 
asks whether you want a box or field 
name to appear automatically. Make 
your choice and click anywhere on the 
blank page. Another requester will open 
listing al\ the fields in this particular 

use data from another file? Open that 
file and continue the process of placing 
fields. You will end up with a plain 
looking form with items from two 
files. Now you must select "Set Link" 
to establish the relationship between 
the two files. The requester that appears 
lists the fields in the current file. High
light one field to act as the master link 
and click on the Link gadget. A list of 
other open fields will appear. Click on 
one to complete the relationship. (You 
can make nonsense relationships this 
way, FormsEditor doesn't check. It's up 

CustoMel1 List 
CustoMe~ Debto~ List 
Stock Pl10duct List 

Custoner Code: 

lavoiee "WeI': 

~112 Address: 

Invoice Date: 

llQCK 

I~I4 

I~I2 

I"" 1 

17-11-88 1 

liN II PRICE SALE PR, 

11999,99 111999,99 

144,95 1 __ 144_,9_5 _ 

11449,89 

An example of an inleraclive invoice/ordering form crealed wilh the Forms Edilor 

file. Click on one and the form will be 
updated with an area containing this 
field definition. The area will be out
lined in a dotted line indicating the field 
length. 

Proceed to place as many fields as 
needed on the screen. (Y ou can select 
Move from the Edit menu to change 
the placement of any field or use the 
new Cut & Paste options to move 
whole groups of fields around.) Need to 

to the form designer to ensure that 
there are matching fields. 

You can add text using Amiga Fonts, 
create colored areas, lines, or boxes to 
enhance your form. You can even im
port IFF pictures to act as back
grounds. These features are nice and ex
tremely easy to use, but the validation 
and calculation options are more mean
ingful in a commercial environment. 
Remember that the field definition pro-
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cess lets us create calculated fields and 
limit other fields to a range of values or 
a table. FormEditor lets us do even 
more for fields on a form. Returning to 
the invoice example above, we know 
the parts which are in-stock, so we 
would want to limit any order to these 
parts. This can be accomplished by se
lecting Set Validation and clicking on 
the first Item line. The usual requester 
will appear listing all the open fields 
and operators. We could ensure that the 
field contains a positive number be
tween 200 and 300, or that it is a char
acter string beginning with E through 
K. We can even type a Lookup func
tion in the string gadget like so: 

LOOKUP 
(Stockcode.filel, Stockcode.file2) 
ELSE REQUEST "That Code Was Not 
Found" ,"Select Another" ,20, Stock
code.file2, StockDesc.file2 

Stockcode.filel is the item we typed 
in the form. The lookup function will 
check if it is a valid code in file2. If it 
not in the list of valid codes, the mes
sage in quotes will appear in a window 
followed by a validation help Dialog . 
This is a significant new feature with 
SBPro 3.0. The ",20" portion of the 
lookup tells Superbase to open a 
Record Selection requester with a list of 
the valid stockcodes and descriptions. 
The requester will be a full "Intuition" 
requester. That is, you can click over an 
item to highlight it, then click on OK 
or Cancel gadgets to take action. If you 
click on OK the proper code and de
scription will be copied to the blank 
spaces on the Invoice form. There are 
20 different help Dialogs available 
which will present anything from a list 
of current file fields, to indexes, to 
lists of forms. This is a major addition 
to SBPro which is easy to implement 
and works consistently with the rest of 
the environment. We can now execute 
DML statements or programs from any 

( continued on next page ) 

SENTRY/33 



SBPro 3.0 (continued from previous page) 

field within a form if the validation re
quester is not sufficient. If an applica
tion developer, you will be pleased to 
find that files can be defined and forms 
developed quickly and without program
ming. However, you will want to 
present a "turn-key" application to the 
user. Here is where the built in DML 
is used to link the pieces together into 
a finished application. D.ML is as close 
to AmigaBasic as you can get with 
about 50 keyword extensions to handle 
Superbase files and fields. Other impor
tant keywords let you create menus to 

The Menu statements specify the col
umn and row for the Menu text, as 
well as an Amiga Key equivalent. 
When your user selects a menu item, 
the row and column are returned in the 
variables a% and b%. It's simple then 
to go to the appropriate action or error 
trapping subroutine. All that remains 
is to make this program execute auto
matically when SBPro starts. Just 
name the program START and save it 
in the same directory as SbPro . Now 
when your user clicks on the Superbase 
Icon, the menu program takes control 

COMMS menu items set the serial 
port and modem parameters so that you 
can create a terminal program in D.ML. 
In the case of COMMS, the printed do
cumentation is less accurate than the 
ReadMe file. Amiga owners get addi
tional gadgets to support WXModem, 
chopping of files, and converting car
riage return-line feeds. It will take some 
communication programming experi
ence to make daily data transfers 
"bullet-proof," but for those applica
tions where several locations must feed 
data to a central location, this is a use-

ful addition. replace the SBPro 
menus, and control 
a set of applica
tions. The previous 
release of SBPro 
used the same 
Menu and Menu 
ON statements, but 
required a busy loop 
to wait for a selec
tion. This new re
lease adds Wait 
statements which 
don't tie up the pro
cessor in busy 
loops. The follow
ing is an example 
of the code neces
sary to create a 
menu, display it, 
and execute one of 
several actions de
pending on the re- "Cales" can be executed by clicking on the appropriate box on your form 

DML now supports 
Mouse input using a 
WAIT statement sim
ilar to those for me
nus. We can even 
tum on the VCR like 
Panel from within 
forms or DML pro
grams. My favorite 
new DML statement 
is "CALL." Using 
C ALL you can exe
cute any AmigaDos 
command or other 
program from within 
Superbase . This is 
particularly useful 
since the built-in file 
handling is weak. 
Call can also inter
face with AREXX or 

sponse: 

Menu l,l,l,"Enter Orders","O" 
Menu 2,l,l,"Add New Clients,"C" 
Menu 2,2,1 ,"Add New Products" ,"P" 
Menu 3,1 ,1 ,"Change Clients", 
Menu 3 ,2, 1 ,"Change Products" 
Menu 4,1 ,1 ,"Perform Query","Q" 
Menu 4,2,1 ,"Print Labels" ,"L" 
Menu ON a% b% 
Wait Menu 
On a% GOSUB Orders, Adds, 
Change, Print 
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and insulates him/her from the data
base. The only improvement an appli
cation developer could ask for is a 
D.ML compiler. 

DML has several other new exten
sions,including statements to make use 
of the new telecommunications feature. 
SBPro 3.0 can communicate via mo
dem with other computers and can au
tomatically exchange SuperBase files 
with Superbase running on another 
Amiga, IBM, or Atari. In fact, the 
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other programs which 
have AREXX ports. SuperBase Profes
sional opens an AREXX port named 
"SBPRO," and accepts messages direct
ed to it. If DML won't meet your 
needs, AREXX might. Precision's 
soon to be introduced product 
"SuperPlan" will also include a named 
AREXX port so the two products can 
work interactively. One other major 
enhancement must be mentioned, file 
imports. SBPro included an ASCII im
port and export feature, but the new re
lease has added direct support for Lotus, 



The best personal accounting package for the 
Amiga has just gotten better. 
Introducing PHA$AR version 
3.0. Updated to take full advan
tage of the Amiga's friendly user 
interface, PHA$AR now incor
porates more powerful analysis, 
reporting, and financial func
tions. 

PHA$AR 3.0 ... the only way 
to make sense of your personal 
finances. 

New Features: 
• Enhanced online calculator with Slevel memory 

buffer 
• Sorting by account name or number 
• Improved tax program now doubles as report 

writer 
• Custom define screen colors 
• Recall most recent transactions 
• And many more .... ... 

Dbase II and III, Logistix/SuperPlan 
and DIF. I was able to test the Lotus 
import which worked as advertised. The 
ability to move data from existing ap
plications is crucial if a developer 
hopes to convert a business to an Ami
ga/Superbase approach. 

I've only covered the major features 
and enhancements of SBPro, there are 
dozens more which make Amiga busi
ness application development a reality. 
The tools are here, the documentation 
will do , and support is available. I have 
just three concerns which need to be ad
dressed in lhe next release, documenta
tion, file requesters and performance. 
I've discussed documentation at the be
ginning of this review and feel strongly 
that a 3 ring loose-leaf approach is a 
must. I feel just as strong about the 
poor functionality of the SBPro file re
questers. There is no indication of a file 
size, creation date, protection status, 

_~"·u"'.~t"'·. h ... ; ... " ll'-'t 

,\\ ':~< 
General Features 
• 130 expense/inCome categories 
• 40 accounts (VISA. checking etc.) 
• Up to 500 transaction per month 
• ArtlfidAl intelligence parser predicts input, 

minimizes typing 
• Instant context-sensitive help function 
• Relational design integrates financial data 

Transactions 
• Create transaction macros for repetitive entries 
• Point-and-type spreadsheet-style relational 

summary table 

and worse yet, no way to move around 
in the directory structure! To change to 
a directory you must specify a full 
palh, eg: dfl : Orders, or go to the root 
level of a volume, eg: dfl:. We need an 
intelligent requester which lists vol
umes, directories, and uses gadgets to 

select Superbase Programs, Querys, 
Files, or Forms by their extension. 
(Database systems also need lhe ability 
to copy, move and delete files, and for
mat blank disks from within the pro
gram.) 

Finally, lhere is lhe issue of perfor
mance. When used on a floppy based 
system, Superbase is slow. I'm not 
talking about menu selections, or file 
layout, but record retrieval. Adding buf
fers is part of the answer, as is a faster 
DOS from Commodore. However, 
when used on a harddrive wilh files of 
several thousand records SBPro is 
slower at record retrieval lhan compara-
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Reports and Analysis 
• Analyze loan/saving plan 
• Qearly formatted printed reports include: 

-Account summaries 
-Category summaries 
-Net worth statement 
-Tax calculations 

• Sort categories in any order 
• Built in data graphing 

Tax 
• Completely integrated tax preparer and report 

generator. 

Date/Address Organizer 
• Online organizer stores up to 250 names, 

addresses and phone numbers 
• Integrated scheduler stores special occasions. 
• Event alarm feature 

PHA$AR3.0 

Available from: 

AntIc Software 
544 Second 51. A San Francisco, CA 941Q7 
(800) 234-7001 MM8Y 

ble IBM products. The industry standard 
products can be compiled for improved 
speed as well as security, this may be a 
good solution for SBPro. 

Conclusions: 
SBPro 3.0 is a capable professional 

database application system. While not 
"classically" relational, it supports vari
able relationships and a modern Query 
language. Its strengths are in file layout 
and forms design, with good support 
for Amiga graphics and sound. As we 
said in April 1988, SBPro is able to 
compete with DBase and other esta
blished products, so where are those 
payroll, inventory, trucking, etc. appli
cations?? 

Superbase Pro 3.0 $349.99 
Precision Incorporated 
8404 Sterling Street 
Irving TX 75063 
(214) 929-4888 
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Auto-Routing Highlights the Features of this New Release 

by Dave Haynie 

P
ro-Board, the "PROfessional 
pcBOARD generator," from 
Prolific Inc., is a program 
written specificall y for the 

Amiga for circuit board layout. The 
main idea behind such a program is to 
allow a circuit schematic description, 
called a netIist, to be input and worked 
into a physical circuit board layout. 
The PC board layout program should 
at the very least manage things like 
proper mechanical spacings (so the 

parts fit correctly in a finished board) 
and proper design rules (so PC board 
traces don't get too close to each other, 
which can result in defective PC 
boards or trouble during the building 
up of such a board). The more sophis
ticated PC board programs in use today 
(such as those we use at Commodore), 
offer more advanced features, such as 
the automatic routing of traces. 

What you get, and what you do 

Pro-Board comes in a rather flimsy 
box, and consists of a single Amiga 
disk and a spiral bound manual. The 

ProBoard is a powerful primed circuitlayoU/ 
program capable of producing boards up to 4 layers thick 
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floppy disk contains the Pro-Board 
program itself, a separate plotting util
ity called Plot-Board, library files for 
device footprints, a design rules file, a 
configuration file, and a special Epson 
printer driver, which claims to give 
better results under AmigaOS V 1.2 for 
Epson-type printers. There's also an 
example design on this disk. Every
thing is much like Prolific's Schemat
ic Capture program, Pro-Net, which I 
reviewed in the Sept '88 issue of the 
Sentry. Also like Pro-Net, the pro
gram works just fine on a 68020 or 
68030 based Amiga, and, memory per
mitting, does not interfere with normal 
multitasking. 

The manual has a small overview and 
introduction section, followed by a 
short explanation of each command. 
Perhaps such an organization would be 
useful for someone already familiar 
with Pro-Board, but I found it extreme
ly lacking. It's nearly impossible to 
use this manual to find out why some
thing you're trying doesn't work. The 
program's error messages are extremely 
terse, and often flashed too fast. That 
may be really what you want, since 
with any tool like this, you'll proba
bly spend much more time with it as 
an experienced user than as a novice. I 
think full and detailed explanations of 
what can go wrong, and how to use 
every little feature, belong in the man: 
ual. It could be really tempting to dis
miss this program based on the manu
al's explanation. I nearly missed 



several really important features, which 
really would have made the difference 
between success and failure in the task 
I set out to complete with Pro-Board. 

First things for me, of course, is to 
set the program up on my hard disk. 
Prolific supplies a script file for such a 
purpose, and it succeeded as far as the 
installation of the actual program. 
However, the user must set up logical 
names for the program directory (actu
ally, the directory containing the li
brary files) and the data directory (where 
your design is kept). The choice of the 
logical name is up to the user, and Pro
Board will store such names in a file it 
reads at startup time. 

The manual doesn't list any system 
requirements, though it does mention 
that if you're running from CLI, you 
should have your stack set to at least 
IS000 bytes. The program itself is 
about 367K bytes long, and it allocates 
stuff once loaded. On my system, I 
found that with the first example from 
the Pro-Board disk loaded, the program 
ate up almost 76SK, while with the 
reasonably large example I set up for 
this review loaded (only partially rout
ed), the program uses about a mega
byte, so I suspect at least 1.S megs 
would be required to get much use out 
of Pro-Board. This probably explains 
why such PC Board layout programs 
were not at available on IBM PC type 
computer for a long time, and even to
day, they have to resort to various 
kludges to actually work well on such 
machines. 

Striking out on my own 

In reviewing this program, I had to try 
and take into account it's intended audi
ence. At Commodore, we have two de
signers who do nothing but PC board 
layout, and we have several dedicated 
PC layout computers for just such pur
poses (interestingly, one of the ma-

A variety of plollers are supported for camera-ready output 

chines, a SciCards computer from 
Scientific Calculations. Inc .. is based 
on the 68020. and is probably about as 
powerful as an Amiga 2S00, though 
the display is much higher resolution). 
These dedicated machines have very so
phisticated auto routing software than 
can generally route a PC board the size 
of an A2000 or A2620 to completion 
overnight. So I wouldn't expect to use 
this program in my job at Commo
dore. and I expect it's pretty much that 
case at other large companies. Howev
er, in a smaller company. a systems 
engineer such as myself might very 
likely layout the board on his or her 
own, rather than hire an outsider to do 
it on a big system, and that's where I 
feel Pro-Board is positioned. 

With that said, I set out to try and 
push the program to it's limits. The 
first phase of any computer aided PC 
board layout is preparation of the net
list. And if you're using computers all 
the way through the design process. 
this should already have been done by 
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the time you start to actually think 
about laying out a board. While Pro
Board is designed specifically to handle 
netJists produced by Pro-Net, naturally, 
the netlist format is also the same for
mat used by our Calay computers. 
Since I just happen to have several of 
my designs available in this ASCII net
list format, I decided I'd see if Pro-Board 
was equal to one of my existing de
signs. 

My first thought was to put the 
A2620 on it, but that turned out to be 
impossible. The A2620 is a pretty 
tightly packed 4-layer design, and the 
traces are what we call "fine-line" trac
es, which means that two such traces 
can be routed between any two pads on 
the board (these fine traces are required 
because of the large Motorola chips on 
the A2620). Pro-Board only allows 
standard lines. I could still probably do 
the A2620 on a 4 or 6 layer board with 
some of the traces on inner layers, but 
alas, while Pro-Board does allow 4-layer 

( continued on next page ) 
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boards, it doesn't allow inner-layer trac
es. So I moved on to the Amiga 2000. 
The A2000 board that we did in West 
Chester is a 2-layer design using stan
dard lines. While it's quite a bit larger 
than the A2620, the PCB design is 
much less demanding. The A2000 
PCB design was done on the SciCards 
computer over the course of about 3 
weeks by an expert designer (Terry 
Fisher), before the days of good auto
routing software. Since I'm a beginner 
at PC board layout, I decided to do this 
version of the A2000 as a 4-layer 
board. This will make layout simpler, 
but an average 4-layer board costs about 
2.7183 times as much as a comparable 
2-layer board, so in a real-life situation, 
that could turn out to be an expensive 
decision (4-layer boards have better 
high-speed characteristics, too, so lay
out isn't the only reason one would go 
to a 4-layer design). I started up Pro
Board, and get a screen very much like 
the Pro-Net startup screen. All opera
tions are based around "intelligent func
tion keys," or IFK's. At the bottom of 
the screen are 10 keys, corresponding 
to the Amiga's 10 function keys, which 
list functions. Once one key is 
pressed, a new set of keys is displayed. 
The ESC key will move back up a lev
el. Since I'm quite familiar with Pro
Net, this interface was very natural to 
me. 

Anyway, I select IFK [EDIn followed 
by [NEW], and I'm prompted for a 
name for this new design. This brings 
up a design rule sheet. Here I can 
choose the number of PCB layers, the 
size of the board, and various other de
sign constraints. The maximum board 
size is determined by available memo
ry; I have enough for a 30" x 30" 
board, but knowing the A2000 board is 
somewhat smaller than 14.5" x 17," I 
enter that as the maximum board size. 
This must be done with some care, as 
there's no way to enlarge the specified 
maximum size of a board in Pro-Board. 
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While the program would read my Ca
lay netlist unmodified, I edited it 
slightly to add layer information, since 
I decided to make this a 4-layer board. 
A Pro-Net user shouldn't need to do 
any editing. The next thing to do after 
that is layout the PC board's border. 
The border's easy to draw; there's a con
stant update of absolute location on 
screen, and a relative measure available 
as well, to aid in accurate sizing of the 
circuit board. Cutouts are drawn by 
lines as well, in one design layer; cir
cular and square voids can be drawn in a 
different layer. The board outline is 
based on a grid in 0.025" steps. That's 
probably enough resolution for most 
things, and component shapes can actu
ally be designed to 0.001" rules if ne
cessary instead, though the co-ordinates 
for pads at that resolution must be en
tered numerically, rather than with the 
mouse. However, the 0.025" incre
ment was sufficient for almost every
thing I needed to layout an A2000. 

Shapes and Placement 

The next phase in the layout cycle is 
component placement. Pro-Board al
lows each component defined in the 
netlist to be represented using a generic 
form, such as SIP, DIP, and 2-pin de
vice. These will cover the vast majori
ty of parts, and it's a nice feature; some 
PC board programs require a custom 
shape for each slightly different part. 
For special parts, a shape editor is 
available within Pro-Board, though 
you'll have to leave the main editor in 
order to create a new custom shape 
(you switch editors at the top level of 
Pro-Board, and don't actually have to 
leave Pro-Board). The generic parts are 
easiest to use; to call up the 20 pin 
TIL buffer U540 on the A2000 and 
place it, I simply select the [DIP] IFK, 
then fill in the part number, number of 
pins, width (0.300" in this case), and 
the orientation, then I place it on the 
PCB. This is real easy. After I got 
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into it, though, I found the Pro-Board 
placement mechanism to be kind of 
primitive. I did a good deal of the com
ponent placement on the real A2000 
using the SciCards system. In thal 
system, you start out editing with all . 
components already matched to shapes. 
You then pick up a part with the 
mouse, move to the section of the 
board you're interested in, and place it. 
It's essentially WYSIWYG placement, 
and you can very easily rotate the part 
before placing it. Also, the wires go
ing to the part are continuously dis
played if you desire, which helps great
ly in accurate parts placement. Pro
Board's placement isn't as sophisticated. 
While it's possible to choose orienta

tion and pick the destination of the 
part, this is done without actually see
ing an outline of the part. The outline 
isn't seen until the part is actually 
placed if it's a generic part. A library 
part is a bit easier to work with; you 
stay in a positioning mode in which 
each kick of the mouse moves pin 1 
under the mouse, then hit an IFK to fix 
the part there. Better, but not all the 
way there yet. 

If the part or a group of parts are incor
rectly placed, they can be repositioned 
with the MOVE command. MOVE 
lets you draw a box around the things 
you'd like to move, and it will display 
the outline of that box to aid in posi
tioning. Unfortunately, that outline 
isn't as nice as moving the actual ob
ject, and I found that it often takes a 
few tries to get the positioning just 
right using this method. Also, to 
change the part's orientation, you have 
to go back to the [PLACE] level, delete 
the part in question, and call it back up 
with a different orientation. Finally, 
Pro-Board has the provision to allow a 
"rat's nest" view of the wires going to 
each part, but you can't see the wires 
going to even a single part until all the 
parts are placed, and this view is in a 
special level of it's own, where it really 



should be a mode thal can operated con
linuously. Switching belween PLACE 
and NEST modes is a very slow substi
lule for lhis. When il comes righl 
down lO il, Pro-Board's placement func
lions lel me do everything I wan led lO 
do wilh lhem, they're jusl nOl as nice 
as lhose I've used in tile pasl. I guess 
lhallhe $40,000 or so extra we paid for 
lhe SciCards machine aClually gOl us 
something. I will say that through 
placemenl, Pro-Board was very fast in 
all it's operations. Another really nice 
feature is that different layers of the 
board can be instantly turned on and 
off, which makes it easy LO concentrate 
on certain aspects of the board without 
all the other elements distracting lhe 
view. 

I built several CUSlom shapes for this 
example. The A2000 has a number of 
D-Type conneClors on it: D25, D23, 
and D9 types. Pro-Board comes with 
an example D25P and D25S shape, and 
using these, il was easy to make D23 
and D9 connectors. This was nice, 
since the D type connectors are one part 
that's nOl on .025" centers, so basing 
my new D's on the old ones was much 
easier lhan calculating all the co
ordinate numbers necessary to enter the 
parts in 0.001" mode. 

The next custom shape I needed for 
this example was a shape for a Fat Ag
nus chip. Fat Agnus sits in an 84 pin 
PLCC package, which is square and 
can't be represenled with the generic 
DIP or SIP primitives. Unfortunately, 
it doesn't seem that it can be generated 
in the shape edilor eilher. The shape 
editor stopS allowing pads LO be added 
after the 49th pad in a shape! Nowhere 
is lhis fact mentioned, and it's annoy
ing. You gel around lhis by building 4 
separate cuSlom shapes which, when 
bUlled LOgether, would fit the pinout of 
lhe Fat Agnus chip. As long as lhe 
separale parls are numbered consistent
ly, Pro-Board willleltilem be merged 

inlo a single logical 
parl. While this al 
leasl lels me define 
large parls like Fat 
Agnus, il would cer
tainly be lots of extra 
work lo define all lhe 
pads for any larger 
part, lhough I expecl 
you starl lo run into 
routing problems 
with any really large 
parlS. It's also possi
ble to build shapes 
with rectangular box
es, rather lhan pads, 
for surface mounting 
components. 

Routing 

~! ! 
.~ 

• • • 

The nexl step in lhe 
process is lO actually 
route the circuit trac-

A Laser-Plot generated by ProBoard 2.0 
at 300 dpi under HPGL plotter emulation 

es. What you really end up doing is 
looping belween routing and place
ment; once everything's placed, stitch
ing in some traces is the only real way 
to tell how well your placement is go
ing to work. Fortunately, it's prelly 
quick going belween ROUTE and 
PLACE modes in Pro-Board. Before 
any real work takes place, the netlisl 
and aClual placemenl of parts should be 
checked; you're asked aboul lhis auLO
matically upon leaving PLACE. 

MOSt of the errors I ran into were 
things like parts being incorrectly 
named, or parts that I forgot to place. 
As the number of placed parts gets 
larger, the checking time increases, bUl 
it's never more than 30 seconds or so. 
The ROUTE/NET level contains some 
parameters thal control the checking of 
parls against tile nellisl. 

You starl routing by lurning on 
GUIDE lines. There are basically the 
same lype of lines I'm used lO having 
on SciCards during placement; they in-
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dicate the nets in the system that ha
ven't been routed. Here, you starl off 
having a single net shown in unrouted 
form, and the idea is lhat you'll follow 
lhis one line and stitch the whole 
thing, then move on to the next one, 
and il works prelly well, LOO. A hot 
key is available LO locate the active 
guide, in case, when switching to a 
new guide line, that one's not on
screen. The guides for a large net tend 
LO go all over the place, as they're ap
parently just based on netlist order. 
This is fine LO start out with, though 
routing would be much easier if the 
guide lines adjusted their points of con
nection to follow closer to traces once 
they're down. The way it works now, 
il SlartS to gel hard to tell if the whole 
net has been routed. 

It's often more importanl lO route a 
specific area of the board firsl than in 
the ratiler arbitrary order Pro-Board will 
give you. While there's a facililY in 
Pro-Net LO add "importance" to each 
net, my netlist doesn't have that fea-
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ture. Fortunately, Pro-Net has a feature 
that lets you select a particular net by 
name as the current guide line. There's 
also an option to select as the guide 
line the first of the skipped nets, as 
well as the first of the nets in the cur
rent section. 

The actual routing process is pretty 
easy. If you're stitching in normally 
sized lines, you can lay in a trace over a 
short distance simply by clicking on 
one pad, then the next. Pro-Board will 
route between the two, avoiding any
thing in the way. This seems to work 
pretty well, and can certainly save a 
great deal of time. This routing tool is 
smart enough to connect the nearest pad 
that's already been routed on a given 
net, even if the guide indicates a pad a 
long distance away. I would expect a 
board done completely using this meth
od to look pretty chaotic, since the 
auto-placed traces try to take the short
est path between the two points, which 
usually means that they go diagonally 
across the board (vias aren't automati
cally placed). For a reasonable board to 
be routable, you'll really need to stick 
to horizontal and vertical lines, each on 
their own layer. But for short distanc
es, and highly repetitive things like 
stitching buses, it's great. 

Pro-Board can also be set to automati
cally choose top or bottom for a trace, 
depending on whether it goes horizon
tally or vertically (the choice of which 
direction goes on which layer is part of 
the design rule you specify when you 
create a new board). Even if you're not 
using this auto-layer mode, it's smart 
enough to know to switch layers when 
you place a via. Finally, wide traces 
can also be stitched; you have your 
choice of trace width, but the automatic 
routing between pads feature is disabled 
for any size of wide trace. One caution: 
Pro-Board does not enforce the netlist 
during the routing process. So it's very 
possible, if you're not careful, to con-
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nect to the wrong pins on a device. 
found that, on many occasions, some 
parts needed moving or reorientation. 
Moving is no problem; you just leave 
the ROUTE level, select MOVE, and 
go from there. The guide stays in ef
fect when you leave ROUTE. Howev
er, the only way I found to change the 
orientation of a part is to go back to 
the PLACE level, delete the part, and 
call it back up with a different orienta
tion. This takes much longer than it 
should; Pro-Board should really have 
some kind of rotate command that 
works at least as well as MOVE does. 

Printing and Plotting 

As in Pro-Net, you really want a plot
ter or equivalent for good working cop
ies of the output. Pro-Board has a sep
arate program, called Plot-Board, which 
is a really good program. It offers you 
complete control over which layers are 
plotted, the color for each layer, scal
ing, and other things. Thus, it's possi
ble to instruct Plot-Board to plot each 
layer in a different color on the same 
sheet, each layer on it's own sheet, or 
anything in-between. We use these 
kind of facilities at work, and they're 
often indispensable. Plotting can go to 
a port or to a disk file, and there are 
several plotters to choose from, includ
ing a setting for an HPGL comparable 
laser printer. I got decent output on an 
EIcon laser printer using that option 
and an HPGL to PostScript conversion 
program. There's also a similar facility 
for Preferences managed printers, 
though it doesn't support color print
ers. 

Of course, for circuit board plots, 
you're not going to get photo ready art
work from a pen plotter or laser print
er. To handle this, Plot-Board handles 
three types of Gerber-comparable photo 
plotters (most of the photo plotters out 
there only accept a subset of the Gerber 
commands). If a PC board house can't 
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plot such files on their own, you (or 
they) can find a photo house who'll do 
it for you. We often work this way, 
sending PC boards by modem to a pho
to house, who'll plot the files and pass 
them on to the board house. 

Conclusions 

Overall, I think Pro-Board is a decent 
effort, and I'd certainly recommend it to 
anyone interested in computer aided 
board design on the Amiga. The main 
thing is to be aware of it's current limi
tations. It'll do a good job on boards 
mainly consisting of DIPs and SIPs, 
though you can do PLCC, ZIP, and 
small PGA packages by using multiple 
shape definitions. I certainly hope that 
the folks at Prolific continue to im
prove this program, and Pro-Net too. 
For the moment, these are both decent 
tools for relatively small designs, 
though perhaps a bit of struggle to use 
on very large designs. 

If you're currently paying for boards to 
be done on the outside, and would rath
er instead spend a little time doing it 
yourself, you could probably pay for 
the cost of Pro-Board after your second 
board, if not your first. Depending on 
who's doing your boards, you may even 
get the board design done faster this 
way, and you certainly have more con
trol over the final outcome than if 
someone else is doing the whole thing 
from start to finish. 

ProBoard 2.0 $475. 

Prolific Inc. 
1808 W. Southgate Ave. 
Fullerton, CA 92633 
(714) 447-8792 



Turn your Amiga into a Digital Storage Oscilloscope 

by Walter Steuber 

M
ing electrical measure

ments could be an im
portant application for 

e Amiga, but the ne
cessary peripheral equipment has been 
very slow coming forth. Now Datel 
offers an inexpensive Data Acquisition 
Unit that transforms Amiga into a 
powerful tool for examining electrical 
events and collecting scientific data. It 
is a hardware/software combination 
that can be used for looking at a circuit 
the way you would use a regular oscil
loscope or, more importantly, the way 
you would use an expensive storage 
oscilloscope. The DAU is at its best 
when it is capturing a transient event, 
something that happens once and is 
gone. It makes periodic readings of 
two voltages, digitizing the readings 
and storing them in its own built-in 
memory. It then nicely displays the 
collected samples for leisurely exami
nation . 

The DAU is available for the 
AI000, but the unit I evaluated was 
built for the 500/2000. The hardware 
is contained in a sturdy metal case 
(about 4x7x2 inches) with a separate 
small plug-in power supply and a 
short cable that connects into your par
allel port. The outside of the box has 
an on/off light, a toggle to switch a dc 
blocking capacitor in or out, and input 

connectors for the two channels. In
side the box there is a board with 8 
Kbytes of memory, a few chips for the 
amplifiers and control circuitry, and a 
6-bit flash AID converter. This gives 
the DAU enough space in its built-in 
memory to hold 4000 samples in each 

gohm for all ranges. Each voltage 
sample is saved as a positive integer in 
the range 0 to 63. (The designers ex
plain in the manual that they did not 
build in an AID converter that will 
collect a bigger sample due to the sig 
nificantly higher cost.) At first , this 

The system includes a hardware inlerface with dual BNe 
connectors to support the two channel capabilities of the software 

of its two channels. Its multi-step 
controls can nominally be set to fill 
up these storage slots as fast as 
2,500,000 samples per second (in each 
channel) or so slowly that it takes 10 
hours. The input voltage range may be 
set anywhere from O-IOOmv to O-IOv, 
and the input impedance is 1.0 Me-
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seemed to me to give inadequate preci
sion, but after using it for a while, I 
saw that this sample size is fine for 
most of the measurements I would be 
making with this tool. Working with 
the Amiga has made me scornful of 
such a small amount of memory as 

( continued on next page ) 
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DA U (continued from prevwus page) 

8K, but that, too, turns out to be 
quite effective for most measure
ments. 

The software that operates Lhe 
DAU and displays Lhe data afLerit has 
been collected is fully Amigatized and 
is superbly easy and pleasant to use. 
lL presents all its controls in attractive 
graphics with pictures of butLans you 
click wiLh the mouse. The software 
comes on a self-booting disk, so you 
never see the Workbench icons. (You 
can, if you want, run it from CLI, but 
it hogs so much of Lhe processor that 
anything else you are running is visi
bly slowed down.) Upon SLartup, Lhe 
program plays some music and shows 
a picture of an electronics workbench. 
I think this is an unforLUnate choice 

because it makes it look like some 
kind of game instead of a serious tool 
for measurement lL soon comes up 
with the main screen, a graphic repre
sentation of an oscilloscope, and its 
array of controls. 

A lO-page manual clearly explains 
what each control does and how to use 
iL. This is not a fancy or verbose man
ual, but readable and factual. I used a 
typical shop oscilloscope (Hitachi 
30MHz) LO monitor signals inLO the 
DAU, and it was amusing to see how 
much alike the real oscilloscope and 
Lhe picture were. The controls on the 
Datel DAU (that is, the pictures of 
controls) were operated by clicking 
wiLh the mouse, while Lhe correspond
ing Hitachi controls had to be operated 
with human fingers, of course. Other 
than that, they worked just about the 
same. They both used the same units 
and same step-sizes for timebase and 
for amplification. Both machines had 
dual traces and had BNC sockets to 
connect the probes. 

To Lest drive Lhis exciting new add
on for the Amiga, I first set up a sim
ple signal generator. It could supply 
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The Dala Acquisition Unit's main screen closely emulales that of a high-end oscilloscope 

repetitive signals as either sine waves 
or square waves over a wide range of 
frequency and voltage. It could also 
supply single pulses whose rise and 
fall time constant could be varied from 
a microsecond La several minutes. Be
fore feeding these signals into the 
DAU, though, I found { had to replace 
one of its BNC sockets because it was 
slightly too large to accept a standard 
probe. The other socket was also too 
large, but I forced a probe on it, any
way. The first trial, one in which a 
lOOO-Hz sine wave was put into one 
channel and a square wave inLa Lhe oth
er channel, was apple pie easy for boLh 
the DAU and Lhe Hitachi. It was really 
surprising how much the Datel picture 
of an operating oscilloscope looked 
like the real Hitachi. The traces on the 
DaLeI DAU were made up of dots, rep
resenting individual samples, but there 
was a pull-down option that gave one 
Lhe option of joining them together and 
then the curves were as smooth as Lhe 
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Hitachi's analog trace. This says a Jot 
for the quality of Lhe software and the 
author's use of the Amiga's gr.aphic 
hardware. 

Stepping up the frequency was the 
next test of Lhe DAU. As sweep speeds 
and signal frequency were increased 
notch by notch, the DAU and Hitachi 
continued to look the same and tell Lhe 
same sLOry, even up to a sweep seLLing 
of 50 microseconds per div. At this set
ting, the DAU was collecting data at 
the rate of 500,000 samples per second 
and looking good. There were two 
more notches on the timebase control, 
but the DAU had reached its limiL. In 
going to Lhe next notch, its display be
came erratic, Lhe two channels began to 
affect each oLher and the square waves 
were highly distorted. From this , I 
took 500,000 samp/sec (with a signal 
frequency of about 50,OOO-Hz) to be the 
DAU's upper limit Even though 
500,000 is appreciably below its nomi-



nal upper limit, it is a Lremendous data
gathering tool. 

Recording a rapid transient event is a 
much more interesting problem to put 
to the DAU. A typical event that often 
causes trouble is key-bounce, a charac
teristic of most mechanical switches. 
During the first few hundred microsec
onds after a switch is closed, it bounces 
back open, closes again and repeats the 
bounce several more times. I set up 
DAU to measure this phenomenon by 
wiring in series a IO-volt source, a 
lO00-ohm resistor, a switch to be test
ed, and a I-mfd capacitor. The first rise 
in voltage was to trigger the sampling, 
and sampling was to continue at full 
blast, recording any erratic variations in 
voltage as the capacitor charged up. At 
500,000 samples per second, this 
would be just right for looking closely 
at 8 milliseconds of action. DAU has a 
nice trigger to do this, but I could not 
get it to work. The trigger was appar
ently inoperative on my unit. Key
bounce happens slowly enough that I 
could sometimes catch instances of it 
by manually starting the sweep at a rate 
of 12,500 samples per second and man
ually closing the switch sometime dur
ing the 0.32 second that the sampling 
was active, but I really needed an oper
ating trigger. So much for rapid tran
sient events. 

Another important capability of DAU 
is to record slow transients. It presents 
a different screen for this, a good
looking representation of a pen ploller. 
The time required for a sweep across the 
screen can be selected in the usual 
steps, with the fastest sweep taking one 
second and the slowest taking 10 hours! 
The slowest seuing on the Hitachi is 4 

seconds, so there is some overlap in the 
two machines, but the Hitachi can 
show only a moving dot, whereas the 
DAU image stays on the screen. The 
DAU is obviously far betler suited for 
looking at this kind of action. It was 

fascinating to feed miscellaneous sig
nals into DAU and see them dutifully 
plotted. With a lO-minute sweep, for 
instance, there was plenty of time to 
put a variety of signals into the DAU. 
Sine waves, slow pulses, and output 
from a hand-operated potentiometer 
were all faithfully reproduced, making 
the screen look like the paper record in 
a pen-plotter. All the operations I tried 
with this plotler simulation worked 
fine. 

Data acquired by DAU in either the 
pen-plotler mode or the oscilloscope 
mode is stored in its on-board memory. 
It can be saved at any time to a disk 
file through use of a pull-down menu 
or can be replaced by data that was pre
viously saved. Other pull-down op
tions allow you to examine the numer
ical values of individual samples or to 
plot them on still another screen. Hav
ing a wavefonn digitized and saved in 
memory this way allows one to do 
things with it that are completely be
yond the capabilities of an ordinary os
cilloscope. For instance, you might be 
looking at a signal that does not quite 
repeat itself, so the image keeps jitter
ing around. DAU has an option of cal
culating the average of several sweeps 
and then presenting a rock steady dis
play of the average. The DAU oscillo
scope face is 250 pixels wide, so that 
is the number of samples that get 
shown. (This is about equal to the 
amount of information presented on a 
regular shop oscilloscope.) But DAU 
has as many as 4000 samples in mem
ory, and is set up to make it easy to 
scroll back and forth through them all. 
Thus, you really have a trace that is 16 
scope-faces wide. With certain kinds of 
input, this is an absolutely enonnous 
advantage. 

To sum up my feelings about this 
ingenious device, I'll say that the Data 
Acquisition Unit is a beautiful gadget 
and lots of fun to play with just as it 
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is. But, in its current fonn, it is not 
reliable enough to be used as a profes
sional tool in an electronics shop or la
boratory. The software and graphics are 
so good and using it is so quick and in
tuitive that Datel should consider devel
oping a more expensive "Professional" 
version of the hardware with better 
quality components, with amplifiers 
that are more stable and with 8-bit sam
ples. 

In the meantime, I applaud Datel's in
troduction of the first useful data acqui
sition unit for the Amiga, and will con
tinue to use it productively in my 
home activities. If you have been wait
ing for oscilloscope software for your 
Amiga, you owe it to yourself to see 
this one in action. My guess is you'll 
be impressed enough to buy it right 
now! 

Data Acquisition Unit $179.99 
Datel Computers 
3450 E. Tropicana Ave 
Las Vegas, NV 89121 
(800) 782-9110 
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The Securities Analyst 
Tracie Your Stocle Portfolio Performance 

by George Graves 

T
he Securities Analyst won't 
make you rich, but with a 
modest amount of time and 
effort and considerable pa

tience , it will surely help. This pro
gram, published by Free Spirit Soft
ware, is designed for what I call the 
"casual" investor. Those millions of 
us who participate in the equities mar
kets as a serious hobby and not as a 
full-time, minute-by-minute, twenty
four hour a day occupation. (You 
probably wouldn't be reading this arti
cle if you were one of those, now 
would you?) Many of us have portfo
lios of stocks, and all of us would like 
to have more money. This program is 
an investment aid which can forward 
that goa\. 

Fealures .' 

The Securities Analyst requires a 
S12k Amiga with Workbench 1.2 or 
higher. It will run on a single floppy 
disk drive system. For ease of use a 
system with two floppy drives or a 
hard disk is recommended. The prod
uct consists of a manual, a registration 
card and two disks, a bootable program 
disk and a data disk. The package is a 
stock market analysis program. Ac
cording to the authors , it is designed 
for the "individual investor." Rather 
than charting trading ranges and vol-
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urnes on a daily basis, it is geared to 
the entry and analysis of information 
by weeks . Data is entered from the 
keyboard for each stock to be charted. 

charting is done by: Moving Average 
- A nine week moving average may be 
charted. This method smooths out the 
up and down ticks in weekly trading 

Stock performance is listed as numerical data, then ... 

HislOrical data files are developed 
which can be analyzed by a number of 
different methods over a period of 
time. There are 10 analyses available 
to the user, nine of which are depen
dent on file contents and one of which 
requires some information not captured 
in the weekly entries. Of the ten , 
eight are graphs which may be viewed 
on the screen or printed. The other 
two are character displays. Data base 
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and shows trends. Actually, two 
charts are presented by this selection, 
the first being the actual nine week 
moving average, and a second 
"oscillator" chart which shows weekly 
variance from the moving average 
line. 

Accumulation I Distribution - This 
chart shows a stocks "public interest" 
by plotting a formula based on pricing 



and volume. This sort of charting 
minimizes the effect of price swings 
based on low volume and emphasizes 
the effect of growing volumes. Again, 
two graphs are used to chart the infor
mation, one showing weekly price 
ranges, and a second showing the accu
mulation/distribution ratio. 

Relative Strength - This chart presents 
two lines, one for the selected stock, 
and one for the market indicator used. 
The market indicator is input when the 
stock data is input, thereby allowing 
the choice of any indicator you wish. 

which, in tum, indicate buy-sell-hold 
calls. 

Trailing / Stops - This analysis produc
es an annotated chart which indicates 
the immediate price trend (bullish / 
bearish) and suggests stop order points 
for buy and sell orders. This presenta
tion is simple and quick to interpret. 

Stock Chart - This is a basic tick chart 
showing high, low, and weekly close 
points in an upper chart and weekly 
volumes in a separate lower chart. 

. ,performance can be charted 

Performance - Displays a bar chart 
which indicates percentage increase/ 
decrease in the selected stock versus 
market percentage increase/decrease. 

Point and figure - Produces an extreme
ly simplified chart which displays price 
significant movements with a pattern 
of X's (indicating upward movement) 
and D's (downward movement). This 
information is used to develop patterns 

Momentum - This analysis aLLempts to 
predict turnarounds in price move
ments . Two lines are displayed, the 
moving average line and the momen
tum line. The theory behind the calcu
lation of the momentum of stock pric
es is related to physics. A ball, thrown 
into the air goes up until it begins to 
fall. If we look at the velocity of the 
ball just before it begins its descent, it 
is zero. It is moving neither up nor 
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down, it is still in the air. The stock 
theory is exactly the same. Price mo
mentum is zero just before the change 
in price trends. This analysis displays 
the momentum values by which to 
make buy and sell calls. 

The remaining two analyses are pre
sented in character format. 

They are: 

Price/Earnings Analysis - an analysis 
based on assessment of a stock s 
"glamour," current bond yields, past and 
projected compound growth in earnings, 
and its current price to earnings ratio. 
A recommendation is determined (buy/ 
selVhold) and a "true" price to earnings 
ratio is calculated, along with a "true" 
stock price. While this quick analysis 
ignores more factors than it considers, 
it can be a worthwhile tool if used with 
other information. 

Performance Analysis - related to the 
Performance chart, this analysis deter
mines the risk incurred in investing in a 
stock (the formula compares its price 
variability to market variability) , It 
also shows the maximum theoretical 
gains (or losses) in the stock, as well as 
the selected market indicator if you had 
executed the optimal orders . Actual 
gains are compared to market gains and 
the percentage of time the stock agrees 
with market trends is calculated and dis
played . 

The Securities Analyst may be con
trolled from either mouse or keyboard, 
Most commands are available from key
board short-cuts (Right Amiga-Letter), 
Data entry is exclusively via the key
board. Program functions are selected 
from six simple menu categories. First 
is the Project Menu, which either sets 
up for another stock by clearing data, or 
exits the program. The second is the 
Disk menu, which obviously, controls 

( continued on next page ) 
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The Securities Analyst (continued from previous page) 

loading or storing data to and from 
disk. Data may be stored in internal 
file format, or in ASCII character for
mat. The Operations menu allows data 
entry and edit, file name and note 
changes, and allows a list of all the data 
in a stock file to be printed or viewed 
on the screen. 

The Graphs menu allows for graphs 
to be printed, either one to a page or 
screen, or four to a page or screen. If 
the four graph option is taken, the pro
gram permits you to choose the four 
analyses to be displayed. There is also 
an option to perform a total analysis on 
a stock, in which case each of the ten 
analyses is both displayed and printed. 
The Choices menu allows selection of 
the particular analysis desired in the one 
and four-graph options. This menu is 
only available for selection after a se
lection is made from the Graphs menu. 
One final menu contains the program 
credits and the ability to select whether 
charts are produced in black and white, 
or color. 

Charts are presented very simply, 
with little or no annotation. On most 
graphs the name of the stock, the title 
of the chart, and the period being plot
ted is displayed. No information about 
price ranges, no legend and no marking 
of interesting data points is noted. As 
mentioned before, the exception to this 
is the Trailing / S tops chart. 

Performance : 

This program performs adequately 
from either floppy disk or hard drive. 
Data for each stock is stored in a separ
ate file and an icon is created for each 
data file. Data entry is straight forward 
and editing is simple. New records 
may be placed at any point in the file, 
including either before or after a partic
ular existing record. The program is 
written in True Basic (a compiled Bas
ic) which is faster than AmigaBasic, 
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but is slower than most other compiled 
languages. You will spend some time 
waiting on screens to appear, but the 
annoyance is minimal . 

The screens are simple, perhaps to the 
point of being too sparse, but those 
who like to make pencil annotations 
on the charts will appreciate that. 
Printing is somewhat of a problem, 
since all printouts are screen dumps. 
Unless preferences has been set to re
verse the image printed, printouts will 
be formated as a black background with 
white letters, exactly as appearing on 
the screen. This can be corrected by se
lecting reverse image from preferences, 
but is an annoyance to those who exe
cute from a hard disk and would rather 
not modify preferences for a particular 
program. The inclusion of a full range 
of keyboard shortcuts is a benefit to 
those who dislike switching from key
board to mouse and back. 

Documentation: 

Documentation consists of a twenty
eight page manual which includes ex
amples of the charts which are produced 
by the program, and a brief discussion 
of their meaning. Obviously, docu
mentation of this brevity is not intend
ed to be a course to stock analysis, but 
it does illustrate the concepts of the 
analysis and its application. A selected 
bibliography is included at the end of 
the manual for further study. A num
ber of examples are included on the data 
disk including A IT & Dupont. These 
are also the stocks used for illustration. 
Computer documentation is adequate 
for anyone already familiar with the 
AmigaDos operating system. Al
though basic in nature, the stock analy
sis documentation is adequate for this 
level of sophistication. Anyone pur
chasing this program should have prior 
knowledge of charting techniques or in
terest in learning more elsewhere. You 
simply cannot become a Wall Street 
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mogul from reading a thirty (or three 
hundred) page document. It is simple 
to learn to use the program. About ten 
minutes with the manual and the sam
ple data bases included and you're in 
business. 

Ease of Use: 

The Security Analyst's interface is 
simple to use. Howeve, I have the 
sense that there was little investment in 
designing a user interface with this 
product. File requesters are among the 
least useful and least attractive I have 
encountered in commercial software. I 
could not switch screens or adjust 
screen sizes with the program running. 
The program lacks the intuition fea
tures available on the Amiga which us
ers have come to expect. Perhaps these 
are limitations of True Basic, but the 
development language is one of the 
things which must be considered in 
product development. 

Data entry is simple, but data cannot 
be downloaded directly into the pro
gram, and there is no provision for con
verting ASCII files to data files. Since 
moving averages require at least nine 
weeks of information and many people 
insist on at least one year's worth of 
history, it is a major task to enter a 
new stock. The indicator, too, must be 
entered on each entry panel. This means 
that the Dow-Jones average for each 
week must be entered for each stock 
tracked, a minor, but unnecessary, an
noyance. A simpler way would be to 
have the indicator specified, and pull 
the figures from an indicator data base. 

The greatest shortcoming, I feel, is 
the limited use of Amiga graphics for 
chart annotation. Since the Amiga has 
a powerful graphic interface, it's al
most a requirement to have programs 
use this to point out interesting events 
on charts such as these. These graphs 
present a passive analysis of stock per-
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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 Ensonlq 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. 
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formance and don't implement signifi
cant information such as lines of resis
tance or support. There is no way to 
drag your mouse around an area and 
zoom in for more detailed analysis. 

Error Handling: 

A major weak point, The Securities 
Analyst does not excell at handling er
rors. IL can be prone to visits from the 
Guru when things are not done in prop
er sequence (for example if some file 
has not been loaded before charting). 
The lack of error handling makes the 
program an annoyance when it is used 
on a hard disk system with other appli
cations active. 

Support: 

Gregory M. Schueman lists his Com
puserve I.D. in the Info box in the pro
gram, but the documentation suggests 

that it is better to contact him through 
Free Spirit Software, the publisher. We 
suggest that if you purchase the pro
gram that you copy down the name and 
address of Free Spirit and keep it 
handy. You'll want to stay in touch 
with them regarding program upgrades. 

Value: 

The Securities Analyst is no doubt of 
value to those looking for a way to 
computerize their stock trend projec
tions. My main reservation towards 
The Securities Analyst has to do with 
the overall look and performance of the 
program. 

At its $79.95 list price, I expected 
more of the polish of comparably 
priced software. Instead, one gets the 
impression of a public domain software 
offering, especially in the area of the 
error handling. More effective use of 
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the graphic capabilities of the Amiga 
could have been integrated into this 
package to further increase the value. 

If you have an Amiga, no access to an 
MSrooS machine, a stock portfolio 
which you would like to track, a good 
measure of patience, and the time to do 
something the computer could do much 
faster and easier, I have no doubt that 
this program can pay for itself, given a 
little good judgement on your part. 

The Securities Analyst· 
Suggest List Price: $79.95 

Free Spirit Software 
58 Noble Street 
Kutztown, PA 19530 
(215) 683-5609 
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by Walter Steuber 

T
his is a prejudiced review in 
that I have been using the 
original Audiomaster for 
about a year now and have 

grown to love it. Other programs 
have come into favor and then faded 
away, but Peter Norman's Audiomaster 
has continued to be one of the familiar 
old friends that make up my Amiga 
system. It has always worked just 
right, so I have a strong prejudice 
against any changes in it. It wasn't 

broken, so I thought it shouldn't need 
fixing. One of the things I liked about 
the old version was its simplicity. It 
did not confuse me by trying to do a 
hundred different things, but instead 
limited itself to straightforward editing 
of sound. The sound could be a single 
note from a Sonix instrument file , a 
musical passage in an IFF file, or a 
sample from an audio digitizer. Audi
omaster displayed a big, clear oscillo
scope-like graph of whatever sound 
was being edited and made it easy to 
cut and paste sections, to make parts 
louder or softer, to change the pitch, to 
mix and flange, to insert echos, and to 

Audiomaster II offers an incredible 44,000 sampling rate in mono mode 
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modify it in a few other ways. In 
er words, it made modifying a sou 
straightforward and intuitive as it 
modify a picture with dPaint. 

the original version did and, h 
retains its high level of u 
friendliness. In many ways, it is the 
same program, with some unob 
improvements and extensions. In 
lain other ways, though, it is has 
come far more powerful and ful. 
My fear that a "new, improved" 
sion would spoil my comfort has va
nished and been replaced by a ng 
new prejudice in favor of AudlclM.l1S 
II. 

digitizer, sometimes connected 
microphone and sometimes "f>,nn,·rt,·t1 

to a tapedeck. The maximum ~"nlnlm 
rate used to be 20,000 per 
upper limit that I thought was 
posed by the Amiga hardware. 
though this sampling rate 
memory at a furious rate, it 
high enough to get really sati 
fidelity. With Audiomaster II, 
of wonders, the very same 
can handle 44,744 samples per 
The improvement in clarity of a 

net or beauty of a birdcall is 
tial, changing them from being 



satisfactory to completely delightful. 
Besides that, a sound digitized at 
20,000 samples per second loses too 
much information to study its high
frequency components. Voices, too, 
are improved by digitizing them at this 
new high rate, but not as dramatically 
as clarinets and birds. Although hu
man speech at first sounds about the 
same at these two sampling rates, into
nations and subtle characteristics be
come detectable at the higher rate. 
Commercial laser disks and CD ROMs 
get their high fidelity by digitizing at 
40,000 samples per second, and now 
the Amiga is in the same league! La
ser disks take a bigger sample, so they 
have a much bigger range between loud 
and quiet sounds, but this doesn't seem 
to be as important to fidelity as the 
sampling rate. 

Not only does the new version of Au
diomaster double the sampling rate for 
a regular AlOOO -- if your Amiga hap
pens to be operating with a 68020 pro
cessor, sampling can be taken up to the 
hitherto unheard-of rate of 55,930! I 
used a Commodore 2620 Accelerator 
Board to hear what the sounds would be 
like at this higher level. The digitizer 
properly delivered its samples and the 
Amiga accepted them ok, but the final 
results did not sound all that much dif
ferent from those recorded at 44,744. It 
was kind of disappointing not to hear a 
greater improvement, but it was hear
tening to find I did not absolutely have 
to get a 68020 processor. A person 
with more sensitive hearing surely 
would have noticed an important im
provement in going from 45 to 
60,000, but to my ears it was only 
marginally beller and not worth chang
ing my computer system. 

The selection of sampling rate in the 
first version of Audiomaster was limit
ed to two choices, low (8363) or high 
(19,886). Now you can specify any 
value from 2000 to 55,930. This addi-

A variety of effects may be applied to the sample 

tional control turns out to be highly 
useful in the preparation of sound files, 
because a user is constantly compro
mising between high fidelity on the 
one hand and keeping the file down to a 
reasonable size on the other hand. With 
one kind of sound, an acceptable sam
pling rate might tum out to be 7000, 
while some other kind might not sound 
right until you allocate four or five 
times more memory to it. Voices and 
music sampled at rates below 4000 
both sound absolutely dreadful (al
though it's fun lo play wilh them) and 
above 40,000 lhey make you proud of 
your machine. Some place in belween 
in probably the besl compromise for 
each particular case. The aClual digitiz
ing process consists of making lhou
sands of measuremenlS or samples per 
second. These measurements of a sound 
are the momenl-lo-moment values of a 
fluclualing Voltage. This need nOl 
come from a microphone. The Amiga 
could be acquiring data from a laborato
ry inslrument such as, say, a fasl
changing pressure transducer. Audio
maSler will lhen display the data in os-
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cilloscope fashion so thal a transienl 
event of short duration can be examined 
al leisure and in greal detail. Using it 
lhis way lurns the Amiga inlO a scien
lific lool lhal is considerably cheaper 
lhan the instrumenls thal are now in the 
laboratories. There are olher producls 
more specifically designed for this pur
pose, Dalel's Data Acquisilion Unil for 
inslance, bUl il is worlh no ling thal 
Audiomasler is taking information from 
lhe outside world and pULLing il inlo 
your machine in useful form. The op
lion of working in Slereo is the olher 
big eXlension added to Audiomaster 1. 
The lwo channels of a slereo sound are 
displayed simultaneously so lhal lhe 
user can edil lhem individually. (One 
enjoyable way to use this feature is to 
enter the same sound inlo each channel 
and lhen lO edil the separale channels in 
a way lhal generates slereo effects.) You 
mighl expecl thal going from monaural 
to stereo would add complicalion, but it 
lurns OUl lO be quile reasonable in Au
diomaslerII. Of course, you need a ste
reo sound syslem to take advantage of 

( continued on next page) 

SENTRY/49 



Audiomaster II (continued from previous page) 

but that is easy if you have one of the 
new stereo monitors or are already 
plugged into a home stereo sound sys
tem. Stereo sound files can be loaded 
into the display or stored on disk in 
just about the same way the early ver
sion handled single-channel sound. The 
new version will also read output from 
a stereo digitizer in a procedure that is 
almost identical to the way it reads a 
single-channel digitizer. Selling up ste
reo microphones is certainly more com
plicated than selling up a single one, 
but capturing stereo from a tape deck 
only involves a little change in -the 
cables. A price you pay for going to 
stereo is a doubling of the amount of 
memory consumed when you keep the 
same sampling rate. Since stereo sam
pling is twice the work, the maximum 

sampling rate is only half that of mo
naural recording. This presents the in
teresting choice between the higher fi
delity of a monaural product or the 
greater aural pleasure of stereo. Several 
other extensions in the new version, al
though less sweeping than high sam
pling rate and stereo, will be recognized 
by users of the original Audiomaster as 
very nice improvements. This list does 
not include all the changes, just the 
ones that especially appealed to me: 

* Sometimes, when recording a sound, 
it isn't clear when to start the sam
pling. VOX (short for Voice Activa
tion) is a menu selection that will au
tomatically start the sampling 
whenever the sound level reaches a val
ue you have requested. 

r--------------------------------~ I 
1?? QUESTION 111 

Does High Res Screen Flicker 
Bother You !!! 

Flicker Mastertm 
Works With ALL AMIGA Models 

A-SaO, A-1000 ,A-2000 
Only $17.95 sug list price I 

Greatly reduces Interlace flicker. I 
Flicker Master is a specially designed filter that I 

attaches easily to the face of your monitor 

Improves contrast in all resolutions, I 
Helps reduce eye-strain I 

10112 in . X f3 1/2 in. (26.7 cm X 34.3 em) size 

Amiga 1080 2002, and 1084 1 sony KV 1311 
Magnavox RGB 80 1 NEC Multisync and others, 

check size 

is designed to fit the following monitors. I 
Flicker Master is a great companion to your Graphics .. Video, Cad, ,I 

andl>eaktop Publishing, Software, 
such as 

Digi-Paint, Deluxe Paint II, Express Pain~~hoton Paint,Pixmate, 
Butcher 2.0, Aegis Video T1Iler, Zuma I v Text and TV Show, 

Sculpt 3D, Animate 3D, Videoscape 301 Pro Video CGI, X-Cad, 
Intro Cad, PageSetter, and Professional Page 

T.S.R. Hutchinson Co. 110 W. Arrowdale 
Houston Texas n037-3801 (713) - 448 - 6143 

l 
The above named producta are trademarks of I 

---------~~~~~~:~~:~~ ________ J 
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* Where are you in the sample? Some
times in cut & paste operations, this is 
a burning question. A little box in the 
title bar shows exactly where the cursor 
is, and you are given a choice of wheth
er it is in bytes or in seconds. 
* Displaying RAM. The original ver
sion allowed you to display chip RAM, 
but using expansion RAM made the 
data unreachable. Now AudiomasterII 
lets you look at both kinds of RAM. In 
this mode, it shows the cursor position 
in units of absolute memory location 
and it displays as much or as lillIe of 
the contents of RAM as you want. 
This feature is of no use whatever that I 
can see in making musical instruments, 
but it greatly increases the usefulness 
of the Amiga when it is being used as a 
scientific data acquisition system. 
* Printing a hardcopy of the waveform 
display can now be called up with the 
press of a button. 

I have played with several other sam
pling and editing programs that display 
a sound in oscilloscope fashion and I 
just seem to prefer Audiomaster II. 
They all perform about the same func 
tions, so it is has to be called personal 
bias, but I prefer the way Audiomaster 
displays its data, and the way the menu 
choices are presented. I am most com
fortable with it. 

In summary, I'll repeat my confes
sion of bias towards Audiomaster. 
There are many other sound editors out 
there that do a good job, but I totally 
enjoy using Audiomaster and have no 
reservations or complaints whatever 
about it. It is just right for use with 
my audio digitizer, or for editing voice 
and music files. 

Audiomaster $ 99.95 

Aegis Development 
2210 Wilshire Blvd. 
Santa Monica CA 90403 
(213) 392-9972 



Power S ound Sample Man ipulation f rom Precision 

by Waller Steuber 

P 
roSound Designer Gold is an 
audio sampling and editing 
package with three totally 
separate parts from Precision 

Inc. One item in the package is a 
piece of hardware that will digitize, in 
stereo if desired , sound signals from a 
microphone, tapedeck, radio or whatev
er. (Those who already own a digitizer 
can buy the package without this hard
ware.) Another item in the package, 
ProMidi Plus, is a four-channel midi 
sample player program. It gives you 
control over input to a midi interface, 
if you have one installed on your ma
chine. The third item in the ProSound 
package, and the one that will be re
viewed here, is called "Gold." Pro
Sound Designer Gold (from now on, 
simply ProSound) is an extensive 
piece of software that allows you to 
edit and manipulate sounds. The 
sounds may be input from either a dig
itizer or a diskfile. They may be either 
stereo or mono. They may be any 
kind of sound, but the slant of the pro
gram is toward making synthetic mu
sical instruments. 

ProSound does many of the same 
things that AudiomasterII does. In 
fact, it is head-on competition, feature
by-feature, to Audiomasterll. There 
are other programs, too, that are de
signed to generate new sounds from 

The full ProSourui setup jncludes a stereo sound djgjtjzer and an 
adapter to allow the module to be used on both the AlOOO and A500lA2000 

existing ones for use as musical in
struments, or as the sound effects in a 
game, but, to keep things simple, 
comparison will be limited to just 
these two editors. Both make good 
use of the great sound facilities of our 
Amigas. Though they do nearly the 
same things, ProSound has some addi
tional capabilities that AudiomasterII 
has omitted. Precision's approach to 
the user and the way the software oper
ates, is drastically different. The ques
tion from now on will be, "Which of 
these two sound editors will fit best 
with an individual user's personality 
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and needs?" The situation reminds me 
of two word processors, WordPerfect 
and Scribble. One is very powerful 
(but confusing) with its hundreds of 
commands, while the other is simple 
and intuitive (but unable to do certain 
things) . 

ProSound comes to life with a 
good-looking screen that contains sev
eral windows that are surrounded by a 
combined total of 45 control buttons. 
All operations are carried out by 
mouseclicks on these buttons or by 

( continued on next page ) 
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ProS ound (continued from previous page) 

keyboard entries. There are no pull
down menus! Each button is identified 
by a small symbol that you eventually 
come to recognize, but there is a period 
during which you must constantly go 
to the manual to learn what the heck it 
does. Many of the buttons have differ
ent actions depending on whether you 
click with the left or the right mouse 
button, and one particular button will 
bring in a set of eight new buttons! 
With all these options, you will be 
right if you conclude that ProSound 
can do many, many things with a 

edit a waveform point by point. (Audi
omaster also does all these marvelous 
editing functions, and in about the 
same way.) Besides that, Pro Sound 
will expand or shrink a sample, or add 
a value. As an example of how non
intuitive these buttons are, lets take the 
"Echo" function. It is called by push
ing a button that is marked by two 
overlapping rectangles. Don't click it 
with the LEFT mouse button, because 
that gives you some different function. 
Press the RIGHT mouse button and 
you get a requester that looks just like 

Allfunclions are cOn/rolled by clicking on Ihe 
appropria/e gadgel wilh eilher Ihe left or righJ mouse bUl/on 

sound sample. Audiomaster presents 
the user with a sparser, but intuitive 
panel, in which the buttons are labelled 
in a more explanatory way. 

In ProSound, editing functions that 
are initiated by clicking on buttons in
clude cut, move, merge, echo, adjust 
volume, and reverse. The editing can be 
limited to just a part of a sample by 
placing pointers, and these can be used 
to find next zero, to magnify, and to 
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the requester you get in Audiomaster 
when you click on a pull-down menu 
that says "Echo." The designers of 
ProSound clearly wanted to pack many 
functions into their system, and that is 
fine - after you learn them. 

The general subject of sound files and 
their manipulation is complicated and 
can be terribly confusing when you 
first approach it. The ProSound manual 
expects you to know a little something 
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about the subject, but it is careful not 
to use jargon terms without explanation 
and it is very good at clearly telling 
what will happen when you push one 
of those buttons. 32 pages of well
printed text (not counting the Midi sec
tion) is also used as a protection 
scheme. We all know how much of a 
nuisance it is to have to look up a pass
word in the manual before a program 
will start operating, and how little pro
tection this is against serious pirates. 
Using manual protection is especially 
dubious in the case of ProSound, be
cause its main use is with digitizer 
hardware that you buy with it. Beyond 
that, the implementation of the manual 
protection is greatly hampered by the 
layout of the manual. With its fine 
print and missing line numbers, the so
lution to a puzzle like "Type in word 5 
from line 23 on page 20" can be more 
than a nuisance. Most programs incor
porating the manual protection method 
use line numbers of a sufficiently large 
type so as to make this process as pain
less as possible to the legitimate own
er. Still, the copy protection used here 
points up again how serious the piracy 
problem is with software producers and 
reminds us users that it is in our own 
interest to keep those programming ge
niuses happy and producing. 

ProSound's biggest feature is the 
ability to juggle eight sounds at once. 
There are eight sections of memory into 
which the user may load separate sound 
samples. (Four stereo pairs, eight 
mono samples, or a combination of the 
two.) Memory sections expand and 
contract as needed, so available comput
er memory is put to its maximum use. 
By judicious clicking of controls, any 
one of the samples can be edited in any 
of the ways enumerated above. More 
exciting, though, is ProSound's capa
bility of listening to as many as four 
samples at once, and of mixing and 
combining them at will. Thus, a new-

( continued on next page) 



comer, and especially one with musical 
talent, can massage a sound sample in 
extremely complicated ways (or in 
srrange personal ways), listen to the re
sult, and either save it or dump it. Any 
of the samples may be saved to disk as 
either an IFF file or as raw data to be 
worked with later. The buttons are ar
ranged to make it easy, once you are 

. used to them, to carry out all these op
erations, and it is gratifying to see the 
speed with which they respond. The op
erations of loading and saving to file, 
especially, seem surprisingly quick. 
The management of eight samples at 
once, while requiring a prodigious 
amount of memory, gives the user 
enormous versatility and flexibility to 
create special effects. AudiomasterII, it 
must be said, does all these things, too, 
but is limited to two stereo samples at 
a time. 

ProSound and AudiomasterII both can 
operate on existing sound files; conse
quently, much creative editing and ma
nipulating can be carried out without 
using an audio digitizer at all. Still, an 
awful lot of the fun with either pro
gram comes from playing with sounds 
sampled through a digitizer. Both pro
grams will work with any of several 
brands of digitizer. ProSound asks the 
user which brand is connected and lists 
as possibilities Perfect Sound 1, Per
fect Sound 2, FutureSound, Datel PSS, 
and, of course, its own Eidersoft brand. 
(It omits StarVision, but that probably 
works ok, too.) Each of these pieces of 
hardware has its own advantages and 
limitations (but that is another article). 
Assuming the digitizer is working per
fectly, ProSound will sample a monau
ral input at any rate from 1,000 to 
28,000 samples per second. Audiomas
terIl can substantially beat that spec 
with its range of 2,000 to 44,744 in a 
standard Amiga (and even more with an 
accelerated Amiga). Stereo input is 
sampled by ProSound at a maximum 
rate of 17,000 and by AudiomasterII at 

28,000. Either program will save the 
file, if you want, as a 5-octave IFF in
strument file. 

Audiomaster some time ago made an 
advance over its predecessors when it 
recognized expansion memory, know
ing that people who work with sound 
samples have to feed their Amigas ever 
increasing amounts of memory to sat
isfy the ram requirements of sophisti
cated and sustained samples. ProSound, 
too, will recognize expansion memory, 
but only if the user breaks down and 
reads the manual to find the secret but
ton that enables it. There is some speed 
advantage to using chip memory exclu
sively, so ProSound makes that the de
fault choice. 

To sum up this listing of the simi
larities and differences between two 
great sound editors, I'd first say that 
they do almost exactly the same thing. 
ProSound has an important advantage 
with its eight sound samples in memo
ry at once and Audiomasterii has an 
important advantage of higher sam
pling rate. If you use ProSound just 
about every day, you will soon know 
the buttons by heart and their faster, 
easier use will be a big advantage. 
Contrariwise, with infrequent use, you 
will have to hunt through the manual a 
lot to remind yourself how to carry out 
an editing function. I expect, that the 
button style of operation will be a ma
jor frustration. My personal taste leads 
to writing this review with. Scribble! 
because it is plain and simple. I find 
myself leaning towards AudiomasterII 
for the same reason, but to each his 
own. 

ProSound Designer 
GOLD $159.95 

Precision Incorporated 
8404 Sterling St. 
Irving TX 75063 
(214) 929-4888 
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Software Excitement's 
Public Domain Library 

TOP 40 
The BEST Amiga Disks!!! 

I Quantity Prices I 

: $6 or $5 or $4: 
B 1 4 B 5 14 B 15 

FREE Same-Day Shipping! 
Disks work With all Amiga Systems, are 
easy to use, and include Instructions! 

Your Satisfaction Guaranteed! 
BUSINESS 

W37 Business Programs-Included are an address book, I 
an amortization program. a talking mail manager, and a 

~a1b1e~ e.;~~rproce.sor_Lots 01 leatures I 

:11 ~ ~~:::~~e~~d ~o~' baU~i~:~~'~lr S~~~~d~~:et I 
W135 Oulckbase-This is a mail manager DBase I 
Peramalt-A DBase for keeping track of people 

UTILITIES/APPLICATIONS I 
U7 Printer Drlvera- Epson LQ-800, NEC P6, Star SG-

I 10, Gemini 10-X, and C.ltoh 8510 
W90 Modem Madnessf-Terminals (SlarTerm, ATerm , Ker-

I mit) and archive utilities 
11105 Utilities-An icon maker, disk cataloguer, FKey tem-

I plate maker, and PopCli2-A new cli al the push of a 
button I 
W126 ShowPrlnt- Makes viewing picture liles easy. 
Funcl(ey-a tunction key editor 
W129 DPaln! Tutor and Hard Disk Backup I 
11130 JOBS-A more effective system/user interlace. Also I 
Floppy Drive Speedup! 
11133 Amlga DOS Helper-This makes using CLI so much I 
easier! Works from its own menu 
W134 Applications-Label maker/prinler, grocery liSl

1 maker, and AMIGazer- a star viewing program 

~~~~t~~~:n~II~~r~ln~y:?fhOen:~~;~sv~~~~~~akes it easy I 
W146 Calendar-A great personal calendar with diary I 

GRAPHICS/SOUND/ANIMATIONS 
W1 Norman Rockwell-t7 beautiful digitized paintings I 
in a self·running slideshow 
W5 DPSlIde 1- Put your DPaint or other IFF picture files I 
into a self·running slideshow 
H7 Instruments-Turn your keyboard into 25 differenll 
musical instruments! Try them all! 
W94 DllIlVlew Demo-See several great examples and I 
the dlgrtlzmg process 10 stages 
11108 Juggler Demo-See Ihe famous ray-tracing anima-I 
tion. Show this one to your friends! 
W119 mCAD -A full-Ieatured CAD package I 
W120 workBench Picture-View these greal IFF and 

r:,~~ J'=~~~r~~~~~~' ~~~i~~~:1 ulilities for desk-I 
top video enthusiasts I 
W136 Graphlcs-BorderSel useful to you if you are 
involved in desktop Publishin9, or video 
#143 Animations 11-10 great 'mini movies" with sound 
11144 Christmas Animations -10 scenes with exceptional 
graphics and sound 

GAMES 
W23 Monopoly- Enjoy great graphics and sound while 
playing three tough computer opponenls 
WV Amoeba Invadera-A better Space Invaders I 
W38 Card Games-Crazy Eighls and Hi-Low Card. 
Several arcade games make this a fun disk 
11118 Spe<:e Games-Missile Command, Asteroids game, 
and 3-D Triclops-great graphics! 
W121 Backgammon-Play against the computer 
11122 Solitaire-Two styles with color SCreens 
W123 Cribbage-It's you against Ihe computer' 
W125 3-0 Othello-Great graphics and play! 
W1V Wheel of Fortune-A great computer version lor 
multiple players. It even talks I 
11131 PacMan '87-Great sound and graphics. Adds new 
elements to PacMan. Saves Top 10 
11137 Vegas Fun-Play Blackjack or the Slots 
11139 Bull Run - Great Civil War strategy board game wilh 
impressive graphics and sound 
W142 Q-8ert-like the popular arcade version 
W148 Boulder Dash- Has severaf challenging levels 

FREE catalog with order or request 

I 
MAIL ORDERS-Please use separate sheet and include I 
phone number. Enclose check or if charging your order, I include full account number, expiration, and Signature· 1 

I No. of Disks __ xprice/disk $-_=$ ___ 1 
I Shipping (Fr&eu.s·-~~7:1~~~~~2~l~rd~i~k) $ I 
I UPS 2nd Day Air (u.s. only-add S3) $ ___ 1 
I TOTAL ENCLOSED $---1 
I SOFTWARE EXCITEMENT! I 
I "Service with Excellence" I 

P.O. Box 5069 
I ~ Central Point, OR 97502 .. I 
LIiiiiI (503) 772-6827 ' • ----------_ .. SENTRY/53 
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Unfriendly Graphic Adventure in the Darkness of the Dungeon 

By Anthony Bevivino "S tep into the world of Dun
geon Master and see fantasy 
come to life. Set in the 
depths of the mysterious 

underground. Dungeon Master puts 
you inside the most detailed dungeon 
ever created in software. Every twist 
and tum. every nook and every comer 
looks real. Everything moves and 
works! Pick up objects with the 
mouse and take them with you. Or. 

pick up the key and try it in the locked 
door. Maybe there's treasure on the 
other side. or maybe there's a hungry 
monster! Choose your companions for 
this adventure carefully. because you'll 
need strong fighters and powerful ma
gicians to survive. Their skills will be 
tested by the intricate puzzles and cun
ning traps hidden inside." 

The paragraph above is from the 
back of the Dungeon Master package. 
and it makes quite a few statements 
that are very hard to live up to. Does 
every twist and tum look real? Is this 

A detailed explanation of each character's aJtribuJes provides a 
means for making straJegic decisions on which characters to reincarnaJe -, I, f 
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the most detailed dungeon ever created 
in software? How intricate are the 
puzzles? How cunning are the traps? 
These are the questions I felt needed 
some answers. and I hoped that these 
answers would make Dungeon Master 
the game it claimed to be. 

In Dungeon Master, you are Theron, 
once the apprentice to the Grey Lord. 
the mightiest magic user in existance. 
But now you are the last hope for your 
world. The Grey Lord found the Power 
Gem hidden in the depths of his moun
tain domain. Using his magic, the 
Grey Lord tried to gain control of the 
Power Gem. but even his magic was 
not enough. The Gem split the Grey 
Lord into two beings, Librasulus. the 
restorer of Order. and Lord Chaos. the 
evil one. Lord Chaos now controls the 
mountain of your master. and his good 
half, Librasulus. is banished to Limbo 
and needs your help. While you cannot 
directly enter the mountain. you can 
guide the souls of four mighty adven
turers to complete the task. You must 
go to the Hall of Champions and give 
new life to the spirits of four of the 
twenty-four champions whose life
forces are trapped in magical mirrors 
by Lord Chaos. Choose wisely and 
perhaps you will succeed where hun
dreds of others have failed. You must 
reclaim the Firestaff and return it to 
your master so that he may use the 
Power Gem to defeat Lord Chaos and 
bring peace to the world. Your quest 
begins in the Hall of Champions. You 



must choose from among the twenty
four souls and find the four whom you 
feel will succeed. Each hero has his or 
her life force trapped in a mirror, and 
by looking into the mirror you can see 
their abilities, equipment, class, and 
level of experience. You may then ei
ther resurrect the hero as he was before 
death or reincarnate them as a new char
acter with higher natural abilities to be 
shaped as you wish. The choice is 
yours to make. 

The natural attributes the heroes 
possess are strength , dexterity, wis
dom, vitality, anti-magic, and anti-fire. 
Strength affects the striking power of 
weapons and the load the hero may car
ry. Dexterity is the coordination and 
speed of the champion and affects the 
chance of hitting with a weapon and 
dodging blows. Wisdom determines the 
spell ability and spell power. Vitality 
governs recovery from injury and resis
tance to injury. Anti-Magic is resis
tance to magic attacks and Anti-Fire is 
resistance to fire attacks. 

The four classes your hero may 
have are Fighter, Wizard, Ninja, and 
Priest. Fighters are masters of hand-to
hand combat. They use the heavier 
weapons and armor with great skill. 
Strength is needed to be a fighter. Nin
jas are masters of the thrown weapon 
and the lighter, more precise weapons. 
Dexterity is important to be a Ninja. 
Wizards and Priests are the practitioners 
of magic . Wizards have mainly offen
sive spells, while Priests heal and pro
tect. A high wisdom is critical for a 
Priest or Wizard. 

One of the best and most interest
ing features of Dungeon Master is the 
way class is used. The only way to get 
better is to do it!! Fighters get better 
by fighting, Wizards get better by cast
ing spells, etc. Because of this, you are 
not limited by what you choose in the 
beginning. If you want your Ninja to 

become a Wizard, have him try to cast 
Wizard spells, and sooner or later he 
will become good enough to be a Neo
phyte Wizard and can work his way up. 
This feature makes it poss ible to devel
op very diverse characters or very spe
cialized characters and adds a new aspect 
to overall game strategy. It was great 
to be able to develop my characters by 
the the actions I make them do and not 
by the choice of class I make in the be
ginning of the game. Another feature 

Priest spells, and some are nonsense. 
The player must experiment to find out 
which combinations give which spells. 
I found this to be a very imaginative 
and effective system. My only com
plaint is that some spells that are very 
important give no real sign of what 
they do. The spell "Weaken Non 
Material Beings" is the only thing aside 
from magical weapons that will kill 
spirit beings, but there is no real way 
to find this out unless you have a spirit 

PUNCH 

KICK 

WAR CRY 

You really do have to watch where you are walking in this game 

that impressed me, and in fact is what I 
consider a true breakthrough in adven
ture games is the magic system used in 
Dungeon Master. All magic uses 
Mana, or magical energy. However, 
mana alone is not enough. All users of 
magic need the runes to control the 
magical energy. There are four classes 
of runes: Power, Elemental Influence, 
Form, and Class/Alignment. There are 
six runes for each of the four classes of 
runes. The magic user must put togeth
er the combination spell. Some combi
nations give Wizardspells, some give 
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being that you can cast random spells 
at, and this just does not happen. There 
are a few scrolls that list spells, but 
these are too few and usually come too 
late . Aside from this, I found this mag
ic system to be one of the best I have 
played. 

When you bring up the information 
screen for your champion, you are in 
for a pleasant surprise. There is a pic
ture of your hero, and a stick figure of 
his body. To place armor on him, pick 

( continued on next page) 
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up the armor and click on his torso, to 
put on a helm, pick up a helm and 
click on his head. You can place iLems 
in the backpack, pouch or quiver. To 
eat or drink, place the food or water in 
the mouth icon and click. To examine 
an object, pick it up and click on the 
eye icon. Click on the eye icon alone 
to examine your hero's 
stats. This is a very effi
cient and realistic way to 
keep Lrack of what each 
character has. At first, I 
found it to be awkward . But 
as time went on, I realized 
that this was the best way 
yet to keep Lrack of a char
acter . and his possessions 
that I have ever used. 

I was somewhat disap
pointed with the monsters 
in Dlingeon Master. First 
of all, I did not find a lot of 
variety. I would say I en
countered less than fifteen 
types of monsters. I seemed 
to be fighting the same monsters over 
and over again. Another complaint I 
have is that there are no names for the 
monsters. The best you can say is "I 
fought this blue thing with red eyes and 
a club." It would have been nice to 
know I was fighting a Troll or a Spec
Lre or whatever, rather than just being 
able to describe the monsters appear
ance. While the monsters I fought were 
challenging, I felt that this area of the 
game was weak:. 

One area of the game I was very hap
py with. was the objects found. In 
searching the dungeon I came across all 
kinds of weapons, armor and magic 
items, and figuring out how each was 
best used is a fun part of the game. 
Which character should have the mis
sile weapon? Who should use the mag
ic staff? Who gets the chain mail? All 
of these decisions are very important to 
the game. Also, the ma.gic items were 
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well done. IL was rare that a magical 
iLem was found, but in1portam if used 
properly. Hems such as a Vorpal blade, 
Yew staff, Hom of Fear, and Mace of 
Order are hard to find and use, but 
turned out to be a great help. This was 
one are where Dungeon MasLer excelled 
over most other adventure games. The 

graphics in Dungeon Master were 
above average but not quite up to the 
quality of the Bard's Tale. There is a lot 
of detail and some good color, and the 
scenes are easy to look at for long 
hours. The game is presented from a 
"first person" viewpoint with simulated 
3D, much like the Bard's Tale games. 
This perspective can be hard to use ef
fectively, but it is done well in Dun
geon Master. All in all, Dungeon Mas
ter is not the very best in the graphics 
area, but it is a cut or two above the 
crowd. 

Like most adventure games, there is 
very little sound in Dungeon Master. 
There are thumps, swishes, explosions 
and screams, but sound is not a con
stant. H would have been nice to have 
some background music, but this can 
be overlooked. The sound that was used 
was, for the most part, very well done. 
Nothing seemed fake or shabby. One 
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thing I did like is that if you listened, 
you could hear the monsters approach
ing. There was always a Lell-tale slith
er, clink or clomp as a monster ap
proached, so you had to pay attention. 

The true test of any adventure game is 
gameplay. How long can you play the 

game and how much do 
you want to beat it. In 
this area, Dungeon MasLer 
scored well. I could play 
it for hours, and after a 
break, I always wamed to 
come back. Some of the 
puzzle rooms were a bit 
too frusLrating, but after a 
few hours the solution 
would pop imo my head. 
I really wanted to beat 
this game, and so I kept 
playing. The "Save 
Game" option was easily 
used, and made it a snap 
to take a break: and contin
ue right where you left 
off. 

The package for Dungeon Master 
may have made big claims, but in my 
opinion, the game lived up to them. 
While Dungeon Master may not be the 
absolute best adventure game available, 
it is exceptionally well done and is one 
of the best out there. It is fun to play 
and has good graphics. I feel that the 
magic system and character overview 
are the best in any adventure game to 
date, and I would like to see them used 
again in other games. I highly recom
mend Dungeon Master to all those in
terested in a high quality, challenging 
adventure game. 

Dungeon Master $ 39.95 

FTL Games 
6160 Lusk Blvd. 
SanDiego, CA 92121 
(619) 453-5711 



Wizards, Zombies, a nd a Quest for a Rightful Heir 

By Anthony Bevivino 

T
he once jeweled cities of 

. the Northern Kingdoms 
have been plunged into 
darkness. Zoras the Necro

mancer slew your father, the King, and 
thus began an unbridled reign of terror. 
Horrifying beings roam the corridors 
and courtyards of your father's castle 
where the sorcerer now practices his 
evil craft. You escaped the slaughter, 
but not the memory of that fateful day. 
Trained in the ways of the sword, you 

have vowed to avenge your fathers 
death - returning honor to the throne, 
and peace to the kingdom. 

Sword of Sodan is a new graphic ad
venture game released by Discovery 
Software which promises an epic clash 
of good and evil. A fight between a 
mighty warrior and the evil wizard. 
Sword of Sodan has eleven screens and 
a variety of challenges, from axe
wielding soldiers to zombies, to crush
ing stone blocks. You, as the child of 
the King and rightful heir to the Sword 
of Sodan, must defeat all obstacles in 
your quest to destroy Zoras, the Necro-

Sword of Sodan's strength lies in its detailed graphics and anima/ion 
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mancer. In ages past, Zoras the Nec
romancer used his magic to summon 
the spirits of the dead to conquer the 
land. An icy mist descended upon the 
land, and no fire would burn. Many 
people fell to the cold, and even more 
perished at the hands of the undead, be
cause no sword could harm their spirit 
forms. But one day, a hero came. His 
name was Sodan, and he left his only 
son in the care of peasants to take up 
the greatest sword ever made and fight 
the spirits of the dead. None could 
stand before this greatest of warriors 
and his greatest of swords, the Sword 
of Sodano Thus was Zoras defeated. 

After defeating the enemy, Sodan 
felt a great sadness. He had no idea 
what became of his son during the 
many years of the war, and so he left 
mankind and became a hermit. In the 
years to come, Sodan's son, Lordan, 
grew up and through his skill and wis
dom became King of the Northern 
Kingdoms. The years pass, and Lordan 
had two children. They were twins, a 
boy and a girl, named Brodan and Shar
dan. When the children were very 
young, the King felt the return of the 
Cold Death, and sent his children to be 
hid in the woods. This happened none 
too soon, as Zoras summoned even 
greater powers and slew the king and 
took over his castle. 

The twins were taken deep into the 
forests, and as fate would have it, came 

( continued on next page ) 
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S word of S odan (continued from previous page 

upon the hut of Sodan, their grandfa
ther. Upon hearing their story, Sodan 
vowed revenge. Since he was too old to 
fight, he taught his grandchildren all of 
his knowledge of the art of the sword. 
After many years, they grew to be mas
ters, and the time came for the Quest. 
Only one of the twins could wield the 
Sword of Sodan, and that is the first 
choice you must make on your jour
ney; select which twin you will play. 

Because Sword of Sodan is a graph
ic action-adventure, the graphics are, of 
course, the most important part of the 
game. I was very impressed by the 
look of Sword of Sodano Every aspect 
of the graphics was well done. Your 
character, whether male or female, has 
a very impressive appearance, bulging 
with muscles and ready for action. The 
enemies were also realistic. The human 
guards looked capable, but paled in 
comparison to their (literally) giant 
commander. The monsters, such as the 
zombies and jungle beasts, also looked 
deadly. I was also pleased with the 
backgrounds used. The city scenes had 
a variety of houses and storefronts, the 
jungle was filled with foliage, and the 
castle had flickering torches and shad
owy recesses. This added to the game 
by creating a more realistic and com
plete atmosphere. 

All of these graphics would be use
less unless animated well, and Sword 
of Sodan comes through again. All 
movements, either by your character or 
the monsters are very fluid and lifelike. 
The combat scenes are easy to fOllow, 
and in fact, quite bloody. So the excel
lent graphics are showcased by good 
animation, and this is quite a combina
tion. 

There is not much sound used in 
Sword of Sodan, but it is put to good 
use. The combat sounds and death 
screams, etc. are all very well done. 
Each of the sounds used adds to the 
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Magic, mayhem, cuui romance . .whaJ else do you need ? 

game without making it too difficult to 
concentrate on the action. The sounds 
are high quality, digitized, and show 
good judgement in their use. 

So far, Sword of Sodan is an excel
lent game. It excels in graphics, anima
tion, and sound. However, I found that 
it came up short in a very crucial as
pect of any game, playability. To put 
it bluntly, Sword of Sodan bored me. 
The combat scenes were very limited, 
your character can only attack in three 
ways, sword high, middle, and low . 
There is very little skill involved, as 
most enemies can be killed by waiting 
in one place and swinging continuous
ly. Also, the magic items, zappers and 
shields, were not merely help, they are 
necessary. What I mean by this is that 
the enemies that can be killed can be 
killed quite easily, and to kill the rest 
you need magic or you will die. Since 
this game is primarily sword combat, I 
feel that a lot more allention should 
have been given to this portion of the 
game. Sword of Sodan is also very 
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short. There are eleven screens, and the 
second time I played the game I got to 
screen eight. By the fourth time play
ing, I was at the end. It does not take 
very long to get through the screens, ei
ther. What I see in Sword of Sodan is a 
quality game, but without enough quan
tity. Although I was pleased with what 
was contained on the three disk set, 
there was just not enough to satisfy my 
quest for challenge. 

In summary, Sword of Sodan is an 
action-adventure game with superior 
graphics, animation, and sound. Unfor
tunately, it is too easy and too quickly 
beaten. Not enough emphasis was 
placed on combat, or any other area that 
might have required higher levels of 
skill. Maybe in Sword of Sodan II? 

Sword oj Sodan $49.95 
Discovery Software International 
163 Conduit Sl. 
Annapolis, MD 21401 
(301) 268-9877 



A Professional Level MIDI Interface 

by Tom Bucklin 

T
here are, to be certain, a 
number of great myths in 
the world, not the least of 
which is the one about the 

"computer/paperless" society. Given a 
choice of which myth I would like to 
see come true, I would immediately 
opt for a "cableless" society; one in 
which you can drag your computers all 
over the place without sling-shotting 
that mouse off the desk where it con-

tacts the floor with great enthusiasm 
(sometimes providing a free lesson in 
electronics). 

It is no coincidence that the advent of 
MIDI capable synthesizers that are mi
croprocessor based brought with them, 
you guessed it, more cables! For 
those who have been inspired by the 
recent influx of MIDI related software 
for the Amiga (editors, sequencers, 
etc .. ) and have begun to add MIDI 
equipment to their setup, the problem 
becomes quickly apparent. For exam
ple, most editors require that you have 

MIDI STARfeaJures LED status indicaJors 
for data transmission verifICa1ion and rOuJing informaJion 
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a looped MIDI data stream between the 
Amiga interface in/out and your MIDI 
device's in/out (this creates an interac
tive loop between the Amiga and the 
device for purposes of storage, retriev
al, and verification of the same). So 
far, so good. The problem arises when 
you want to record some riffs into 
your sequencer from your keyboard, 
but also want to keep the editor's lines 
intact so that you can edit and retrieve 
sounds on the fly. 

Some editors have addressed this situ
ation by providing limited chord, note, 
and glissando MIDI out signal to the 
device, but sooner or later, you're go
ing to find yourself in contention for 
you MIDI IN port of your interface. 
What usually happens (in absence of a 
better solution) is severe cable
swapping. This is particularly fun if 
you have a lot of gear and you're al
ways reaching behind something to try 
to play "pin the cable on the port." 

Out of great pity for all of us cable
swappers out there (and maybe a little 
motivation towards profit) Spirit Tech
nology has introduced a high-end MIDI 
interface for the Amiga that can solve 
your dilemma. The MIDI STAR in
terface is a two in, six out/through 
unit that provides a multitude of possi
bilities for the MIDI enthusiast. 

The first welcome sight built into 
MIDI STAR is the inclusion of MIDI 

( continued on next page) 
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MIDI STAR (continued from previous page) 

status LED's. These multi
purpose indicators give visual 
indications of MIDI data 
flow, the MIDI IN to OUT 
configuration, and OUT or 
lliROUGH status of the six 
outputs. They are dual ele
ment and glow either red, 
green, or yellow depending on 
their location and status. In 
an effort to capitalize upon 
this design, the front panel is 
sloped, allowing the status 
lights to be clearly visible 
from across the room. 

All data stream routing 
through the MIDI ports is 
controlled by means of (8) 
three-position toggle switch
es. The dual MIDI IN's are 
selectable in an either/or con
figuration (non-merging). A 
second toggle can provide a 
split mode in which the indi-
vidual MIDI [N's can be assigned to the 
first or second set of three MIDI out! 
through ports. 

The accompanying view of the rear 
panel illustrates the flexibility of MIDI 
STAR. Both the AlOOO and A500/ 
A2000 serial configurations are sup
ported and selectable by means of the 
rear-mounted toggle. The center posi
tion on this switch provides for an RS-
232 serial pass through so that you 
may operate other serial-dependent de
vices in instead of the interface without 
rerouting your cables. Since both male 
and female 25 pin connectors reside on 
the rear panel, the unused one serves as 
the pass-through in this mode. 

The interface is powered by a separate 
wall-type transformer, which brings up 
the great fact that the unit can operate 
independently from the Amiga as a 
MIDI THROUGH box. The fact that 
MIDI STAR possesses this capability 
increases the value of this device. You 
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A rear view oiM/D/ STAR showing a multitude ofp0rls 

can use the full compliment of the 
unit's capabilities in conjunction with 
the Amiga, and then use the unit for 
live performance as well. 

Testing ... 1 .. 2 
I first tested the MIDI STAR in a 

number of setup configurations and 
with a number of MIDI devices. Not 
only did it perform as expected, but the 
inclusion of so many monitoring and 
rerouting features made using the MIDI 
STAR a genuine pleasure. The unit 
performed equally well tied to either the 
AIOOO or A500/A2000 ports, as did 
the serial pass through for modem op
eration. I t should be noted, however, 
that serial port power is not passed 
through the unit. (the manual states 
that if you have an application that re
quires the serial power to pass, you 
should contact Spirit for instructions). 
Inspection of the unit after several 
hours of extended use in various modes 
showed no appreciable amount of heat 
buildup. 
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Conclusions: 
You may not need the flexibility or 

features of MIDI STAR. If you have a 
small one or two piece MIDI set up and 
do very little editing, one of the brands 
of $49.95 interfaces will probably suit 
your needs fine. MIDI STAR was con
ceived for individuals with stronger re
quirements who would place a high val
ue on the flexibility that this interface 
can offer. This unit fills a gap in the 
Amiga-MIDI connection for the avid 
MIDI user and does so with a touch of 
elegance. 

The only real problem with Spirit's 
MIDI STAR interface may be that once 
you've used it, you'll never want to use 
anything else. 

MIDI STAR INTERFACE 
Suggested List Price: $ 263.00 
Spirit Technology Corporation 
220 West 2950 South 
Salt Lake City, UT 84115 
(80l) 485-4233 



by Walter Steuber 

W
hen the Amiga was 
new and documenta
tion was scarce, the 
Compute! people were 

quick on the market with their Amiga 
PROGRAMMER'S GUIDE. Like so 
many other Amigans, I grabbed a 
copy, but had to swallow my disap
pointment at its inadequate contents. 
So, it was put it aside, but the hurt 
was not forgotten. When Wolf and 
Leavitt's book came out with a very 
similar cover and name, I automatical
ly ignored it. That was a mistake. 
This Machine Language Programming 
Guide is an important addition to our 
Amiga literature. It is a proper text
book that teaches how to program 
Amy in assembler language. 

Wolf & Leavitt do not require their 
reader to have prior knowledge of other 
programming languages or even to 
know how to use the CLI, but it is 
bound to be really tough going for 
anyone who hasn't already played 
around a fair amount with the Amiga. 
It's a difficult subject to digest unless 
you're building on earlier program
ming experience of some kind. Most 
people have already developed a pretty 
clear idea of when they are ready to un
dertake the substantial effort it re
quires. They have been doing some 
programming and have been exploring 

whatever hidden areas of Amiga they 
could get into. They have become 
aware, at least vaguely, that there are 
many more areas of the system that 
they can get into only by talking to 
the machine in its own language. Or, 
maybe, they have a program they want 
to run far, far faster while taking up 
much less space in memory. This ef
fort is directed straight at them. 

The book is 414 pages of a clear, de
tailed exposition in a lie-flat binding. 
(I wish all computer tutorials would 
lie flat while my hands are occupied at 
the keyboard; there ought to be a 
law.) It has the usual scattering of ty
pos, but they aren't too serious. 
Along with the book, a disk is offered 
that contains an assembler and several 
support files needed to write a finished 
program. The disk also contains, nat
urally, the illustrative programs that 
appear in the book. Their assembler is 
a streamlined, shortened version that is 
designed to make it as simple as possi
ble to run the tutorials and to manage 
programs that you write yourself. It is 
expected that you will later graduate to 
using a full-fledged macro assembler, 
such as Metacomco or Aztec. 

A few years ago, the typical book 
on machine language would spend 
many boring pages explaining individ
ual microprocessor directives, but this 
one makes that a minor thing, letting 
the user pick up the meanings of the 
directives mostly through seeing them 
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used in the examples. Instead, special 
features of the Amiga get the big cov
erage. Even these are not all covered, 
but instead, selected ones are explained 
in depth. It is really only an introduc
tion to the vast reaches of the Amiga, 
but it covers enough to make it easy 
to pick up the remaining topics from 
other sources. 

Competition for your attention, if 
you are about to invest a large amount 
of effort in learning machine language 
from scratch, comes mainly from Dit
trich's "Amiga Machine Language" (re
viewed in the August Sentry). The 
WolflLeavitt approach is startlingly 
different from Dittrich's, conSidering 
they ostensibly are covering the very 
same subject matter. An effort will be 
made to indicate the major differences 
between these two books, although ei
ther one will teach you the subject if 
you go to the trouble of doing the ex
ercises and sticking with it. They are 
so different, though, that if you lock 
into the procedures of one, you won't 
know what the other is talking about. 

By the way, it is a gross misuse of 
the word to call it "machine" language, 
even though everybody does so. What 
we are really talking about is 
"assembler" language. Assembler lan
guage is expressed in ASCII text and 
is addressed to a specific computer pro
gram (called an assembler). So, it 
turns out that we are not talking direct-

( continued on next page ) 
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Machine Language (continued from previous page) 

ly to the machine but are talking to a 
program that will translate our words 
as it sees fit and pass them on. There 
are many of these assembler programs 
and they unfortunately have different 
ways of translating an ASCII text. All 
the assembler programs agree to follow 
Motorola's rules for directives to the 
microprocessor, so there's no trouble 
there. The differences come in direc
tives to the assembler 
itself. Wolf/Leavill 
base their whole ap
proach on using the 
kind of directives that 
are understood by the 
Metacomco or Aztec 
assembler, while Dit
trich's discussion is 
based on the Assem
Pro assem bIer. These 
are so different that 
your choice of tutorial 
depends a lot on what 
assembler you are go
ing to be living with. 

The very first tuto
rial program starts out 
with a macro defini
tion and it makes 
heavy use of macros 
throughout its other 
programs. The au
thors have a chapter 
that beautifully ex
plains how to use ma
cros to write cleaner, 
more readable code and 
they are very persuasive in urging the 
programmer to always think macro. 
They include a file of about 40 macros 
that they use in assembler text in a 
way that makes them look a lot like 
AmigaBasic commands. They urge the 
user to compose his own macros to in
crease this parallel with AmigaBasic 
and they find something to say about 
macros on almost every page. Dit
trich, on the other hand, never men
tions the subject of macros, and As-
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semPro is not able to handle text that 
contains a macro. Subroutines and 
other programming tools can, of 
course, be used in a way that makes 
macros totally unnecessary. The differ
ence is one of programming philoso
phy, rather than necessi ty. 

Wolf & Leaviu convey a good feel
ing towards the many libraries and 

structures that make up so much of the 
Amiga system. They emphasize that 
writing assembler code consists largely 
of calling up library routines and read
ing or writing to structures, so they've 
tailored their tutorials and compiler to 
make these operations natural and easy. 

Their support files, however, cover 
only a selected portion of the whole 
system and they leave it to other sourc
es to cover the full complexity. 
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Presenting an abridged version of the 
system is certainly a good teaching ap
proach, since dumping the whole works 
on a newcomer is apt to resuiL in tachy
cardia and fibrillation. About 295 pag
es are spent discussing just four of the 
twenty-eight or so system libraries-
those associated with AmigaDOS , In
tuition, Graphics, and Floating-Point 
Math. Their discussion includes many 

fragments of code in 
addition to many 
short (but complete) 
routines. These 
amount to warm ups 
to the four major pro
grams they list at the 
end of the book. 

The real learning 
takes place when the 
reader plows line-by
line through these 98 
pages of assembler 
code and then changes 
them, here and there. 
As programmers often 
point out, you don't 
really understand a 
program until you've 
rearranged it some and 
have gotten it to do 
something different. 
The disk you can get 
with the book has 
these programs all 
written out, in case 
you are appalled at the 
thought of typing 98 

pages of code without any typing er
rors. Dittrich covers much of this same 
subject matter, also with examples and 
complete programs on an accompany
ing disk, but in a different order, with 
much more emphasis on hardware, and 
in a different programming style. I rec
ommend going to a bookstore and 
browsing both books to see which one 
you want to spend many, many hours 
with. Each book, surprisingly enough, 
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has a substantial amount of informa
tion the other doesn't have, so you 
wouldn't go wrong getting both . 

Writing assembler code pushes one 
closer to the hardware of the machine. 
Or conversely, if you want to get closer 
to the hardware and do things like ac
quire data through digitizers, you are 
pushed towards assembler. Writing in 
assembler also raises questions in your 
mind about where the resulting ma
chine code is located and what it looks 
like. When a program does not behave 
as expected, you want to trace through 
it and find where it goes wrong. Wolf 
& Leavitt don't spend time on any of 
these subjects, but Dittrich, using As-
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semPro, caters to them. Wolf & Lea
vitt, on the other hand, somehow con
vey a better feeling for the software as
pects of the awesome Amiga. 

In summary, I'd say the comprehen
sive book that makes it simple to learn 
Amiga assembler programming hasn't 
been written yet, but Compute!'s Ami
ga Machine Language Programming 
Guide comes as close as we can reason
ably expect. Wolf & Leavitt present 
careful, detailed (one could say verbose) 
explanations of the difficult areas and 
have good program fragments to illus
trate them. In comparison with Dit
trich, I prefer their writing style and the 
way they teach . At the same time, I 
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very much like the way Dittrich dis
cusses hardware registers and the way 
AssemPro displays what is going on in 
a program. It looks like there is room 
for a new offering that combines the 
best of each of these current approach
es. 

Amiga Machine Language 
Programming Guide $ 19.95 

Compute! Books 
P.O. Box 5038 
New York, NY. 10150 
(2 I 2) 887 -8525 
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.----AMIGA 500 USERS!-~ 
NOW GET A2000 POWER!! 

IMPACT 

THE WORLD'S FIRST 
AUTOBOOTING HARD DISK 
FOR THE AMIGA 500 

A500 - HO/RAM SUBSYSTEM A2000 
USERS! offers everything any A500 owner has ever 

dreamed of - in one compact, easy-to
install, add-on subsystem; pr.ovides 
the same high performance as our 
top-of-the-line A2000 controller 
IMPACPM A500 - HD/20 

A500- HD/30 
A500 - HD/400 
A500- HD/45 
ASOO - HD/SOO 

Available with a built-in 
20,30, 40, 45 or 80 
Mega Byte Hard Drive 
and an optional 2MB 
plug-in FAST 

',: ::: : .: ', ':':' 

. ::.: :':: :':::::::':" 

" ': " 

sed!: 
, .... xw, .... , THE MOST 

POWERFUL HARD DISK 
SOLUTION FOR 

YOUR A2000! 
IMPACPM A2000 - Hard Card 30 

A2000 - Hard Card 45 
A2000 - Hard Card 400 
A2000 - Hard Card 800 
A2000 - Hard Card 100 

The GVP IMPACT-He series of "Hard-Cards· forthe Amiga 2000 matched with the 
3.5" Quantum ProDrive hard disk drives, provide turbo performance and unbeatable 
value at list prices as low as $1 B.OO per Mega Byte! The Quantum ProDrives pro
vide average access times as low as 11 ms with their built-in 64KB read-ahead cache 
and offer a MTBF of 50.000 hours which is almost twice the industry average. 

.. ,.:.,:" : " 

: : .::" , .:: :,::., 

. :.,:: :.,: ' 

GREAT VALLEY PRODUCTS INC. 
PLANK AVENUE, PAOLI, PA 19301 TEL (215) 889-9411 FAX (215) 889-9416 
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Hole-In-One Miniature Golf combines digitized sound, 
quality graphic; and superior pl.ay.IDility with realistic ball play 
to give you the best miniature golf game made! 

Utilizing the mouse (point and click) interlace, DigiTek 
Software has created a game that will challenge adults yet is 
so simple to play that children can playas 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 really 

Amlga versions shown here. 

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
DigiTek Software! 

~DigiTek 
~SOftware 

104 West Seneca, Suite 4 
Tampa, Florida 33612 

(813) 933-8023 
(Programmers wanted - write us!) 



1. 2. 

3. Simply the Best. 
The all new Digi-View Gold is the best video digitizer for 

the Amiga. Period. Nothing else even comes close. Why? 
The secret is that Digi-View Gold captures 2.1 million colors 
in memory, giving you an incredible 100,000 apparent 
colors on screen simultaneously. 

And it's easy to use. Just focus your video camera 
on any object or picture, and in seconds Digi-View Gold 
turns it into Amiga graphics that glow with vibrant color 
and clarity. Whether you are creating graphics for desktop 
publishing, presentations, video, or just for fun, Digi-View 
Gold gives you dazzling images with amazing simplicity. 

Digi-View Gold is designed specifically for the Amiga 
500 and 2000, and plugs directly into the parallel port. 
Digi-View Gold's powerful image capture and manipulation 
software (version 3.0) now has complete control of color 
and sharpness, full overscan, extra halfbrite, and a special 
line art mode for desktop publishing. 

6Aequires standard gender changer tor use with Amiga 1000. Video camera required ; not 
.included. NewTek sells a video camera. copy sland. and,lhe Digi·Droid aulomaled l iller wheel 
lor Digi-View GoId.ll,your local relailer doesn'l carry Ihese producls , call us aI913-354-1146, 
Digi-View Gold is a Irademark 01 NewTek. Inc. Amiga is a trademark 01 Commodore-Amiga. Inc. 
Be seeing you I! 

Only Digi-View Gold: 
• Can digitize in all Amiga resolution modes from 320x200 

up to 768x480 (full hi-res overscan) 
• Uses 2 to 4096 colors (including extra halfbrite) 
• Uses exclusive Enhanced HAM for super fine detail 
• Is 100% IFF compatible and works with any graphics 

software 
• Can digitize 21 bits per pixel (2.1 million colors) for the 

highest quality images possible 
• Has advanced dithering routines that give an apparent 

100,000 colors on screen simultaneously 
• Has powerful Image processing controls for complete IFF 

picture manipulation 

If you want the highest quality graphics for your Amiga, 
as easy as 1 , 2, 3; then you need the new version of the 
best selling video digitizer of all time: Digi-View Gold. 

Only $199.95 
Ofgi-View Gold is available now 
at your local Amiga dealer. 
Or call 1-800-843-8934 
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