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, Build an expert system application with the MAGELLAN™
artificial intelligence expert system building tool and
win a MONITERM Viking I high resolution
monitor for your AMIGA.

Imagine the possibilities: the power of the AMIGA
coupled with the flexibility of MAGELLAN!

Categories for the First Annual MAGELLAN Application
Contest are:

Most Productive Application
Business or Diagnostic systems, decision assistance tools for
financial investment, production control systems, or inventory
management systems.

Most Creative Application.
Music or Animation systems, or innovative approaches to
traditional expert systems.

Most Bizarre Application.
Let your imagination run wild!

3 Grand Prize Winners will receive:
A Moniterm Monitor
A MAGELLAN Developer Package
Retail Value $3000.

2 Runners-Up in each category will receive: :
MAGELLAN Developer Package |
Retail Value $1000. ,

All finalists will also receive 2 MAGELLAN designer
sweatshirt.

All entries must be received by Emerald Intelligence by June 1, 1989. Contest void
where prohibited. Contest Winners will be announced at Ami-Expo Chicago in July
1989. All entries become the exclusive property of Emerald Intelligence Inc., and
cannot be returned. Winning entries may be used in a promotional campaign and
any entry may be included in promotional materials or application manuals. For
a complete set of rules and an entry form, send a self addressed stamped
envelope to MAGELLAN Contest Rules, c/o Emerald Intelligence.

.‘_

Intelhgence | 3915-A1 Reseaich Park Drwe Ann Asbor, Mlchrgan U s A 48108, (313)663 8757

s MAGELLAN isa trademark of Emerald Inrelhgence Inc. AMIGA is a regmerecf trademark of Commodore Amrga Inc Moniterm is a trademark of Momterm Corporauon
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ARSI

DESIGNER

Lights! Camera!.Action! links pictures,

animations and sound together for the

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

AECI®$ GRAPHICS INMOTION

For information on the dealer nearest you, call 1.800-345-9871 or 213-392-9972.
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On Point

Notes from Editor, Tom Bucklin

The second Ami-Expo in New York was held a few weeks
ago. It had been some time since many of the participants were
back in New York (October 1987, to be exact). As is usual in
these kinds of events, participants come from all over the
country, and in some cases, very rural communities. Watching
the folks from these areas react to New York was arguably one
of the best sights in NYC.

The hotel was located right smack in the middle of the theater
district, and the full compliment of New York's fringe
populated the streets. Where else in the world could you find
streets full of people who are willing to let you in on how to
buy a $25 GUCCI watch (or anything else you might need, for
that matter). There were also free concerts in the park....well,
er, it was sort of a park. Actually, it was a place where you
park your car and the band was dressed in street cloths playing
inverted drywall compound buckets at about 1:00 A.M. (The
city that never sleeps, right?)

I have been a part of every Ami-Expo since the beginning,
and I'm here to tell you that there is nothing like New York. It
goes beyond the fact that there was a record turnout. New York
is New York, and it is a great place to visit. The only problem
is, unlike the song, what I was interested in doing after the
weekend is sleeping in the city that never wakes...

Enjoy the issue...
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Protecting your valuable hard disk files is easier and faster than ever before!

The FASTEST Hard Disk Backup Utility!

Backup to or restore from:
v’ Floppy Disks v Streaming tape (AmigaD0S-compatible)
v’ CLtd’s Konica 10.7MB high-density floppy drive

v Inner-Connection's Bernoulli drive

v/ ANY AmigaDOS-compatible devise

v Fastbackup - 20MBin 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 « Provides FULL/Subdirectory/Individual file backup/restore
v Includes or excludes files by name (with wild cards), file date, or archive bit v Calculates the number of floppies you'li need
before you start v Handles files of unlimited length, unlimited subdirectories and unlimited files per subdirectory
v Automatically formats diskettes with no delay as it writes o Sequentially numbers and date/time stamps backup diskettes
v Checks the sequence number and date/time stamp of each diskette before restoring files from it o Restores original date/
time stamp, file notes, and protection bits on both files and subdirectories o Runs with Workbench or CLI  Produces
backup/restore report to disk or printer o Beeps for floppy change v/ Accepts CLI parameters and batch command files
v Detects bad disks during backup or restore o Convenient/user friendly error recovery v Multitasking v Runsin 512K

v No copy protection v Works with all AmigaDQS compatible hard disk drives,

Only $69.95

DISK DISK

y

Convert C64/C128 Files to the Amiga!

DISK-2-DISK™ makes it easy and convenient to transfer
(64/C128 files to and from the Amiga! DISK-2-DISK programs
the Amiga model 1020 external 5.25" disk drive to read and write
1541/4040 and 1570/1571 disk formats including 1541 “flippies”.

v Converts Commodore/PET ASCII to AmigaDOS standard ASCII and vice
versa ¢ Transfers word processing text files (such as PaperClip,
SpeedScript and Pocket Writer) to and from the Amiga for use with popular
Amigaword processors v Includes 3 pubtic domain programs for convert-
ing C64 Koala, PrintShop and Doodle files to IFF format + Finds and flags
dialect 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 block of a 1541/1571 diskette to detect diskette errors).

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

Only $48.95
Plus $3.00 shipping and handling
CA residents add 6% sales tax.

Plus $3.00 shipping and handling, CA residents ass 6% sales tax.

D0S-2-DOS transfers MS-DOS and
Atari ST files to and from AmigaDO0S!

D0S-2-D0S 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 weli as 3.5-inch 720KB
MS-DOS diskettes v Reads/Writes 3.5-inch Atari ST diskettes (GEM
format) o Reads a variety of 5.25-inch MS-DOS floppy formats via the
CLTD Konica high-density floppy drive v/ Converts ASCII file line-ending
characters and provides Wordstar compatibility ¢ Supports full directory
path names, with wild cards in the file names v Allows selection of MS-DOS
and AmigaDO0S 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/reptace options
v Provides TYPE and DELETE commands « Permits renaming of files
where file name restrictions occur o Remains resident to permit Amiga-
DOS disk swapping.
Only $55.00
Plus $3.00 shipping and handling
CA residents add 6% sales tax

entral Coast Software .

268 Bowie Drive, Los 0sos, CA 93402 » Telephone: 805 / 528-4906 » FAX: 805 / 528-3138

DEALER INOUIRES WELCOME




Show Report:

12,000 Amiga Fans Pack the New York Marriot Marquis

he hottest tickets in New

York during the weekend of

March 3rd were; Phantom

of the Opera, Joan Jett, and
AmiExpo. Almost 12,000 fans attend-
ed the three-day all Amiga variety
show. This AmiExpo wasn't on Broad-
way, but the Mariott Marquis is as
"uptown” as you can get without a vis-
it from Leona Helmsley. We'll try to
describe the show for those of you
who couldn't reserve a good seat.

The first AmiExpo was held in New
York back in October 1987. There
were three more in the following
twelve months, making this the fifth
staging. The playbill stays pretty much
the same, but the most recent show
featured a few changes. For most at-
tendees, the exhibit floor with more
than 60 Amiga developers is the main
attraction. The latest in hardware, soft-
ware, services, and magazines is sure
to draw the last dollar from any Amiga
enthusiast. Every AmiExpo has also
featured seminars during which the au-
dience can learn from, question and
even heckle the "experts" in various
Amiga arts. During the past three
events these seminars were an extra-
cost item, but AmiExpo management
wisely removed the $5 and $10 fees.
The seminar panels and presenters do
their best to be informative, but the ex-
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periences are not uniformly worth the
fees previously charged.

The "third act" of the AmiExpo was
developed more recently. Master
Classes, are intensive three-hour ses-
sions limited to 25 students. These are
conducted by acknowledged “experts”
who are also good teachers in areas
ranging from Video to C. For a fee of
$50, you could have a front row seat
with Jim Sachs in "the Art of the Ami-
ga," Eric Lavitsky in the "Amiga in C"
or Steve Segal staring in "Amiga An
in Motion." Master classes are a popu-
lar feature and are sure to be sold out
in Chicago this comming July.

One other aspect of the show worth
noting is the Amiga Artists Theatre.
This event has been growing with
each AmiExpo and reached new
heights at the Marriott. AmiExpo
sponsored a professionally judged Art
and Video contest with the work of all
entrants on display. The seventh floor
ballroom was an appropriate stage for
the many new works in 2D, 3D, Digi-
tized, and Animated categories. The
winners were announced at a special
ceremony Friday evening. Prizes were
donated by Amiga developers and
ranged from accelerator boards, to di-
gitizers, to harddrives.

One of the most awaited software
packages in Amiga history,
Pagestream from Softlogik, was both
on display and shipping. As Sentry
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readers know from last month's issue,
this is a breakthrough product which is
well worth the wait. Deron Kazmaier,
persevered through the dog-days of
development to bring scalable fonts,
high-quality dot matrix output, and
many new professional desktop fea-
tures to the Amiga.

Other new productivity software in-
cluded, ProFonts from New Horizons.
The makers of ProWrite have devel-
oped two sets of fonts which are spe-
cially created to give excepuonal re-
sults on dot-matrix printers. Gramma
Software was promoting NagPlus, the
unique calendar system which features
voice and sound reminders. If you are
the type who needs to be told what's
on your schedule, check this out. Eme-
rald Intelligence previewed the next
release of Magellan, and an Interface
Toolkit which will soon bring expand-
ed power to Amiga expert systems.

Micro Systems Software was proud
to finally demonstrate the Works. This
all-in-one package offers an integrated
word processor, spreadsheet, tele-
comm program, and database. You be-
gin or switch to any of the four pro-
grams from one common menu, and
use clipboard based cut and paste op-
erations to transfer data between them.
You might expect that these would be
scaled down versions of Scribble, An-
alyze, Online, and Organize but you'd
be wrong. Each product has been en-
hanced with features and efficiencies.



The Works word processor now has
over 104,000 words in its spell checker
and adds a 400,000 word thesaurus,
and the new version of Analyze in-
cludes a built-in sideways printing util-
1ty.

Across the way, Brown-Waugh was
demoing their soon to be released Pen
Pal. Promoted as a "third-generation”
word processor it could be called "son
of Softwood Write&File." Pen Pal in-
cludes a built-in database, 100,000
word spell checker, multiple fonts with
intelligent font requestor, and exten-
sive graphic functions. Special features
include support of a full 4096 color
pallete for each graphic, structurcd box
and line drawing tools, and text {low
around graphics. Perhaps the most im-
portant “"advance” is support for the
built-in NLQ fonts of many printers.
We hope that Pen Pal meets its
planned shipping date.

Although GoldDisk was not on the
exhibit floor, representatives provided
information on a flock of new produc-
tivity products including Transcript, a
new word processor which retains the
style settings when exporling text Lo
Professional Page and a 300 DPI Black
and White scanner, which is scheduled
for release as you read this. GoldDisk
and ASDG have teamed up to develop
a breakthrough product in color scan-
ning. You may remember that ASDG
developed powerful software o inter-
face Sharp JX color scanners to the
Amiga. Now called ScanlLab, this
product uses ASDG's Twin-X expan-
sion card to create a professional color
scanning  workstation  for  under
$10,000. The latest addition, ASDG-
Resep, works in conjunction with Pro-
Page V1.2 (not yet released) to pro-
duce full 24 bit-plane color separations
of scanned graphics. Whal this means
is that you can scan a color image and
compose a document using ProPage
and a 4096 color HAM image on

K

screen. Then use Resep to substitute a
16 million color version of the same
image during the Postscripl scparation
process. Scanlab saves both versions of
the scan so that this magic can lake
place. ASDG also introduced its Dual
Serial Board. This combination of
hardware and softwarc adds two 9 pin
serial connectors with a single A2000
expansion board. Now you can use up
to three serial devices simultancously!
(The built-in serial port remains ac-
tive.) Thosc who operatc bulletin-
boards, use digitizing tablets, and scri-
al printers will greet this news with ap-
plause.

Another developer was showing an
A2000 serial port expansion product.
Amigo Business Computers 1s devel-
oping ComPorts which can support up
to 8 serial channels on each board, up
to 5 boards per computer for a total of
40 additional senal ports. ComPorts
was being shown with a new bulletin
board package, MulitBoard from Inter-
core Development Systems. This com-
bination offers the ultimate in multi-
user multitasking telccommunications.
MulitBoard supports multiple file
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transfer protocols, CB simulation, and
up to 32 uscrs online. This Amigo card
is not as pricey as the ASDG version,
and gives you more serial ports.

There were many other hardware de-
vclopers represented at the Marrioll.
Perhaps the most visible was GVP with
four booths and crowds aplenty.
AmiExpo was the first public showing
of the new GVP removable media
products, including the 44 MB Syquest
Harddrive and Bemnouli boxes. These
arc the only autobooting removable
media products for the Amiga. In addi-
tion to their well-known Impact hard-
drives and memory cards, GVP intro-
duced a surprise. A new 68030
accelerator card was running using a 20
MHZ chip and running at 20 MHZ!
Till now the fastest any Amiga acceler-
ator could run was twice the system
clock speed or 14.2 MHZ. A new tech-
nology was developed to run asynchro-
nously from the system clock and pro-
duce the fastest Amiga ever.

Spirit Technology showed-off their

new Midi-Star (see February 89 Sen-
( continued on next page )
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Ami'Expo NY ’89 ( continued from previous page )

try) and memory expansion products
for all Amigas. Comspec, too, produc-
es products for all models of Amiga's.
Their new SCSI interface also supports
Bemouli devices. Removable media
are a good choice for project oriented
users, especially animators.

The MiniMegs from M..A.S.T. is an
external RAM expansion for the A500
which uses 256 by 4 bit "zip” packaged
chips to provide up to 2 megabytes of
fast ram. The tiny 3" by 5" inch pack-
age attaches to the
expansion bus of
any 500. Progres-
sive Peripherals in- |
troduced a new [

harddrive. The
Vault interface uses
a unique cable

3D glasses. Opticks is a full featured
ray-tracing package which adds the
unique capability of moving images to
an IBM based Targa system, and its
1000 by 1000, million+ color palette
(See review this issue).

Progressive Peripherals announced a
new development in their Framegrab-
ber product line. Framegrabber 256
captures 256 shade images in real-
time. This product is scheduled for in-
troduction in May and is well suited to

COMPUTERS

brite support and much more, Dpaint 3
continues to give Amiga artists the
creative edge. (See feature in this is-
Sue.)

The "Paint Wars" are not ended. New-
Tek announced Digi-Paint 3, skipping
over version 2 altogether. Digi-Paint 3
will feature faster operations, keyboard
equivalents, and unique new 3D texture
mappings. Superbitmaps are now in-
cluded, as is the ability to process im-
ages from DigiView using the dither-
ing routines which
have made the Digi-

THE WORLDS LARGEST
. AMIGA DEALER

" CAL

which can connect
to either a 1000 or
500 system! Pro-
gressive will offer a
20 MB unit for only
$599.95 including
controller and drive.
Interactive  Video
Systems introduced
a version of the
Trumpcard for the
500. This autoboot-
ing SCSI controller
can be configured
with up to 100 MB of disk storage.
(See review this issue)

On the Video front, Mission Graph-
ics was present showing state-of-the-
art animation and single-frame record-
ing techniques. Impulse made a rare
appearance with the latest version of
Turbo Silver and several 3D object li-
braries. Mindware International intro-
duced PageSync, the first multimedia
Amiga tool. PageSync links MIDI
events and Amiga Animations to pro-
duce fully automated media presenta-
tions. Incognito also has a new render-
ing program which supports the Haitex
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medical, scientific and security appli-
cauons.

R&DL Productions introduced new
software for the AProDraw tablets.
The latest software supports scaling so
that the very high resolution of the
graphic tablets can be used by mapping
a sub area to the Amiga screen. R&DL
also introduced LightBox, a pencil-test
tool for the professional animator. (See
review 1n this issue.) Electronic Arts
shared a booth with Leigh's computers
and made its presence felt with the
soon to be released Dpaint 3. With
built-in animation, overscan and half-
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1-800-872-8882

View software fa-

mous.

Visionary  Designs,

famed for their faith-
PP . = ful rendition of the

arcade adventure

game, "Dragon’s

Lair" was on hand to
introduce DataStorm,
a new high-action
game.

Dr. T's, NewWave,
and Intelligent Music
represented the Musi-
cal side of the Ami-
ga. NewWave's se-
quencer product,
Dynamic Studio, is
up to version 3.0 and boasts a rede-
signed WYSIWYG interface and auto-
quantizing. Dr. T's introduced their
newest version of the KCS, Level II
(See review this issue). "M" is a real-
time interactive MIDI composing and
performing package. Using sophisticat-
ed pattern editing techniques, M is a
powerful enhancement to the creative
process.

Even as the final curtain fell, exhibi-
tors, speakers and visitors alike could
justly say that this AmiExpo was the
hit of the season. '



MASTERPIECE
PROFESSIONAL

FONT COLLECTION®
20 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, MO 65804 1-800-288-AROK

DPaint II is a registered trademark of Electronic Arts.,




Commodore's New

A2286 Bridgeboard

The Bridgeboard Steps Up to AT Compatibility

by Greg iliman

he long awaited A2286 AT

Bridgeboard has at last ar-

rived, and it offers a new

level of performance for
Amiga MS-DOS users. The present
A2088 Bridgeboard is based on the
very dated 8-bit technology using the
Intel 8088 chip. This system runs like
the original IBM PC at 4.77 MHz, and
by today's standards, it is slow. The
A2286 uses the newer 80286 CPU that
supports full 16-bit data and also uses
the extra connectors from the two
shared PC/Amiga slots on the Amiga's
motherboard to move the extra data
bits quickly. Clocked at 8 MHz, the
A2286 runs much faster than its prede-
Cessor.

Installation of the new AT Bridge-
board is essentially the same proce-
dure as the old board. The card plugs
straight into one of the two shared
Amiga/PC slots. With the A2286,
however, the choice of slot deserves
some special attention since the AT
bus makes use of the short connector
between the Zorro and standard PC
slots. If you're going to be using hard-
ware like memory boards or drive con-
trollers, the extra slot enhances perfor-
mance and increases data transfer
rates. On the down side, there is, in
my opinion, a major weakness in the
design of the A2286 that forces it to
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take up two Amiga Zorro slots. If you
choose to place the board in the first
shared slot, you only have two expan-
sion slots left open.

On a more positive note, the AT
Bridgeboard does come with a high
density, 1.2 Megabyte 5.25 inch flop-
py drive instead of the 360K drives
available with the XT BridgeBoard.
The A2286 uses a specialized configu-
ration menu that is accessible by typ-
ing Curl-Alt-Esc. This is a common
feature on most AT clones and a vast
improvement over the original IBM
installation-disk method. The results
of the menu selections are saved to a
special battery backed section of
CMOS RAM on the Bridgeboard. The
unit ships with a lithium battery that
commonly lasts 5 years in average ser-
vice or more if the computer is in fre-
quent or continuous use. The battery is
small and difficult to place into the
computer because of its shape. The in-
stallation manual for the Bridgeboard
shows the battery attached to the pow-
er supply via the battery's adhesive
backing.

The original Bridgeboard manual is
probably one of the more confusing
documents that Commodore has pro-
duced. The newer one has some im-
provements, but it still leaves some-
thing to be desired. The improvements
lie predominantly within the installa-
tion sections of the manual. The first
half of the manual contains nothing
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but basic hardware and software in-
stallation instructions. Pictures do
make the hardware installation a snap
to understand. The Janus software in-
stallation may make hard drive users
nervous because the program appears
to mark whole directories for deleting,
but in effect, it simply highlights
those directories which contain files
that need to be changed. The section
on creating a virtual bootable drive is
complete, but it assumes some knowl-
edge about hard drive settings. (As a
hint for the inexperienced, it is a good
idea to use the table provided in the
set-up menu to pick a drive of the de-
sired size, and then write down correct
head and cylinder information.)

The "MakeAB" program asks for a
block-per-track value which is not in
the table. To get the right number, di-
vide the size of the drive by the num-
ber of heads, then divide this value by
the number of cylinders, and finally
divide again by 512. Rounding the re-
sult should yield accurate results most
of the time. The "MakeAb" program
reports the virtual drive size and the
Amiga file size, then performs a final
check.

The manual does not do a good job
of explaining the JLINK virtual drives
and their limitations. This section is
much like the original A2088 manual.
It is still is a source of confusion. The
bootable virtual drive makes the
JLINK command less important, but



occasionally, these drives provide ex-
cellent temporary or mass storage. The
Amiga mouse can now function as
Microsoft compatible for most applica-
tions, but the manual's instructions arc
poor when explaining how to adapt the
mouse to fit other applications. The in-
structions for this area also assume de-
tailed knowledge of programming.

One section that I

the same speed as an IBM PC. The
A2286 rates 8.4 which means that the
A2286 is about 8 times faster than the
A2088, according to the software's es-
timation. In practice, the speed im-
provement does not appear to be quite
as great because of the Amiga's slow
screen updates. With a separale graph-
ics controller, the resulis agree more
closely with the Norton test.

$150 and doubles the speed of the
A2088. (Other speed-up boards may
work in conjunction with the A2088,
but those mentioned above are the only
ones that have been tested so far.)

While the 8 MHz A2286 is fast, it is
not as fast as many IBM clones (or
even as fast as it was originally an-
nounced). Most of my personal disap-

found wholly inade-
quate was the instal-
lation of the math
co-processor on the
A2286. A one-page
explanation, half of
which contains a
picture, is all that is
offered for this pro-
cedure. It has such
helpful  statements
as, "Carefully disas-
semble the sandwich
board from the
motherboard." This
innocuous  phrase
deserves a whole ap-
pendix to itself. The
boards fit ughtly to-
gether and there is
little space in which
to work. Firmm pres-
sure s required all
along the connectors
from both sides to

ks
4y

avoid flexing the

boards or damaging

components. The absence of pictures
and suggestions for separating the two
boards is definitely a drawback, espe-
cially considering that the A2286 is
large investment.

The price of the A2286 is high. It is
estimated that the street price will be
around $1300, with some lower prices
possible through promotions. To meas-
ure processing speed, I used the Norton
Uulities ST command, a widely accept-
ed standard. The A2088 rated a "1" --

The new AT compatible Bridgeboard features a clock speed of 8 Mhz

The unanswered question does, how-
ever, remain: Is the A2286 worth the
wait and cost? For most people, the
answer is probably "no." Software
compatibility is the major reason for
getting a Bridgeboard, and for most ap-
plications, the A2088 delivers that for
less than half the cost of the A2286. It
is possible to improve the speed of the
A2088 by using an accelerator board
like the PC-Elevator (reviewed in a
past issue) or the low cost AST accel-
erator that typically sells for under
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pointment stemmed from the high ex-
pectations created by Commodore's
original specifications. The planned
AT Bridgeboard was supposed to run
at 10 or even 12 MHz as a single board
design. However, the A2286 does work
and is fast enough for most applica-
tions.

The design of the sandwich board is
poor, however. The sandwich board's
cumbersome dimensions are such that

( continued on next page )
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A2286 ( continued from previous page )

when it is installed in its own Zorro
slot, a projecting capacitor blocks part
of the adjacent slot, making it useless.
Even without this capacitor in the way,
the connector and wiring for the back-
up battery hangs out from the board.

While I found the A2286's speed ade-
quate for my purposes, it is far from
the cutting edge of clone computing
power, even for Commodore. Commo-
dore is now shipping the PC-40-1II
which is a fast AT clone that carries a
relatively low price tag. If you consider
import clones and do some shopping,
you could buy a complete 12 MHz AT
clone with monochrome monitor for
$1000.

files and share resources like monitors
and hard disk drives within the Amiga.
Hopefully, these advantages will help
1o justify the high price of the board.

I had high expectations for the AT
Bridgeboard, and in some ways, they
were fulfilled. The software compati-
bility is good, but task switchers like
Taskview, Desqview, and DoubleDOS
do not work well, if at all. This is un-
fortunate, because a good program like
Desqview can make some MS-DOS
programs almost as nice to use as on
the Amiga.

A small gripe 1 have is the apparent
German design of the A2286. The

Generally, T am not blown away by
Commodore's new Bridgeboard. 1
don't feel that any significant new
ground has been broken here. Look for
the A2088 to continue with strong sales
for some time to come.

A2286 AT Compatible Bridgeboard
Suggested List Price $1599.00

Commodore Business Machines

1200 Wilson Drive
West Chester, PA 19380
(215) 431-9100

dates displayed are in European deci-
mal format and not the more familiar
dashed or slashed American type.

Certainly, an advantage to the Bridge-
board is the ability to easily transfer

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.

_Sound
04SIS

Mirage is a trademark of Ensoniq Inc.

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

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

Tl

8 O F Y W A R E
PO. Box 438 St. Clair Shores, Ml 48080  (313) 771-4465
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Trumpcard 500

A New Autobooting Hard Drive Chassis for the A500

by Steve Dock

he Amiga 500 is a deceptive

personal computer. The all-

in-one tan case with its

built-in keyboard looks like
a member of the C64 or Atari 400
family. These famous game machines
also used the all-in-one approach to re-
duce costs. The similarity ends when
you consider that 512 KBytes of mem-
ory and a 32 Bit 68000 are housed un-
der the "hood" of the A500. Hundreds
of thousands agree that this particular
Amiga gives the most bang for the
buck, and have purchased an AS500
during the last two years. Most North
American A500 owners also purchase
the A501 optional RAM expansion to
bring their system up to a full 1 Mega-
Byte of RAM. A 1 MEG AS00 is in
many ways the equal of a stock A2000
and will often be used for graphics,
word processing, and video applica-
tions.

Where the 500 and 2000 differ, is in
expansion beyond the A501 memory
unit. The 2000 has a chassis and pow-
er supply which support the addition
of intemal disk drives, memory
boards, video boards, and even IBM
style expansion boards. The A500 has
a connector for external floppy disk
drives, and an expansion bus similar to
that of the original A1000. The AS00
uses an 86 pin bus which provides full

R
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The new Trumpcard 500 chassis can support a wide ange of 3 112" hard drive units

access to the system mother board and
can be used to add memory or a hard-
disk. The peripheral product life-cycle
of A500 expansion units reminds me
of the cycle of the A1000 (eg. slow
and few). While harddrives and hard-
cards for the A2000 were developed
rapidly and new models continue to be
introduced almost every month, hard-
drives for the A500 have been slow to
arrive.

Therefore, we were very happy to re-
ceive one of the first Trumpcard 500
units for review. The Trumpcard is
produced by Interactive Video Sys-
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tems of La Mirada, California. IVS in-
troduced its first harddisk product at
the AmiExpo LosAngeles, in October
1988. The Trumpcard is an autoboot-
ing A2000 expansion card which pro-
vides a SCSI controller and a full set
of features at a bargain price. The
same autobooting controller is the ba-
sis of the 500 product with the neces-
sary chassis and bus connector added.

The Trumpcard 500 chassis is a tan
melal box about 7 inches wide, 9 inch-
es long and 3 inches tall. The front
two-thirds are angled to almost match

( continued on next page )
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Trump 500 ( continued from previous page )

the slope of the 500 keyboard. Two
lights are mounted on the front panel
to inform you of power status and disk
activity. The standard Trumpcard 500
draws its power from the 500 expan-
sion bus, but an optional external pow-
er supply can be ordered. Inside is a
circuit board which converts the 86 pin
bus to the newer 100 Pin Zorro stan-
dard, and provides two 100 pin conn-
cections. The Trumpard SCSI control-
ler is plugged into one of these
conncectors. A 50 pin SCSI ribbon
cable runs to the harddrive,
which is mounted transversely
and attached to the top of the
chassis.

Inswallation is a two part pro-
cess; hardware then software.
First removc the plastic bus cov- |
er at the left side of the 500, then
carefully align the harddrive unit
expansion conneclor. The
Trumpcard documentation sug-
gests that you start with one end,
then rotate the harddrive to a full
connection. A little pressure will
complete the installation. While
this is an easy process t0 com-
plete, you must take care not to
lift the combined S500-Trumpcard,
since the bus connector is the only sup-
port provided and it is not meant to
take that kind of strain.

Now turn on the 500 and inscrt the
Trumpcard Boot Disk at the Work-
Bench prompt. (This disk contains
everything you need to initialize your
harddrive, so be sure 10 make a backup
before your begin to use it). The start-
up-sequence of the Boot Disk will ask
you if you want to "auto-install” your
harddrive. If you respond "yes" the
TCUtils program will be loaded and a
7 point checklist will appear onscreen.
The checklist is well documented in
the booklet-style instruction manual
and includes on-screen help for each
section. The Trumpcard is a SCS1 con-
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woller and therefore can perform the
first item on the checklist automatical-
ly. SCST harddrives come from the fac-
tory with certain information preset. If
your drive is one of those included on
the TCUtils disk you can breeze
through Drive Select to Low Level
Format. Before any harddrive can be
used, it must be electronically marked
and divided into sectors. A brand-new
drive must go through this process
twice, once for the SCSI controller,
once for AmigaDos. The Low Level

An internal view shows the Trumpcard

SCSI format simply requires a click of
the mouse to begin. (This screen, like
several others, protects you from eras-
ing any existing harddrive data by re-
quiring three different clicks on CON-
TINUE.) The next item is the optional
"Certify Drive" screen. I recommend
that you don't skip this step but spend
the extra ume required. You can
choose a variety of destructive or non-
destructive tests to ensure that there are
no media defects on the drive before
you load up your programs and data.

Next you will create a mountlist en-
try for your first partition. Most users
will use the DHO: name for their hard-
drive but you can type in any valid
AmigaDos device name. Values for
beginning and ending cylinder will be
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filled in for the first partition, but you
need to write down the ending cylinder
value for use in other partitions. Item 5
on the checklist is Mount the device.
Item 6 is AmigaDos format. Here you
give a name to your Partition like
"Hard Drive". The AmigaDos format
will take some time, 10 to 20 minutes
depending on the size of your drive. Fi-
nally, TCUtils will write setup informa-
tion to the drive to allow it to autoboot.

With all items checked you choose
EXIT and TCUuls. You will be
prompted for an original Work-
Bench which will be copied to
the harddisk. This will finish
the installation process. Now
power off your 500 and restart.
Assuming that your AS500 has
the 1.3 Kickstart in ROM, the
Trumpcard 500 will autoboot
and automount presenting the
Workbench screen in a few sec-
onds. (The default ICON for the
TrumpCard partition is an eye-
catching image of a playing
card). You can now begin en-
joying the benefits of a hard-
drive equipped Amiga.

The installation software has provi-
sion for creating multiple partitions by
repeating steps 4, 5 and 6 and remem-
bering to record the ending cylinder
values. While functional, this approach
is not as user-friendly as some other in-
stallation software we have used. TCU-
tils also produces a small BOOT parti-
tion on your harddisk which does not
use the fast file system. A purest might
complain about this, but Commodore's
own 2090A autoboot process also re-
quires a non FFS partition. These com-
ments aside, TCUtils does the job and
produces the desired result, an auto-
booting harddrive.

IVS included a 100 MegaByte Con-
nor CP3100 harddrive with our review
( continued on page 14 )
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WordPerfect Library” Calendar:
You Can Plan On It.

Plan on the Calendar nside 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
gven dates.

Appointments show in a window next to the Calendar. In
afew 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 prionitize 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

WordPertect

WordPerfect Corporation - 1555N. Technology Way - Orem, UT 84057
Tel {301) 225-5000 - Telex 820618 - Fax (801) 222-4477

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




Trump 500 ( continued from page 12 )

unit. Of course, the Trumpcard can
support any of the popular SCSI
drives, such as the Seagate 30 and
Quantum 40/80 MB. The 100 MB
Connor is a top of the line unit rated at
25 millisecond average access time,
and it is certainly one the quietest
SCSI drives I have used in quite some
time. The power-up whine is there, but

computer desks. When you allow for
inserting a disk into DF0: you need to
have about 32" of linear desk space.
Also, the unsupported nature of the bus
connection means that you must take
care when moving the 500 to connect a
joystick or light-gun. IVS sells this
chassis without the Trumpcard control-
ler as a two slot expansion, so I assume

that a second Zorro connector can be
added and used for memory expansion.
Since the Trumpcard has no provision
for passing the 86 pin bus, this type of
internal expansion would be a necessi-

ty.

Undoubtedly, one of the concerns for
this unit will be the fact that it runs off
the A500 power supply in its de-

barely noticeable. When copying - -
from one partition to another, 1 Performance Tests - Single Task Running fault configuration. Once, again,
expect to hear a variety of clicks i during my testing over extended
and whirrs, but the Connor re- Connor CP3100  Floppy Disk periods of time with heavy load-
mained silent. The TrumpCard- : ing I encountered no difficulty.
Connor combination works well [COPI€S: However, depending on your
with a wide variety of software : AS00 peripheral configuration,
and disk utilities, including Quar- 100 K File to RAM: 1.5 Sec 10 Sec you may want to consider the
terback and DiskX, so compati- |10 9K Files to RAM: 28ec 168ec purchase of the separate power
bility is good. Even no there is no : supply for the Trumpcard chas-
internal fan built into the unit, ZOO,F_IIGS’ 4000 K sis, which is available throught
ongoing continuous test for peri- |Fartition to Partition 115 Sec n/a IVS. A DIN connector has been
ods of 12 hours or more pro- provided at the rear of the chas-
duced some heat build-up, but no sis for this purpose.
difficulies were encountered |PIR:
(such as heat lock-up). 197 Files 12Sec 73 Sec If we assume that most 500's are
used primarily for game playing,

To create a performance gauge LISTZ. then adding a harddrive is of lit-
with which to measure the 197 Files 18 Sec 96 Sec tle benefit. Unfortunately, many
Trump/Conner combination, I producers of Amiga games still
performed a variety of tests and Load Excellence! depend on disk based copy pro-
have compared them to floopy 350K 6Sec 28 Sec tection which prevents installa-
drive speeds. As you would ex- tion on a harddrive.
pect, there is a great distance be- Y X \
tween Trumpcard-Connor and a Results of DiskPerf- Single Task Running With its price at $269.95 for
floppy drive (as would any good ! everything but the harddisk, the
hard drive demonstarte). The CP3100 Floppy Disk TrumpCard 500 offers a high
real-world tests of loading and | 3 value which should encourage
copying show that the IVS unit F¥le create 17 f?les/sec, Oﬁles/sec more 500 users to add a hard-
does in-fact provide high value/ |File delete 33 files/sec 1 files/sec drive to their system.
performance ratio. Directory Scan: 106 entries/sec 44 ent/sec

Seek/read test: 96 seek/reads/sec 19 seek/reads/sec

My impressions of the Trump- y Trumpcard 500 $269.95
card 500 are positive. The docu- [Read/ Write Speed: Chassis with Trumpcard
mentation is adequate, the unit is Buffer 8192 bytes Chassis alone $69.95
well constructed, the software is Separate Power Supply:
functional and straight-forward. [READ 238312 byte/sec 12249 byte/sec $60.00 - $70.00
My only concems are the size of Write 154202 byte/sec 5050 byte/sec
the expansion box itself and pro- Interactive Video Systems
vision for further expansion. |Buffer 32768 bytes 15201 Santa Gertrudes Ave.
With the Trumpcard installed, [READ 327680 byte/sec 12365 byte/sec La Mirada, CA 90638
the A500 will not fit into most |T¥Hte 201649 byte/sec 5060 byte/sec (714) 9944443
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PrintScript

by Paul R. Miller

oftware aside, the major im-
pediment to desktop publish-
ing on the Amiga has been
with printers, namely Post-
Script printers. Real world desktop
publishing means Postscript, but who
among us can afford a Postscript la-
ser? Even in that real world, Post-
script lasers account for only 2% of all
printers. And the reality is that any-
body or anyplace that has such devices
already has Mac or MS/DOS software

This ProDraw image was saved as a Postscript file,
converted with Printscript, then output using an HP Deskjet

Print Your Postscript Files Out on Non-Postscript Printers

and hardware already, so why use the
Amiga? Although Amiga DTP soft-
ware has an edge right now in color
separations, it isn't as mature and solid
(yet) as the existing programs for the
Mac and IBM. Besides, why would
those users want to learn another pro-
gram?

Amigans, being somewhat more fru-
gal either by necessity or choice (rev-
eling in superior price/performance ra-
tios), would prefer their cake and eat it
too. Lately, some new software, com-
bined with advances in printer technol-
ogy appear to be offering just that
chary dessert.
These advances in
printers include the

advent of afforda-
ble 24-pin impact
dot matrix devices
whose 360 dpi res-
olution exceeds
even the laser
printers, and the
more exciting ad-
vances in ink-jets
that have yielded
the Canon BJ se-
ries (both color
and higher resolu-
tion B&W), the
Xerox 4020 (col-
or), the HP Paint-
Jet (color), and as-

toundingly

affordable HP

DeskJet. In the
APRIL 1989

case of the latter, for around $700 you
get a device that produces output
whose quality is virtually indistin-
guishable from a laser, which can be
fitted with font cartridges of similar
scope to the laserjet, which can pro-
duce a whole page of 300 dpi graphics
without resorting to extra internal
memory, and which, given the right
software, ought to be able to produce
any size font or image (and, by the
way, is supported by the Amiga as a
standard Preferences printer driver).

Granted, the graphic output isn't as
fast as a Laserjet (say 5 minutes vs. 30
seconds), but the issue here isn't high
volume production.

As for software, first Professional
Page, then Excellence!, City Desk,
ProWrite, Shakespeare, and W ordPer-
fect have included PostScript capabili-
ty. The recent introductions of Profes-
sional Draw and Pagestream add to
the rising realization that PostScript
must be reckoned with. It only makes
sense to take advantage of this well es-
tablished language and the support
network of ready made clip art and
Linotronic service bureaus with 2540
dpi capabilities. As most Amiga's re-
side at home, it would be very nice in-
deed to output to a printer you can af-
ford to have at home (who wants to
wait for a pre-view print from a ser-
vice bureau?). Starting with Aegis-
Draw Plus, then followed by Express
Paint and AmigaTeX, and most re-

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

cently with Professional Draw and
Pagestream we have still more soft-
ware methods to produce "super bit-
maps" that can specify each and every
dot on a full page (that's 2,550 by
3,300 dots on 8-1/2" by 11"). These
programs manage 0 use non-laser
printers to their maximum resolution.
Some use Preferences drivers, some
provide their own drivers. PDraw and
PageStream supply their own analytic
fonts that mimic the major Adobe fonts
(Times, Helvetica, and Univers are the
most frequently used). Rather than
relying on the expensive memory and
processors built in to a PostScript laser
(these are required because the whole
page must be composed and printed in
one fell swoop), these recent programs
usc the Amiga's memory and processor
to compose the page, sending it in in-
crements 1o high resolution line print-
ers. The results are remarkable. I have
experimented recently with both Pro-
Draw and Pagestream with both a new-
ly acquired DeskJet and my older Xe-
rox 4020, and am very happy with the
results. Local user group colleagues
report similar success with HP Laser-
jets and Paindets.

Now in PrintScript we have yet an-
other product that both further ups the
quality of the printout and lets us use a
much broader range of programs. Pix-
elations’ package consists of a 24 page
manual which is brief but thorough and
a disk that comprises the PostScript in-
terpreter, a program 1o “configure”
your printer, some custom printer driv-
ers, and two sets of "Adobe equiva-
lent" fonts. As Pixelations recom-
mends a hard drive and two megs of
Ram, the typical user would first make
a PrintScript directory on the hard
drive, assign PrintScript and copy the
programs, printer drivers and fonts
there. Then from the CLI enter a
"cd:Printscript” and execute the "con-
figure” command. Configure poses a
series of questions: Screen Frequency?
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(number of halftone lines per inch);

Screen Angle? (angle between the half-
tonc lines); Preferences or PrintScript
Printer Driver? (you can use standard
Amiga system drivers, or Pixelations'
speedier drivers for HP Laser and Desk
jets, Imagewriter, Toshiba 180, or
Okidata); and Unprintable Margins?
(to cause the program 10 compensale
for the area where most printers can't
print). The manual gives you starting
suggestions for each question and ex-
planations of various functions for
your experimentations. The next step
is to create a PostSript file and copy it
to the "Files" sub-directory of your
PrintScript drawer.

Version 1.0 supports files created by
Professional Page, Excellence!, Laser-
script, City Desk, ProScript, and
Shakespcare, but the authors have al-
ready begun distribution of an upgrade
(1.01) with support for ProDraw and
PageStream. Other cnhancements in-
clude more complete support of Post-
Script operators (EOFill and curved
fonts), and access to additional public
domain fonts.

Output is achieved with the simple
command of "PrintScript” followed by
your file name. As the program pro-
cesses your file, the little CLI cursor
rotates slowly so you know something
is happening. The process is quite
computer intensive (the PostScript
script file is processed to define each
and every curve of the analytic outline
and fill fonts) and the total process is
dependent on the complexity of the filc
and the speed of your processor. Two
pages from Professional Page (the
"New Laser Times" sample file) took
over an hour to a DeskJet on a straight
68000 system. The sample ProDraw
Flyer page took about 20 minutes with
a 68020. In general, the more different
fonts you have, the longer the process.
The end results, however, are superb
and will stand up to close scrutiny with
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a magnifying glass, not to mention
skeptical Mac users who have exam-
ined samples and pronounced thcm
equal 10 LaserWriler quality.

Present PrintScript limitations include
limited font support, some still as yet
unsupported PostScript operators (the
manual lists them), and lengthy print
times. Pixelations is at work on more
fonts and expects to have nailed all the
operator functions, plus include color
support for a May upgrade to version
1.1. Further upgrades involve an ar-
rangement with C-Ltd and the Laser
Express so that print time may even
surpass PostScript printers (for more
detailed information you can download
a recent BIX conference on Print-
Script). Amiga owners thus may elect
to acquire 68030 cards, 32 bit ram, elc.,
to achieve true production capability,
but the resulting expenditure could ap-
proach the cost of a PostScript laser.
On the other hand, for about $800 (the
cost of a Desklet and this program),
you can achieve the same quality at the
expense of some of your time. When
you consider that the average Post-
Script laser printer serial file transfer
takes about 15 minutes anyway, and
then factor in the amount of time that is
spent in composing the page in the first
place, the issue of printing speed takes
on a new perspective. Right now, the
combination of PrintScript and the
DeskJel represent a major break-
through in affordable high quality
desktop publishing, and once more --
sorry can't resist -- only Amiga makes
it possible.

PrintScript $89.00

Pixelations

P.O. Box 547
Northboro, MA 01532
(508) 393-7866



MyPaint

A Painting Program Designed for Kids

by Elaine White

yPaint, a new program
created by Prism Com-
puter Products, bills it-
self as a paint program
just for kids. A lot of atiention has
gone into everything from the bright
yellow color of the disk to the appeal-
ing animated icons, to make this a pro-
gram that will be of interest to chil-
dren. For the very young child, this
program provides a good way to be-
come comfortable with icons, and
moving the mouse. It can be a good
test of eye-hand-mouse coordination.
For the older child who is not yet
ready to move to a "grown-up“ paint
program, this program provides room
for creativity. The program was child-
tested and supervised by educators and
in this case, it seems to have paid off.

MyPaint is simple enough for a
young child, but it has just enough
twists to keep it interesting for the old-
er one. The icons are attention getting
and are easy to understand. When you
select one, the border around it is
highlighted. The very first title screen
contains a help icon that points to each
icon on the main screen and describes
it in words and large, clear writing in
simple, clear language. The mouse is
used to move a pointing hand around
the screen. For ease of use, either
mouse button may be used to select

icons. There is a color palette of
twelve colors. It contains red, orange,
yellow, green, light blue, blue, purple,
brown, black, white, grey and tan in
the shape of a water color paint box.
When you select a color by clicking

if you click anywhere within that
shape. There are two other paint tools,
Eraser and "Oops!." Eraser, erases the
whole screen of color. "Qops!" just
erases the last thing you did. MyPaint
includes a coloring book of twenty-

The large icons and bright colors make it easier for children to operate the program

DrsTrIEuTED BY: CERTALR SOFTIARE

on the oval in the paint box, a flashing
smiling face and a musical tone indi-
cate that the color has been selected.

MyPaint provides three ways to
paint. There is a big brush and a little
brush with which to do free-hand
drawing, and a "fill-em-up" which fills
a whole shape with the selected color
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eight pictures that can be paged
through to select one to paint. Pictures
include things like dinosaurs, fish,
clowns, animals, space ships and geo-
metric designs. Not only can you color
the pictures, but you can add details
free-hand. There is also a picture of a

box tied up with a ribbon which is a
( continued on next page )
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MyPaint ( continued from previous page )

special feature called a Surprise Pic-
wre. If a child chooses this one, the
computer randomly selects one of the
twenty-cight pictures and puts it invisi-
bly on the screen. The picture is then
revealed by painting it with the magi-
cal paint brush. It can then be colored
as usual. You can also start with a
blank screen and do your own creating.
Besides free-hand drawing with the
brushes, there is also a mirroring icon.
It mirrors and copies what you draw in
one quadrant of the screen into the oth-
er three quadrants to create interesting
symmetrical designs.

There are two special color effects.
One is a color brush which creates a
rainbow effect as you draw by laying
down overlapping circles of red,
orange, yellow, green, light blue, blue
and purple. It works with both the big
and little brushes. The spacing of the
circles depends on how fast or slow
you move the brush. The other specjal
effect is selected by the flashing colors
icon. This creates flashing pictures by
cycling through the colors from red

through purple.
When this effect
is combined with
the Color Brush,
the result is pret-
ty speclacular.

There is also
an icon of a
mouth. The Col-
oring Book in-
cludes a word or
phrase or music
to go with each
picture. If you

want to hear this
again, simply se-
lect the Listen
To Sounds icon. This is a simple fea-
ture, but does add appeal to the pro-
gram.

The manual oo is short and simple.
For the younger child, or really, any-
one who is going to use MyPaint, all
the information that you would need is
covered by the help screens. There is
very little else that you can learn or

Kids can create their own masterpieces, or they
may choose to paint one of the pre-drawn pictures included on the disk
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The "Surprise’ option lets the computer choose a picture at random

need to learn from the manual. About
the only thing not covered by the help
screens are the keyboard commands.
One command enables you to save the
picture you have created. The other lets
you quit the program if you don't want
to turn the Amiga off.

There is one thing that I would like
to see changed in this program. I think
that the Erase icon is too easy to use.
When little children create a master-
piece, they should be protected from
wiping it out with one misplaced click
of the mouse. There needs to be a "Do
you really want to do this?" kind of
step between that action and the de-
struction of the picture. This is a
change that would be easy to imple-
ment and would prevent great disap-
pointment on the part of a young Ami-
ga user. My only other two complaints
are very minor. The brontosaurus pic-
ture in the Coloring Book has an object
which has a break in the black outline.
This causes a problem when you try to
use the fill-em-up because the color
flows over into the adjacent area. My
other complaint is about the color
names in the manual. What I referred
to previously in this article as tan is
printed in the manual as "flesh”. This is
a form of racial discrimination which



the crayon manufacturers managed Lo
rectify several years ago. I hope that
MyPaint will do the same.

The disk is not copy-protected, ena-
bling you to make a back-up copy, a
good idea where children are the users.
The manual recommends storing the
back-up copy and using the original
disk as it is yellow and more easily rec-
ognized by children as being theirs.

I think this program has a lot of
child appeal. The colors are bright and
clear. The icons are clever and in con-
stant motion. I tested this program out
on a seven year old child. What ap-
pealed to her most was the Surprise
Package and the hidden picture that
she could reveal. She really enjoyed
uncovering the pictures even if she
chose not to color some of them in.
The flashing colors also got considera-
ble use and she would spend quite a

while admiring the effect of them on
her latest creation. It is pretty fascinat-
ing to a child to watch how the colors
fill the shapes with the fill-em-up.
Even making a mistake was not a prob-
lem. The Oops! man, his head shaking
"No" with a frown on his face, was a
fun way to correct the mistake. Since
the pictures in the Coloring Book can
only be paged through one at a time,
looking for a certain picture to color
can become tedious. Some kind of a
flip feature would be appreciated after
using the Coloring Book for a while.

At least for this child, it was difficult
to get her to quit. Requests for just one
more Swrprise Package or just one
more picture to color indicate to me
that this is a program to recommend. It
is good 1o see a program that is not
competitive or stressful but that fosters
creativity. Now about that "Just for
kids" printed on the box and the manu-

al. While I don't really recommend that
an adult should run out and buy My-
Paint, it really is a fun thing to play
around with. It doesn't take a lot of
concentration and it is comparable to a
kind of relaxed doodling. I had fun try-
ing the different effects of mirroring
and flashing colors and color brushing.
It isn't hard to fall into the "just one
more before I turn it off” mentality. So
if you've got children who are too
young for your grown-up paint pro-
gram, I recommend you buy MyPaint.
Then you can play with it after they go
to bed.

MyPaint $49.95

Distributed by:

Centaur Software Inc.
14040 Tahiti Way

Marina Del Rey, CA 90202
(213) 821-5995

Coi)yist Professional

Dr.T's

MUSIC SOFTWARE, Inc.

220 Boylston St. #206

(617) 244-6954
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Whether music is your job, or you do it just for fun, we
have the music software tools that will help you make music
faster and easier than you ever dreamed. And now with the
release of the Level II sequencer you can find out just how
much of a partner a program can be in creating your music. Try
us and see why thousands of Amiga users choose Dr.T's. Call

or write for our free catalog.

We define MIDI music software!
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Opticks

A New Ray Tracing Program from Incognito Software

by Walter Steuber

ainting a picture that can be
mistaken for a photograph re-
quires either a great artistic
ability or a great computer.
Only a very few artists have the talent
and skill to render in perspective, with
highlights, shadows, reflections, shad-
ings and color toning. With Opticks
and the Amiga, almost anyone can get
all these by simply giving the Amiga
some basic information about what is
to be pictured. Amy will do the rest,
using the technique called ray-tracing.
Opticks will mathematically calculate
the effect of each light beam, each re-
flective surface, each color in the ob-
jects you have specified and it will de-
liver a reproduction of the scene as
though taken by a camera. The ob-
jects photographed in this way do not
exist in the real world, of course, but
are imaginary things that you have
dreamed up and placed in the scene.

Many months ago Brian Reed began
the ray-tracing craze with a public do-
main ray-tracing construction kit
named "A-Render." This software ena-
bled Amigans to produce photographs
of imaginary scenes but it was, to put
it in an understated way, not all that
easy to use. Now he has greatly im-
proved its user-friendliness, added lots
of new features, and offers it for sale
as Opticks. Brian has made it as easy

20/SENTRY

v

Control in Opticks is accomplished by means of this flow chart panel

as possible for a non-artist to set up
complicated scenes full of odd shapes,
strange surfaces and wild colors. It
will also, if you ask it to, work as a
stereo camera and generate a left/right
pair that can be looked at with Haitex
spectacles. (This makes Opticks the
only third party program I've seen
since getting my Xspecs.) The recom-
mended minimum system is any Ami-
ga with two disk drives and one Meg
of RAM.

After you boot up OPTICKS, you

set up the scene with mouse clicks.
You will arrange solid objects in
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space, you will place lights where you
want them, and you will select a place
to view things from. With these
things all set, OPTICKS will compute
the picture in proper perspective.

These steps can be simple and done
quickly it you want them that way, but
you can also get carried away design-
ing elaborate shapes or arranging
tricky lighting. The whole operation
is closely analogous to setting up a
scene for a tabletop photograph. In-
stead of arranging real objects on a ta-
ble, you place computer objects. In-
stead of positioning real light sources,
you do it with computer simulations.



Instead of a real camera, you point a
computer camera and set its degree of
zoom.

Real-life tabletop photography calls
for many artistic choices, and this
imaginary counterpart requires all the
same ones. But this imaginary photog-
raphy allows far more leeway because
it is free of real-world physical limita-
tions. You can, for instance, put a
source of imaginary light right up
against a subject, or you can put it fifty
feet overhead with a stroke of the
mouse.

After booting, the first button you
will probably want to hit is "Build
Your World." A mouse click on this
opens up a 3-dimensional empty space,
ready to be populated with objects of
your choice. Showing a 3-dimensional
volume on a 2-dimensional monitor
face is a difficult problem faced by any
program that deals with solid objects.
There really is no completely satisfac-
tory, intuitive way to do this, and we
have seen several ways tried by differ-
ent 3-d programs. The way OPTICKS
handles this task is to present three or-
thogonal views of the working space:
front, side and top. A solid object that
you place in this space is seen in each
window and you just have to get used
to mentally fusing these three flat
views into a single solid concept. Also
in these three square windows are col-
ored lines indicating what the camera
will be seeing. These lines form a
"viewing pyramid." Intimidating at
first, the pyramid soon becomes very
helpful in handling the 3-d space and
conceptualizing the solid objects.

An object you set up in the working
space can come from any of three
sources. A library of about forty stock
geometrical solids comes with OP-
TICKS and a mouse click will call one
up. You can bring in a solid object
you have already made for Video-

This image is an Amiga screen shot of the picture that appears on
this month's front cover. Note the highly visible steps between color gradients

Scape, or you can simply draw a new
shape. (A screen of graph paper pops
up and you draw on it in DPaint fash-
ion.) To convert your flat drawing into

a solid object, OPTICKS supplies two
routines, "extrude" and "lathe." Once
you select an object, you place it where
you want it in the work space and pro-

This Opticks 24 bit file entitled ""Gallery'’
was fransferred to and rendered on a Targa System
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OptiCkS ( continued from previous page )

ceed to operate on it. You can stretch
or shrink it in any direction with some
shiders that are tucked up in the comer
of the screen. Furthermore, you can
rotate 1t in any direction you like.
(Yaw, pitch, or roll it.) The object is
highlighted in the orthogonal windows
during these operations, SO you imme-
diately see the effect of the rotations,
translations and size changes you are
performing.

Especially important to ray-tracing is
the fact that you can specify and map
color and surface texture. You might
select a golden mirror surface that will
totally reflect lights and surrounding
objects or you might select any of doz-
ens of other color/iexture combina-
tions. After getting this first object the
way you like it, you go on and repeat
the process with other objects. It's as
near as the computer can make it 10
placing objects for a tabletop photo-

graph.

Afler arranging objects the way you
want them, you put lights where they
will show things off to the best advan-
tage. Lights are placed one at a time in
the 3-d space by requesters and sliders
very similar to those used to place the
objects. OPTICKS offers eight kinds
of sources: spot, flood, fresnel, sun,
etc. You can, if you want, modify the
color of a light by selecting a gelatin
filter for it from a list of five colors.

Finally, you specify where you want
that light to be placed and how bright it
is to be. (If it were only that easy with
real lights!)  Place as many lights
around the scene as you want. Just as
in real-world photography, the choice
and placement of light sources plays a
big part in the overall artistic effect.
You can only estimate what the effect
of the lights and their placement will
be, however. They are indicated sim-
ply by dots in the orthogonal windows.

Only after the picture has been com-
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puted will you see completely what the
lights do. OPTICKS lets you position
the camera wherever you want it in the
workspace, lets you rotate it so that it
points in whatever direction you want,
and lets you zoom in or out over a
wide latitude. These camera manipula-
tions, often quite troublesome in real
photography, are easy with sliders.
The colored lines of the "view pyra-
mid" come in handy here because they
instantly show the camera's range of
view as it i1s zoomed in and oul or
moved around.

Now that objects, lights and view
have been set up, things are about
ready for your Amiga to compute the
picture. The user can tell Amy to go
ahead and do it her way OR the user
can specify any of a dozen or so pa-
rameters for the calculation. The most
important parameter is the number of
screen pixels to bunch together to form
a single picture pixel. When 10x10
screen pixcls make a single picture pix-
el, the calculations are completed in a
couple minutes and you get a rough
draft of the ultimate picture. When full
resolution is specified, the calculation
of a complex scene can take over 100
hours! This does not mean your com-
puter bccomes totally unavailable for
four or five days, because the computa-
tions can be done in the background at
low priority, but it does mean leaving
Amy running night and day for a long
time. More typically, though, a mod-
est scenc with modest resolution will
take perhaps an hour. The number of
calculations that must be done is mind-
boggling. I can't begin to think
through all the things that get involved
in computing each pixel in the picture.

One of the unique aspects of OP-
TICKS is its built in ability to save a
24 bit plane file in the True Vision
Standard. This is the standard used by
Vista and Targa display systems, and
some of the images accompanying this
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article were saved out in 24 bit form,
then rendered on a Targa system.

You may get the impression from
this outline that OPTICKS is a power-
ful but complicated program. It is.
More than shows here, in fact, because
many lesser options and details have
not even been mentioned. There are
several good tutorials in the manual
that gently lead the reader through the
set-up steps, and after a little practice,
they become familiar and reasonable.
The package comes with a main disk
that self-boots and an auxiliary disk
that contains a slideshow of ray-traced
pictures, the C code of some routines
used in OPTICKS, and some software
that will facilitate the use of a math co-
processor. Opticks, like all ray-tracing
software will benefit greatly from an
accelerator and/or co-processor.  (For
anyone who wants to get much deeper
into the mathematics of ray-tracing,
Abacus has published a book on the
subject. Itis called Amiga 3D Graph-
ic Programming in BASIC and it de-
voles all its 356 pages to explaining the
geometry and algorithms of ray-
tracing, supporting them with long pro-
grams in AmigaBASIC. One of these
programs ties up the Amiga for three
weeks of computation 1o draw a single
picture!)

For most of us who want to simulate
real-world photography with a micro-
processor, Opticks offers a much better
alternative than basic programs. You
will find a wide variety of features and
several good tutorials which will get
those "impossible” images out of your
mind and onto your screen.

Opticks $179.95

Incognito Software
34518 Warren, Suite 149
Westland, MI 48185
(313)462-2148
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DeluxePaint 111

The Latest and Greatest Version of the Original Classic

by Paul R. Miller

ore than any other pro-

gram, Deluxe Paint has

played a pivotal role in

the development of the
Amiga. Consistently voted the best
graphics application by users in vari-
ous polls and surveys, dPaint has prob-
ably sold more Amigas than all of
Commodore's marketing efforts com-
bined. Only a month after the ma-
chine's introduction, EA released the
first version in a package that looked
like a game, and had only a few pages
of instructions that were rather too
flip. Nevertheless, it outclassed all oth-
er PC based paint programs. Only one
year later we had dPaint II, a major
upgrade that gave us perspective and
stencils, smoothing and anti-aliasing,
fixed backgrounds, virtual pages
bigger than the screen, access to all
resolutions, and a real manual. It was
an awesome program that took some
time to master, not because it was dif-
ficult (the user interface is still the
best) but because there was so much it
could do. Even after more than 2
years of almost daily use, I am discov-
ering new tricks and techniques. That
same two years, however, has seen
progress in other Amiga paint pro-
grams and the emergence of animation
and video as the wave of the Amiga's
future. Despite the advances and com-
petition, dPaint II is still my primary
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graphics tool, but it's beginning to
show its age. The lite foibles that I
used to ignore are getting more annoy-
ing: the slow line or outline tools with
their weird redraws; the load and save
requesters that default to dfl: on a

"fonts". Want to change fonts in mid-
project? Let's see, where did I write
down that tip? Oh yes, call up the
screen format, click on "OK" and
you'll have cleared your memory buf-
fer of those fonts. With Photon Paint

A single frame captured from DeluxePaint's "'Spin Title"’

hard drive system; the lack of over-
scan painting; perspective that's just
too tough to use; no access to half-
brite; and, of course, the matter of
fonts. Too many fonts in your SYS:
directory to fit on the screen? Crash!
Want to access other font directories?
No problem, just use the beloved "as-
sign" command, or use a disk named
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II now offering built-in animation and
most of the interface features of
dPaint, and in HAM mode yet, the
time has clearly come for yet another
EA upgrade.

In what has to be the most complete
Graphics package yet, EA (and Dan
Silva) appear to have done it again.



Any Amiga owner who's been feeling
insecure just because the MS/DOS ver-
sion of dPaint grants 256 colors to
VGA owners can again feel smug
when they show off the astounding ef-
fects possible (only on the Amiga!)
with version 3. All the little foibles are
fixed, and the scope of new features
added make this upgrade as significant
as version 2 was to the original. The
list of enhancements is impressive:

Extra-Halfbrite support; Full video
(704 by 480) overscan painting; Page
size up 10 1008 by 1024; Four new fill
types; Filled shapes with custom brush
outlines; Filled freehand tool; Full
screen image flipping; Improved per-
spective control; Automatic outlines;
Definable brush handles; Stenciled
brushes; Six color channels for cy-
cling; Better printing controls; More
memory Info; Multiple active com-
mands; Modes for Tint and Halfbrite;
Halfbrite fill modes for shadows, high-
lights, or gradients; Preferences for no
icons, automatic transparent brush
backgrounds, automatic perspective
grid sizing, and startup configuration;
Much faster overall operation; Anima-
tion with compressed delta files or full
page flipping, 3-dimensional move re-
quester for animation objects, "anim-
painting”, "animbrushes”, even 16 col-
or hi-res at 30 frames per second; 3
disks with more art, tutorials, anima-
tions, color fonts, and a player utility;
237 page manual with extended anima-
tion and perspective tutorials; Key-
board equivalents for just about every-
thing -- and, yes, a Font Requester that
will access any font directory, scrolls
the point sizes, previews your selec-
tions in normal, bold, italic or under-
line, and even asks if you want to load
the colorfont palette!

Animation is the icing on the cake, so
we'll save that part for dessert, but
there are so many features in this feast
of a program to deal with that we risk

overindulgence! First the upgrades to
old features.

TOOL ENHANCEMENTS

Almost every TOOL has been aug-
mented with new requester options or
keyboard modifiers. For all built-in
brushes, a click with the right button
will allow you to adjust size by drag-
ging the mouse (you can still use the
"+" and "-" keys too). Dotted and con-
tinuous freechand can now be con-
strained to horizontal or vertical with
the shift key, while the curve tool is
similarly constrained to expedite align-
ment of ending points. Airbrush, too,
can be constrained, but for this you use
the ALT key. Use of the ALT key
with any of the filled tools will give
you a filled shape with an outline of
your current custom brush (and as
modified by your handle location).
Depressing shift as you pick up a brush
limits your selection to a square shape
-- either in absolute pixels or a "be-
square” compensated aspect ratio.

A right button click on any line or un-
filled shape pops a requester for dotted
lines: total number of dots, dot incre-
ment, continuous, or airbrush -- the lat-
ter allowing you to make your shape
with your current airbrush in its current
size setting. New code has made all
the line tools much faster, so lines rub-
berband in real time. The spacebar
now will terminate (not cancel) an un-
filled polygon at its last point, but it
still completes a filled shape. Use
ALT with the fill tool and you can fill
outward from your cursor position to
the current background color. This is
especially handy in a tinted fill mode
over an existing gradient. Click on
plain fill or any filled shape with the
right button to yield a new fill type re-
quester.

A new "Tint" -- which replaces the
canvas color with your current fore-
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ground hue and saturation settings, but
leaves the value unchanged. Depend-
ing on your available palette, this can
give a pretty good approximation of
HAM colorizing for grey scale back-
ground. "Brush” is also new -- it takes
your current custom brush and resizes
it to fit your filled area. Perspective re-
mains unaltered (it fills with your cur-
rent brush in current perspective set-
ting). "Wrap" is a major addition --
your current custom brush is surface
mapped around your current filled
shape (circles yield spheres, rectangles
cylinders, ellipsis for lozenges, poly-
gons for cones and beyond, or freeform
fill for whatever you can create). Pat-
tern, From Brush, and Gradient are
with us still, but also improved. Pat-
tems//From  Brush can now be
wrapped, and the horizontal line gradi-
ent is smarter -- it now adjusts the gra-
dient on each line so it isn't fooled by
re-entrant corners and gives you relia-
ble 3-d shapes. If you've selected 64
colors in Screen Format, the fill re-
quester will give you options for Half-
Brite fill: this converts canvas colors
from their full to half values (or back to
full with the right button), and it's ter-
rific for subtle shadows or highlights.
The other HalfBrite option involves
gradients -- -either used or excluded
from the gradient. As the HalfBrite
colors are arrayed together at one side
of your gradient (eg. a range of light
greys and a range of darker greys) it
doesn't allow you to intermix and save
on palette colors, but it may be useful
for some unusual effects.

What's left? Zoom and Undo are un-
changed, as is Symmetry (but the man-
ual offers a tip to use "fix background"
for underpainting). Palette now lets
you hold the mouse button down as
you move over the colors, selecting as
you release, plus you get a total of six
color channels for cycling or shade
ranges. Magnify is the same, except it

( continued on next page )
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Deluxepaint III ( continued from previous page )

can be activated simultaneously with
another action. This is a major con-
venience! Now you can start a line in
magnify mode, turn off magnify, move
your cursor and remagnify to align the
end point -- all in one operation. Grid
now affects dotted frechand, line, rec-
tangle, circle, ellipse, text, and your
custom brush if you activate perspec-
tive and the "AutoGrid" preference
(more on this in the discussion of per-
spective). Picking up a brush is also
better -- "AutoTransp” on the prefer-
ences menu will give you a transparent
background regardless of your current
background, provided the four corners
of the rectangle you drag are all locat-
ed over the same color, and a shifted B
keypress will toggle between your cur-
rent and last custom brush.

Last, but certainly most appreciated,
is an intelligent Fonts requester (right
button on the text symbol). A scrolla-
ble window lists all the font names in
your current "fonts" directory, and a
separate size gadget scrolls points.
More gadgets toggle Bold, Italic and
Underline, and a "Show" button will
preview your font in another window.
Any size over about 60 points spills
out the top, and I got some garbled dis-
plays in giant size "MasterPiece Fonts"
in italic mode, but despite these flaws
it serves its purpose well. Best of all, a
string window lets you enter a path to
other directories. Now we have imme-
diate access to unlimited fonts without
the hassle. Just be certain that your
newly created directories have a sub-
directory named "Fonts", copy your
fonts and .font files there, and dPaint
III will do the rest. If you've run the
ColorText utility first and access a Col-
orFont, dPaint will even thoughtfully
ask if you want its palette.

MENU ENHANCEMENTS

One of dPaint II's most perplexing
quirks involved the load and save me-
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nus. If you had only one floppy drive,
or you were using a 2000 with your
second drive external (df2:), you had
problems.... Version 3 no longer de-
faults to these problems, but instead
presents a semi-intelligent requester
that automatically recognizes up to 5
mounted devices. LOAD permits you
to specify the number of frames (for
non-compressed animation) and will
even load a batch of files -- starting al-
phabetically in your current directory
up to the frame # specified (all must be
in the same resolution format). Simi-
larly, if you've created multiple frames,
SAVE will allow you to save a range,
with automatic sequential numbering
suffixes added to the common file-
name. Gone are the annoying back-
up.pic's that cluttered your files and
wasted time; instead, a message box
asks if you want to overwrite an exist-
ing file. Also gone (if you select "No
Icons” in prefs) are the equally clutter-
ing icon files. Delete is wisely limited
to one file. Up-to-date with 1.3, Print
provides for placement, percentage vs.
absolute pixel count for sizing, and
buttons to issue line feeds and form-
feeds. Also welcome is an exit button
that allows you to setup your format
ahead of time.

"Flip" lets you mirror the whole page
horizontally or vertically, and "Page
Size" now reflects the reality of over-
scan at 353/704 by 240/480. Built-in
pages are there for 8-1/2" by 11" as be-
fore, and you can enter any number up
to a limit of 1008 by 1024."About"
now lists memory in four categories:
Chip, Fast, Anim (the size of your cur-
rent delta file), and AnimBrush (also
delta file). Screen Format grants the
new 64 color HalfBrite mode (lo-res
and interlace only), and a button that
activates Overscan. Now you can
paint right to the edges of an over-
scanned image (just toggle off the title
bar). More thoughtful requesters ap-
pear when you change screen formats,
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allowing you to shrink overscanned to
normal screens, and prompting for your
replies to options as your alter the num-
ber of colors.

Brush:

Loading and saving feature the path
enhancements, and include color cy-
cling information as well as palette.
"Edge" grants an automatic outline to
custom brushes (one pixel thick, and in
your current foreground color). Key-
board equivalents "0" and "O" add or
subtract these outlines at a stroke --
they are especially useful with text.
Under Change Color, a "Change
Transp” option quickly transposes your
transparent color to whatcver is cur-
rently selected for the background. Fi-
nally, handle locations can be accessed
from the keyboard (ALT-x and y), with
successive toggles to left, right, up and
down. Ultimate control is accessed
through the menu or ALT-z: drag the
mouse to a custom brush position and
release.

Mode:

Smooth is now enabled by the F8 key
(DEL toggles the cursor), and we get
two new modes. "TINT" applies the
Hue and Saturation levels of the cur-
rent foreground. HBrite transposes col-
ors from full to half value (or back with
the right button). Tint requires that you
use only the built in brushes, but
HBrite mode can use a custom brush.
This is extraordinarily useful for subtle
shading and shadow effects, and when
combined with animation presents an
awesome effect.

Preferences:

Coordinates now can be toggled with
the shifted backslash key and then fur-
ther toggled in perspective mode be-
tween angle and position readout with
the slash key. The aforementioned "No



—

DATA ACQUISITION FOR THE 4i//GA4
o $159.00

8 Bit Resolution 50 MS/s Sampling Rote 64 KByte Memory

SAMS58 SAM 108 SAM208 SAMEOS8

FOUR DIFFERENT MODELS 70O FIT YOUR NEEDS
Haraware Speclflcaglions:
24 detinable sample rates from 25/3 up to SMS/a, 10MS/a, 20MS/s, SOMS/s
ADC rasolution of B blts on oll models with memory length af BK to 64K
AC/DC coupling, 1Meg input impedance, B gain ranges from 1 to 20 voits
Up to 8 madules can anap together for 8 chonnel simultoneous operation
Connect different models together in the organization to suit any need

Software Specifications:
Fullscresn 640x400 HI—Res multichannel  osacilloscope type dlsplay
Al mouse operatad and menu driven with clear usar—friendly controls
Waveform pannlng, time and amplitude meagauring, waveform smoothing
FFT generatlan: Freq/Amplitude. ond 30 Freq/Amplituda/Time plotting
Digltal Flitaring of wavaeforma: low poss, high pass, bandpass & astop

“It was a dark day.
A day so dark, I needed a flashlight
to put my socks on the right feet. My =¥
secretary Gladys had quit the day
before, walking out with my heart
and my Rolodex. I was lost. Then,
mysterious woman walked in...

She had a great software package, the kind of
goodsyouwant to take hometo Mother. She whispered,
‘Who!What!/When!Where!’ then handed me the box
and exited stage right. [ never learned her name, but
that woman changed my life.

Now, Il use Who/What!'When!Where! to schedule
appointments, to remind me of upcoming events, to

i dial the phone, to print address
labels,and as acalendar, alarm

& (714) 893-0762

CLL NOW FOR YOUR BOOKLET DESCRIGING ALL SAM MODELS

WATCH FOR OUR UPCOMING COMPLETE LINE OF
LOGIC ANALYZERS AND COMPLETELY PROGRAMMABLE FUNCTION GENERATORS
ALL DESIGNED TO OPERATE AND INTEGRATE WITH THE SAM SERIES UNITS

% A, A P, 13552 Portamouth Circla, Westminater CA 92683

/

clock, and yes, as a Rolodex,
too.

Of course, Gladys made
better coffee, but then
Who!What/When!Where!
doesn’t demand profit-
sharing...”

‘ $99.95
PR 1248 Clairmont Road

Suite 3D
Atlanta, GA 30030
(404) 377-1514

Icons" and "AutoTransp" are nice con-
veniences, but the real plus is "Auto-
Grid". In conjunction with perspective,
your custom brush dimensions auto-
matically become the temporary de-
fault grid settings. Pick up a brush, en-
ter perspective, switch on grid, and
what previously was an ordeal -- the
movement and registration of brushes
through 3-D space -- now is a snap!
All previous preference options are still
included, and you can configure the
program through the icon tooltypes to
load with whatever combination you
prefer.

Effects:

Stencil and Background are unaltered
in function, but worth noting is the in-
clusion of the halfbrite registers in the
stencil maker. Once understood by the
user, Stencil was one of the most pow-
erful features of dPaint II. The combi-

nation of HalfBrite modes, fills and
stencils ought to provide wonderful ef-
fects, once we begin to understand the
possibilities in combination. Much of
the power of dPaint lies hidden in the
mastery of these combined effects, the
benefit of which is only realized with
repeated use and experimentation. The
amazing depth of this program only
yields to the familiarity of constant use
and play. But that's okay by me, be-
cause I vastly prefer dPaint to any
game.

When version 2 was released I
thought that the perspective effects
would be of great utility and I would
find practical applications in my archi-
tectural practice. Alas, despite a fair
amount of work at it, the results I de-
sired eluded me. It was okay for some
illustrative effects, but the kind of con-
trol required to produce accurate repre-
sentations of "measured” objects just
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wasn't there. Ididn't think I was partic-
ularly dumb in the area of perspective
because I could construct them by hand
with the traditional geometric methods,
but I got nowhere with dPaint. I took
some comfort in leamning that other
people had trouble too, but still wished
I could do it in this program. Dan Sil-
va has come to our rescue with a vastly
improved approach.  For starters, the
outline box for your brush includes X
and Y axis markers, so you don't get
lost in space. Now there's easy tog-
gling between angle readout and posi-
tion (without moving your cursor), so
you can stay where you want to be.
Add toggling of brush handle from the
keyboard and you're almost set. Enter
a requester for Perspective Settings:

Now chose from a grid that is either
screen based (you set the values) or
based on your brush. If you've opted

( continued on next page )
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DeluxePaint III ( continued from previous page )

for brush based (the default with Auto-
Grid), any movement along the 3-D
axes is in increments of your brush.
Choose also between screen based per-
spective (your position coordinates or
angles are based on the "absolute”
world), or brush based (now reflecting
position and angle relative to your
brush axes. A further refinement lets
you enter custom values for the shifted
number keys (eg. 450, rather than 900;,
increments).

Finally, pressing the CTL key tempo-
rarily fixes the Y axis so you
can now move right/left and
forward/back with the
mouse. Hallelujah! It
works! The manual gives

so critical, as considerable forethought
as to the object is a foregone conclu-
sion, and the chief objective is general-
ly the realistic appearance of object
and movement through space. In 2-D
animation, however, we want more to
inhabit the magic realm of the classic
cartoon. Animation is tough. All the
gimmicks in the world -- be they hard-
ware or software -- are no substitute
for a story line that is implemented in
coordinated objects and motion. The
classic animator has the device of a
registered tablet with overlays of trans-

The big news with this new version of
Deluxe Paint is the addition of motion

Move

available memory and the resolution
and number of colors (bit planes) of
your screen. Select the "Expanded”
method from the submenu, then select
"Set#" from the "Frames" heading.

DPaint will then set a number of
frames depending on screen format and
memory. My 2000 has 5 megs of
RAM, and even while multi-tasking
this review, will allow 86 frames in 64
color lo-res (over 550 frames in 2 col-
or). At a play rate of 15 frames per
second (standard for most commercial
animation), that isn't too bad. The sec-
ond method of choice,
however, will be "com-
pressed,” the familiar
ANIM format that builds
files based on the differ-
ences or "deltas” between

you a nice explanation and
tutorial, and it takes a little
bit of practice, but the tech-
niques are solid. Screen ver-
sus Brush perspective will al-

X Y Z
Dist: ‘IS NN B [crusH
Angle : NN NN R

|Clear||Go Back'

frames. Here there is no
predetermined limit to the
number of frames. There
is, of course, the potential
for very big files if the

low almost any result you
desire (especially useful in
animation), and the program
cleverly lets you replicate a

Ease-Out N
Ease-1In N
Count iU

Move

Direction:

changes between frames is
great, but for most applica-
tions you'll get more for
your RAM. No need to

series of relative (i.e. brush
based) moves through space

|Fill||Dran|

worry about overstepping
the limits, because dPaint

because the screen coordi-
nate and angle readouts that
result from a series of moves
give you the cumulative po-
sition and orientation.

ANIMATION

And then there's animation. First off,
let me say that I've worked and played
with just about all the animation pro-
grams, both 2 dimensional and 3. No
one can fail to be impressed by the
power and sophistication of such pro-
grams, but can anyone truly and hon-
estly say that they don't (with the ex-
ception of Photon Paint II) interpose a
barrier between the object and move-
ment? For solid modeling the issue of
intermediate steps from object creation
to path description to rendering is not
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lucent paper that allow pencil testing --
immediate feedback during the process
of drawing. Until now, Amiga users
have had painting programs where they
create the images, and separate anima-
tion programs in which to move and
show them. DPaint III brings it all to-
gether.

The Anim Menu:

DPaint can work in two modes. The
first is Full Page-by-Page flipping,
which involves the rapid sequencing of
full screens of IFF images. The num-
ber of frames possible is limited by
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keeps track of chip and
fast ram (use CTL-a) and
the "About" menu will
keep you posted on the
size of your ANIM.

LOAD and SAVE are the usual re-
questers, and in the case of the former,
will automatically respond to the for-
mat. For a test, I loaded a VideoScape
animation done 18 months ago in an
old ANIM format. DPaint responded
perfectly, shifting to overscan, (still
multi-tasking with Scribble!) and there
I had it. A press on the number 4 key
and it played perfectly except for a
glitch at the beginning of the loop. No
problem, just edit out that extraneous
frame (that's right -- DPaint III will let
you load and edit ANIMS!).



DeluxePaint III ( continued from previous page )

The FRAMES submenu provides for
adding and deleting frames, copying to
all, and setting the total number of
frames. Compressed animations can be
expanded in scope at any time just by
resetting the number of frames, and
this feature is the basis for many of the
techniques of layered animation tricks
offered in the tutorials. CONTROL
options allow you to set RATE (up to
30 frames per second), set the range of
play (frame # to frame #), and control
the play for Play Once, Loop, Single
play, or Ping Pong, as well as Next or
Previous frames, and a Go To option.
These menu commands are also
mapped to the keyboard, and shifted
keyboard presses let you go to the first
or last frames, go back to the last "go
10", reverse loop play, reverse once
play, go to the first or last, next or pre-
vious cells of anim brushes. Rounding
out are key strokes for reverse play,
stop, speedup, slowdown, and toggle of
color cycling -- a complete range of
commands for interactive playback
control.

Once you've set the number of
frames, you're ready to begin "anim-
painting.” A press on the left Amiga
key in conjunction with a paint tool
yields true magic. As you paint, dPaint
flips through the cells automatically, so
a simple stroke of the brush is caught
on each frame as it is displaced in loca-
tion over time. A keystroke plays it
back instantaneously. Add more
strokes and play it again, layering and
editing 'tll it suits you. If a session
with animpainting doesn't raise your
pulse a bit, you ought to consult your
doctor, because this is just plain excit-
ing stuff! EA's press release states that
"...Disney couldn't have done it better”,
and I'm hard pressed to say that's an ex-
aggeration. The heart of the animation
menu is the MOVE requester, which
grants extensive control of object
movement and coordination. Once
you've stamped a custom brush down

in a frame, a trip to this requester will
yield settings for movement in the
three-dimensional world. Distance is
set on the X, Y, and Z axes, as is angle
of rotation. Additional gadgets Clear
the settings, and activate "Cyclic" or
"Go Back". Cyclic provides automatic
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positioning for loop playing so that, for
example, a full rotation of 360 degrees
starting on frame 1 automatically ends
at just the right position on the last
frame of your sequence to loop
smoothly back into frame 1. Go Back
comes into play in multi-part sequenc-

( continued on next page )
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DeluxePaint Ill ( continued from previous page )

¢s. DPaint normally "remembers” the
position of the brush at the end point of
any sequence, with the next move start-
ing from that point. Go Back allows
you to restart your brush from the very
beginning point.

The next block of gadgets in MOVE
provide for EASE-OUT (acceleration)
and EASE-IN (deceleration), and a
COUNT gadget to set the frame dura-
tion of any particular sequence (inde-
pendent of your total frame count).
The combination of these tools make it
very easy to simulate, say, the effect of
gravity as in a bouncing ball that decel-
erates at the top of the bounce. DI-
RECTION gadgets let you specify
whether your distance and angle set-
lings represent a "go to" or "come
from", and whether to record your se-
quence forward, backward, or still
(painting to all the frames). Once
you've made your settings, you can
PREVIEW (near real-time wireframe)
or choose the DRAW, FILL or
TRAILS commands. Draw is the
straight choice; Fill renders each suc-
cessive frame in its perspective setting
1o the horizon; and Trails gives you the
sum totals of previous frames as it
goes. Finally, Cancel aborts your re-
quest and Exit lets you leave with your
settings intact.

As if this wasn't enough, dPaint gives
you one more powerful feature, the
"AnimBrush”. Once you have created
a sequence of frames, you can go back
and pick up your moving brush as a
whole, and then use it again, or modify
it's movement with yet another round
of MOVE transformations. The tutori-
als give you a simple example where
you first create a ball, and make a se-
quence in which it moves up and decel-
erates. Then you pick up that segment
as an AnimBrush, modify the setting of
the animbrush for ping-pong move-
ment, and set the whole subset of
bouncing movement into another over-
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all movement across your screen and
back into the distance. AnimBrushes
can be saved and loaded (with color
cycling), and can be further controlled
as to "duration” -- a number greater
than your current cell range will slow
the motion down, a number smaller
will speed it up. You can also pick the
starting cell point within the range of
your animbrush, and control its direc-
tion (forward, reverse, or ping-pong).

Needless to say, there are a whole lot
of options and the potential for com-
bined effects and layering seem end-
less. The manual offers a about 25 tu-
torial segments that drill you in the
basics: simple move, simple rotation,
brush vs. screen axis movement and
rotation, the Go Back option, Cyclic
vs. non-cyclic, Ease in's and out's, and
basics of the Animbrush -- pickup, use
and settings. Next you begin to com-
bine the effects in scenes that involve
receding and approaching shapes, dis-
solves, expanding forms, trails,
slinky's, curving titles, tumbling 3-D
objects, orbits, scrolling backgrounds,
filled planes that simulate moving
ground and rolling horizons, with a fi-
nal exam that involves the creation of a
rolating, bouncing and receding ball.
It's the most fun I've ever had with
software tutorials, and 1 found myself
repeating them over and over just so
they could become second nature.

What more could we ask from a
painting and animation program? It all
seems to be here, and I am hard
pressed to think of very many effects
achieved in all the other 2-D animation
packages that can't be accomplished
faster and better, and with more imme-
diate feedback and control, right in this
one very impressive program. Not too
soon to think about version 4, howev-
er. Since CBM has announced their
256 color board in Europe, maybe Dan
Silva could give us all this and heaven
too. In the meantime, all Amiga
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graphics people should be thankful to
Dan Silva for this version, and I have
no doubt about dPaint IIl taking top
honors in the next round of polls.

DPaint comes with 3 disks (Program,
tutorial Art, and Animations and utili-
ties) and a very extensive manual. EA
plans release in late March, with up-
grade policy as follows: $50 (plus $7
shipping) for version 2 owners who
purchased prior to December 1, 1988;
$20 (plus $7) if you purchased after
that date. Upgrades will require that
you send the manual cover and a dated
receipt for the original purchase.

Deluxe Paint 111
$ 149.00

Electronic Arts

1820 Gateway Drive
San Mateo, CA 94494
(415) 571-7171

Subscription
Problems?

If you are planning to
have a change of
address, make sure to
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address at least six
weeks ahead so that you
won't miss an exciting
issue of The Amiga®
Sentry

Send changes to:
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Attn: Subscriptions
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Broomall Pa 19008




Translate Industry Standard DXF Files to Popular Amiga Programs

by Paul R. Miller

ike it or not, AutoCAD is
the most widely used PC
based CAD program, with
users numbering in the hun-
dreds of thousands. At the large archi-
tectural and engineering firm where I
work our CAD production is based on
a sophisticated main frame system, but
we regularly translate to and from Au-
toCAD files -- either because our cli-
ents supply us with data in that format
or they require archival documentation

in DXF format at the completion of
our design for their ongoing facilities
management needs. Because it iS so
widely used, AutoCAD has become
the design and construction industry's
standard for the propagation of librar-
ies of various manufacturers products,
from windows to furniture. Thus,
nearly every CAD system from Inter-
graph to Versacad has been served by
utilities that provide for these transla-
tions, and the links extend from MS/
DOS to Sun, Apollo, and Macintosh.
Although the Amiga is certainly not
(as yet) a viable instrument for com-
mercial CAD production, the ACAD

The Acad translation requestor screen

) Sculpt-Animate Scene Conversion

DXE Pathname:
File
.info

ACAD_Translator
ShowdTel]
Rolling-Demo
Rolling-Demo. info
ACAD_Translator.info

Demo, dxf
Trashean. info
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Translator represents the first link to
that realm.

Access Technologies' first Amiga
product was a set of carefully crafted
three-dimensional fonts for use with
Sculpt 3-D, which was later released
in a version for Turbo Silver. (These
fonts can also be used with Video-
Scape 3D or Forms in Flight II via In-
terChange, and can be translated via
either Modeler 3D or with another In-
terChange module into Aegis Draw
Plus or Draw 2000, and then into
Desktop publishing as well.)

Although ACAD is touted as a
means for utilizing the Amiga's superb
rendering and animation capabilities
to show off 3-dimensional DXF files
with Sculpt 3D or 4D, Access has
also provided a link to all those other
applications as well.

The AutoCAD .DXF file format pro-
vides an ASCII base for 2-dimensional
and 3-dimensional files. ACAD pro-
vides a means to translate those files,
with default settings suited for Sculpt
3D, but with provision of control over
parameters of magnification, circle
subdivision, layers, and blocks that
will help users tailor their translations
for other applications and even edit
objects prior to those translations. But
first things first -- that vast resource
of .DXF files resides in the MS/DOS

world,. ACAD's slim but thorough
( continued on next page )
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Acad ( continued from previous page )

manual leads you through the three
methods:

Modem Transfer -- either direct or
from various BBS's which have sub-
stantial DXF databases. (Access re-
minds us to set our telecommunica-
tions program to strip the carriage
returns from the MS/DOS ends of lines
to standard Amiga line-feed only.)

Amiga 5-1/4" (or 3-1/2") disk drives
-- You can use the "PCCopy" utility
from Workbench Extras. Again, Ac-
cess is brief but explicit in their direc-
tions, directing us to use the filter op-
tion to strip the Carriage Returns, and
offering suggestions to split DXF files
(if they exceed the 360 K disk size) be-
fore transfer. Users of DOS 2 DOS
can accomplish the same tasks, and
have the advantage of access to 720 K
MS/DOS format 3-1/2" floppies.

Bridgeboard -- easiest of all, but lim-
ited again by the 360 K 5-1/4" format.
Serious CAD users may take comfort
in the hoped-for-soon release of the
AT BridgeCard and access to 1.2 meg
floppies.
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Two sample images that were converted from DXF Files and rendered with Sculpt

No matter what method, the user will
eventually have to contend with the
fact that DXF files tend to be big.
They are, after all, text files. The skill-
fully constructed files that reside on
BBS's or circulate on sample disks
tend to be nice and compact, but in the
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real world it's not unusual to encounter
2 to 7 meg's in the script format.
ACAD has built-in tools to let you
translate only selected layers or blocks,
but unless you have portable mass stor-
age devices or an unlimited phone bud-
get, it's best to break up the files before
DOS transfer.

Once you've got your DXF into Ami-
gaDOS, the translation is easy and
quick. Loading the program will yield
a full screen file requester to set the
source DXF pathname. Three scrolling
windows are provided for Device
(Disks, RAM, etc), Drawers, and Files.
A series of scrolls and clicks will pro-
duce your full source pathname in a
separate window.

For added utility in file manipulation,
ACAD gives you some more buttons
for Parent, Delete, Rename, Copy,
MakeDir, Execute and Abort. Once
you've selected your file, a click on OK
will take you to the Output Pathname
requester where your go through a sim-
ilar process, with a reminder to give



your file a “.scene” suffix so Sculpt
will recognize it. Another click on OK
takes you to the Translation Tools
screen, which offers only three simple
choices: Start, Cancel, or Select Pa-
rameters.

Access thoughtfully supplied a disk
with some DXF sample files, so I
plunged in straight away with the fa-
mous 3-D view of St. Paul's cathedral.
The file listed at about 55 K in DXF
and translated to a .scene file of about
160 K. Ididn't time the process, but it
couldn't have taken more than a minute
from floppy to hard drive. A quick
shift into Sculpt, add a light, set ob-
server and target, mode, size, and ren-
der -- a seamless transition. Since that
was so easy, I decided to get fancy.

Next I loaded into Modeler 3D (us-
ing the load Sculpt file option). It
came up very small in the tri-view so I

activated Auto-Scale. No problem --
except for being upside down. Next
step was to open a wireframe preview,
then rotate for the desired view, en-
large the window, and activate save as
(DrawPlus) drawing.

Okay, on to Draw 2000. Again, there
was St. Paul's -- this time in wireframe
projected 3-D view. Now on to Profes-
sional Page or PageStream (when the
latter implements its DrawPlus inter-
preter).... You get the idea -- ACAD
can funnel AutoCAD to the whole
range of Amiga programs and formats,
from desktop publishing to IFF paint-
ing to animation. If you're not a Model-
er 3D user, you can go the same route
with InterChange, from Sculpt format
to DrawPlus. In fact I got better results
with the latter in my translations to a
.geo format for VideoScape -- missing
facets were filled in and it came out
right side up. In addition to the

straightforward  default translation
mode, ACAD lets you specify other pa-
rameters. Selecting the Parameter but-
ton results in another screen with four
windows:

Magnification -- a default number of
4096 (a lucky Amiga coincidence?) is
designed to yield optimum enlargement
for easy viewing in Sculpt's tri-view,
but can be altered at will.

Circle Subdivisions -- set to a default
of 12, this can be any integer greater
than or equal to 3. This number deter-
mines the degree to which a curve is
segmented for Sculpt. A larger number
will produce more segments (and will
also increase the time to translate and
the size of the file). Your setting here
should be tempered by the Sculpt ren-
dering mode you intend to use. While

more segments would result in a
( continued on next page )

PHASAR

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.

PHASAR 3.0... the only way
to make sense of your personal
finances.

General Features

130 expense/income categories

Reporis and Analysis
* Analyzeloan/saving plan
¢ Clearly formatted printed reports include:
—Account summaries
—Category summaries
—Net worth statement
—Tax calculations
 Sort categories in any order
¢ Builtin 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.

® 40 accounts (VISA, checking etc.)
* Up to 500 transaction per month * Eventalarm feature
New Features: e Artificial Intelligence parser predicts input, $QQ95
¢ Enhanced online calculator with 5 level memory minimizes typing PHAS$AR 3.0 89
buffer ¢ Instant context-sensitive help function
e Sorting by account name or number * Relational design integrates financial data Available from:
e Improved tax now doubles as r:
wrter progr=m eport Transactions Antic Software
¢ Custom define screen colors ¢ Create transaction macros for repetitive entries 544 Second St.
¢ Recall most recent transactions ¢ Point-and-type spreadsheet-style relational San Francisco, CA 84107
¢ And many more....... summary table (800) 234-7001 MmaY
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Acad ( continued from previous page )

“smoother” curve, you might actually
do better to reduce the number (if you
are rendering in snapshot or photo) and
set the smoothing with Sculpt -- result-
ing in smaller files and quicker render-
ing.

Select Layers -- if your DXF file is
composed of layers, this option permits
both layer exclusion and color and tex-
ture editing. ACAD displays layer
names, and you click textures and
move color sliders.

Select Blocks -- if the file has blocks,
you may elect to include or exclude
them as they are displayed in the re-
quester.

The disk includes a sample file to ac-
company brief tutorials in layer and
block manipulation. ACAD operates
hierarhically in the Parameters win-

any stage will either cause the program
to translate according to previous se-
lections (i.e. Magnification and Subdi-
visions only), or let you go on to the
layer, color, texture and block options.
In all cases the program exits and re-
turns you to your workbench after each
translation. The receipt of an updated
disk from Access (it fixed an obscure
bug) prompted a telephone call to Tex-
as, which was the occasion for some
additional facts. Although ACAD is
"officially" centified to handle Auto-
CAD release 9 files, Access reports
that it works with release 10 as well,
with the exception of 3-D "Mesh" files.
These can be handled indirectly, how-
ever, by exploding them first with Au-
toCAD before the translation, yielding
proper 3-D facets. Access is also hard
at work on another Amiga software
product which ought to find a grateful
audience. If we look at ACAD as just

Sculpt rendering, it would seem to
have appeal to a rather limited user
group. Perhaps unaware, however, Ac-
cess has given the Amiga a link to a
very wide base of data in the "real
world,” and with the use of readily
available supplemental utilities like In-
terChange, we can use this data in
Amiga based structured drawings,
desktop publishing, paint programs, 3-
D rendering and animation, and video.
A nice bit of serendipity that seems to
be happening more and more frequent-
ly these days....

ACAD Translator
$179.95

Access Technologies, Inc.
P.O. Box 202197

Austin, TX 78720

(512) 343-9564

Developed in 1986 for medical and space research, power and ease of use
have eamed SNIP an enthusiastic reception in a broad range of scientific and
engineering endeavours.

Graph, analyse and manipulate time series data.

Input data from ACDA, Twin-X or sound samplers.
ASCII impont and binary MSDOS conversion.

FFP format, display 20 channels, 2 Million plus points.
Over 80 functions plus Custom interface with source code.
FFT based filtering (tested up to 60,000 points).

Amj-X10 - BSR based home control software $59.50
Replace electrical timers with the inexpensive X-10 system and discover

the power and simplicity of computerized control.

= Access to all X-10 features and code combinations.

» May be disconnected once X-10 is programmed.

+ 256 appliance codes, 16 appliances per event, 128 events.

* Monitor timed events and display appliance status.
« Review, sort or edit stored events.

“Freeze' or “Unfreeze' stored events for occasional use.
Set “solar' events relative to sunrise or sunset.
Rain/Shine switch for sprinkler control.

Includes CLI based program with batch capabilities.

The Tax Strategist - 1988 Tax preparation
« Federal form 1040
+ Schedules A, B,C, D, E & SE
+ Forms 2441 & 2106
e Plus worksheets and Cash disbursement module.

With CA State Tax
The Tax Strategist, Professional Version also available

$89.00

$119.00

DIGITAL DYNAMICS, 739 Navy Street, Santa Monica, CA 90405
Tel: 213-396-9771

dow: Cancel or Continue buttons at a translator from 3-D AutoCAD to
"z )
DIGITAL DYNAMICS -
Power Packed Programs for your AMIGA
SNIP - Digital Signal Processing $495.50

J/

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

Flicker Master:

Works With ALL AMIGA Models
A-500, A-1000 , A-200
Only $17.95 sug list price

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

Improves contrast in all resolutions,
Helps reduce eye-strain _
10 1/2in. X 13 1/2in. (26.7 cm X 34.3 cm) size
is designed to fit the following monitors.
Amiga 1080, 2002, and 1084 / sony KV 1311
Magnavox RGB 80 / NEC Multisync and others,
. chack size
Flicker Master is a great companion to your Graphics, Video, Cad,
and Desktop u(l;rlllshlng, Software,
s

such a
Digi-Paint, Deluxe Paint ll, Express Paint, Photon Paint,Pixmate,
utcher 2.0, Aegis Video Titler, Zuma TV Text and TV Show,
Sculpt 3D, Animate 3D, Videoscape 3D, Pro Video CGl, X-Cad,
Intro Cad, PageSetter, and Professional Page

T.S.R. Hutchinson Co. 110 W. Arrowdale
Houston, Texas 77037-3801 (7132(- 448 - 6143
he above named products are trademarks of

their respective companies

34 /SENTRY

APRIL 1989




Video Page

A New Video Titling Program from Impulse

by Tom Reed

ideo PAGE is a new video
titling program for the en-
tire range of current Ami-
ga computers which is de-
signed to help you create professional
looking titles for your video produc-
tions. You can mix different sized and
colored fonts on the same line of text.
With Video PAGE your titling project
will be accomplished in an efficient
and speedy manner. Video PAGE re-
quires AmigaDos 1.2 or higher, at

least 1 megabyte of RAM memory
and a second disk drive or hard disk.
The Video PAGE program comes with
a program disk, several font disks and
a manual. Video PAGE is not copy
protected. The steps for using Video
PAGE are simple.

1. Load up to six different fonts into
what Video PAGE calls a
font cartridge.

2. Type in your pages of text.

3. Click on the effects and transitions
for each page from the effects
requester.

Video Page offers the user a number of sophisticated effects
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When those three steps are complete,
preview your work and make any nec-
essary adjustments. That's it! As easy
as "one, two, three".

Because the program is easy to learn
and operate, it is possible to overlook
how thoughtfully the program is de-
signed and implemented. Vidco PAGE
follows a very intuitive and logical ap-
proach in its operation and execution.
Screens are a joy to work on because
of the attentive manner to detail in
which the layout and user interface
were created. Requesters are large
and present information clearly. The
only minor exception to this statement
is the fact that some screens require in-
put from the mouse and other screens
require input from the keyboard.
When [ first encountered pages that
needed keyboard input, I instinctively
reached for the mouse to make a selec-
tion when the keyboard was the way
to go. The screen looks as if the
mouse should be used, but no, strike
the appropriate key to make the selec-
tion. The adjustment to using the dif-
ferent methods of input, mouse or key-
board, was quick because of the
logical nature of the requests. Of
course, all of this could have been
avoided if I had only read the manual
first!

The manual is a fifteen page docu-
ment that contains all of the necessary

information to run Video PAGE. The
( continued on next page )
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Video Page ( continued from previous page )

manual is written in a clear and concise
manner. The topics contained in the
chapters are: The Video PAGE Inter-
face, A Simple Tutorial, The Editor,
Effects, and a Reference Guide. The
easy as "one, two, three" steps are con-
tained in the chapters on the Video
PAGE Interface, The Editor, and Ef-
fects. Let's look at these three areas in
some detail.

Interface

To start the program insert the pro-
gram disk in DFO: and double click the
disk icon. If a Video PAGE fonts disk
is not in place, you will be asked to in-
sert a Video PAGE fonts disk. My re-
view copy of the program would not
load properly if I booted with the Vid-
eo PAGE program disk and had the
fonts disk in the external disk drive
during this booting process. Booting
with the Video PAGE program disk in
DFO: and then inserting the fonts disk
after the Video PAGE icon appeared
caused no problems.

Upon the successful loading of the
program, you are presented with a
fonts selection screen. Selecting fonts
could not be easier. Each fonts disk
comes with its own screen for loading

The Video Page font Selection menu
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A sample title from Video Page

fonts into a fonts cartridge. The inter-
face conventions are the same for each
of the fonts disks. It is therefore possi-
ble to load into the same fonts car-
tridge different font point sizes, differ-
ent styles of the same font and other
font sizes or styles from the other disks
of fonts which are provided. The car-
tridge permits you to load up to six dif-
ferent fonts at one time for use in the
program.  When
your selections are
complete, click on
EXIT and you will
be taken to a blank
page in the editor.

The Editor

You will recog-
nize the editor
page by a status
stripe  which ap-
pears at the bottom
of the page. The
status stripe con-
tains the following
useful information:
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current line number, font number, font
color, mode (insert or overwrite), and
the current page number. Enter the text
for your first title page. Entering text
into the program follows most of the
same conventions that your word pro-
cessing program uses. You may use
any number of different font sizes, col-
ors and styles on the same line. Key
strokes may be used to easily change
from one font to another. Holding
down the Alt key and pressing 1 selects
the first font in your cartridge. Alt 2
selects the second font. eic. Press F9
to view a page that displays the select-
ed fonts in your current cartridge. This
same key allows you to select a new
active font. The font selection screen is
activated by pressing F8 if you wish to
load in different fonts.

The color of your font is just as easily
changed by using the Ctrl key and
numbers 1-8. Another way to select
colors for rendering text is to press F6.
The available colors are displayed and
your selection is made using the arrow
keys. To adjust the color palette for



any of the eight colors available press
Ctrl F6. The default color values are
set with the sliders at the 15. For a
clean video signal, these should be set
to a value no higher than 12. The 15
value looks great on the RGB monitor
screen but overdrives the video signal
when transferred to video tape. This is
due to the nature of NTSC video sig-
nal and its limitatons, and not a fault
of the program..

When a page of text is complete,
press F4, This will cause Video PAGE
to store the page that you have just
been working on and present you with
a new page. This process of entering
pages of text continues until your titles
are complete. Then it is time to go to
the effects screen.

The Effects

The effects requester is accessed by
pressing F10 and provides an opportu-
nity for you to present your titles in an
interesting and effective manner. Vid-
eo PAGE provides you with eighteen
ways to have the pages of your text ap-
pear. Programing the movements of
your titles is another simple task. Click
on the effect or transition you would
like to use.

When the selection is made for an ef-
fect, the "LED" next to that effect will
change to yellow, indicating that the
selection has been made. Click on the
+ (plus) in the upper right hand portion
of the requester to move to the next
page. The text of the current page will
appear behind the effects requester
screen. The space bar will toggle you
between the requester screen and your
page of text. The "no effect button" al-
lows you to skip a particular page of
text. The timing for the effects and for
the duration between each page of text
is taken care of with the two slider bars
on the left side of the effects requester.
When these steps have been completed

for all of your pages of text you may
preview your work by pushing F1.

It is an easy task to go back and
change any of the work that you have
done. Adjustments to the text of a par-
ticular page or to the effect or transi-
tion used to present this text are equal-
ly simple to accomplish. The review
copy of the program and manual I
used had a few small problems. Two
function key commands were not oper-
ative. Ctrl-F1 for displaying job status
and Ctrl-F9 for the line justification re-
quester. The line justification func-
tions worked perfectly using Crtl L
(left justify), Crtl R (right justify), Crtl
M (mid or center justify) and Crtl N
(no justify).

Overall, the program worked well.
Video PAGE was easy to learn and

simple to use. This program allows
you to put high quality titles onto your
video productions. Video PAGE is a
tool that allows you to concentrate on
the job at hand-producing effective title
sequences. Video PAGE does a very
good job, is easy to learn, a pleasure to
use, and puts high quality video titles at
your disposal.

Video Page $199.00

Including 4 Font Disks
Impulse, Inc.

6870 Shingle Creek Parkway
Minneapolis, MN 55430
(612) 566-0221

02,1333
(@1 214272

e e e ASSOCIAtes, Inc.

e, New York's Premier AMIGA Specialists

A2000HD

AMIGA Computer Systems for Video Production:
Desktop Publishing/Presentation Applications
Systems - Hardware ~ Software
Installations - Applications
Disks - Blank Media - FAX

Competitive Pricing — Excellent Service & Quality

The New AMIGA’s

A2500

SPECIAL OFFER!
AMIGA A2620 (68020) Board

(for upgrading your present A2000)

$ 1399.95

S/H: Please call/write — also ask for
AMIGA Product Catalogs, & Other Listings
Authorized Dealers

SERVICE - PARTS - REPAIRS

Visit Our Retail Store - Parking Available
28-21 Astorla Bivd. , Dept S, Astorla, N.Y. 11102-1933

Distributors

Tel: 1-212-221-6272 FAX: 1-718-956-9028

Tel: 1-718-956-9000
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LightBox

A Pencil Test Animation Tool for the Amiga

by Tom Reed

ightBox from R&DL Pro-

ductions is not a paint pro-

gram, not a ray-tracing pro-

gram, and not a program
which will create "tweens” for an ani-
mator. It is designed to be a computer
based cel animation tool, precisely this
and no more. LightBox is patterned
after the artist's tool of the same name.
Animation artists use transparent
drawing cels with an even white light
source behind them. The lightbox pro-
vides a means for accurate alignment
of cel elements.

Lightbox the program, takes advan-
1age of the Amiga's powerful graphics
ability and allows the animator to
view three frames of animation simul-
taneously. The current frame is ren-
dered in black, the previous frame is
ghosted in magenta, and if there is a
frame in advance of the present frame,
it is ghosted in cyan. In short, the pro-
gram is a computerized pencil test sys-
tem.

The Amiga does all of the necessary
housekeeping chores that are normally
associated with the cel animation pro-
cess. LightBox keeps frames in order,
provides an evenly distributed "back-
light" and erases cleanly. Page flip-
ping is built in and is accessible with
just one keystroke. R&DL has provid-
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Dir [Lessonl&2:
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l Open I | MakeDivI |Canoel|
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Tutorial "Scenes'’ are included on the disk to help you learn Lightbox quickly

ed just the tools that can help a tradi-
tional animator be more productive us-
ing a computer.

The complete process of drawing in-
dividual frame details is up to you.
LightBox does not create ANIM files
but treats each frame of the animation
as a separate IFF picture. Because you
can view up to three frames (pages) of
an animation at one time, it is easy to
precisely place the next element or ac-
tion in the animation sequence. An
animation pencil test is used to plot an
animation path and enter the appropri-
ate gestures or elements of a sequence
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to provide the desired effect when
filmed. LightBox accomplishes this
by providing the animation artist with
rudimentary drawing tools to construct
the animation. Freehand drawing or
sketch modes are the artists tools pro-
vided in LightBox for the construction
of an animation. Custom brushes can
be made allowing use of common ele-
ments in subsequent frames. Your ar-
tistic arsenal is limited to one black
"pencil” on a white screen. To add
color to the animation, special effects
or backgrounds you must export the
picture files to a paint program that
can load IFF files. LightBox can be



started from either Workbench or CLI.
Once loaded, "Set Title of Scene to
Animate” is the first screen the user en-
counters. You may either open a pre-
viously saved scene or begin a new
one. LightBox automatically saves
your drawings to this file as frames are
created or altered in any way. Typing
in a new scene title causes a new sub-
directory to be created within the cur-
rently selected directory. LightBox
uses this new subdirectory to store
each frame of your animation.

Making An Animation

The work screen in LightBox is a
white screen with a small crosshair
pointer. The left mouse button is used
to draw your animations, black is the
only foreground color available to
draw in your frames. The right mouse
button will activate the background
color of white. This allows you to
‘erase’ parts of your work using the
right mouse button. The brush size is
controlled by the numbered keys just
below the function keys. The numer-
ic keypad has different functions than
the number keys. On the numeric key-
pad: 4 will move you to the previous

R & DL’s LightBox system allows you to reference
your previous and next frames by displaying them in different hues

frame, 5 will flip through your anima-
tion, 6 moves you to the following
frame, 7 adds a previous frame, 8 con-
tinues inbetweening, 9 adds a follow-
ing frame. Afier practicing drawing on
the LightBox page, F10 will clear the

page.

The first step in the creation of an ani-
mation is to determine the path that
your object will take across the screen.

The program uses a graphic display to illustrate your motion path
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Press 'p' on the keyboard to set path
mode and draw a line that will serve as
a reference for the path that your object
or objects will take. This path line will
be red and appear in every frame of
your animation providing you with a
reference line for the planned action.
Even though this path line appears in
every frame the path line is not saved
with the animation frames. After draw-
ing the path lines press 't on the key-
board to get into the tween mode. The
tween mode allows you to place frames
in-between two frames of action.

The tutorial in the manual has a bounc-
ing ball entering from the upper left
hand comer of the screen and hitting
near the middle bottom of the screen
and exiting screen right just above the
mid point of the screen. To do this ani-
mation, you draw a circle in the upper
right hand corner of the screen. Next
press '9' on the numeric keypad to add
a following frame. The circle that you
have just drawn will turn magenta and
that frame will be automatically saved
to disk. The magenta object will al-
ways be the previous frame. The in-
structions call for you to next draw the

( continued on next page )
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LightB ox ( continued from previous page )

frame with the ball at the bottom of the
page. This represents the furthest point
that the object can travel in one direc-
tion without a drastic change in its
path. After that is done press the 9’
key again. The first circle will disap-
pear from the screen and the frame you
have just drawn will turn magenta.
Next, you draw a circle at the next ex-
treme, which is at the mid right side of
the screen. After that is done, press the
numeric key ‘4. The numeric '4' key
will take you one frame at a time to-
wards the beginning of your animation.
This will take you to the second frame
you drew with the ball at the bottom of
the screen. This current screen will be
black, the previous frame (the first one
you drew at the upper left position of
the screen) will be magenta, and the
following frame (the last one drawn at
the mid left screen position) will ap-
pear cyan. With the path represented in
red, and your ability to see three
frames at one time, you are able to ac-
curately proceed with your animation.
Menu Options

LightBox has two pull-down menus
each with two options. The Project
menu has New' and 'Quit' as options.
New is used to close one scene and
open or start another scene without ex-
iting LightBox. Quit safely closes the
current scene and exits the program.
The ILBM menu contains two options:
“Import” and "Export." Import loads a
picture into the current frame. Export
saves the current frame as an IFF pic-
ture. LightBox animations are flipped
at a preset rate of thirty video frames
per second. Each LightBox frame is
displayed for a duration of two video
frames or 1/15th of a second. LightBox
is a program with a very specific use. It
is aimed at the artist who requires total
control over an animation, but is open
to use of a tool which removes some of
the drudgery. It performs this function
well and elegantly. The ability to see
up to three frames at once provides the
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RESOURCES: SYSTEMS AND SOLUTIONS

14 ARDMORE AVENUE, ARDMORE, PA 19003
215-896-6138
1-800-333-0013

WE DON'T JUST SELL COMPUTERS,
WE SELL SYSTEMS THAT FIT
YOUR NEEDS
THE COMMODORE AMIGA

COMPLETE HOME AND BUSINESS SYSTEM PACKAGES:

p
Only Amiga Makes It Possible™

SRR RS

MUSIC APPLICATIONS
STUDENT CONFIGURATIONS
HOME ELECTRONIC SYSTEMS
VIDEO PRODUCTION SYSTEMS
HOME ELECTRONIC SYSTEMS
, OFFICE AUTOMATION SYSTEMS
COMPLETE ARTISTIC/DRAWING PACKAGES
COMPUTER AIDED DESIGNED SYSTEMS (CAD)

COMMODORE

AMIGA =
.
ALL SYSTEMS ARE PRECONFIGURED AND SOLD
WITH TECH SUPPORT
+CUSTOM SYSTEMS UPON REQUEST »
Stop and see us at the

Trenton Computer Fair! AAMIG/\

500
*Authorized Repair Center

*Authorized Commodore Dealer

animator with an accurate way to place  Light Box $189.00 List
actions within an animation. This is a
crucial step in producing high-quality R&DL Productions

animations. All that remains is to take
the finished cels into a paint program
for "inking."

11-24 46th Ave, 2A
Long Island City, NY 11101
(718) 392 4090
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Outrun!

High Speed Road Racing Action from Sega/Mindscape

by Anthony Bevivino
our dream machine. It's
everything you've ever
dreamed of in the ulti-
mate driving experience.
And more. Start with the hottest car
ever to hit the road. Soup up the en-
gine to let her do speeds of up to 295
kilometers per hour. And put in the
best sound system money can buy.

Then take her out on some of the
most scenic roads in the world. Cruise
by the beaches of southern France.
Race along Germany's modern Auto-
bahn. And soar through the Swiss
Alps. Take a turn through the French
countryside. Or cross California's
Death Valley. Wherever you go, the
scenery's going to be sensational. But
then everything looks great when your
behind the wheel of a car like this.”

Everyone of us has dreamed of
roaring down the highways in a hot
sports car, top down and radio blast-
ing. With Sega's Out Run, you can
come one step closer to realizing your
dream. You get to "drive" that sports
car of your dreams through some of
the most beautiful parts of the world,
at speeds so fast you need to have a pi-
lot's liscence. So if your looking for a
little more than a Sunday drive, get
ready for Out Run. Out Run is a game
by Sega, made for the Amiga from an

arcade game. Out Run is primarily a
graphics game, and if you liked the
graphics on the arcade game, then you
will like the graphics in this game
since they are almost identical. The
graphics used in Out Run are some-

more exciting and that much more dif-
ficult. Going hand-in-hand with the
graphics is the animation. I was a lit-
tle dissappointed at the lack of detail
in some of the graphics, but I soon
came to realize that this was necces-

The brightly colored scenery adds to the road race excitement

what different then the graphics I am
used to seeing on the Amiga, but they
are still very good. There is a lot of
bright colors and a very "busy” back-
ground to the game.

In Outrun, you are being visually

bombarded with colors and objects,
which makes the driving that much
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sary for the animation to be effective.
If the graphics were very complicated
and detailed then the animation would
be slower, and the immpression of
high speed driving would be ruined.
Besides, how much detail can you ex-
pect to pick up when you whiz by at
275 KPH?? So when I took the nec-

( continued on next page )

SENTRY/41



0 utrun ( continued from previous page )

cessities of gameplay into account, [
came o realize how good both the
graphics and the animation were in Out
Run.

In the introduction to the game, it
says: "And put in the best sound sys-
tem money can buy.” Sega is not kid-
ding. The sound in Out Run is fantas-
tic, and I felt it added greatly to the
game. You have a choice of tunes to
choose from as you cruise, each one
different and each one
very good. I prefer to
change tunes each
time I play to suit my
moods, but everyone [
has a favorite tne to |
drive by, and this |
adds to the fun. The |
roar of the engine, |
the screech of the |
tires, the sounds of a |
spin-out, ¢tc... are all [
very well done, and
sound realistic.

On a side note, the
sound on the title
screen is some of the
best 1 have cver
heard. My advice is
to crank up the ster-
eo speakers and hit
the road!!

There are two ways to control your
car, mouse or joystick, and in a game
such as Out Run, control is everything.
Both methods of control work quite
well, but I think that the joystick is the
obvious choice. In order to really enjoy
the game, you have to sit back and put
some feeling into it, and you can't do
this if your mouse has to remain on the
trusty mouse pad. The response 1 got
from the joystick made me really feel
as if I was driving, and the mouse left
me feeling like I was controlling a car
in a computer game, so I have to rec-
commend the joystick. One of the
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main "claims to fame” of Out Run is
the scenery that you drive through.
Well, this claim is misplaced. I am not
saying that the scenery is not great, or
that you don't drive through France, or
the Autobahn, what I am saying is that
you don't see much when you fly by at
high speeds. In order to make it
through each sequence, you have to do
it within a time limit, and in order to
do this you nced to drive fast. If you
lake the time to admire the scenery,

Of course, what good would a road race game be if you couldn't flip over

TUNE,

CAME

you will either run out of time or be in-
volved in a tremendous crash.

And now we come to the most im-
portant question for Out Run, is it fun
to play?? All of the abovc elements
come together and what results is a
very good driving game. Your goal is
to get through five checkpoints in the
alloted time and take one of the many
possible routes 1o reach one of the five
finish lines. This is fairly straight-
forward, but the game is much more
complicated than that. You have to
learn when you are going too fast for a
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CONTROL

curve, when to take the inside of a turn,
etc. You also need to worry about other
cars and trucks on the road. One of my
few complaints about Out Run is that
these other cars always seem to go just
a little slower then you. I don't know
about you, but I have not seen too
many station wagons and economy
cars that go over 200 KMH, but they
abound in Out Run. This may seem
like a small detail 1o some, but I think
the speeds of the other cars should
have been on a
more realistic scale.
For the most part,
however, this is a
greal game to play.
In fact, sometimes
the only reason I
knew I was playing
a game was when I
realized there were
no police cars on
the road!!

There are two
small things I no-
ticed about Out Run
that I really appre-
ciated. One of them
is the menu of op-
tions given before
the game starts. It is
very simple to use,
just highlight the
option you want and
either click the mouse or hit the fire
button. All game options can be quick-
ly and easily accessed and changed in
this manner. The second detail I liked
was the documentation. I thought that
it was very well done, both efficient
and to-the-point. It seems that Sega has
a habit of making good documentation,
and [ hope this is one habit they don't
break.

One thing that greatly impressed me
about this game is that the computer
version is almost identical to the arcade

( continued on page 46 )



More than just a Disk Copier! | setonproean st us
N Against The Competition
Project D is the most powerful Amiga disk copier ever created. It allows you to ProjectD RawCopy

protect your software investment by making backup copies of your personal, public Duplication Speed 80 Sec. 100 Sec.
domain, and commercial software (it even copies copy-protected software!). No other Easy To Understand
copier allows you to copy to all four disk drives at the same time. No other copier keeps a User Interface YES NO

list of the errors that happened during the last backup. No other copier lets you set the _
starting and ending tracks of a backup. No other copier has been continuously supported Upgradable With
for the past two years. Parameter Files YES NO
Project D was designed with the future in mind. We offer registered owners Catalog Utility Included  YES NO
inexpensive, frequent upgrades to our parameter file so you can backup your latest .
software without having to wait months for new 'Brain Files’. Copies other formats YES NO
Project D includes three other useful utilities as an added bonus! The OmniICopy Copies Itself YES NO
Tool can be used to make backups of softwars that you have for other computers (like .
MS-DOS or Atari ST). EditorTool allows you to examine and edit AmigaDOS disks all the | COPies RawCopy V1.3 YES ~ NO
way down to the MFM level. CatalogTool is a powserful automatic disk cataloging utility Price $49.95 $59.95
that lets you maintain detailed lists of your software library.
Comparse the features of Project D to the competition and you will see that Project D
is quite simply the best disk copier package money can buy! i ) ] ) B
Allthese great features for only $49.95 and that includes shipping and handiing! Order Today!  "Project D is by far the most comprehensive disk-utility
package available for the Amiga today."

To order, send check or money order to: Mitchell Lopes - Editor, Robo City News
FUIler ComPUter SVStemss Inc- "I consider Project D to be akin to a well equipped luxery
P_O_ Box 9222 automobils; it gives a smooth ride and lots of easy to use
[¢] tions.”
Mesa, AZ 85214-0430 o‘;i':y'iriim - AmigaWorld (Feb. 1989, pp. 92-94)

or call (602) 835-5018 for more information.

"The user interface is wonderful...” Info Rated: 4+ stars
David Martin - info Magazine (Sept/Oct 88, p. 16)

PrOject D: The Disk Copier... Plus!

Amiga is a registered trademark of Commodore-Amiga, Inc. Dealer inquiries Invited Arizona residents please add 6.5% sales tax.

You want how much?!!!

As an Amiga product developer, do you find yourself constantly asking the
question, "How many of these packages do I have to sell to pay for this ad?"

Wouldn't it be great to discover a way to reach potential Amiga
product buyers without the assistance of a loan officer?

The Amiga Sentry magazine is just what you've been looking for. We can help you
get the word out about your Amiga products or services in an affordable and
effective manner to a readership that is interested in buying, not just window
shopping. And our readers are among the best informed because they read The
Amiga Sentry, the only "what's new" magazine for the Amiga.

So, if you find that you're constantly feeding the meter while your sales are in
park, The Amiga Sentry can help get your business back in gear

—Advertising Sales (215) 544-6394——
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Creative Computers

800-872-8882

213-370-2009  213-542-2292

VIDEO & AUDIO: & Downhill Challenge
H Forms In Flight 1f B Rompoge
B Photon Paint Il B Evil Gorden
B Music X W Artic Adventurel
B Caligori BUSINESS
B The Performer
B Movie Setter PRODUCTIVITY:
B MidivU @ Page Stream
m C-Zar B Works Plotinum
B Comic Fonty W Pen Pal
@ Pro-Sound Designer M Tax Break
& MIDI Magic | Desktop Budget
B Zoetrape B Pra-Net
B Photon Cell Animotar u P'°'B°?|’d .
GAMES: H Professional DataRetrieve
g B Professional Draw
B Double Dragan B Acgis Draw 2000
: g::;lg"‘“""""‘ B Superbose Personol 2
[ 1 |
B Trump Castie SpSIp ot
B Operation Wolf ED“‘ATIO"AL:
B Bubble Bobble B My Paint
& Rastan UTILITIES:
B Drogon’s Lair B B.A.D. (hat flappy ond
: Iv ZP°?‘hF°;!‘E’°|| s hard disk accelerator)
ords of the Rising Sun .
B Univerol Militory Simulator HARDWARE:
B Advanced Dungeons W INTRUDER ALERT
& Drogans B AMAC Emulator
B Kingdams of Englond {Macintosh emulotor!)
B Hostage W Spirit Deluxe MID|
W Test Drive 2 H Voult-30
PLEASE CALL FOR PRICES

SOI-'I'WARE

3 D GRAPHICS .
0

4 X 4 OFF ROAD RACING.
4TH & INCHES CONSTRUCTION .
4TH AND INCHES . ...
64 EMULATOR 2, THE .
ABZDO....
ATALK 1M .

AAARGH! .

AC FORTRAN .
ACCOUNTANT THE

AEGIS DRAW Zﬂﬂﬂ
AESOP'S FABLES
ALGEBRA |. .
ALGEBRA Il .
ALIEN FIRES . .

ALL ABOUT AMERICA .
ALTERNATE REALITY .

© AUDIDMASTER 1l
® AUTODUEL .

© AZTEC GOSK CHK SPEL. .
© BAD. DISK OPTIMIZER. .. .
© BAAL E

© BATTLE CHESS . .

AWARD MAKER PLUS .

AWARD MAKER" SPUHTS
AZTEC 68/AM-D
AZTEC C PROFESSIONAL

BAD CAT
BALANCE DF POWER .
BALANCE OF POWER (BDOK) .

BARBARIAN. . . 25.95
BARQ'S TALE. . 35.95
BARD'S TALE CLUE BODK 10.95
BARDS TALEI ...... 41.95

BARO'S TALE Hl CLUE BOOK
BARDS TALE HINT DISK .
BASIC GRAMMER SERIES

BECKER TEXT
BENCHMARK C LIBRARY .
BENCHMARK IFF LIBRARY
BENCHMARK MOQULA-2
BENCHMARK SIMPLE LIERA

HOT NEW ACCELERATOR

FOR ALL AMIGAS

@ 68020 processor.

e Optional math co-processor up 1o 33 Mhz 688821
@ 50% average speed increase without math co-processor.

ALSO: Sculpt Animate 4D ...

$399.95

PACKAGE DEAL ...........
INCLUDES: 1. SCULPT ANIMATE 4D; 2. MIDGET RACER; 3. 68882-20
CO-PROCESSOR; 4. 20 OR 24 Mhz CRYSTAL 0SSC.

979.00

AMIGA DDS EXPRESS . 19.95
AMIGA FONTS (NTF) 59.95
AMIGA KARATE . . 24.95
ANALYTIC ART-GRA 37.48
ANALYZE 2.0-SPREADSHEET . 973
ANDRDMEOA MISSION 25.95
ANIMAL KINGOOM 32.46
ANIMATE-30 99.95
ANIMATIDN . 62.95
ANIMATION EDITOR . 38.95
ANIMATION EFFECTS 32.46
ARIMATION MULTIPLANE . 58.46
ANIMATION STAND. ... 32.46

ANIMATOR'S APPRENTICE
ANNALS OF RDME .

ANTIVIRUS. ...
ARAZOK'S TOMB ..
ARCADE ACTION PACK .
ARENA

AREXX

ARKANOID
ART COMPANION .
ART GALLERY FANTASY
ART OF CHESS ...

ASHA'S FONTS .
ASSEMPRO ..
ATREDES (BBS).

BETTER DEAD THAN ALIEN .
BEYONO ZORK . .....
BIONIC COMMANOO .
BLACK CAULDRON ..
BLACK JACK ACADEMY.
BLACK LAMP.....
BLACK SHADOW . .
BLITZKRIEG (1 MEG VER )
BLOCKBUSTER

BREACM SCENARIO
BRIDGE 5.0 ....
BRUSH WORKS .

BRUSH WORKS 2 . . 19.85
BUBBLE GHOST . 20N
BUMPER STICKER MA KER g
BUTCHER 2.0.

C-LIGHT ...
e C-ZAR .. 5 R
CAD PARTS FOR INTRD CAD.
CALCULUS
© CALIFORMIA GAMES .
© CALIGARI «
EALLIGMPHER
CAPE 68K ASSEHBLER 20

CAPITALIZATION SERIES

Al

CAPTAIN BLODO .
CAPTAIN FIZZ .
CARRIER COMMAND
CASINO FEVER
CB TREE PLUS.
CBM 005 1.3 WORKBENCH

CELEBRITY COOKBOOK ..
CENTERFOLO SDUARES .

@ CHARDR 5 . .
CHESSMASTER 2000 .. 3248
CHICKEN LITTLE . 1995
CHRAOND QUEST . 33.95
CITY OESK ... 93.95

CITY DESK ART C

CITY DESK BUNDLE 9995
CLI MATE. 24.95
CLIP ART 1285

(EA
COMBAT COURSE .

2595

© COMIC FONTS (NEW & NICE) 5995
© COMIC SETTER. .. ..... 6435
COMIC SETTER (FUNNY DAH 2295

COMIC SETTER (SF DATA) .
COMIC SETTER (SUPERHERDS)
COSMIC BOUNCER

CRAPS ACADEMY .
CRASH GARRET .

CUSTOMS SCREENS -
CYBNUS ED PROF. ..
DARK CASTLE ...
DATA RETRIEVE
DATA RETRIEVE PROF. .
DEATH SWORD ...
DECIMAL DUNGEDN .
DEEP SPACE .

OELUXE HELP CALLIGRAPHER .

KAWAI -1 EQ/LIB .

KAWAI K-5 ED/LIB a9
KCS ......... 154.95
LEXICON ED/LID 9295

MiDI RECORD. STV .

MT-32 ED/LIB ..

MATRIX-6 EO/LIB .
ORABON'S LAIR
DREAM 20NE .
DRUM STUDIO.
OUNGEDN RASTER
DUNGEON MASTER HINT DSI(
DYNAMIC ORUMS .
OYNAMIC STUDID
DYNAMIC-CAD. .
EARL WEAVER BASEBALL
EARL WEAVER STATS.
EASY LOANS
EBON STAR .
EMERALQ MINES
EMETIC SKIMMER

© EVIL GARDEN 25.95
® EXCELLENCE 158.00
EXPLORER LRa
EXPRESS COPY 2995
EXPRESS PAINT 3.0 30.95
EXTEND 2595
FACC Il 2195
FAERY T, 31.95

FAERY TALE GUIDEBOOK -
FALCON .

© FAMILY TREE .
FANCY 3D FONTS
FANTAVISION .
FERRARI FDRMULA ONRE

© FINAL ASSABLY
FINAL MISSION
FINE PRINT ,
FIRE ‘N FORG
FIRE Z0KE .
FIRE-BRIGRADE
FIREPOWER . .

NEW PRODUCTS ARRIVE DAILY.
CALL FOR UNLISTED ITEMS.

DELUXE HELP FOR OIGIPAINT .
OELUXE HELP FOR OPAINT Il
OELUXE HELP FOR PHOTON .
OELUXE HELP PAGE SETTER
DELUXE MAPS
OELUXE MUSIC 2 0
QELUXE PAINT ART & uTiL .
DELUXE PAINT II.
DELUXE PHOTD LAE .
DELUXE PRODUCTIONS
DELUXE VIDED 1.2
DEMONSTRATDR
DES CARTES
OESIGN DISK:
ARCH SCULPT or VSCAPE. .
FUTURE SCULPY or VSCAPE
HUMAN SCULPT or VSCAPE
MICROB SCULPT or VSCAPE . .
DESIENASAURUS .
DESKTOP ARTIST .
BESKTOP BUDBET .

DEV DISK (ASSORTEQ UTIL]
DEVELQPERS TOOLKIT .

DEVPAC AMIGA ASSEIBLE
DIGI-PAINT

DIGI-VIEW UPGRADE

© DIRECTOR'S TOOLKIT . . . z 2485
DIRECTOR, THE......\..ooenaes 45,95
DISCOVERY EXPANSION DISKS 1297
OISCOVERY/MATH 25,00

DISCIJVERWSPELL
OISCDVERY/TRIVIA . .
OISCRETE MATHEMAT!
DISK MECHANIC . .
OISK PRD PLUS.
OISK YD 01SK
OISK WICK. ..
DISKMASTER.
OISTANT ARMIES .
DOCTDR TERM PROFESSIONAL
DOMINOES .
DOS TD DOS .
DOUBLE DRAGON .
DOUG'S MATH AOUAR!UH sivs
00UGS COLOR COMMANOQER ..
DR TS,
4-DPEQILIB ...
BACH SONGBODX
CASIO v21 ED/LIB

COPYISY ... 15538
CZ CARTRIDGE 51.95
CZRIDER... 9295
D-11D ED/LIB . .95
D-50 ED/LIB 9295
DR. DRUMS . 17.95
DR XEYS. 1795
DX7 EQ/LIB . 9285
ESO-APADE 92.95

FIRST LETTERS & WORDS
FIRST SHAPES
FIS|

FLEET CHECK
FLIGRT PATH 737 .
FLIGHT SIMULATOR Il .

FORMS IN FLIGHT U .
FOUNDATIONS WASTE
FRACTION ACTION .
GALACTIC CONQUERER -

© GALAXY FIBGHT ... 995
GALILEQ 2.0 . . 4546
GALLERY 3-D (SC 51.95

GAMES, THE WINTER EOITI
GETTYSBURG
© GFA BASIC 2.0
GIZMOZ
GLOBAL CDMMANDER .
GOLD SPELL I .
GOLDEN PATH. .
GOLORUNNER II
GOMF! 3.0 (SOFTW:
GRABBIT
GRADE MANAGER .
GRAND SLAM TENNIS
GRAPHICS STUDIO
GREAT STATES Il ...
© BRETZKY HOCKEY
GUILD OF THIEVES
HAMANDEL .
HARDBALL .
HARRIER CDMBAT SIMULATOR
HEAD COACH. ............
HEROES OF LANCE HINT DSK. .
© HERDES OF THE LANCE
HISOFT BASIC PROF.
HIT DISK VOL | .
HDLE INONE. ..
HDLLYWDOO POK
HOME BUILDERS CAD
HOSTAGE........
HOT & COOL JAZZ .
HUNT FOR RED OCTOBER .
HYBRIS ...
ICON PAINT
IMPACT-BUSINESS GRAPHICS .
IMPOSS{BLE MISSION Il . .
INDQOOR SPORTS ..
INDVA TOOLS ..
INSTANT MUSIC 1.2 .
INTELLITYPE ...
INTERCEPTOR
INTERCHANGE . .
INTERCHANGE CONVERSION
INVERCHANGE OBJECTS 1 .
INTERCHANGE TSLV MOOULE .

INTERFONT
INTERNATIONAL SOCCER .
INTROCAD . ..........
INVESTOR’S ADVANTAGE .
INVISION

ITS ONLY ROCK & ROLL ..
J F0 TH .

JET SET FONT SET
JINXTER
JOKER POXER

KAMPFGRUPPE .
KARA FONTS .
KARATE KIO 1|
KEYTOC™...
KICK-WORK 13 .
KIDTALK ..

KIKUGI, .
KINOERAMA .
KINOWORDS .
KING OF CHICAGO .

MICROLAWYER
L
MISSIDN CON-BAT
0DELER 3-D .
MOEBIUS . ...
MONEY MENT
MOVIE SETTER
MULTI-FORTH ...
MULTI-PREFS .
MURAL PRINTER .
MUSIC NDUSE ..
MUSIC STUDENT.
MUSIC STUDIO ..
WY PAINT
NAG PLUS 3.0
NEWSLETTER FDNTS COLOR .
OBLITERATOR .......
OFFSHORE WARRIOR .
DGRE
ONLINE
OPEHATIUN CLEAN STREETS .

SPECIAL HOT PRODUCT!
DELUXE PAINTIII . ... 599,95

KING'S OUEST }... 32.95
KING'S QUEST I} 3295
KING'S QUEST Il 3295
KNIGHT ORC . 3095

LANCELOT ...
LASER UP! FONTS VOL. | .
LASER UP! PLDT 1.2.
LASER UP! PRINT 1.2
LASER UP! UTIL.VOL. | .
LATTICE T 5.0 NIHETU

TTICE G+ . ...
LAZERSCRIPT .28,
LEADER BOARD QUAL PACK. 2@
LEADER BOARD TORNA DiSK 13.95
LEADER BOARD-GOLF GAME 27 00
LEARNING CURVE....... 51.95
LEARNING THE ALPHABET 19.46
LEATHER GODDESSES . 32.46
LEATHERNECK ....... 2595
LEISURE SUIT LARRY
LEXCHECK.......

LIFE CYCLES AMIGA .
LIGHTS! CAMERA! ACTION!
LINKWORO DUTCH ..
LINKWORD FRENCH .
LINKWORO GERMAN .

FLIGHT Il

g’
y

3D GRAPHICS

AND ANIMATION

Forms In Flight Il ($79.50)

LINKWOR(D GREEK. . .
LINKWORD ITALIAN .
LINKWORD PORTUGUESE .
LINKWORD RUSSIAN ..

LINKWORO SPANISH

LINT (GIMPLE) ..... 63.70
LION'S/CALLIGRA FDNTS . 58.95
LITTLE REQ HEN 1995

LOGIG WORKS ADV CE
LOTTERY MAGIC .
LURKING HORRDR.
M INTELLIGENT MUSIC
MAGELLAN
MAGICAL MYTHS .
MAJOR MOTIDN
MANIAX .
MARAUOI A
MARBLE MADNESS . .
MASTER NINJA .
MASTERING CLI ..
MASTERPIECE FONT, 20-DSKS.

MATCHIT ..... .

MATH MAGICIAN 2749
MATH TALK. 3195
MATH TALK FRACTIUNS 26.95
MATH WIZARD . 32.46

HATH~AMATIUN -
MAVIS BEACDN TYPING
MAXIPLAN 500 ...
MAXIFLAN PLUS . .
MEAN 18 COURSE DISK
MEAN 18 COURSE DISK II.
MEAN 18 GOLF
MEUIALINE FONTS
MEN;

METACOMCD ASSEMBLE
METACOMCO PASCAL VER 2.0 .
METACOMCO SHELL .
METACOMCO TDOLKIT
METASCOPE DEBUGGER
MICROFICHE FILER ..
MICROFICHE FILER PLUS .

.. 6232

OUT R

PALADIN (OUEST DISK 1}. .
PCLO PRINTD CURCUIT LYO
PCLO+ PRNTD CURCUIT LYOUT .
PERFECT SCORE
PERFORMER (ELAN)
PHANTASIE .. .

PHANTASIE 3 .
PHANTASM .
PHASAR-FIN'L
PHOTON CELL ANI
PHOTON PAINT
PHOTDN PAINT EXP. DSK. .
PHOTDN PAINT TRANS CNTRL .
PHOTOSYNTHESIS .
PINBALL1.0.....
PIONEER PLAGUE

POLICE QUEST ..
PORTS OF CALL .
POWER WINOOWS 2.5.
POWERSTYX ..
PRE CALCULUS . .
PRESIDENT IS MISSING .

PRD MIDI STUDIC ...
PRO VIDED PLUS .

PROBABILITY THEORY .
PROFESSIONAL DRAW . .
PIOFEBWIIL PABE .

0JECT

PRDMISE SPELLING CHECKER
PROSCRI!

PROWRITE 2 D
PUNCTUATION SE
ORADRALIEN. . ..
OUARTERBACK
DUESTRON II. .
OUICK MERGE .
OUINTETTES ..
OUIZ MASTER .

Boing! Mouse

Professionol Optical 3-buttan
mouse for your Amigo.

B Opticol technology elimin-
ates frictian ond momen-
tum coefficients for super-
precise hondling.
No moving ports far in-
creased reliobility.
Middle button mokes it
the only mousa compatible
with A2024 softwore and
X Windows.
B Compatible with ALL
Amiga computers.

SPECIAL PRICE!
LIMITED TIME ONLY: 99°

WE CAN BEAT ANY ADVERTISED PRICE! BUT WE SELDOM HAVE TO — OUR PRICES ARE THE LOWEST! (IF YOU SEE A LOWER PRICE ON AN ITEM, GIVE US A CALL.)



R.A AESOFS FABLES. . L1995
RAWCOPY1.3...... 389
REACH FOR THE STARS 2795
READ & RHYME . .. 31.95
READ-A-RAMA ... 3246
REALM OF THE WARLOCK . . 274
REBEL CHARGE CHICKAMANGA 3395

REEL FISHIN' —GONE FISHIN
RETURN TO ATLANTIS .
ROAD RAIDERS . ..

ROADWAR 2000 747
ROADWAR EURQPA 2995
ROADWARS........

ROB. READER UGLY DUC
Y. .

ROCKET RANGER. .
ROCXFORD ......
ROMANTIC ENCOUNTER
SAMPLEWARE-OIGITAL
SAMPLEWARE-GRAB BAG .
SAMPLEWARE-QRSHESTRAL
SAMPLEWARE-ROCX .. ... .
SANTA PARAVIA & FIUMACCIO
SARGON I ... .ol

SUPERBASE ...
® SUPERBASE PERS.
© SUPERBASE PROF. 3
© SUPENPLAN [SPREADSHEET|

SUPERASTAR ICE HOCKEY .

SWORDS OF SDOAN ...

SYMPHONY SONGS (EACH VOL) .

SYNTHIA

SYSTEMS MONITOR .

T SHELL ..

TAKE STOCK .

TALES FROM ARABIAN NIGHTS |

TATE FONTS .
TAX BREAK

VIDEQ VISIONS 2 ..
» ViDEOSCAPE 30

WHO FRAMMED ROGER RABBIT .

TALKING ANIMATOR . .. . WILLOW ...
TALKING COLORING BOOK 18.95 WINDOW PRINT It
TANGLE WOOD . . WINTER CHALLENGE
TARCIS ... WINTER GAMES .

WORD MASTER
WORD PERFECT

NEW FROM CENTAUR: Esls

THE SILENT DRIV

FEATURES: o (SI 3200 @ Clickless ® Small compact design ® Metal case

© Compatible with ol Amig computers ¢ Law power consumption © Hinged

dust cover @ Drive disable switch ® 1-year warranty.

: (SI 2200 internal drive for Amiga 2000—100% ]
h s dore 2010

TECHNOCOP . WORD PERFECT
TELEEPIC ... WORLD CLASS LEADER BOAI A
TELE WARS WORLD GAMES . ... .
TELEGAMES . . WORLD TOUR GOLF .
TERA OUESTRON . 2595 WRITE N FILE ... .
TERRAIN FOR TURBJ SILVER 19.95  ® WBHELL . i
TERRORPODS .. .. 25.95 XCAD ... 389.00
ZAK MCKRACKEN 29.95
ZANY GOLF ... 27.95
ZERD GRAVITY 19.46
ZING KEYS. . B
ZING! SPELL .
© ZUETROPE .95

20RK TRILOGY
ZOUND SOUNDS VOL | .

SCARY MUTANT SPACE ALIENS . ..
SCENERY DISK #11 EAST COAST .

SCENERY DISK #7 EAST COAST ...
SCHEMATIC CAPTURE.
SCRABBLE. ..

L2595
18.72

SEASONS AND HOLIDAYS
SECONDS OUT........
SECURITIES ANALYST .
SEVEN CITIES OF GOLD
SEX VIXENS ...
SHADOW GATE .
SHAKESPEARE ...
SHANGHAI-STRATE
SHERLOCK. ......
SILENT SERVICE
SINBAD & FALCON
SKY BLASTER ..
SKY CHASE

SKYFOX I ...

SLAYSON

SMOOTH TALKER .

SNAKEPIT. ... 2495
SOCIAL STUDIES 19.46

SOFTWOOD FILE SG .
SOLITAIRE ROYAL .
SONIX (AEGIS) .

CZ MASTER ... . 92!
D-1D MASTER . .
0-110 MASTER .
0-50 MASTER . .
DX7 MASTER . . .
0X7-1l MASTER .
ESO/ESQ-80 MST 9295
GEMERIC MASTER 9%
X-1 MASTER .. 9295
M-1 MASTER .. 92.95
MT-32 MASTER 92.95
TEXTURE..... 92.95
TX-802 MASTER . 9295

TX-81Z MASTER ...
SOUNOSCAPE PATTERN SPLAT .
SOUNDSCAPE UTILITIES 1 ..
SOUNDSCAPE UTILITIES I
SOURCE LEVEL DEBUGGER

SPACE CUTTER ... 19.95
SPACE HARRIER 3246
SPACE MATH. 23.95
SPACE PORT . 27.38

SPACE QUEST Il
SPACE RACER ...
SPACE SCHOOL SIMULATOR
SPACE STATION 0BLIVION
SPACEQUEST ..
SPELLBOUND
SPELLER BEE ..
SPELLING IMPROVEMENT
STAR WARS EMPIRE STRIKES .
STARFLEET| ...

STARGLIDER .

STARGLIDER N

STARRAY .
STELLAR CONFLICT . 28.95
STELLARYX ........ 2595
STOCK MARKET-THE GAME . 16.95
STRIP POKER ........ 27.46

STRIP POKER DATA #4 .
STRIP POXER DATA #5 .

STRIP POKER M . .. 25.95
STUDIO FONTS V1 (i 29.95
STUDIO MAGKC . 64.95
SUB BATTLE ... X%
SUMMER CHALLENGE 1985
SUPERBACK .

........ $149.00
HARDWARE

TEST DRIVE . . 68020-12 CPU/PROC .

TETRA OUEST 68030~ 16/20 CPU/PROA

TETRIS. ... 2180 88881 CRYSTAL DSSC. 16MHZ
TEXTCRAFT PLUS . 59.85 88881-16 MATH COPROC.

THEXOER. . 23.85 68881-20 MATH COPROC.

THINKER . 38.95 58882-20 MATH COPROC.

THREE LITTLE PIGS 19.95 68882-25 MATH COPROC.

THREE STOOGES . 35.95 ALCOTINI SAMPLER 500/2000

S5 GREAT VALLEY PRODUCTS

For Amiga 2000:

IMPACT HC/45—48 MB 2Bms Hard Cord . . . 799.00
IMPACT HC/40Q—42 M8 11ms Hord Card 799.00
IMPACT HC/80Q—84 MB 1 1ms Hard Cord .. . 1199.00
For Amiga 500:

IMPACT AS00-SCSI/HD20—20 MBHD .................. 749.00
IMPACT ASO0-SCSI/HD45—4SMBHD .................. 995.00

IMPACT AS00-SCSI/HDA0Q—42 MB
11ms High-Speed Hord Drive .......................
IMPACT AS500-SCSI/HD80Q —84 MB
11ms High-Speed Hard Drive ...
Quantum 805, 84 MB 11ms 3.5" HD . ..
Shock maunted, 64K8B cache (for 11ms speed), SCSI interface.
Compotible with IMPACT or A2090 boards.
Quontum 405—42 MB version of above drive . ...

.. $99.00

TRUE BASIC ARITHMETIC .
TRUE BASIC TRUE STAT ...
TRUMP CASTLE .. ..

EXT.
TWILIGHTS RANSOM
TXED PLUS

ULTIMA 11, DIGH-VIEW .. _.....
ULTIMA IV EASYL 500 TABLET .
ULTRA DOS EASYL 1000 TABLET
UMS CIVIL W, . 8 EASYL 2000 TABLET
UMS VIETHAM DATA DISK .. 1295 ECE MIDT 50072000 .

25.97 ECE MIDI 1000, ...

UNCLE D CON SDUND TRATION
TED ..
© UNIVERSAL MILITARY SIMULTR

32.45 [ESCORT 48 MB HRD DR A1000 ...
VAMPIRE'S EMPIRE 29, ® FLICKER FIXER (HARDWARE) . . ...
® VIDEQ EFFECTS 30 FRAMEGRABBER

VIDEQ VEGAS
VIDEQ VISION!

THUNDERBOY .. AMAS MIDI SAMPLER . . 109.95
TIME & MAGIX AMIGEN GENLOCK. .. . .
TIME BANOITS . AMPLIFIED SPEAKERS 2X50 W . B4
TOOL CADDY ... APRO DRAW 12X12 NO CURSOR. . . 464.95
TOWER TOPPLER .. APRO DRAW 12X12 W/CURSOR . .. 499.95
TRACERS .. © BOINE! DPTICAL MDUSE

TRANSCON CA-880 FLOPPY DRIVE ..

TRANSPUTOR .. CBM A2300 INT GENLCK .

TRIANGD ... CBM AS20 COMPOS. ADAP 500. . 49.85
TRIGDNOMETRY ©[(BMDOS .IMOM .. ... 39.95
TRINITY ... 25.95 CLYD TIMESAVER .. 5795
TRUE BASIC . CMI MIDI | [EXT) s ¢

&
3
°

COLOR SPLITTER
CPS S00-POWER SUPPLY AS00
CSA DRAGSTRIP RAM ACCEL.
(SA FASTRACK 68020 ACCEL
€SI 2200 INT DRIVE A2000 ...
CSI 3200 AMIGA EXT FLOPPY .
DELUXE MIDI INTERFACE ..
DESKJET 128X RAM CART. .
DESKJET PRINTER (300 DPI) .
DIG! VIEW GOLD ASD0/AZ000

34.95 ESCORT 48 MB HRD DR A500 .

FUTURE SOUND AS0Q......
FUTURE SOUNC-AUDIOSAMPLER

T2
GEN ONE GENLOCK . . ... .. 738,

MORE CREATIVE PROMOTIONS:

AMIGA 2286 AT BRIDGE CARD
AMIGA 2500 COMPUTER

AND 2620 TURBO CARD!

CALL FOR OUR LOWEST PRICE.

GOMF1 3.0 W/BUTTON ..

GVP A2000 AUTOBOOT EPROM
GVP A500 RAM/ROM MODULE
HURRICANE 68030 ADAP. 8RD
HURRICANE A1000 ACCEL BRD .
HURRICANE A1000 MEM. BRD ...
HURRICANE A2000 ACCEL BRD .
HURRICANE A2000 MEM. BRD

IMPRINT
© INTRUDER ALERT . . . 12402
LASERIJET II-D PRINTER ... ..... 2995.00

AMIGA 500 and 2000 CPU's and package
deals available ... ...

LASERJET SERIES 2 PRINTER .
LASERIET-2 RAM, 1 N8 ..

FREE VCR with purchase of computer—call for details.

1 LENS, 16 MM, NO IRIS F1.6 . 2185
"""" CALL FOR DETAILS! LENS, 16 MM, W/IRIS F1 6. . 86.25
LIGHT PEN 97.95

LIVE! 500

Il for details. LIVE! 1000..

ge pricing on P

Amiga Live! 2000 . .. ... .. .c...ieninenn
Flicker Fixer! (42000 anly] — Eliminate oll flicker and scanline
s

gaps 100 % — optionol multisync monitar

o LIVEl 2000 A
MAGN 4004 GENLOCK .........
79 MICROBT. 4 X POP-SIMM BRD

: MICROBT. 8-UP RAM BRD, OK. . .

M.A.S.T.
PRODUCTS

MIMIMEGS: Expandable,
external FAST RAM (up to 2-
MBs), low power — avoilable

© MINIMEGS 1 MB
o MINIMEGS 2 MB ..
TINY TIGER: Law cost, high
rrhrmnnu, SCS! hard drives
or all Amigas — complete —
nothing else to buy —
o TINY TIGER 30 MB . ... $629
® TINY TIGER 40 MB
{Quantum) . ..
o TINY TIGER 8
UNIDRIVE ..

MICROBT. HARDFRAME SCSI . .
MIDIGOLD...........
MIDI GOLD 2000 (INT). .
MIMETICS MIDI INTERFACE ,
NERIKI GERLOCK . .........
OKIMATE 20 W/PLUG N PRNT .
OXIMATE PLUG N PRINT.. ..
OMEGA STR. SAMPLER A1000 .
PAINTJET COLOR PRINTER . .
PANASONIC WY 1410 CAMERA |
PANASONIC WV1500 CAMERA .
PEOPLE METER BIO FEEDBACK
PERFECT SOUND DIGITIZER .
® PERFECT VISION
PRO RAM A2000 2/8 MG .........
© PHO SOUND DESIGNER . .. .
PROCESSOR ACCEL CMI
PROGEN
OQUANTUM 40 MB DRIVE, 11MS
QUANTIM 80 MB DRIVE, 11MS
© ROLLARD MT-32 TONE MOD. . . . .
RUGGEDWRITTER HP PRINTER .
SOUND SAMPLER ...
SPIRIT 0 MB FOR A1000
© SPIRIT DELUXE MIDI. .
STAR NX1000 PRINTER .
STAR NX1000 RAINBOW
STARBOARD 2 SCSI MOD
STARBOARD 2 UPPER DECK
STARBOARD 2/A500 0K
STARBOARD 2/A1000 0K .
STARBOARD SB2000 ADAPTER .
STEREQ SOUNO SAMPLER STRV . .
SUPERGEN . ...... -
SUPRA 2400 MODEN . .. .
SUPRA DRIVE 20 MEG AS00
SUPRA DRIVE 20 MEG A1000
SUPRA ORIVE 30 MEG ASO0
SUPRA DRIVE 30 MEG A1000 .
TOOL BOX. ESCORT FOR A500
TRUMP CARD SCSI CNTR 2000
TWIN-DRIVES EXT 3.5” FOD ..
© UNIDRIVE 3.5 EXT. DRIVE . .
© VAGLT-30 HARD DRIVE 30 MB
V1 500 VIDEQ INTERFACE
VI 500 VIOEQ/RF MOD. . .
W1 2000 VIOEQ INTERFACE

A1084 CARRING CASE. .......
A500 & MONITOR CARAY BAGS .
AMIGA BAG
AMIGA BRASS XEY RING
AMIGA FASHIDN GOLF SHIRT
AMIGA FASHIDN JACKET ..

AMIGA MUG ... 6.95
AMIGA NDTE PAD" , 499
AMIGA PEM & PENCIL SET .

AMIGAPINS ...... 495

AMIGA PLASTIC VISOR
AMIGA SLEEVE TSHIRT .
AMIGA TERRY CLOTH VISOR .

AMIGA TOWEL........... 15.95
AMIGA TWILL CAP W/GORD 7.85
B0SS JOYSTICK ... 12.95

CABLE, 10" CAMERA
CABLE, 500/2000 IMAGE-1 .
CABLE, 500/2000 IMAGE-2 .
CABLE, 6 MIDI LINK , .
CABLE. A1000 TO IMAGE-
CABLE, A1000 TO IMAGE-:
CABLE, AMIGA TO NEC Il ..
CABLE, AMIGA TO SONY 1302
CABLE, AMIGEN TO 1024 ..
CABLE. DB25M DB25F 8 FT.
CABLE, DBIM TD DBYF 6 FT
CABLE, DRIVE EXT. 2 FT
CABLE. DRIVE EXT. 3FT.
CABLE, FLCK FIX TQ NEC It
CABLE, FLCK FIX-SONY 1302 .
CABLE, M-CENTR TO M-CENTR

CABLE, MONITOR EXT 4FT . 2195
CABLE, MOUSE EXTENSIDN 1695
CABLE, PARALLEL A1000 ..

CABLE, PARALLEL A500/2000
CABLE, SCSI R1BBON, 2 FT.
CABLE, SERIAL A1000 ..
CABLE, SERIAL AS00/A2000
CLEANING KIT (ALLSOP) ..
CLEANING )T SW. ALLSOP
CONTROL. CENTRE FOR AS00 .
COPY/CAMERA STAND, LIGHTS .
CURTIS DIAMOND ... .

CURTIS DIAMOND PLUS .

DESKJET EPSDN FX-80 EMUL
OESKJET HELVB& 10 PT. .
OESKJET HELV ASCH FONTS .
DESKJET LANDSCAPE FONT. .
DESKJET LANDSCAPE UPGRADE
DESXJET LETTER GOTHIC. ...
DESXJET PRESENTATION FONT .
DESKJET PRESTIGE ELITE ... .
DESKJET RMN/HELY SOFT FNT ...

DESXJET STAND/ORGANIZER . .
DESKJET TMS RMN 8 & 10 PT .
DESKJET TMS RMN ASCII.
DIG-DROID ..
0ISK FILE 30 .
DISKFILESD...
DUST COVER FOR ASOD
DUST COVER FOR A2000 .
DQUST COVER, A1000 W/MON.
EPYX S00)XJ JOYSTICK .
ERGO STICK. .
FLICKER MASTER .
FLOPPY WALLET. .
FOUR PLAYER ADAPTER
© FUJI DISKETTES. ... ... s
GAME PLAY COMPACT DISK . . .
GENDER BENDER (DIGI-VIEW) .
KEYBOARO SKIN A2000 ..
KEYBOARD SKIN AS00 .
KEYBOARK SKIN A1000 ..
KRAFT MAZEMASTER JOYS
LASERJET-2 TONER CART. ..
LASERJET-285 X 14 TRAY
LASERJET-2 COURIER FTS. .
LASERJET-2 ENVELOPE TRAY .
LASERJET-2 LASER CNTRL SW.
LASERJET-2 PLOTTER SOFTW. .
LASERJET-20 ENVELOPE TRAY
LIGHT GUN
MICHTRON DISK FOLDER .
© MIDI MAGIC . .
MIND LIGHT 7
MOUSE COVER W/GLASSES .
MOUSE MATS ..
MOUSE WASH . .
PAINTJET BLACK CART.
PAINTJET COLOR CART.

PAINTJET CUT-SHEET PAPER .
PAINTJET DUST COVER ...
PAINTJET PAPER CATCHER
PAINTJET PRINTER STAND . ..
PAINTJET TRANSPARENCY FLM .
PAINTJET Z-FOLD PAPER ..
POWERPLATERS JOYSTICK.
PRINT & WEAR ........
QUICKSHOT (1 JOYSTICK.
RAM. 1 MEG"X 1-10 CHIPS .
RAM, 1 MEG X B-12 SIMMS .
RAM, 256K X (-12 CHIPS
RAM, 256K X 1-15 CHIPS
RAM. 256K X 8-12 SIMMS. .

PROGRAMMERS BOX:

LATTICEC 5.0... $195.00
LATTICE C++ ... $345.00
AREXX . .. $ 32.95

W-SHELL . 32.95

i 9
GFA BASIC3.0...§ 90.95

RUGGED W. 16KB +4 FONTS! .
SONY DISKETTES, COLDRED

SONY DISKS 10 PACK .
TAC-2 JOYSTICK .. ...
TEAK-TECH 120 DISKHOLDER.
TEAX-TECH 60 DISKHDLDER .
TRACKBALL {2 BUTTDN MOUSE)
TRANSVESTOR 1000 . .
TRANSVESTOR 2500
WINNER JOYSTICK .
XERQX 4020 4-PACK INK
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CREATIVE COMPUTERS is both o moil order compony with a
store's support and three store showrooms with mail order
prices. Visit one of our showrooms today. You'll be amazed!

3 RETAIL SHOWROOM LOCATIONS TO SERVE YOU

SANTA MOMNICA & WESTSIDE: 318 Wilshire Blvd.,, Sonto
Monica, CA 90401. Tues.-Sat. 11-7 p.m./Sun. 11-5 p.m./Phone:
213-394-7779

LAWMNDALE & SOUTH BAY: 4453 Redondo 8each Blvd,, Lawn-
dale, CA 90260. Man.-Sat. 11-7 p.m./Phane: 213-542-2292
VENTURA, OXNARD & SANTA BARBARA: 2112 E. Thompson
Dr., Ventura, CA 93001. Tues.-Sat. 11-7 p.m./Sun, 12-5
p.m./Phone: 805-652-0325

COMMODORE

THE CREATIVE COMPUTERS ADVANT,

o Authorized Amiga Deoler

o The largest dealer of Amiga products in the World

® Three stare locations means excellent support

o Amiga-specific—unlike the competition, we don’t claim
being Amiga specific while selling other brands under
another business name

® Autharized service center

® Uniform low pricing and largest selection, na hidden costs
or catches

& We don't charge your card until the product ships

CUSTOMER SERVICE: Call 213-542-2292 from 11 am.ta7 p.m.

PST for technical questions.
= SO = =

“SHIPPING INFO: Na surcharge for Viso/MasterCord; 4% sur-
charge far American Express; 1% surcharge for Discaver. Ship-
ping within the confinental United Stotes for saftware orders
over $100 (U.S.) is FREE. Please call far oll other shipping
information. Educational, corporate ond aeraspace purchose
orders accepted.

RETURN POLICY: Coll Customer Service ot (213) 542-2292 for
return outharization. All returns without authorizotion
number (RMAR) will be refused. Retumed products must be
in original candition and packaging. No refund an defective
products ar products that do not perform satisfoctorily. We
make no guarantees for product performonce.

COMDITIONS: Creative Computers reserves the right to fimit
the sales af any items to local in-person pick-up only. Prices
and availability subject to chonge without natice.

CREATIVE COMPUTERS GOES INTERNATIONAL!

INTERNATIONAL TOLL-FREE ORDERING POLICIES: Minimum order
$100 U.S. Orders only please. Absolutely no product inquiries, or
any shipping inquiries, will be token over the toll-free phone lines.
For any other information, please call (213) 542-2292. We hove
operators versed in the following languoges: English, French, ond
Sponish, only. Shipping prices vory and ore quoted following
your order. Payment is mode via credit card or electronic fund
tronsfer. For any other information pleose call our regular toll
lines.

INTERMATIONAL PHONE NUMBERS: Canada 1-800-548-2512;
Italy 1678-74086; United Kingdom 0800-89-1178; Fronce 19-
0590-1099; W. Germany 01-30-810446; Jopan 0031-11-1351;
Australia 0014-800-125-712; Netherlonds 06-022-8613;
Norway 050-12029; Denmark 0434.0297; Switzerland
046-05-3420.

WE CAN BEAT ANY ADVERTISED PRICE! BUT WE SELDOM HAVE TO — OUR PRICES ARE THE LOWESY! {IF YOU SEE A LOWER PRICE ON AN ITEM, GIVE US A CALL)



Outrun ( continued from page 42 )

version. Except for the fact that the ar-
cade game has a steering wheel, and
takes a quarter each time you play it,
the two versions are very much alike. I
am happy to see that a port over from a
complicated and quality arcade game
can be done so well, and I hope to see
more of this in the future.

One thing that 1 was very displeased
aboult was the torture that Out Run puts
on my drive during boot up. The copy
protection is exccssively heavy, and 1
found my drive making a lot of noises
that it was not designed to make for a
very long time. There were times when
I wanted to play Out Run, but the ago-
ny I knew I was putting my drive

through made me put it away. This is a
sure sign that Sega went overboard on
the protection. A company can copy-
protect its software, but not if it will
adversely affect my disk drive.

Out run by Sega is an excellent
driving game. It is almost identical to
the arcade version, and if you like one,
you will like the other. The graphics
and animation are different, but well
done. The sound used is of top quality,
and greatly added 1o the game. If you
enjoy the feeling of high speed driving,
then Out Run will put you behind the
wheel of a high-performance sports car

Outrun $ 49.95

A Sega Game
Distributed by:

Mindscape, Inc.
P.O. Box 1167
Northbrook, 1L 60045

(800) 221-9884

and let you take it to the limit.

AProDraw!im
Amiga Professional Drawing Tablet
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The Securities Analxst
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 *Accumutation/Distribution
"Relative Strength *Performance
“Point & Figure *Traiting 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 graphics/text adventure

game - $39.95
e st = of
Software Inc _-

See your local dealer or order from
P.O. Box 128/58 Noble Street
Kutztown, PA 19530
(215)683-5609




Mindscape's "Out of the Headlines" Action/Adventure Game

by Anthony Bevivino

" PECIAL ALERT.. Atten-
tion all Special Forces Per-
sonnel:URGENT. Hostage
situation. Prepare for imme-

diate action. Terrorists
have stormed our em-
bassy and forced
their way past the se-
curity guards. An un-
determined number
of personnel are be-
ing held hostage. The
terrorists’  demands
are unacceptable and
negotiations have
broken down. These
terrorists are heavily
armed and extremely
dangerous. As far as
we can determine,
they now control all
three floors of the
building. A six mem-
ber assault force
team must infiltrate
the embassy, neutral-
ize the terrorists, and
rescue the hostages before time runs
out. The government is counting on
you to avert a disaster of international
proportions... Good Luck!"

And so begins the Hostage Rescue
Mission. In this new release from
MindScape Inc., you must rescue a

group of hostages being held by terror-
ists at your embassy. You are in com-
mand of a six-man team of highly
trained men, and you must direct them
in the best way against the terrorists
and save the hostages. These six men
are code-named Delta, Echo, Mike,
Hotel, Tango, and Bravo. Hostage

A map view is used for strategically positioning your men in readiness for the assault

Rescue Mission has four stages, each
with its own challenges to overcome.

In Stage 1, you must position three
members of your team in strategic po-
sitions around the embassy. These
men are your expert marksmen, and
they will provide cover fire so your
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men can enter the building as well as
perform surveillance. Your marksmen
are Delta, Echo, and Mike, and you
must direct them to the most advanta-
geous positions around the Embassy.
Aiding you is a map of the area, with
your man's position marked, and the
strategic positions indicated. Each of
your men
starts out be-
hind cover,
somewhere

around the
building, and
they have to
get to one of
the locations
on the map.
This is not as
gasy as it
sounds, how-
ever, as the
terrorists  are
covering the
areas with
spotlights. If
your man is
detected by
the light, the
terrorists  will
open fire on
him, and if he takes enough hits, then
another life has been lost to the terror-
ists. Your man, because of the need
for stealth, cannot fire back, he must
duck, dodge, and hide until he comes
1o one of the destination points. He

can crawl under spotlights, do a diving
( continued on next page )
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Rescue MiSSiOfl ( continued from previous page )

Once on the rooftop, you must repel down the side of the building
to gain access to the window without being picked off by onlooking snipers

i
|
|
|

—
|
|
I
l
|

roll through them, or duck into a win-
dow or behind a doorway. Once at
least one (and hopefully all three) of
your men makes it, you proceed to the
next phase.

Stage 2 involves the use of the full
team. As your marksmen provide cov-
er, the Direct Intervention Team is
dropped via helicopter to the roof of
the Embassy. The D.I.T. consists of
Hotel, Tango, and Bravo. The map in
this stage is an overhead view, marking
the positions of your marksmen as well
as the members of your D.IT. You
must use your marksmen to survey the
side of the building they face using
their night-scopes,and make sure there
are no enemies by the windows. Once
the area is safe, you must send one of
the team in. Select a man, and then his
position on the building. Your man
must then repel down the side, choose
one of the windows, break through it,
and get into the building. Remember,
the Embassy has only three floors, so
don't jump too far, and don't position
all of you men on the same floor or
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same side of the building. Once your

men are inside, the real action begins!!
In Stage 3, you are inside the Embas-

sy, where you must rescue the hostages

and liquidate the terrorists. You have a
mini-map, which will tell you where
the hostages and the terrorists are. It
will also show you the layout for each
floor, and the location of stairwells.
Use this map well, it means the differ-
ence between life and death, success
and failure. In this stage, you get a
"first-person” view, and as you move
from room to room you may encounter
terrorists, or hostages, or both. If you
find a hostage, he will follow you, and
you must take him to the "safe room"
on the upper right of the third floor. If
you encounter a terrorist, it is kill or be
killed. Open fire with your machine
gun, and blow him away, but watch
out, he will be trying to do the same to
you. If you encounter both a hostage
and a terrorist, the terrorist will use the
hostage as cover. You must kill the ter-
rorist, but do not harm the hostage!!
This is very difficult, but part of the
mission. In this stage, it is critical to re-
member that you have three men inside
the building. You must use each of
them wisely. If you don't move a man

In the initial stage of the assault, you must move in on the
target building without being detected by the ever-present searchlights
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for a long time, the terrorists will find
him and kill him. You should also po-
sition your men so that you have all the
floors covered, so you can protect the
hostages and cut off a flecing terrorist.
Once you have completed your mis-
sion, you go to Stage 4, the Outcome.
Your entire mission will be evaluated.
If you have killed the terrorists, res-
cued the hostages, and have all men
alive, you have earned a promotion and
will be praised by the headlines. If you
have lost men, or killed hostages,
walch out, you won't be getting a red
carpet. When you make it through a
mission with great success, you will be
promoted and be lucky enough to tack-
le an even more difficult mission.
Good Luck, you'll need it!!

The graphics in Hostage Rescue Mis-
sion are the foundation of the game,
and I found them to be well done. I
was not astounded with the quality of
graphics, but considering the game is
only one disk, as well as the speed and
diversity of action present, the graphics
are good. The colors and texture are
above average, and they are very ap-
propriate to the game and allowed play
for a long time without a headache.
What impressed me most about the
graphics was the perspectives and an-
gles used. Only the first stage has the
standard "third person, two-
dimensional” graphics, and even these
were good. The second and third stages
truly have great use of perspective.
When you look at your sniper, it ap-
pears as if you are right behind him,
and you only see what is in the small
circle of his gunsight. Inside the build-
ing, the "first person” perspective is
very effective, and is also well done.
There is very litde sound in this game,
but it does not take away from the
game at all. So much is going on visu-
ally, such as maps, switching men, etc.
that any background music or barrage
of sound effects might distract your
concentration. The sounds that are

used, like gunfire, crashes and
screams, are well done and realistic.
So, while there is no large quantity of
sound, there is a high standard and
good taste for the sounds used.

«| was not at all
pleased with the
copy protection
used...It uses both
disk-based protection
and document
protection®

Hostage Mission is controlled with
the joystick, and while this is the only
method possible, I thought it could
have better sensitivity. In a game like
this one, split-second reactions and
lightning fast maneuvers are called for,
and I did not feel that the control re-
sponsiveness allowed me to do this. ]
use good, quality joysticks, so my con-
trollers were not responsible. 1 found
that sometimes my man would crawl
instead of roll, or keep repelling when
I wanted him to stop. These are not
critical points, and do not happen all
the time, but Hostage Rescue Mission
demands precision, and while the con-
trols are adequate, [ felt they should
have been tighter.

One feature that Hostage Rescue
Mission excels in is playability. I truly
enjoyed playing this game. Even
though it is a very challenging game, I
never got bored or frustrated, and this
indicates a good challenge. I felt I was
involved, and there was tension in the
air as I played. I bled with my men
when they took enemy fire, and my
heart was beating fast when they
searched the Embassy. Any game that
makes one this involved shows a high
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level of playability and enjoyability,
and this is one of the best.

I was not at all pleased with the copy
protection used. The game docs not tor-
ture your disk drive, but it does go a lit-
tle overboard with copy protection. It
uses BOTH disk-based protection and
document protection. This means that
you cannot put the game on a hard
drive, and you also have to go through
the tedium of looking up word 7 on
line 5 of page 18 every time you boot
up. Document protection is by far the
most reasonable method, and 1 can
sometimes live with disk based protec-
tion, but both at once is overkill. Come
on guys, you can pul that disk space 10
better use!!

Aside from this, I thought that the
packaging and documentation for this
game were of the highest caliber. The
package was very appealing and drew
my interest, but the docs were really
outstanding. The documentation comes
in a file marked TOP SECRET" and
gives you a sense of involvement right
away. The docs explain the stages and
types of control in each in a very effi-
cient way. This is a complex game, yet
the instructions made it seem easy. The
docs were well-written, clear and easily
read; a rend I would like to see imitat-
ed in many other products.

All in all, Hostage Rescue Mission is
an excellent game. It provides a variety
of challenges and very good storyline.
The graphics and playability set this
game apart from all the rest. I found
myself really involved and wanting 10
get greater challenges, which Hostage
Rescue Mission provided. [ am sure it
can do the same for you.

Hostage Rescue Mission $ 44.95
Mindscape, Inc

P.O. Box 1167

Northbrook, IL 60065

(800) 221-9884
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Audio Digitizers

by Walter Steuber

apturing  sound
has never been
easier! All it

takes is a little
piece of hardware. Musical
instruments, voices and spe-
cial sound effects can all be
moved from the outside
world into an Amiga file
through a little box plugged
into the printer port, sub-
stantially expanding the al-
ready impressive sound ca-
pabilities of the Amiga. The
only problem you might
face in buying a sampler,
also known as an audio dig-
itizer, is how to choose
among the many brands
that are available.

Since they all are built to do about
the same job, you may be surprised
when you see how different their fea-
tures are. They differ in the way they
connect to the sound source. They dif-
fer in how they connect to the Amiga.
Some have more sensitive amplifiers
than others. Some have controls to ad-
just the signal level, some don't. Most
of the new offerings handle stereo
sound, but not all of them. Some, but
not all, have ready lights. They come
packaged with operating software, and
this, too, is different with each one.
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A Comparison of Amiga Sound Samplers

Seven of the current hardwarc offer-
ings were exercised on an A2000 to
see how they compare. Two of them
are brand new on the market, the oth-
ers have been around anywhere from a
month to over a year. They come
from Norway, Germany, England,
Texas, and a couple of unidentified or-
igins. Consequently, they do their
thing in different ways. Any one of
them would be an important addition
1o an Amiga system. ['ve never met a
digitizer [ didnt like, but I do like
some more than others, as you will
see. My approach to comparing this
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group was to try out each one with
three different sound sources: 1) my
voice reading 2) a stereo tape of Pete
Fountain playing clarinet, and 3) an
electronic signal generator.

The soundfiles collected from the
first two sources could be judged only
subjectively, but the signal generator
yielded objective indicators of the
quality of each piece of hardware.
Any digitizer is mainly an amplifier
followed by an A/D converter, but
these may be supplemented with fil-
ters, stabilizers and other hidden cir-



cuitry. In the following assessments,
no attention was paid to what was real-
ly inside a device, each was treated
simply as a black box and each was
run under control of its own software.

The pieces of hardware have been
listed in the order of how much I liked
them. The ordering is not entirely the
result of objective measurements. It is
heavily influenced by personal prefer-
ences for certain features. I like a de-
vice 1o have a sensitive input for my
weak microphone and I like it to have
a separate pair of inputs for sterco from
a tape player. I like it to have controls
to adjust the recording level, and the
connection to Amy to be through a
flexible cable. (If a device did not
have a cable, I supplied one, both to
bring its inputs around to the front and
to take the load of the dangling cables
off the pins of my parallel port.) I like
to have connectors that fit my equip-
ment, even though adaptors are easy 10
get. 1like it to operate with Audiomas-
terll.  Recognizing that somebody
else’s set of preferences could make the
ordering come out quite different, here
they are:

AMAS The Advanced Midi Amiga
Sampler is a combination stereo digi-
tizer and Midi interface. It has two

The AMAS Sampler screen

R (==

RCA phono in-
puts, a single mic
input, a Midi input
(5-pin DIN sock-
et), a Midi output
and a Midi pass-
through. Tt con-
nects to the com-
puter through two
18-inch cables, ty-
ing up both the

b I
iy

DATEL ERARR Py

parallel and the
serial port. (Sep-

EDITOR

2 Ll (el

arale versions arc

offered for the
AT1000 and for the
A500/2000.) The
midi part was not involved in this com-
parison, but it obviously is an impor-
tant extra feature.

FutureSound. The old single-channel
version for the A1000. Tt is the device
I have been using for months and con-
tinue to like a lot. It has an on/off
swilch, a phono input and a ready
light, in addition to a level control, mic
input and cable.

Perfect Sound. This unit has two
channels entered through RCA phono
jacks with a level control for each. It
is built to plug directly against the
A1000 parallel port, so the user must
supply his own
genderbender 1o
use it with AS00/
A2000.

Omega This Ster-
eo sampler has
two channels en-
tered through

RCA phono jacks
with a level con-
trol for each. It
plugs directly into
the parallel port of

the A500/2000. It

also has a short
cable that plugs
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The Datel Samkler screen

into the serial port and covers over the
right audio output, requiring some new
cabling before it can be used.

FutureSound 500 is Applied Visions'
new version for the A500/2000. It has
two RCA phone jacks for input from a
tape player and a subminiature
(3.5mm) socket for a microphone. It
has a single control to modulate the in-
put and it connects to the parallel port
of A500/2000 through a 22-inch cable.

EiderSoft Stereo Digital Sampler
The MM2000 has a single input socket
to accept the subminiature two-channel
pin that often comes on earphones.
(An adapter was obtained at Radio
Shack to convert this to two RCA pho-
no jacks.) The sampler is constructed
to plug directly against the A1000 par-
allel port and it comes with a gender-
bender 1o enable it to plug directly to
the A500 or A2000 port.

Datel Pro Sampler Studio is a single-
channel digitizer with three separate
sockets for input; A 1/4" phone plug
for small signals, a 1/4" phone plug for
strong signals, and a 5-pin DIN socket.
It has a ready light-and connects to the
parallel port through a 10" cable. (Sep-

arate versions are offered for A1000
( continued on next page )
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Digitizers ( continued from previous page )

and for A500/2000.)

Voice
Comparison Crite-
ria Fields in Chart: AMAS 8
Voice: A single- | FuwreSound 8
channel microphone | SunRize 8
(electret  condenser | Omega 5
type) was used 10 [ FutureSnd 500 5
make voice samples. | Ejidersoft 5
It put out a weak | Datel 5
signal that jumped

Clari Noise Mic  Ster Rheco
8 9 Y Y N
8 9 Y N Y
9 6 N X Y
7 8 N Y Y
3 Y Y Y Y
5 N Y N N
3 Y N N Y

The absence of a
rating in the chart
indicates a  spot
where I never did
manage good op-
eration of the de-
vice. It was ei-
ther trouble with
their software,
trouble getting the
right size of a sig-

Cable Audi

< < Z

B R

all over, but aver-
aged about 1 millivolt. Voice samples
were collected under the best condi-
tions of sampling rale, amplification,
etc, that 1 could muster and were then
rated for how faithfully they repro-
duced the original. The scale was
10=indistinquishable from the original,
7=pleasing but noticeably mechanical,
4=telephone quality, and 1=hard to un-
derstand.

Clari: A 1ape player with two channels
of strong stereo output was used as the
sound source and a short passage was
collected of clarinet playing. A subjec-
tive rating of how well each device re-
produced the original was made on the
same scale used for the voice samples.
If the device could not handle this ster-
eo, 1t was recorded as monaural and
indicated by "'m".

Noise: Spurious noise is always inject-
ed by any kind of audio device and is
usually the main limitation on its quali-
ty. Noise could, of course, be heard in
our voice and clarinet samples, but its
effect was mixed in with other depar-
tures from full fidelity. Using a signal
generator made it possible to look at
the noise, separated from other effects.
The signal generator was set up 1o put
a steady sine wave into one channel
and a steady square wave into the oth-
er. Both frequencies were kept at 500
Hz. (Other [requencies were tried, but
this did not seem to be ol any signifi-
cance in comparing the different devic-
es.) The resulting sound files were
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graphed with Audiomasterll and they
were also examined with the program
NewZap3.18. NewZap displays the nu-
merical value of each sound sample,
allowing calculation of the exact dc-
parture from perfect sine and square
waves. The freedom (rom noise that
showed up in the sound samples was
then put on a rough scale-of-ten. The
scale used was 10=no noisc, l=large
amount of spurious noise.

Mic. Does the device have an input
for microphonc?

Ster. Does the device have stereo in
puts for a tape or disc player?

Rheo. Does the device have rheostats
to moderate the input?

Cable. Does the device connect to the
port through a flexible cable?

Audi. Is the device compatible with
Audiomaster!1? This may be an unfair
question, but il's important L0 me.
There are different protocols [or deliv-
ering sterco sound samples to the com-
puter and [ like the one Audiomasterll
uses.  Furthermore, some digitizers
store their two sterco channels as sep-
arate IFF files, making them incompat-
ible with AudiomasterIl.

In conclusion, I'll say that I'd be
happy to have any of the [irst three as
part of my system. I had difficulties of
one kind or another with the others.
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nal into them, or
trouble cobbling up connectors.

Products mentioned:
FutureSound/FutureSound 500 $179
Applied Visions

One Kendall Square, Suite 2200
Cambridge, MA 02139

(317) 494-5417

Omega $139.95

Starvision International

305 Madison Ave, Suite 411
New York, NY 10165

(212) 867-4486

AMAS $69.95
Microdeal

576 S. Telegraph
Pontiac, MI 48053
(313) 334-8726

ProSound (Eidersoft) $159.95
Precision, Inc.

8404 Sterling St., Suite A
Irving, TX 75063

(214) 929-4888

PerfectSound $99.00
Sunrize Industries
3801 Old College Road
Bryan, TX 77801

(409) 846-1311

Pro Sampler Studio $119.95
Datel Computers

3430 E. Tropicana Ave, Unit # 67
Las Vegas, NV 89121

(800) 782-9110




KCS Level Il

The Next Generation of Dr. T's KCS

by Tom Bucklin

r. T's line of MIDI related

products have been

around for quite some

time. Back in the Com-
modore-64 days, when 38K bytes was
king, Emile Tobenfeld (Dr. T) created
a MIDI sequencer program that he
hoped would make a real impact on
the state of computer/MIDI software.
Dr. T's Keyboard Controlled Sequenc-
er (KCS) offered professional level
power on a home computer. Since
then, the product has matured and has
come to support a variety of machines,
including the C128, Atari ST, Macln-
tosh, and in more recent times, the
Amiga.

Last April, we reviewed KCS ver-
sion 1.6, and were suitably impressed.
Around that same time, the word was
out concerning the upcoming arrival
of KCS Level II for the ST. Some
Amigaphiles were a bit put off that Dr.
T seemed (o develop their products for
the ST first. In actuality, I believe this
was more of an anticipatory response
on the part of the would-be Level
[I'ers rather than a criticism.

Avid users of KCS have indeed
longed for the Dr.'s next level of MIDI
management, largely because of an en-
hancement known as the "PVG," or

Programmable Variations Generator.
This feature alonc might be worth the
price of the program to many high-end
MIDI enthusiasts.

What is a PVG?

The PVG is a breed of computer
program that has only come into mass
appeal in about the last decade. On the
simplest level, a pure variations gener-
ator can be thought of as a process that
acts upon a musical sequence in a way
that is often compared to a throw of
the dice. To effect these alterations,
certain parameters are selectable to
govern what type of MIDI event char-
acteristic (such as pitch and duration)
will be affected by the generator. Ran-
dom alterations arc imposed upon a
musical seqment by the variations gen-
erator to (hopefully) create the equiva-
lent of what used to be known in
Bach's time as variations on a theme.
If successful, the variations generator
can be used as a tool in creating new
or evolved musical passages and
rhythmic compositions from existing
ones.

However, as you may have guessed,
the randomness of musical creation
with a pure variations generator can
often result in a dissonant and disjoint-
ed composition. What is really needed
to make this process cfficient is some
form of control, along with a more ac-
curate degree of predictability. Enter
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thc PVG. By adding the Programma-
ble dimension to the process, the com-
poser can choose to create based on
knowledge and not just chance. The
PVG portion of Level II is indeed a
powerful piece of software. At the
core of its myriad of possibilities,
however, is a system of controls which
dictate factlors such as probability, fil-
tering, and quantity.

Although many editing-type opera-
tions could be performed through the
KCS portion of the program, the PVG
offers a potentially simpler way of ac-
complishing the same operation, with
the added bonus of having an "Undo"
feature so that you can revert to your
original version if you don't like what
you hear. By selecting the appropriate
controls and values, editing operations
which could take hours can be auto-
matically performed by the computer
through the PVG.

Level II boots from a single, copy
protected, floppy. The program uses
the "key disk" form of protection. The
up side of this is that you can install
the program on your hard drive for
fast loads, saves, etc. - The down side
is that you can never be completely rid
of your floppy because the program
will always ask for the original disk
upon loading.  There is a pause in
the loading process where you can
choose the total number of events you

wish to dedicate to the Level II (de-
( continued on next page )
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Level II ( continued from previous page )

fault is half of the total num-

ber of potential events, as -
determined by available

memory.

FuzzIone PLAY
0stiBass PLAY
BassSnar PLAY

Hiat 2 MUIED
Hilat 1 PLAY

KCS is where this program
begins, and it is a popular
sequencing program as a
stand alone product. You
are immediately deposited
into the familiar KCS Track
Mode screen. (Since we
previously reviewed KCS
we'll move right through to
the PVG). Clicking on the

MajrFuzz MUIED
Bass A

PLAY

Bass B PLAY

RECORD  STOP  PAUSE  PLAY
CLOCK: BPM 128

MEASURE:
RASE TRK

EDIT button in the lower
control panel will bring you
to the KCS edit screen,
which is the main work-
horse of the program. This
is the heart of the sequencer
with single screen access 10
most of KCS' cditing fea-
tures, as well as the main
load/save functions. At the
upper right is a new selec-
tion, "PVG." Clicking on
this will bring you quickly
to the main PV G screen.

« e
oo
wnen

It is easy to experience an
immediate mixed response
when peering into the busy
Changes screen of the PVG
for the first time. On one
hand, you will probably get
the feeling that there are an awful lot
of blanks to be filled in with some rath-
er cryptic abbreviations surrounding
them. On the other hand, you will
probably not be blown away by the
graphic experience. In a word, the
PVG screens are extremely plain. A
minimum of colors and no variety in
the fonts make for a potentially boring
field of view. To their credit, Dr. T's
products are not known for their glam-
our, but their power. Still, just a small
bit of graphic fanfare may have visual-
ly conveyed to the user the special
uniqueness that is inherent 1o the PVG

i
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(Sorry, we're getting into marketing
now...). Because of the potential com-
plexity of this program, I'll stick to
some of the more central functions and
their effects on thc variation creation
processes.

From within the Changes screen, the
Gencral Options box contains func-
tions that arc integral to most PVG op-
erations. Notably, Changes per Vary
specifies numerically how many varia-
tions to create. When uscd in conjunc-
tion with the Evolving Mults option,
the variations that are generated will be
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Nawe: Fuzzlone

52 Backup Cogy Track_to Track
4 VG

Adjust Apfend Seq to Track
ete Track

Copy Seq to Track

Copy Irack to Seq

Seq to All Tracks

All Tracks to Seq

Double

Play/Record

Step Tine Track
Load/Save
Set Oﬁ

continually  different as
they will be based on each
previous variation.

The Restrictions box pro-
vides a way of exempting
certain notes from the vari-
ation process, while also al-
lowing for setting the af-
fected range for pitch and
velocity.

The top of the Changes
screen contains provisions
for adjusting the Amount
and Weight of the possible
changes affecting Piich,
Velocity, Duration, Time,
Shift, and Interval. There
are also three subdivisions
across the page that further
specify the behavior of the
generator. For instance,
Constant allows the com-
poser to determine the size
and weight of the changes,
but the computer will
choose the direction of the
change (+ -).

Sounds

tions Colors

This business of Amount
and Weight are the real
brains behind the PVG.
Both factors are entered into
appropriate spaces in nu-
merical form by either typ-
ing in the value directly, or by using
the controls ala VCR-style at the bot-
tom left of the screen to increase or de-
crease the values. (Another way which
[ found more convenient for these ad-
justments was to hold down the the <
and > keys). The Amount value repre-
sents the quantity of change that is ap-
plied to a given characteristic, while
the Weight value determines the proba-
bility that-this change will be applied
during a given variation. This creates
an interesting combination of direction-
al control over your creations without
making them completely predictable.

SONG Mode



"Protection” is another important con-
cept in PVG. This option, available
from within most operational screens,
protects events from being changed
during variation creation. With Protec-
tion, an entire event is protected. In
the case of a note, this would mean the
note pitch, time, duration, channel, ve-
locily, etc.

The Protection feature can be used to
accomplish some of the PVG's most
impressive editing feats, and it can af-
fect a host of components, including
Velocity, Timing, Scale Position, and
MIDI Channel. Protection, like all of
the other operations within the PVG,
become active when a probability fac-
tor is entered.  Although powerful, us-
ing protection is an excercise that has
to be thought out prior to usc. This is
mainly due to the fact that when Pro-
tection is applied, let's say, to a note, it
follows that note. If you execute a var-
iation that happens to change the pitch
of that note, it is no longer protected.

Another interesting capability of the
PVG is an operation known as In-
betweens. With this function you can
create a linear interpolation between
two existing sequences. An Autocor-
rect feature is available as a sub-option
and is recommended for obtaining a
useful rhythmic component in the new-
ly created sequence. You may also
add or vary a variety of controllers for
a given scquence by using the options
of the same name. As with the other
operations within PVG, the Amount
and Weight of the controller data ma-
nipulation is determined by the values
set by the user.

Having just touched on some of the
power of the PVG, it becomes quickly
apparent that there seems to be an aw-
ful lot of buttons and whistles to re-
member.  This is even more pro-
nounced when you are atlempling o
use options that interact with one an-

CHANGE by Constant
_ AMT WGT AMT HGT AMT WGT
Pitch o9 12

L P
Velocity 12 b ST
Duration 3 b 1
Tine ) b 1
Shift K b L
Interval

$taccato/Legato

RESTRICTIONS
A AHB C CHD DHE T FRG G# = R

Pitch Limts L
Velocity Linits

Mininun Tine
Autocorrect
Duration Adjust
Duration Linit

aussian

S1gned

MENU

AMT HGT  AMT HGT
Bk Changes
Defaults
Suap/Copy
Set Values
Global |
Global 2
Split/Paton
Ornanents
Add Cntrls
GENERAL OPTIONS Vary Cntrls

Hacros
Changes per Yary 1 Get
Variations L Store
Juepirite driaini Load

Save

Reverse
Edit Maode Default

CLEAR Ok  CANCEL

From within the PVG control screens, you can set up numerous
parameters to govern the way in which the variations generator will affect your music

other, sometimes producing unexpect-
ed results. PVG supports its own form
of "Presets" which can save your cur-
rent settings. Up to 80 of these Presets
can exist in memory. For even greater
power, the program supports the use of
Macros. A selection of basic prescts
and Macros have been included on the
program disk.

Besides the KCS and PVG sections of
Level II, a third way to accomplish
your editing is provided in the form of
the Master Editor. Within this section,
you can affect changes such as blend-
ing (combining data), Chords (opera-
tions applied only to chord structures),
and Tempo, 10 name a few.

Even though there have been sweep-
ing additions to the original KCS in
Level II, there has been some subtle,
but welcome changes in the general
program function as well. Previously,
the KCS file requestors did not recog-
nize many of the normal Amiga re-
questor protocols. In Level 11, much of
that has been addressed. Also, KCS
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now supports Polyphonic Key Pres-
sure.

One last minute feature that was added
into the program is the "Hot Key Re-
mote." By pressing Amiga-R your
KCS screen is repositioned to allow for
access to a patch editor that may be
running in the background via multi-
lasking.

I've just scraiched the surface of the
possibilities with Level II. But one
thing that is not subject to probability
is that this 1s a powerful collection of
MIDI recording and editing tools that
works well, is responsive, and is de-
signed with the high-end user in mind.
Also, files produced with KCS are
readily compatible with Dr. T's popular
notation program, The Copyist.

KCS Level 11 $349.00
Dr. T's Music Software
220 Boylston Street
Chestnut Hill, MA 02167
(617) 244-6954
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Hisoft Basic Pro

A New Basic Compiler Package from Michtron

by Walter Steuber

migans who program in

Basic now have three

good compilers to choose

from. HiSoft BASIC Pro-
fessional v1.03 is the new contender,
stacking itself up against the well-
established AC/Basic and True Basic.
Although the three compilers go about
things differently, they all provide a
file that can run from the C-directory
and one that will execute far faster
than AmigaBasic. All three naturally
pile on a few extra complications for
the programmer, but they increase the
power of BASIC so much that a seri-
ous programmer is just about forced to
use one or the other.  HiSoft will run

The HiSoft Basic Compiler Setup Screen with

a program composcd of AmigaBasic
statements without a quibble. When
you ask it to run, it automatically com-
piles the program first, but this takes
so little time that you hardly notice it.

By doing it this way, HiSoft runs
compiled code on the inside but
presents source code on the outside.
The user can rearrange commands on
the screen in the same way he always
has. The compiling makes no de-
mands whatever on the user unless he
wants to save the compiled file. In
that case, it presents a panel of about
ten default conditions the compiler is
going to use, giving the user an oppor-
tunity to change any of them. This is
similar to the way AC/Basic does it,
but with several small differences that
make HiSoft somewhat more user-

friendly.  HiSoft
has its own editor,
commands

[:DiHiSott BASIC Disk 1

that are familiar

3] HiSoft BASIC Compiler/Editor vi.83 8 HiSoft 1988
HiSoft BASIC Compiler Options

overflow checks JEEI No| Break checks
Array checks
Line numbers
Event checks

Variable checks [Yes|J[I} Output code

ve: D)

Stack checks
Underlines

Workspace (Kbytes): HIl  Compile to

Cancel
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BB No] sywbolic debug [YesJEH
Error nessages
B8 No| Shared library [EZJNo]
EERLi

and intuitive, SO
there is little trou-
ble in switching
over 1o it. This ed-
itor is superior to
AmigaBasic's. It
is faster, more
versatile and a
good deal more
pleasant to use
(which we know
isn't saying all that
much). HiSoft
adds several fea-
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tures to the language that AmigaBasic
does not recognize, so the compatibili-
ty goes only in one direction. In this
sense, HiSoft is really a different dia-
lect of BASIC. The addition that
probably makes the most difference is
giving the user a choice of passing pa-
rameters either by value or by refer-
ence. (AC/Basic also allows this
choice.) Subprograms and functions
can be called recursively. DO . .
LOOP is supported. Higher precision
constants are used and are stored in a
different format. More control over
windows and colors is supplied. It has
36 reserved words that do not appear
in AmigaBasic. (These are ordinary-
looking words that can cause a lot of
trouble if you mistakenly use one as a
variable name, but they give substan-
tially more scope to the language.) In
short, you can start using HiSoft im-
mediately by limiting yourself to
AmigaBasic commands, but there is
substantially more that can be done
with it after some study of its addi-
tions. HiSoft uses the Arp library and
also another special library of its own.
It works under AmigaDOS V1.3 and it
generates stand-alone programs that
meet those mysterious requirements
for being resident.

The 358-page lie-flat manual that
comes with HiSoft is well-written and
well-printed, packed full of specific
details. It does not teach how to pro-
gram, but it does clearly explain the
reserved words and how to use HiSoft.




It is easy to refer to the manual. The
definition of each command starts out
at the top of a new page with clearly
marked sections for Syntax, Effect,
Comments and Example. With 205
commands, some of which are quite
complicated, HiSoft BASIC is a long
way from the BASIC of 20 years ago.
The whole language was defined then
in a few pages and a Dartmouth stu-
dent was expected to be using it a
couple hours after he first met up with
L.

Now, with HiSoft (or some other
compiler), BASIC has grown up to
where it can do just about anything the
big languages can do. It no longer de-
serves to be considered kid stuff just
because it is easy to work with. Some
rough indication of how it fits into the
overall programming picture can be
obtained by running the same program
in a few different languages. In this
case, a trivial routine that sends a mes-
sage to the screen 1500 times was
used, but I claim the relative file sizes
and execution times are recasonably
representative:

ate step. Extra seconds at this stage
were easily tolerated.

Once you are comfortable writing
programs in AmigaBasic, it requires
very little additional effort to get start-
ed with either HiSoft or AC/Basic, and
the rewards are well worth the extra
work. Of course, to continue on and
take advantage of the additional fea-
tures of either one will require substan-
tial study and experimenting. (I hear
that True Basic is enough different
from AmigaBasic that it will require
some serious pounding of the manual
just to get started.) Since AmigaBasic
comes with the computer at no extra
charge, is relatively easy to learn and
really does a nice job, all things con-
sidered.

Why even consider getting into the
complications of compiling? The main
two reasons have already been indicat-
ed: A compiled program will run on
its own, not needing an interpreter to
operate it. A compiled program will
run substantially faster, giving it more
professional polish. A couple lesser

reasons should also be men-

size of size secs (o
source compiled compile execute
AmigaBasic 143 -- --
HiSoft 143 756 5.2
AC/Basic 143 1916 25.2
Aztec C 187 5020 28.5
Cpt's ASM 2240 336 2.0

tioned: Compiling reveals
bugs that might otherwise re-
main out of sight for a long

secs o

33.5 time. Compiling offers secre-
19.5 cy. You can give someone a
16.6 compiled program and they

6.0 will not be able to decipher
6.1 how it works or change it in
any way (unless they are in

In several other comparisons be-
tween HiSoft and AC/Basic, this same
paradoxical relation showed up: AC/
Basic made much bigger files, but they
executed noticeably faster. AC/Basic
also took much longer to compile, but
this difference usually did not really
matter much. The procedure with AC/
Basic was to get the program debugged
and running in the AmigaBasic inter-
preter and then to compile it as a separ-

the genius class.)

Say you've made a decision to get a
compiler. What reasons are there for
going with HiSoft? Its quick, nearly
transparent operation is the biggest rea-
son. It does its job so quietly that there
is essentially no distraction from the
fun of puzzling over coding. Your cer-
ebration and rumination, those activi-
ties that make programming so en-
grossing, are not interrupted. Another
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important reason for going HiSoft is
the easy, pleasant editor. This, too,
works with a minimum of distraction.
The manual is another important plus.
You can expect to be checking out de-
tails pretty frequently, so an easy-1o0-
manage manual is nice to have. The
additions that HiSoft makes to the
AmigaBasic commands are also a con-
sideration.  These additional com-
mands make the language more power-
ful, but they slip in a few stumbling
blocks in doing so. It has long been a
truism that BASIC is incapable of re-
cursive programming and consequent-
ly, for certain tasks, one must turn to
assembler or C. But recursion is here,
in HiSoft. Anyone who used BASIC
when first learning to program finds re-
cursion extremely hard to use, but
those who started out with LOGO find
it natural and easy. To get you over
this substantial hurdle, the HiSoft man-
ual and supplementary disk have a long
tutorial on recursive programming. I
expect a few people will find this capa-
bility for recursion to be the main rea-
son for buying HiSoft.

My conclusion is that anyone who
writes only an occasional short pro-
gram might as well stick with Amiga-
Basic, but anyone who programs more
than, say, an hour a week will clearly
benefit by switching over to HiSoft. I
liked HiSoft somewhat better than AC/
Basic. This was mostly because of its
editor and other user-friendliness, but
also because it automatically compiled
before running. In trying it out at a
fairly superficial level, I am happy to
say I found no bugs or difficulties with
1t

HiSoft Basic Professional $159.95
MichTron
576 S. Telegraph

Pontiac, MI 48053
(313) 334-5700
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- Balance of Power: 1990

The Game of Political Strategy and War Returns

by Paul Shaffer

maginc {or a moment that you're
the President of the United
States. It's carly May in 1989.
Your advisor on the Sovict Un-
ion brings you the latest folder on "So-
vict Actions.” It presents cvidence
that the Soviet Union is sending $20
million in aid to the insurgents in Pan-
ama. The United States depends on
the Panama Canal to provide a sea link
for the Navy, as well as to provide a
vital trade route between the Atlantic

and the Pacific. If the revolutionary
elements in Panama should gain con-
trol of the government, and thus the
canal, US interests could be seriously
threatened. You must take action, and
stop this Soviet intervention in a coun-
try vital to the US.

The first course of action is the "Back
Channel Communication.” You scnd
a special courier to the Sovict Embas-
sy with a note to the ambassador, ex-
pressing in strong terms your displeas-
ure with the Soviet action. Within an
hour you get the reply: "The Soviet

From the map screen you make key decisions in Balance of Power 1990

Gane  Countries  Relations

Make Policies

Events

Briefing (=]

1989

CJusA Solid %
Clush veak
B USSR weak
USSR solid
[Spheres of Influence ]
USA Score: @ USSR Score: ®
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Government rejects your request.” In
light of the lailure of quiet diplomacy
Lo resolve the situation, you then move
to the next level of confrontation, the
"Diplomatic Crisis.”  You issue a
press release, informing the world
press about the Soviet's intcrvention in
Panama, and your disapproval of their
actions. You call the Soviet ambassa-
dor to come to the White House and
explain what they think they are do-
ing. The whole world is watching to
sec what the Soviet reaction will be 1o
your strong renunciation of their inter-
vention in Panama. When the ambas-
sador arrives, his stern expression tells
you that the Soviets are still intent on
supporting the rising tide of Panamani-
an revolution.  While an anxious
world watches, you dismiss the am-
bassador, and reach for the Crisis
Phone.

The next day, the evening news
around the world is full of the move-
ments of troops and bombers. The dif-
ficulty in Panama has now escalated
into a "Military Crisis." Both super-
powers are rattling their nuclear sa-
bers, and the people of the globe ner-
vously await your next move, Should
you push the Soviets farther, risking
global thermonuclear war, or should
you back down?

Il you back down, the rest of the
world, and especially the Soviet Un-
ion, will consider the President of the
United States (YOU!) a wimp. In
world opinion, the prestige of the USA



would go down. On the other hand, if
you can get the Soviets o back down,
the world press will reflect the lower-
ing of USSR prestige. However, if
you push the Soviets too hard, they
will respond with the final option: mas-
sive nuclear attack via the north pole.

What will you do? This nightmare-
like scenario, which in real life would
have taken several weeks to transpire,
involves a series of three clicks of the
Amiga's mouse. It is the core of the
poker-like game "Balance of Power,"
where you get the chance to advance
the prestige of the United States in the
eyes of the world, or maybe blow us
all to Kingdom Come. All games must
have a scoring system, and Balance of
Power is scored on prestige. Every
ume you confront the Soviets, you
stand a chance of gaining prestige
points - if they back down. Converse-
ly, if you confront them and have to
back down
yourself,
will lose pres-
tige points. The amount of points won
or lost is directly related to the level of
crisis. Either side can give up early on

Csll

[Previous| | Mext |

[oTSSK Actions Advisory: Nexico
I think ve ;7 Perhaps we
In Soviet Wnion, can win W) should
this. give it a
Soviet Union dispatches military hir l
advisors at request of Mexican I think ve I think we
Presidente de 1a Madrid, can win § can win

this. this.
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rate of eiasg_ Insurgency growing
: .7} 3]
elation: cordial neutral
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Il:su Alg: 0 tln.'nllmn flsnﬂ lgon
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Intre-reb: troolp:s 0 1;r~oops‘mps
| USA Score: @ USSR Scare: 0

without losing any points. Such early

capitulation is just like folding in poker

if you arc dealt a poor hand. To win

really big points, just like in poker, in-
volves some risk. In the above situa-
ton, with the conflict escalated to

Ol

Soviet Union dispatches military
advisors in support of Indian
governwent,

[Previons| [ Mext |
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"DefCon 3" - getting ready for war -
there are usually about 14 prestige
points at stake. These points are ap-

you Good judgement is necessary to win at Balance of Power as your advisors will disagree

plied in a "zero-sum” fashion, i.e. if the
Soviets back down, they lose 14 points,
and you gain 14.

Now, for some of the specifics of the
gamc: Balance of Power comes on one
disk which is not copy protected. The
manual is extremely well written, with
chapters on introduction, playing the
higher levels, some discussion on the
game's artificial intelligence, and a bib-
liography full of books that would help
the aspiring superpower player leam
more about global politics. Like many
games loday, Balance of Power is
made theft-resistant by requiring the
user 1o enter a word from the manual.
At random times during the play of the
game, a dialogue box will open, and a
face will ask "Are your papers in or-
der?" The computer then asks you for
a word on a particular page and line.
To help avoid confusion, the first letter

( continued on next page )
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PO WEY ( continued from previous page )

is provided. If you have the manual,
simply look up the correct word and
type it into the space provided. If not,
the game will let you keep guessing
forever, or quit to AmigaDOS. This
form of protection allows legitimate
users (o make a backup of the original
disk, or install it on a hard disk.

Balance of Power: the 1990 Edition is
a big, big program. While it does fit
on one disk, it comes with a warning
for Amiga owners with only 512K
RAM. In order to fit into 512K, users
must disconnect their external drive,
Any program that big must be very
complex and full of detail. On both
counts, Balance of Power is one of the
most advanced simulation programs
available. This latest version includes
more countries (80, up from 62), built-
in "Crisis Advisors,” and improved
simulation algorithms. The most im-
portant change is the addition of a new
fourth level, called "Multipolar.” In
this level, actions of all the countries in
the world influence the course of the
game. Minor countries fight wars and
have crisis. You are allowed 10 use
trade as a weapon. There are also ad-
ditional displays that help you keep
track of the complex and changing
world.

The author, Chris Crawford, is consid-
ered by some to be one of the founding
fathers of the large simulation game
for microcomputers. His games have
always set the standard for size and
scope in their time. When Balance of
Power first came out, people wondered
if it was too complex for the "average”
game player. It turned out that there
are thousands of computer users who
are willing to invest the time and effort
required to enjoy the stimulating simu-
lation provided with Balance of Power.

Balance of Power is not a game for

kids. Perhaps the 14-year-old who
gets 1200 on his SAT could play it, but
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the average joystick jockey would be
swamped and bored by all the detail.

Even at the beginner level, there arc
dozens of countries and options 1o
keep track of during the game. Add o
this the need to have at least a simple
understanding for how much a given
situation matters to the other side, and
the game becomes quite a challenge.

There are four levels of difficulty
available at the beginning of play. In
the Beginner level, the only options
available (10 both sides) arc military.
These break down as [ollows: Military
Aid (sending moncy to hclp the gov-
ernment armed forces), Aid to Insur-
gents (sending money (o hclp the
rebels, the Contras, for instance), Inter-
vention for the Government (sending
roops to {ight on the side of the Gov-
ernment), or Intervention for Rebels
(sending troops to fight on the side of
the Rebels). The Beginner level
doesn't allow for the possibility of eco-
nomic aid, destabilization, treaties, dip-
lomatic pressure, or trade policies, all
of which are available at higher levels.

For people who are not up on the cur-
rent state of world-wide geopolitics,
there are numerous menus that present
interesting and uscful information. All
these menus become available upon se-
lecting the Background option from
the Briefing menu. All the standard
options in the top menu bar arc then re-
placed with assorted informational me-
nus. These include Resources, GNP
(Gross National Product), Military
Spending, Consumer Spending (things
like food, shelter and entertainment),
Investment Spending, Population, Mil-
itary Personnel, Well-Being (things
like Infant Mortality and Televisions
per capita), Violence, and Political.

While looking at background informa-
ton, the game is suspended. All this
data is interesting, but you can play the
game without ever consulting the back-
ground option. It is included for your
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curiosity.

For more game-rclated information
about a given country, you could chose
the Closcup option from the Briefing
menu. With it, you will ger a com-
plete summary of all the policies to-
ward that country, both from the USA
and the USSR. Also presented is infor-
mation on the domestic state of the
country, which "Sphere of Influence" it
is in, and if there is any ongoing terror-
ism, revolution or civil war. It is a sad
fact that in almost every country, there
1s some violent conflict. These con-
flicts can be central to the play of the
game. The prestige points in Balance
of Powcr are awarded when one side
backs down during a conflict or crisis.
The morc serious the crisis, the more
points are won {or lost). One sure way
to find out what the Soviets are doing,
and thus what you might want to object
to, is to check the USSR Actions
choice under the Events menu. This
opens up what the game calls a "folder”
of actions taken by the Soviet Union in
the past year. As you move through
the folder, you will be able 10 question
each action the Soviets take. This pro-
cess can ke quile some lme, since
there are often 20 or so actions in a
ycar (on the beginner level), and you
should consider your responses careful-
ly. Pushing the Soviets too hard on the
wrong issue could start a nuclear war.

To help you make your decisions, the
author has provided you (the President)
with a group of four advisors. Just like
in real life, the final decision is always
up to you, but the advisors can steer
you away from making the big mis-
takes. For example, if the USSR sends
$100 million in military aid to Cuba,
all four advisors (three men and a
woman) would strongly advise to avoid
a conflict. Cuba is strongly pro USSR,
and it is unlikely that anything you
could say or do would convince the So-
viets to change their plans. On the oth-



er hand, sometimes there is an action
which the advisors strongly advise that
you should question. It seems unfortu-
nate that the author choose to present
the advisors words in this situation as:
"Nuke ‘em!" I know that they mean to
say "Question the Soviet action,” but
the implied violence of their statcments
could have becn avoided with another
choice of words.

It is when the advisors are undecided
that the game gets really interesting
and intense. A situation could arise
that is "too close to call.” It will be up
10 you, Mr. President, to decide wheth-
er or not to question the Soviet's ac-
tions. With a click of the mouse on the
"Question" button, you can initiate the
Back Channel Communication. The
computer will then display the Soviet's
reply. In most cases, they will tell you
1o mind your own business. Now, the
Question button has been replaced by a
"Challenge” button, and a new button,
"Back Down" has been added.

So far, there are no prestige points at
risk. You can back down, and let the
Soviets have their way, without losing
any points. If you proceed, a diplomat-
ic crisis is initiated, and one side or the
other will loose prestige by backing
down. If neither side backs down, the
crisis becomes a military crisis, with
only two possible oulcomes: nuclear
war at DefCon 1 or a major diplomatic
defeat (with consequent loss of pres-
lige) for one side. If you study the situ-
auon, and remember that nobody wins
a nuclear war, you should be able 1o
make it 10 the end of the folder on So-
viet Actions.

The next step in the game is 10 make
policy. Here is where you have a
chance to help your f[riends and hurt
your enemies. If there is a government
who you like, and they have a little
trouble with rebels, just send 'em a few
hundred million dollars in military aid.

In the advanced levels, you can also
send economic aid, sign a treaty, or
make a new trade policy. If your
friend is really in trouble, you can also
choose 10 send troops. This means
young American soldicrs going off to
actually fight in a far-away land. A
few thousand U.S. Marines can change
the course of many situations, but thcre
may be a large price for such aggres-
sive action. Be surc the situation is
worth fighting for before you commit
troops.

On the other hand, if there is some
government who you find intolerable,
you couid send moncy to hclp the
rebels. [f you send ecnough money, the
rebel forces will take over and kick out
the unfricndly government.  Should
you be exceedingly annoycd with the
current leader, there is also the option
of sending U.S. troops into battlc on
the side of the rebellion.

Once you have madc your policies
around the world, it is time to move on
10 the next year. The game slarts in
1989 and runs until 1997. Each turn
represents onc year. When you are
ready to move on (o thc next year, se-
lect the Next Turn option {rom the
Game menu. The computer first saves
the gamc (which can take a few min-
ules), then begins a long scrics ol com-
putations. First, it determines the rcac-
tions of the Soviet Union to the actions
taken by the USA. The Sovict Union
has the option of triggering a crisis
over any of these actions. If they take
this option, the gamc will display the
"Crisis" window. Afier the ncws is an-
alyzed, the computer calculates the in-
ternal developments in each country,
and finally it decides the actions to be
taken by the computer player.

People who are uscd to games of
conflict are likely to blow cveryone up
the first few times they play Balance of
Power. This game requires the skill of
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JUDGEMENT, which is rarely tested
in computer games. I found "playing”
Balance of Power a unique experience.
Other detailed simulations place you in
command of a jet fighter, or submarine,
or ¢ven a nuclear power plant. This is
the only simulation which puts you in
the middle of global politics. As a
player you are responsible for, but not
in charge of, world events. In this re-
spect, Balance of Power approaches
reality. Such an accurate simulation of
global "brinkmanship” makes me hope
that our world leaders have sufficient
judgement skills to cope with the
cvents of the real world. I'd even rec-
ommend that all Secretaries of Siate,
Decfense, and Presidents be required to
win a fcw "games” before taking of-
fice.

Now, it's 1990. You, Mr. President
have to study the state of the world,
make your policies and react to the ac-
tions of thc USSR. At the same time, it
will be up to you to keep a cool head in
a crisis, and avoid plunging the world
into "nuclear winter." Good Luck -
you're going to need it

Balance of Power:
The 1990 Edition $ 49.95

Mindscape, Inc
P.O. Box 1167
Northbrook, IL 60065

(800) 221-9884
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A New Military Simulator from Mindscape

by Anthony Bevivino
y 0, you pencilneck dweebs
think you've got what it takes
to be part of the elite special
forces? What gave you that
idea? My ten year old sister is a better
soldier than you! You're gonna be
crawlin' over walls and wire, and
when you're bloody from that, we're
gonna sic the dogs on ya. And if that
doesn't send ya runnin' home to your
momma, we'll make sure the land
mines do. And you WILL learn to
work with explosives and defend your-
self in hand-to-hand combat. I'm tell-
ing you that by the time we're through
with you, you'll wish the dogs had got-
ten you. You can count on me to make
sure of that. We're going to find out
which of you wimps has the intestinal
fortitude to survive this combat
course..."

The above is an excerpt from Com-
bat Course, a new game from Mind-
Scape Inc. In this game, you are a re-
cruit who is being trained for the
special forces, and this training is
more like survival of the fittest. You
have to somehow get through three
levels of training to become a member
of the special forces. The first level of
Combat Course is the Physical level.
You must run through a challenging
physical obstacle course within a cer-
tain time limit. You will have to climb
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over walls, climb out of ditches, climb
ladders, and slide down pulleys. If this
isn't tough -enough, you also have to
walch out for an air raid and Rex the
Combat Dog (he doesn't eat dog
food...). You may also get orders from
your sergeant like, "drop and give me
10" at varying times during the course,
and you must obey.

gun whenever possible, but get good
at hand-to-hand. If you are weak in
these areas, you will soon be dead. If
you master these levels, there is still
hope for retaining your interest. Com-
bat course comes with a construction
set option, that allows you to build
your own courses and put your men
through. It lets you set up any obstacle

In the second lev-
el, the Risk level,
you must face even
more danger. In this
section, you will
have to learn how
to use explosives. If
you find dynamite
and pick it up, you
will use it later to
blow up locked
doors. You can also %
find and use gre- __-.
nades to "persuade” [ i
the enemy to stop
shooting at you. Be
careful with grenades and dynamite,
they can both blow you to bits. If the
enemy opens fire on you, dodge his
bullets (you don't have a gun 1o fire
back).

If you thought level two was hard,
you must now face level three, the
Combat level. You are now able to use
amachine gun to terminate the enemy.
And if he gets a little close, you can
engage in hand-to-hand combat. This
level is fighting intensive. Use your
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Combat Course uses a split-screen approach to the acuon

or rap with varying levels of difficul-
ty and intricacy. Up until now, Com-
bat Course may seem to be a good
quality game. Unfortunately, it is not.
My major complaint is the format of
the screen and the way the graphics
are used. The entire botiom one-third
of the screen is occupied by a "control
console.” This allows you to seL up
your options for the game, and while
this method works, the console does
not go away while you play! In addi-
tion, the remaining two thirds of the



Combat CO urse continued from previous page )

screen is divided into eight boxes of
equal size. The top four boxes are for
miscellaneous pictures, such as score,
the sergeant, or a threat. The middle
four are for the game-play itself.

This is a bad arrangement. There is a
barrage of images constantly on the
screen (it seems as if you need a few
more eyes to keep track of everything).
You don't have the time to read mes-
sages, look for dangers in the upper
boxes, and still play the game. On top
of this, the console does nothing ¢x-
cept take up space that should be used
for the game. So while the concept of
the game is good, the way il is present-
ed kills it. I found the operational for-
mat so unappealing that I did not enjoy
the game at all. I was so busy trying to
keep track of all eight sections that I

couldn't really pay atlention to my sol-
dier's movement. Consequently, I was
both annoyed and frustrated with Com-
bat Course after just a short time of
play. 1 also felt that the documenta-
tion was poorly done. I truly enjoyed
the docs for Hostage Rescue Mission,
but that level of quality is not o be
found in this game. The docs were bor-
ing to read and seemed unclear on
many points. The control console en-
compassed some unfortunate choices
as well. Tt is filled with unmarked but-
tons to click on, when a much simpler
format could have been used. A game
where it Is necessary L0 re-read the
docs because they are so vague with a
control screen that is confusing iS a
game that needs some reworking. 1
would like to note, however, that the
construction set option seemed very

complete, and I liked the way it was set
up. It allowed me to set up just about
any configuration of obstacles 1
wished.

It appears that MindScape Inc. has
not shown the same quality and skill it
used in Hostage Rescue Mission. The
concept for this game is good, but the
entire format of the game is very bad.
Graphics and sound are well done, but
1 did not enjoy playing the game at all.
The only intestinal fortitude you will
need for Combat Course is the guts to
purchase it.

Combat Course $ 39.95
Mindscape, Inc

P.O. Box 1167
Northbrook, IL 60065
(800) 221-9884
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AMIGA 500 USERS!
NOW GET A2000 POWER!

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

IMPACT
A500 - HD/RAM SUBSYSTEM

offers everything any A500 owner has ever
dreamed of — in one compact, easy-to-
install, add-on subsystem; provides
the same high performance as our
top-of-the-line A2000 controller

IMPACT™ A500 — HD/20

THE MOST

A0 _ HD0Q POWERFUL HARD DISK
A500 - HD/45 SOLUTION FOR

A500 - HD/80Q

YOUR A2000!

A2000 — Hard Card 30
A2000 — Hard Card 45
and an optional 2MB A2000 — Hard Card 40Q
plug-in FAST A2000 - Hard Card 80Q

RAM/AUTOBOO TS A2000 — Hard Card 100
expansion ¢
module.

Available with a built-in
20, 30, 40, 45 or 80
Mega Byte Hard Drive

IMPACT™

The GVP IMPACT-HC series of “Hard-Cards” for the Amiga 2000 matched with the
3.5" Quantum ProDrive hard disk drives, provide turbo performance and unbeatable
value at list prices as low as $18.00 per Mega Byte! The Quantum ProDrives pro-
vide average accesstimes as low as 1 1ms with their built-in 64KB read-ahead cache
%ow and offer a MTBF of 50.000 hours which is almost twice the industry average.

Shiptiry AUTOBOOT EPROMS

GREAT VALLEY PRODUCTS INC.
PLANK AVENUE, PAOLI, PA 19301 TEL (215) 889-9411 FAX (215) 889-9416




Forms In Flight Il
3D GRAPHICS AND ANIMATION SOFTWARE
Win Amiga 2500 Power! (details below)

he new Forms In Flight Il is the

missing link for your Amiga three
dimensional graphics design and
animation.
Create fast, high quality images with fancy
curves and curved surfaces. Then use the
complex objects you design to create smooth
animations. You can also import objects from
other animation programs using Interchange by
Syndesis.

$1 19 retail

S O F T W A R E

urface Patches

hong (Smooth) Shading

exture Mapping

xtrusions along curved paths
ierarchical animations using paths
upports overscan and PAL systems
ow Price: Only $119

NN N Y

Many more features!

Special Offer:

C reate the best animation using Forms in
Flight Il, and win an Amiga 2500 upgrade
kit! Animations will be judged on quality,
smoothness, interest level, creativity & length.
Send your submissions to us by June 30th,
1989. Call us for more information.

Get $50 for your old animation or paint program!
Upgrade to Forms in Flight Il from your current
animation or paint program by sending your
manual cover or disk to us along with $70
including shipping and handling.

|
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HCEB ARSI

T™
Educational Paint Program &
Coloring Book

Easy to Understand Kids can draw their own
Animated icon menus pictures

Fill Mode More "coloring book" diskettes
Various brush modes available

Color cycle effects Educator approved

No reading skills required Sampled sounds for each picture
28 Drawings included mode

$49 95 retail

Make Your Disks Fly with..... Centaur Software Inc.

14040 Tahiti Way, suite 528
Marina Del Rey

CA 90292

The Ultimate Disk Optimizer Supports Multiple Partitions

Decrease Disk Access Time Up To 500% FAST CLI Directory Access

Restore Smooth Disk Operation Incredible Workbench[tm] Performance
Designed For Use On Floppies AND HardDrives 100% AmigaDOS Compatible

Works with the FAST FILING SYSTEM

B.A.D. analyzes, restructures, and processes ANY AmigaDOS
disk such that permanent speed increases will be realized. This is

NOT a RAM cache based system!

$49.95 retail M.V. Micro

Other Centaur Software Products

C-Zar Patch Editor/Librarian for the CZ series of Casio Synthesizers $195.00
MidivU MIDI Signal Monitor and 1 Channel Sequencer $39.95
Pro-Net Schematic Capture CAD program. $495.00
Pro-Board Professional PCB (Printed Circuit Board) layout program. $495.00
NTF Fonts Comix, Roman, Fancy, Sans Serif $79.95

To order products, order direct from us by calling (213) 821-5995, or see your nearest
Amiga dealer.




Actual 3096 color Digi-View Gold picture

3. Simpl he 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.

“Requires standard gender changer for use with Amiga 1000. Video camera required; not
included. NewTek sells a video camera, copy stand, and the Digi-Droid automated filter wheel
for Digi-View Gold. If your local retailer doesn't carry these products, call us at 913-354-1146.
Digi-View Gold is a trademark of NewTek, Inc. Amiga is a trademark of Commodore-Amiga, Inc.
Be seeing you!!

Only $199.95 RJ—

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)

e Uses exclusive Enhanced HAM for super fine detail

¢ Is 100% |IFF compatible and works with any graphics
software

e 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.
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Digi-View Gold is available now
at your local Amiga dealer.
Or call 1-800-843-8934



