


Mass Storage Solutions 
IMPACT H-Card Series 

Multi-Function Boards 
IMPACT SCSIIRAM ConIroIler 

Removable Hard Drive 
IMPACTSQ44 

• 25Mhz 32-blt Motorola 68030 offers A3000 power today! 
• Up to 33Mhz 68882 'Ioatlng point math co-processor. 
• 8MB state-o.-the-art nibble mode DRAM design takes 'ull advantage o' the 68030 burst mode, effectively providing a zero 

walt-state DRAM access at 25Mhz. 
- Built-In autobootin hard disk controll,::;e;=r.=========== 

• Combines SCSI controller and a 3.5" hard drive on a single A2000 expansion card. 
• Available with 30, 40, 43, 80, or 100MB 3.5" hard drive, with llms average access time on 40, 80 and 100MB hard disks. 
• Autoboot .eature comes standard.,;,;. ===;;; 
• Combines SCSI controller and 2MB 'ast RAM expansion on a single board. 
• 16-blt DMA data trans.ers to on-board 16K disk buffer, providing high-pertormance not affected by any other Amiga DMA 

activities. 
o Autoboot feature comes standard. 

o Removable cartridge media with 2Sms average access time. 
o 44MB (formatted) storage capacity per cartridge and unlimited off-line storage. 
o Industry standard half-hei ht 5'14' form 'actor. 

One·yeaf factory warranty on all products 

GREAT VAllEY PRODUCTS INC. 

For more informatioo, or for your nearest GVP dealer, call today (215) 889-9411 or FAX (215) 889-9416. 
Amiga is a registered trademark of Commodore -Amiga, Inc. IMPACT and GVP are trademarks of Great Valley Products. Inc. 

Dealers Circle 245 on Reader Service card. Consumers Circle 127 on Reader Service card . 



Table of Contents 
141 WORLD OF COMMODORE L.A. 
l:.J The Show's Second US Appearance Brings Mixed Reviews 

Ia1 ASDG'S DUAL SERIAL BOARD 
l...:..J This First Multi-Port Board Serial Board Could Open Up a 

Host of New Applications 

I1Q1 CITY DESK v2.0 
l.:.:J A Typesetting Program with Special Emphasis on Getting the 

Most Out of Your HP Laser Jet Printer 

I14l PROFESSIONAL PAGE v1.2 
L..:.:.J How New is this New Version of the Original Amiga 

Desktop Publishing Program? 

J.;;lANIMAG IC 
~ Aegis' Powerhouse Control System for Creating and 

Manipulating ANIM Files 

~ AMI·ALIGNMENT 
~ A New Tool To Aid In The Detection and Correction of 

Disk Drive Malfunctions 

June 1989 
Volume 2 
Issue 11 

1221 EASY LEDGERS l!!.J A New Accounting Package for Non-Accountants 

1.:135 PLATINUM SCRIBBLE! L.::.J A Major Re-Write of Scribble l With an Increased 
Amiga I.Q. 

I39l THINKER 
~ A HyperText Engine for the Amiga 

New Entertainment 
f4cil DATASTORM 
l..::::.J From the Programmers of Dragon's Lair Comes a 

"blow 'em to bits" Arcade-Style Challenge 

f421 KIKUGHI 
L.::.J PegBoard was Never Like This 

I47l POPULOUS L.:!...J A Strategic Game of Divine Intervention 

I50l PRISON 
l..::..J An Adventure of Set Up's and Revenge from 

Actionware 

I53l CARMEN SANDIEGO 
~ "Where in the World ... " did Someone Think Up a Way 

to Mix Education and Fun into One Program? 

Is6l FRIGHT NIGHT 
l..::..J A Terrifying Tale of Inhuman Adventure is Played Out in 

this Graphic-Style Game based on the Movie 

f5al FAMOUS GOLF COURSES #1 
~ Courses for World Class Golf that are Designed to 

Faithfully Match the Famous Real-World Ones 

I60l ACTION FIGHTER 
~ THUNDER BLADE 

Two New Sega Classics Brought to the Amiga by 
Mindscape 

~ Advertiser Index 

Th e Amiga Senrry is published monthly by TAS Publicati ons , 706 Old Marple Road , Springfield, PA 19064. Subscription rate is $24 .00 (US funds) per year in the US, $30.00 
per year (US funds) in Canada. Phone (215) 544 - 6394. Entire contents of this publication are Copyright 1989 by TAS Publications. No use of content lor any reason permit· 
ted except by the express permission of the publ isher. Second Class Postage paid at Med ia, Pa. Postmaster: Send address changes to The Amiga Sentry, 706 Old Marple 
Road, Springfield, Pa. 19064. "Amiga" is a registered trademark of Commodore-Amiga, Inc. The Amiga Sentry is not affil iated with Commodore·Amiga, Inc. The Amiga Sentry 
and TAS Publications assume no reponsibility for damages due to errors or ommissions . 



On Point 
Notes from Editor, Tom Bucklin 

Some of the very recent developments around the Amiga 
marketplace are showing signs of great sales potential. With our 
report of the recent World of Commodore show in this issue, we 
also bring news of new, real live, see and touch, video products. 

Probably most famous at this point, Newtek's Video Toaster 
represented a bonafide niche market for the Amiga. But uncertain 
video ram pricing and other factors prevented the Toaster from 
making its appointed debut when Newtek would have liked it to. 
The up side of these delays is that it has meant that companies like 
Newtek have had the time to develop some incredible support 
products to go along with it upon release. The new wave of 16 
million color paintboxes that work in conjunction with frame 
buffers are powerful tools for the graphic artist as well as the video 
professional. 

Video is the Amiga's chief strong point, and there is probably 
more professionals using the Amiga for this quality than any other. 
Now with new products scheduled to arrive from both Newtek and 

Digital Creations, they'll have the type of tools with which they are 
accustomed to working with. 

At the same time, it is not unreasonable to assume that there will 
be a corresponding resurgence of curiosity about the Amiga, both 
from professionals, and from hobbyists. Hopefully, Commodore 
will be taking the kind of aggressive action towards penetrating 
this new market. 
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Protecting your valuable hard disk files is easier and faster than ever before! 

The FASTEST Hard O;sk Backup UtiMy! 
Backup to or restore from: 

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

V' Inner-Connection's Bernoulli drive V' ANY AmigaDOS-compatible device 

II' Fast backup - 20MB in 30 minutes or less II' Uses two floppy drives (if available) for backup/restore with aulomatic switching 
II' Builds, sorts and displays catalog of files and subdirectories II' Provides FULUSubdirectory/lndividual file backup/restore 
II' Includes or excludes files by name (with wild cards) , file date, or archive bitt/ Calculates the number of floppies you'll need 
before you start II' Handles files of unlimited length, unlimited subdirectories and unlimited files per subdirectory 
II' Automatically formats diskettes with no delay as it writesII' Sequentially numbers and date/time stamps backup diskettes 
II' Checks the sequence number and date/time stamp of each diskette before restoring files from itt/ Restores original date/ 

OPTIMIZE 
HARD DISK 

PERFORMANCE 
QUARTERBACK TOOLS'- provides a collec
tion of high-quality, user fr iendly utilities to 
enhance use of your Amiga. 

II' Optimize hard disk organization to 
speed file access 

Undelete deleted files safely and easily 

Map disk space usage 

Verify readability of every block on disk 

Automatically map out bad sectors 

Detect and fix disk corrupted directories 

Verify file integrity 

Edit files and disk sectors 

Search for files throughout the disk 

Compare file contents 

QUARTERBACK TOOLS'" 
works with any Amiga. 

time stamp, file notes, and protection bits on both files and subdirectories II' Runs with Workbench or CLI II' Produces 
backup/restore report to disk or printer II' Beeps for floppy change II' Accepts CLI parameters and batch command files 
II' Detects bad disks during backup or restoret/ Convenient/user friendly error recovery II' Multitasking II' Runs in 512K 
II' No copy protection II' Works with all AmigaDOS compatible hard disk drives. 

Only $69.95 Plus $3.00 shipping and handling, CO residents add appropriate sales tax. 

Read/Write 
Macintosh Disks 
Mac-2-Dos'- transfers Macintosh files to and 
from the Amiga. You can Quickly and easily 
import those graphic images from the Mac, 
or output your PostScript document to a Mac 
disk from which you can have it printed using 
high-Quality, professional typesetting equip
ment. Mac-2-Dos reads, writes and formats 
single-sided disks (flat file format) or double
sided disks (hierarchical file format) . It trans
lates ASCII files and provides IFF conversion 
utilities to/from MacPaint and other popular 
Mac graphics formats . 

Mac-2-Dos includes a custom interface and a 
Macintosh external 3.5-inch drive. Mac-2-
Dos also includes a special driver which al
lows the Mac drive to read/write standard 
Amiga diskettes. 

Mac-2-Dos will also be available without the 
Macintosh drive. This option DOES NOT in
clude the ability to use the Mac drive to read/ 
write Amiga diskettes. 

00S-2-00S transfers MS-DOS and 
Atari ST files to and from AmigaDOS! 

OOS-2-00S version 3.0 permits access to any MS-DOS 
volume available via AmigaDOS, including MS-DOS parti
tions on hard disks and MS-DOS volumes on LANS or SCSI 
networks. 

II' Supports single and double sided 5.25-inch as well as 3.5-inCh 
720KB MS-DOS diskettes II' ReadslWrites 3.5-inch Atari 5T diskettes 
(GEM format) II' Reads a variety of 5.25-inch MS-DOS floppy formats 
via the CL TO Konica high-density floppy drive II' Converts ASCII file 
line-ending characters and translates extended ASCII character sets 
II' Supports full directory path names, with wild cards in the file names 
II' Allows selection of MS-DOS and AmigaDDS subdirectory and dis
plays sorted directory listing II' Formats 3.S-inch and S.2S-inch MS
DOS diskettes and Atari ST diskettes II' Provides duplicate file name 
detection with query/replace options II' Provides TYPE and DELETE 
commands II' Permits renaming of files where file name restrictions 
occur II' Remains resident to permit AmigaDDS disk swapping. 

Only $55.00 
Plus $3.00 shipping and handling 

CO residents add appropriate sales tax 

Central Coast Software _ 
424 Vista Avenue, Golden, Colorado 80401 • Phone 303/526-1030 • FAX 303/526-0520 

DEALER INQUIRES WELCOME 



World of Commodore 
Los Angeles 

The Second US Appearance Brings Mixed Reviews 

T he second U.S . edition of 
the World of Commodore 
was held in the City of the 
Angels (aka Los Angeles) 

from Friday May 19 through Sunday 
May 21. We won't be surprised if our 
Southern Californian readers did not 
allend the show. Maybe it was due to 
the teachers strike or maybe everyone 
went to the beach to catch some rays . 
In any case, allen dance was very light 
with most of the 7000 coming on Sat
urday. Unlike the Philadelphia World 
of Commodore it seemed that at least 
75% of those who did come were 
C=64 and C= 128 users. This was 
doubly unfortunate since 75% of the 
exhibits were for the Amiga. 

Even though the allendance was 
light, there were still some new things 
to report on. As you entered the exhib
it Ooor, one of the first things to greet 
you was the NewTek booth. Yes they 
were showing the ... .. you guessed it, 
the Video Toaster. What's new about 
that you ask? Well, they have a nice 
new color Oyer with a PRICE printed 
on it! During the past years there 
seemed to be great uncertainty about 
pricing for the Toaster (granted, part 
of the reason for this was directly due 
to the volatile silicon market these 
past few years). Well the price has 
now been officially announced as 
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$1595.00. Newtek also announced a 
list of hardware add-ons such as a 
Dual channel Infinite Window Time 
Base Corrector. This TBC will sell 
for under $1500, which might seem 
like a lot of extra money to plunk 
down until you reali ze that a Time 
Base Corrector usually costs several 
thousand dollars by itself. A TBC is 
required in order to use the Toaster 
with your home video equipment. 

Also listed was an A-B Roll Editor, 
which lets you do those fancy transi
tions like you see on the evening 
news. A handout also listed a D-2 In
terface. This refers to the new compos
ite digital video format introduced last 
year by Sony. A D-2 interface is very 
high end broadcast equipment that 
sells for around $80,000.00. It's inter-
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esting to note that the Video Toaster 
for a few thousand dollars can inter
face to almost any type of video equip
ment. 

NewTek also listed two software op
tions, the first of which is "Toaster 
Paint." Toaster Paint is said to allow 
the Video Toaster to paint in millions 
of colors and will have many sophisti
cated painting tools like airbrush and 
stencil. (Looks like all that program
ing on DigiPaint III will payoff here, 
lOO) . The second option is Toaster 3D. 
This option will let you make 3D ani
mations in millions of colors and will 
work together with the Toaster Paint 
package. Availability of the hardware 
and software options for the Video 
Toaster was stated as "In The Near Fu
ture." Also shown was DigiPaint III 



which was looking very good at the 
show. New features of the HAM paint 
program include: addition of support 
for virtual pages (pages much larger 
than the screen); auto page scroll 
(when your cursor touches the edge of 
the page it will scroll the page in that 
direction if the page is larger than the 
screen); texture mapping; variable dith
er computed at 30 bits per pixel; and 
image processing software for 24 bit 
manipulations. 

Laura Longfellow (alias Maxine 
Heaclroom) stated that the packaging 
for DigiPaint III was completed and 
that the manuals were being printed, so 
you should see it very soon. NewTek 
has plans to entice owners of Dpaint, 
and Photon Paint to switch by offering 
an "upgrade" to DigiPaint for about 
$50. 

Next on my list of things to see and 
just a couple of isles down was GVP 
(Great Valley Products) showing off 
their Impact A-2000-030/25 board. 
This is an asynchronous 25mh7. 68030 
board with a 68882 math chip also run
ning at 25mhz. If you are into ray trac
ing this may very well be the board for 
you. Lets talk about speed for a mo
ment. Many of you will remember the 
ray traced animation of the word AMI
GA rotating and passing through a 
shiny red apple. Well GVP had a demo 
set up of their 030/25 accelerator board 
equipped Amiga running side by side 
with an Amiga 2500. With both sys
tems started at the same time the G VP 
030/25 equipped Amiga would finish, 
then be restarted and finish a second 
time before the 2500 system would fin
ish the fLISt time. 

In all fairness, you can change the 
math chip in the 2500 and narrow the 
gap a bit, but to see this kind of horse
power at work is truly amazing espe
cially after waiting for hours to see the 
same kind of frame rendered on a stock 

Amiga. (You can see a review of the 
GVP 030/25 board in the last issue of 
the Sentry). 

While I'm on the subject of accelerator 
board,s CSA (Computer System Asso
ciates) was showing off their new Mid
get Racer 68020 68881/2 accelerator 

e.DigiWorks lets 

you load in .. .images 
and turns them into 

3D objects, complete 

with extrusion 
capabilities~ 

board. This board is for the budget 
minded or for those of us who own an 
Amiga 1000 or 500 and can't use (or 
afford) one of the other accelerator 
boards. (By the way the Midget Racer 
does work in the Amiga 2000 as well). 
Just what is a Midget Racer? It is a 
small circuit board that replaces your 
68000 cpu with a 68020 cpu and a 
68881 or 68882 math chip. This allows 
you to take advantage of programs that 
have been written for use with a 68020 
and a math chip, programs like Sculpt 
3D and 40, Turbo Silver, X-Cad, and 
Aegis Draw Plus and Draw 2000, to 
name a few. I suspect many have 
found it to be a cost effective solution 
to their speed-needs. At a list price of 
only $399.00 (without math chip) it 
will fit into a lot of people's budget. 

The addition of a 16mhz 68881 
math chip can further reduce your ray 
trace rendering times. Even if your 
software does not take full advantage 
of the math chip and 68020, you will 
still notice your machine will be a lot 
snappier than before. 
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Next let's talk about genlocking for a 
minute. Digital Creations was showing 
off their SuperGen 2000S which offers 
several new features. First, it fits into 
the video slot of the Amiga 2000. The 
2000S also supports Super VHS (Y /C 
format) and it has the ability to trans
code a Y /C (Super VHS) signal to stan
dard composite or vice versa. These 
features combined with full 360 deg. 
SC/H Phase adjustinents, separate Y /C 
encoding and overlay should prove to 
make this entry very competitive in the 
Amiga genlock arena. It also includes a 
remote fader control that can be located 
up to 25 feet away from the Amiga. 

If all that wasn't enough, Digital 
Creations has announced the Living 
Color series of expansion options for 
the SuperGen 2000S. These hardware 
add-ons include a Frame buffer TBC/ 
Digitizer. The frame buffer will sup
port a full 16 million color Paint capa
bility, including color cycling and 
Anim type animations with up to 256 
colors. The TBC/Digitizer will give the 
frame buffer the ability to digitize vid
eo in a full 16 million colors and act as 
a video Time Base Corrector. 

Also included with this option is the 
ability to shrink, zoom, move, and then 
overlay the digitized video in real time 
over the input of the SuperGen 2000S. 
The software products include Paint
Box, Special Effects, Titling, and Ani
mation Software. The suggested list 
price for the SuperGen S is $1595. (It 
looks like Digital Creations intends to 
challenge NewTek for the high-end 
video market.) 

A Squared, the makers of Live! were 
showing some new software that does 
many of the special effects that we've 
seen on NewTek's Toaster. They even 
have a new 3D program in beta ver
sion. Its called "Mondo Video" and can 
take any 20 IFF image and convert it 

( continued on next page) 
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World of Commodore (continued from previous page) 

to a form which will look like 3D 
when viewed with X-Specs. 

Another interesting stop was at the 
Access Technologies booth. You may 
know them as the creators of Fancy 3D 
Fonts for Sculpt 3D/4D and Turbo Sil
ver users. The software they used to 
create their 3D fonLS is now available 
as "DigiWorks 3D." The World of 
Commodore was the first showing and 
sale of DigiWorks 3D. DigiWorks leLS 
you load in digitized (or drawn) imag
es and tum them into 3D objecLS com
plete with extrusion capabilities. 

In order to accomplish this you just 
load in your drawn or digitized image 
(Digiview in line art mode works 
great) and let DigiWorks auto trace the 
image... That's right I said auto trace! 
The auto trace function will do a so
phisticated edge detection and place 
the points around the object for you, if 

you want the object filled with poly
gons just select polygon fill and in sec
onds your object is filled with poly
gons. 

If you want your object extruded it 
just as easy. If you're into 3D this pro
gram would be a great timesaver in the 
creation of company logos and sym
bols for your 3D programs. Although 
you can create entire custom alphabets 
with DigiWorks, this will Lake a lot of 
time and patience. The suggested list 
price of DigiWorks 3D is $139.95. 

The Font Set Volume One, Mastcr 
Fonts 3D, was available for the first 
time at the show from T.S .R. Hutchin
son Co. To demonstrate its uses, 
T.S.R. had an animation running in 
Deluxe Paint III that had been rendered 
in Sculpt 4D. The Fontset is in Sculpt 
3D/4D fonnat and is designed to sup
port the text type feature of Sculpt 4D. 

CQrnU3nifS MfntiQnfd: 

Newtek Digital Creations 
115 West Crane Street 2865 Sunrise Blvd., Suite 103 
Topeka, KS 66603 Rancho Cordova, Ca 95742 
(800) 843-8934 (916) 344-4825 
Products: Video Toaster Products: SuperGen S2000 

DigiPaint 3.0 Frame Buffer 
TBC Digitizer 

Great Valley Products A-Squared Distributors 
225 Plank Ave. 6114 La Salle Ave., Suite 326 
Paoli, Pa 19301 Oakland, Ca 94611 
(215) 889-9411 (415) 339-0339 
Products: 25mhz 68030 Board Products: Mondo Video 

Live! 

CSA TSR Hutchinson 
7564 Trade Street 110 West Arrowdale 
San Diego, Ca 92121 Houston, TX 77037 
(619) 566-3911 (7l3) 448-6143 
Products: Midget Racer Products: Master Fonts 3D 

accelerator Mouse Tune 
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(It will soon be available for other 3D 
formaLS) . There are 3 typefaces in the 
Master FonLS 3D set. One is Computer, 
(sort of like a data font) the second is 
Lectric (it looks like a lightning bolt) 
and the third is Digital (it looks like a 
calculator display). The goal here is to 
provide users with something other 
than the usual typefaces and to provide 
them at a low cost. Master FonLS 3D 
lisLS for $39.95. T.S.R. also introduced 
a new mouse cleaning tool called 
Mouse Tune. Although iLS not new, 
(we've seen T .S.R at every show for 
years) the Flicker Master deserves a 
mention. This is an anti-flicker/contrast 
enhancing plastic filter which slips 
over your screen. At S17.95 list, Flick
er Master is wonh checking into as a 
low cost solution to interlace flicker. 

Late Spring is generally a slow time 
for the personal computer market and 
the overall feel of W .O.c. was also 
slow. (The developers present had too 
much time to visit with each other. ) 

I'd like to wrap this up by discussing 
one more topic. A lot of rumors have 
been tlying about some of the Amiga 
developers who didn't display at the 
AmiExpo New York show a few weeks 
ago. These rumors imply that not at

tending every show menns thaL a p<lftic
ular firm is in financial trouble. This 
just isn't so. More and more developers 
are having to be choosy about which 
shows to aLLend , and its not just be
cause of the money. 

Few Amiga developers can afford to 
send up to three to six of th ei r people 
to a show and loose their productivity 
for seven to ten workdays . (You might 
choose not to aLLend a few shows and 
release a product weeks sooner in
stead). 

Still , it was encouraging to see the em
phasis on video. This is (and shall con
tinue to be) the Amiga's stronghold in 
the marketplace. 
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WordPerfect Library" Calendar: 
You Can Plan On It. 

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

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

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

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

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

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

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

WordPerfect 
CORPORATION 

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

\mrdPerfen Llbrar~ b a trademark of WordPerfect Corporat Ion. All other brand and produl'l names are Iradt'marks or ft'gl::ot t'red trademark::, 01 thtlf rrSpt'(IL\'(> compames. 



Multi-Serial Applications Become a Reality on the Amiga 

by Greg Illman 

A 
SDG has long been in the 
Amiga market and has 
gained a reputation for 
producing top notch hard-

ware. Their new Dual Serial Board 
follows in this tradition. 

Amiga owners are often looked down 
upon by their IBM clone owning 
friends because the Amiga only had 
one serial port (and for three years, not 
many practical options for adding 
more). One good question would be, 
who needs more than one serial port? 
For most owners, one port is enough, 
especially with the Amiga's multitask
ing talents. It is already possible for 
the average owner to simultaneously 
manipulate a file, dump output to the 
printer, and use a telecommunications 
program . Now, if you want to run a 
multiline BBS, or a second serial port 
printer, or an audio digitizer, or any
thing else, this is a board to look at. 

The board comes packed in a plain 
brown box with a bold, black and 
white print sleeve. My first impression 
was of the supermarket style generic 
brand products. What is inside is not 
generic at all. The board is slimmer 
than the Amiga standard and has very 
few components on it. The layout is 
clean and there are no extra lraces or 
jumpers on the board. This is typical 
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for an ASDG board, but is unfortu
nately not typical for other Amiga 
hardware manufacturers. 

Also included in the package is a 
diskette and a folded, 8.5 by 11 inch 
manual. The manual is clear and con
cise, but geared more for the program
mer than the end user. The installa
tion diskette has a "click on" 
installation routine that handles all the 
software setup needed including 
ASDG's special device driver. The 
manual goes through a more versatile 
and detailed installation procedure and 
it does include some examples, but 
many will find it confusing, depending 
upon the users experience with mount
lists and device drivers. 

The board simply plugs into an 
available slot. Probably the toughest 
thing for most Amiga owners will be 
getting used to the pair of 9 pin "D" 
style connectors out of the back of the 
board. People with PC clone experi
ence will recognize these as "AT" seri
al port connectors. Adapters for 9 pin 
to 25 pin are readily available from 
most computer hardware dealers, but 
with very few Amiga peripherals ad
hering to that standard, it would have 
been a bette Once installed, the neces
sary device drivers get copied on to 
your system drive. Hardware compati
bility appears good. I tried it with 
about a dozen different memory cards, 
hard drive conlrollers, and turbo 
boards with no problems. Software 
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compatibility is slightly more difficult 
to evaluate. For a long time now, 
Commodore has not pressed the idea 
of a standard for multiple serial or par
allel ports. As a result, many programs 
that will support a serial port, automat
ically assume the built in Amiga serial 
port. Normally this would mean that 
the Dual Serial Board could not be 
used by many packages. However, the 
special device driver support provided 
by ASDG bypasses this problem by 
intercepting the calls to the serial de
vice and allowing the user to select the 
standard Amiga serial driver or reas
sign the calls to one of the two DSB 
ports. There were some compatibility 
problems encountered here because of 
programs commonly using more than 
the ASDG software driver. Some pro
grams that bypass the serial driver 
cannot be redirected to the DSB. Most 
notable of these is Online! from MSS. 
Online! itself cannot use the DSB, but 
can coexist with other software that 
can use it. 

One nice touch by ASDG is the in
clusion of several public domain and 
shareware programs specially modi
fied or tested to work with the DSB. 
This little added feature can assure the 
DSB owner of having a useful board. 
In the final stages, however, software 
proved to be the largest problem. 
Many telecommunications programs 
make assumptions that only one copy 
of the program will be running at any 
given time and this can often cause 



confusion resulting in some interesting 
crashes. Aside from some software 
conflicts (which will decrease in time 
as the programmers gain some experi
ence with multiple serial ports) there 
are some limitations. The basic design 
of the DSB can support fairly high data 
transfer rates. The manual states the 
board will support data transfer rates 
up to 76800 baud. In practice, I was 
unable to reach these rates because of 
the Amiga running out of the comput
ing power to process the data through 
the software. Using one of the higher 
power processor boards improved the 
data transfer rates significantly. Ad
justing the task priorities further boost
ed performance, but I never could 
match the maximum specified rate of 
the DSB. 

However, my general impression of 
the ASDG DSB is favorable, but it 
does have some room for improve
menl. While the pair of DB 9 connec
tors coming out of the back of the 
board are standard, most hardware for 
the Amiga does not use the 9 pin con
nector. There is not enough space on 
the back of the board for two DB-
25connectors, but one DB-25 and one 
DB-9 will fit and alleviate the need for 
two adapters. The manual could use 
some adctitions for the less experienced 
user, as well. The level of expertise to 
make full use of the DSB is quite high, 
and while ASDG may justifiably argue 
that the people who need more serial 
ports will be the "power users," they 
will leave many hopeful BBS system 
operators confused. 

The AS DG serial port dri ver does 
greatly enhance the ability to interface 
the DSB with existing software. There 
were frequent crashes with software 
not specifically designed for it and it 
makes use of automated telecommuni
cations more difficult since the dri ver 
prompts you to select a port to use. 
Granted, it will time out and use the 

ASDG's Multi-Port Serml Board 

Amiga motherboard port, but it does 
make running things like a BBS more 
difficult since the system will be essen
tially down until the prompt times oul. 
A user selectable timeout delay would 
be a benefit as well as some better er
ror handling here . 

The hardware doe not require any 
changes, but I would like to see a half 
card option with cable connectors for 
some greater flexibility in installation. 
Most of the problems experienced with 
the DSB while testing traced back to 
software. There were some problems I 
could not readily attribute to software 
conflicts . It is a reasonable assumption 
to make that it is probably not the 
ASDG hardware that is responsible for 
any of the problems experienced. The 
most common errors I encountered 
were illegal instruction or address er
rors that went to a Guru number. ( I did 
have GOMF 3.0 installed throughout 
testing , but it never trapped any of the 
errors experienced). Commodore and 
other third party manufacturers are 
working on multiple serial port boards 
of their own, too . It is my concern that 
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software developers will not take 
ASDG's efforts seriously enough to try 
to directly support the DSB until the 
Commodore board is oul. Many of the 
major innovations in the Amiga market 
start with the third party developers, 
though, and it is in the best interests of 
third party hardware and software de
velopers to universally adopt a stan
dard for multiple serial ports . Multiple 
ports were a topic discussed at the 
1988 developers conference, but a de
finitive standard seems to have eluded 
the attendees. The 1989 developers 
conference will meet in June in San 
Francisco and I imagine we will see 
other developers falling in line with 
ASDG's work. ASDG has long been a 
leader in the Amiga market from the 
early days and is known for ·turning out 
quality and sound software and hard
ware designs. 

Dual Serial Board $299.00 
ASDG, Inc. 
925 Stewart Street 
Madison, WI 53713 
(608) 273-6585 
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City Desk 2.0 
William Barker 
Walter Steuber 

Two City Desk amateurs use the program to discuss their reactions to its new version. Bill uses 
both an Epson 24-pin printer and a DeskJ et, while Walt uses the LaserJ et printer that turned out 
this page. Bill is interested in mixing some graphics in with his text without its taking a lot of effort, 

while Walt is interested more in getting handsome typography. 

ersion 2.0 of City Desk 
has arrived and we are 
using it right here! It 
comes with many excit
ing new features, but 
while we were waiting 
for it, PageStream, 
PrintScript, AmigaTeX 

and the DeskJ et got onstage. These 
other players in Amiga desktop pub
lishing have raised our standards and 
expectations. The field is no longer 
wide open, but is broken up into niches 
of specialized use. The question now is 
just where the new City Desk fits in. 
The program has a lot of components, 
both old and new, so it will take a 
while for the dust to settle, but we 
have developed a few ideas of just 
what City Desk's niche is. 

Features that we examined closely 
are hyphenation, handling of graphics, 
text flow around irregular objects, co
ordination with printers, macros and 
text editing. City Desk continues it s 
strong support of the LaserJ et printer. 
This support, which is the major at
traction of City Desk for everyone in 
the LaserJet set, has been made even 
stronger by the inclusion of some 
font-management utilities. Version 2.0 
is a big rewrite of an important pro
gram, so there are still other im
provements that we didn't get to look 
at. 

As before, text can be prepared 
separately in a word processor and 
then flowed onto the screen into 
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pre-arranged columns, giving a WYSI

WYG page. In the new version, text can 
also be prepared from within CityDesk 
using a built-in editor. In either case, 
you do not type directly into a column 
and you do not see what you are going 
to get until after the text is flowed in. 
Even then, the coarse Arniga screen 
gives only an approximate idea of what 
the printed sheet is going to be. After 
putting it in a colwnn, a block of text 
can be shoved around with the mouse 
and rearranged to taste. However, 
many details of its formatting are still 
specified by commands embedded in 
the text: basic things like spacing of 
paragraphs and indentation. 

Bill' Embedded commands are terrible! Too 
much trouble. A program should let you for
ma t by clicking on the screen, the way 
PageStream does. 

Wall: I like embedded commands. They give 
you more control. 

Digi-View picture of Eileen 
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HYPHENA TION is essential in a 
proper desktop system. City Desk 
adopted the hyphenation routine used 
in TeX, so it starts out with the very 
best routine there is. Because its cod
ing requires 80 KBytes of memory 
(sometimes very precious s pace), City 
Desk gives you the option of using hy
phenation or not. Also included is an 
option allowing the user to specify how 
big a whites pace he will accept on a 
line before it gets hyphenated. (In the 
City Desk output you are reading right 
now, the threshold is set at 0.15 inch.) 
Unfortunately, the City Desk authors 
somehow allowed glitches to get into 
the hyphenation routine. It works well 
most of the time, but occasionally it 
goes totally berserk with its hyphens. 

Bill: Yeah. Besides that, you can see places 
where it should have hyphenated and didn 't. 

MACROS are something new in City 
Desk. The user can give a name to a 
group of formatting commands and 
then call the whole group in by em
bedding the name in his text. These 
macros can be saved so you can de
velop a neat little library of personal 
routines and use them in other docu
ments. With some care and practice, 
macros can be designed that are very 
powerful. Building up the library is 
like developing a formatting language 
to your own exact specifications. 

Wall: They're fun, but they can be frustrat ing 
in their demand for time on the learning curve. 



PRINTERS are always a key element 
in any desktop system. City Desk 2.0 
does what it can with 9-pin printers, 
but their output is simply not good 
enough to be called desktop publish
ing. CD 2.0 has put a lot of effort ~to 
adapting to 24-pin printers. Various 
models from Epson, Toshiba, and 
NEC produce 300+ dots per inch, but 
until now have languished for lack of 
software. City Desk uses the tradi
tional dump of a bitmap for 24-pin 
printers, and creates a super-bitmap 
equal to their resolution. This tech
nique can give beautiful results, but 
requires a lot of internal memory to 
work. Another requirement for good 
24-pin output is a supply of fonts that 
are designed to fit their high resolu
tion. The City Desk package, unfortu
nately, includes only a single font ap
propriate to a 24-pin printer. It pro
duces a reasonably good-looking pro
duct, but you really need to get a vari
ety of fonts from some outside source. 
We tried out the HP DeskJ et as a 

preferences printer and it, 
too, produced a 
bitmapped output that 
looked good. Two 
major drawbacks to 

CD and high resolution 
dot-matrix printers are 
lack of choice in fonts 
and slow throughput. 

Expect to wait 
18-20 minutes 
for each 
printed page! 

City Desk shines the brightest in 
its support for HP laser printers. (An 
example is shown right here, and we 
like it a lot.) For every $5000-plus 
Postscript printer, there are ten HP 
LaserJets in use. In the Mac world, 
Postscript rules, but in the business 
world Ventura Publisher, PageMaker, 
MicroSoft Word and others thrive on 
getting the most from LaserJet print
ers. Getting the most means using a 
generous assortment of internal fonts 

Boxes like this, With optional degrees of shading an~shado\ving, can 
. be placed any phu:e on tl1~ pagewjth simple mouse strokes. A . 
reqllester~ts the informationfromyou and theuthe pointer can be 
. . . used to size the box, slJape it and shove it around. 

intermixed with 300-dpi graphics. In 
the world of Amiga software, volumi
nous as it is, ONLY City Desk offers 
this type of support. And now, CD has 
expanded its support for the LaserJet 
even further by including a utility for 
downloading and managing softfonts. 
('Softfont' is a term invented by 
Hewlett-Packard for fonts that are 
downloaded into the printer's memory, 
as opposed to built-in fonts, fonts con
tained in ROM cartridges or fonts that 
are treated as graphic images.) Soft
fonts are somewhat like Am.iga font 
ftles, but they also contain some data 
that the LaserJ et needs for its opera
tion. 

FONTS are, of course, another key in
gredient in desktop ping. The City 
Desk package includes a couple of 
sample softfonts, but they are not 
enough for most page layouts. They, 
like the 24-pin fonts, have to be sup
plemented from some outside source. 
This article, for instance, uses seven 
different softfonts. (They came from 
Hewlett-Packard, but could just as 
well be from BitStream or C-Ud's 
JetFonts.) City Desk will operate the 
LaserJet with any font you can down
load to it, giving it an enormous range 
of choice. Besides that, City Desk con
tains a utility to generate PostScript 
fonts. Sorry to say we did not get a 
chance to try out the PostScript fea
ture, but it clearly is very important for 
anyone who can use it. 

Bill· It 's those fonts tha t rna ke City Desk look 
better than PageStrearn . 

Wall: Yeah. Comme rcial fonts for the LaserJet 
are really beau lifu!. 

The fonts were downloaded from a 
floppy disk, using City Desk's utility 
for the purpose. Besides expediting 
the downloading, this utility generated 
the tables of character widths that City 
Desk needs. Since the fonts are stored 
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in the laser printer, printing goes much 
faster because the software doesn't 
have to do all the computing associ
ated with PostScript or bitmapped 
fonts. Plan on printing at close to the 
printer's rated speed of 8 pages per 
minute! Any graphic image on the 
page, though, will slow it way, way 
down. 

Even though the Lased et is the 
undisputed champion of Desktop Pub
lishing, we think the future of econom
ical Desktopping lies with the HP 
DeskJ et. Although it takes several 
minutes to do it, this ink-jet puts out a 
page as handsome as any 300-dpi laser 
printer when it is fed the right material 
from Amy. AmigaTeX, for one, defi
nitely feeds it the right material and 
consequently is serious competition 
for City Desk. AmigaTeX does not 
depend upon downloaded soft fonts, 
but instead generates a super bitmap 
that it sends to the DeskJ et one line at 
a time. In this way, ArnigaTeX uses 
Arniga's memory and does not require 
the printer to have more than a small 
cache memory. It takes more time, but 
allows an unlimited range of fonts. 
The DeskJet is understandably be
coming a best-seller for HP. It uses 
the same page-description language as 

. . . awesome program, 
but /leeds more wOlk. 

( continued on next page) 
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the LaserJ et and duplicates its output, 
but is far cheaper. 

City Desk does not directly sup
port the DeskJet, but Steve Dock, Se
nior Editor of the SENTRY, devised 
an interesting workaround that made 
it possible to treat the DeskJ et as 
though it were a LaserJet, using down
loaded fonts. (The two printers use 
sirnilar, but incompatible, softfonts.) 
He used DeskJ et fonts that matched 
the LaserJet fonts used on this page. 
He downloaded them into the DeskJet 
with CD's Laser Utility program and 
then he used the Utility program to 
generate .HP ftIes from the corre
sponding Laserjet fonts! He told City 
Desk that it was running a LaserJet 
and got no complaints. It dutifully 
proceeded to justify and print the lines 
properly but it printed the columns in 
three separate non-aligned chunks. 
Steve then placed each column into a 
separate City Desk page, and fed the 
same sheet of paper back to the 
DeskJ et three times. The result was 
impressive. It looked the same as this 
LaserJet output. It was the same. The 
printing routine was greatly different, 
though. A LaserJ et gets the whole 
page organized in its memory before it 
starts to print, but the Deskjet starts 
right off at the top of the page and 
prints straight down a column. OnIy 
one column can be printed this way, of 
course. To get three columns, the page 
has to be put back into the printer and 
City Desk managed so that it prints 
only one column at a time. Besides 

Lots of clip art 
as optional extra. 
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that, Steve's DeskJ et had to have an 
auxiliary memory cartridge plugged in 
so that it could hold the downloaded 
fonts. All this may seem like a lot of 
trouble but pages printed out in 3-4 
minutes and came out looking good 

Bill' Small desktop systems will just naturally 
be gravitating to the DeskJet. 

Wall: Yeah. Way to go. 

GRAPHICS can be drawn directly in 
the City Desk graphics editor or they 
can be imported from DPaint and 
other outside sources. (Colored pic
tures will be converted to shades of 

Parts of TeX are used in City 
Desk. In many ways, City Desk is just 
a simplified version of TeX. Com
mands are embedded in the text in the 
same way, but City Desk uses only a 
small selected subset of the many TeX 
commands. There are enough to give 
flexibility in page layout, but important 
typography controls are left out: little 
niceties like ligatures, kerning, and 
elastic line-spacing. (With elastic 
line-spacing, the bottoms of the 
columns will come out even.) City 
Desk is made easier to use by these 
simplifications, but by the same action, 

You first layout columns, boxes, lines and other objects on bare, new pages. 
City Desk then flows your text into the colunms ... Easy. 

gray by City Desk.) The photos on 
these pages, for instance, were low-res 
Digi-View pictures, and the big V was 
a DPaint drawing in two colors. After 
being imported, they were all altered 
to some extent in the City Desk editor. 
CD lets us choose how much resolu
tion to print them in, how to crop 
them, how big each is to be, where to 
place them, whether to let underlying 
material show through, and several 
more options like that. Just about total 
control with very little effort. The flow 
of text was chosen to be square around 
Eileen but irregular around Abe as a 
further example of the terrific control 
City Desk allows. 

Bill: It's amazing how they manage to flow 
around irregular objects. You can even specify 
how close you want the type to fit. 

Blocks of text are treated like 
graphic objects on the screen. They 
can be moved around, resized, en
closed in a box, edited, and who knows 
what else. When you resize or reshape 
a block, the characters don't change, 
but the space in which they are held 
does and the lines of type rearrange 
themselves to fit. 

WalL' ... a big plus over AmigaTex. 

Bill' All done with the mouse! 
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it sacrifices many small details in the 
control of whitespace and general ap
pearance. 

Bill' So Gty Desk may be easier to use than 
TeX, but it 's a lot harder to use than 
PageStream. 

WaIL' Yeah, but it turns out a beller lookina 
page. 0 

EDITING is a lot easier in the new 
version. You will still normally use 
Scribble or Word Perfect to create a 
separate text ftle and then flow it onto 
the pages. But that's not the only way 
to do it. City Desk now has its own 
on-screen editor. This turns out to 
make it quite a bit quicker to write 
something On a page or to change 
something. Text changes made on the 
screen in this way gets printed ok, but 
do not fmd their way into a penn anent 
file. Thus, the text editor is a big 
speedup, but only in printing some
thing you don't want to save and use 
someplace else. 

Bill· Nice for writing a letter. 

WalL' Right. On a lellerhead that's been stored 
on disk . TncidentaUy, the letterheads and fomls 
I prepared with Version 1.1 don't work with the 
new version. 

THE MANUAL has been rewritten 
and is clearer and easier to use than 
before. It's a large book, well printed 



and well organized, but it still is a te
dious thing to go through. Page lay
out is a tricky subject, and the manual 
has to address itself to an audience 
with an unknown amount of previous 
knowledge. It contains good tutorials 
to get one started. Some interesting 
tricks and tips are in there, too, to help 
you get the most from the program, 
but these are no substitute for experi
mentation. And it now (hurrah) has a 
good index. 

Designing a page of type is an 
artistic problem with lots of layout 
artists spending full time working on it. 
City Desk puts a good tool in the 
hands of us beginners, but that does 
not mean we will automatically make a 
professional-looking page. The man
ual attempts to give some artistic guid
ance, but taste and style probably can
not be conveyed in any manual, and 
certainly not by the City Desk people. 
(Their examples are notably inartis
tic.) Four diskfuis of clip art are of
fered to help dress up your page, and 
these, too, are dreadfully inartistic. 

BilL' I didn't like the clip art. 

Walt: Me either. It's kid's stuff-not the profes
sional kind of material I hoped to see. 

CONTROL of the exact positioning of 
elements in City Desk is just so-so. 
There are many good commands to 
help the user with the typography, but 
even so, it sometimes was hard to 
place objects exactly where we wanted 
them. Things kept getting in positions 
we didn't quite want them. For in
stance, these columns start off even 
with each other at the top of the page 
but they end up uneven at the bottom. 
With more experience, we will be bet
ter at managing it, but currently we 
simply can't get a nice even bottom. 
There are a dozen or so other little 
oddities of positioning in these para
graphs that a professional typesetter 
would change, but we were unable to 
do so, even though we spent an exorbi
tant amount of time fiddling with the 
layout. 

BilL' That's why I like PageStream. 

Walt: That's why I like TeX. 

NICHE PICKING. You may have 
gathered by now that we think of City 
Desk as occupying a niche somewhere 
between PageStream and AmigaTeX. 
People who want something easy and 
are willing to accept imperfect fonts 
will probably go with PageStream. 
People who want exact control over 
their typography and are willing to 
take even more time will do better 
with AmigaTeX. Other people will 
probably settle on City Desk as a 
compromise between these extremes. 

City Desk may not have the ease 
of control that people with Macs and 
IBMs are used to, but in the Amiga 
field it has a substantial place. Anyone 
with an HP LaserJet and an Amiga 
will have a hard time fmding a pro
gram which better uses the potential 
of their equipment. We recommend 
that MicroSearch modify the LaserJet 
print routines to take account of the 
HP DeskJet. Prompts for multiple 
passes of the page would go a long way 
to opening a new chapter in the book 
of DeskTop printing. 

"111111111111111~~'3BUqd 
The internal sound capabilities of the Amiga are better than 

that of any other personal computer. These capabilities mean 
nothing though, without quality digital sounds, which up till 
now have been scarce. Sound Oasis gives Amiga owners 
access to a large library of studio-tested digital samples, by 
using the Amiga's built in disk drive to read disks made for 
the Mirage Digital Sampling Keyboard. Sounds can then be 
played from a MIDI keyboard, the computer keyboard, or 
saved as an IFF standard file. Mirage is a trademark of Ensoniq Inc. 

BaSIS 

~TUoIQ 
$19995 

No Copy Protection 

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. 

P.O. Box 438 Sl. Clair Shores, MI 48080 (313) 771-4465 
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ProfessionalPage 
V. 1.2 

Gold Disk Supports Professional Draw with their Publishing Software 

by Gary L . Gehman 

old Disk, maker of Comic 
Seller and Movie Seller has 

~"""'_llliIIjust released version 1.2 of 
its desktop publishing package, Profes
sional Page. Considerably less than a 
full rewrite, the new release has been 
hurried out the door chiefly to provide 
for ProPage compatibility with Profes
sional Draw, Gold Disk's sophisticated 
structured drawing program. Very lillie 
else has been changed. 

In fact, you have to look preuy hard 
to see any difference at all between 
ProPage 1.2 and its predecessor. The 
basic screen and toolbox look exactly 
the same. The differences become vis
ible when you pop down the Project 
menu and examine the submenu struc
tures. Under the Imporl option there 
are now separate selection items for 
Aegis Draw and Professional Draw il
lustrations instead of the "Structured 
Drawing" item found in version 1.1. 

First, the print options have been 
combined into a common Output menu 
from which subsidiary selections fork 
into Dot-Matrix, PostScript or Thumb
nail choices. 

The Color Separate selection has 
been removed altogether, its functions 
combined into the PostScript configu
rations requester. Similarly, Gold Disk 
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ProPage still imports bitmap images in addition to its new lea/ures. 

has removed the PostScript and Dot 
Matrix specifications selections from 
the Preferences menus. 

Two other modifications have been 
made to the Preferences menu: 
Memory Warning has been removed, 
and another item, Interruptable Refresh 
has been added. There's also a new 
addition to the list of text fonnats 
ProPage will imporl. ProPage now al
so accepts text files from Transcript, 
Gold Disk's newly released entry into 
the Word Processor sweepstakes. 
Amiga owners will now be able to 
work entirely in a unified Gold Disk 
environment for all aspects of their 
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desktop publishing activities, writing 
their text in Transcript, preparing illus
trations in Professional Draw and, fi
nally, creating their finished pages in 
Professional Page. 

That, however, is where the visible 
differences beLween ProPage 1.1 and 
1.2 end. This is, of course, far below 
what most would have hoped for. I 
called Gold Disk about the 1.2 producL 
and was Lold that this is a "significant 
upgrade" LO provide compatibility 
amongst the several Professional Series 
sofLware LiLies . Aside from a general 
cleanup of memory management issues 
(minor enhancements that should nOL 



be visible at all to the average user), 
there is no other difference. Any new 
features (and, one would hope, the pro
grammers' response to SoftLogik' s 
PageSlIeam) are at least four months 
down the road. The Gold Disk rep was 
not able to provide any details about 
what those enhancements might in
clude, pending official announcements 
from company management, but look 
for a radically different approach to the 
handling and printing out of text. AI-

sidering the purchase of both products, 
but who may not have seen ProDraw, 
it enables you to create a set of draw
ings that can span many pages. When 
you save a ProDraw document, the 
program creates a "folio" file conwin
ing all the pages in the set. Any indi
vidual drawing, or a piece of any 
drawing can (must, if it is to be import
ed into ProPage) be separately selected 
and saved in ProDrLlw as another file 
formal: a "clip." Once this distinction 

111 addition to IFF Bitmap alld Professional Draw !iupport, 
ProPage 1.2 does a remarkable job with Aegis Dra w 2000 files. 

though European sources have reported 
seeing advertisements for a ProPage 
and ProDraw version 2.0, the next 
release here is to be labelled version 
1.3. 

How, then, does ProPage 1.2 handle 
its only new capability? Very well, in
deed; as you can see by the embellish
ments accompanying this review. 
There is one potential point for confu
sion, however. 

ProPage wants to import Professional 
Draw clip files, not entire ProDraw fo
lio files. For those who might be con-

is learned, there arc no barriers to 
moving matcrials from PDraw to 
PPage at will . Imported clips retain 
their color charLlcteristics unless the 
ProPage documcnt into which you arc 
bringing them hLls already exhausted 
the maximum number of colors (not LI 

likely case). 

As the only structured drawing pro
gram available to the Amiga artist, 1 
have found PPage's sister product, 
ProDraw, to be reasonably flexible and 
capable of producing stunning results. 
1 might wish for more features, but the 
ones that are there work very well. Not 
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that ProDraw hasn't got iLS [LI La I t1L1Ws. 
The lack of an undo selection is a pro
grLlmming omission that should be pun
ishable by law .. Also, the display speed 
problems common to both ProDraw and 
ProPage are often enough to send me to 
the orthodontist to have my jLlws un
locked and my teeth strLlightened. 

But the fLlct remains thm the two pro
grmns work. And if you need to work 
in color, with an eye toward the com
merciLlI marketpbce, the other choices 
simply men't good enough. As a pow
erful tool for the creation of profession
Lll quality camerLl-ready puges, Profes
sionul Page is, in my opinion, still the 
best of the Amiga Desktop Publishing 
softwLlfe. 

At the same time, the program seems 
to be completely detached from the oth
er real world of desktop conventions 
(read thm Macintosh). While it cLln 
handle Aegis Draw und ProDraw files, 
it sti II pretends that there LIfe no other 
file formaLS out there (like AutoCAD's 
DXF, Encupsulated PostScript, or even 
Adobe III uSlIator or Aldus Freehand 
fonnLlL~). Professional Puge 1.2 still 
suppons screen versions of PostScript 
fonLS that most ILlser printers won't 
know ubout und it still cLln't download 
those fonts to the printer. 

The release by SoftLogik of 
PageStream seems to hLlve cLlught Gold 
Disk completely out to lunch. Even 
though ProPage has been on the market 
wcll over LI year; even though SoftLogik 
published its spec sheet nearly as long 
Llgo -- it has taken the market appear
ance of PLlgeStreLlm to provoke Gold 
Disk to wke another look at improving 
their basic product. By contrast, the 
makers of PageStream have already 
wrillen and released import modules for 
both Aegis Draw files and ProDraw 
generated EPSF files. The bOllom line 
for Amiga publishers is the same as thaL 
for AmigLl artists or Amiga animators: 

( continued on next page) 
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ProPage v. 1.2 (continuedJrompreviouspage) 

There's no one tool that can get you 
by . For color and precision, you need 
Professional Page. For typographic 
flexibility and creative control , or 
working on more than one page or doc
ument at a time, Pagestream fills the 
bill. For sheer get-it-out-the-door pro
ductivity, well, thank God [or A-Max . 

The happy news is there's no deci
sion to make here. If you bought 
ProPage within the last 90 days, you'll 
be getting 1.2 as a free upgrade auto
matically. If you bought your ProPage 
earlier than that, you will get an up
grade offer in the mail with pricing 
(Gold disk promises a nominal upgrade 
fee) . If you haven't bought any pub
lishing software yet, the addition of 
ProDraw support is another reason to 
consider ProPage. 

Professional Page v. 1.2 $395 

Upgrade charge for puchasers 
of version 1.2 $20.00: 

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

( 416)828-0913 

Mr. Gehman's commercial logo 
created wiJh professional Draw 
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Professional Draw clip art used in this article 
is copyright 1989 by Magic Bullet Graphic Arts. 

It is available for $10.00 per disk from 
Gary L. Gehman 

JUNE 1989 

c/o Sentry 
706 Old Marple Road 
Springfield, Pa 19064 



Aegis' New Animation Control System 

by Paul R. Miller 

R
ecent software releases 
like DPaint III and Photon 
Paint 2.0 have given the 
animator previously un

known ease in the creation of moving 
pictures by virtue of their ability to 
load and edit "Anims." Anims are the 
compressed "delta file" format that 
was developed by Aegis/SPARTA, 
and which has emerged as the defacto 
standard for Amiga animations. The 
Anim format for compression of IFF 
graphic files is currently used or sup
ported by: VideoScape 3D, Modeler 
3D, Video Titler, Lights! Camera! Ac
tion!, Deluxe Paint III, The Director, 
Photon Cel Animator, and the Hash 
Animation Series. Each month, more 
programs which support Anim are 
added to the list, and it is officially 
sanctioned by Commodore Business 
Machines. 

As powerful as these recent pro
grams are, a user is still limited in cer
tain areas: Anim's must have a com
mon palette, and chaining segments, 
altering timing, resolutions, and the 
like are either impossible or require te
dious step-by-step construction. As a 
final resort, there are script based utili
ties that are unfriendly to the average 
user. Now Aegis, which first intro
duced the Anim in VideoScape 3D, 
brings us the equivalent of a desktop 

video editing console in "Animagic." 
This one program combines complete 
IFF and Anim editing features such as 
adding or deleting frames, altering the 
color palette or timing of individual or 
groups of frames, cutting and pasting, 
and overlaying of sections of Anims. 
In addition, Animagic provides a 
whole library of "DVE"'s (digital vid-

eo effects) for the likes of page turns, 
shatters, spins, and dribbles, which, 
when modified with the various gad
gets, can provide over 9,000 variations 
for each built-in library function. 

Animagic comes with 2 disks: a 
bootable Workbench with a straight 
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68000 program and DVE libraries, 
and a "data" disk that also provides a 
version that supports the 68020/68881 
chip set, and drawers of ready-made 
IFF files and anims for the tutorials. 
Hat's off to Aegis for yet another re
lease with an 020 version on board. 
Let's hope that this becomes a more 
widespread practice. Also included is 

the latest version of the Show Anim 
utility for distributing your finished 
works with enhanced features for col
or cycling, ping-pong play, extra tim
ing features for the first and last 
frames, and appending separate anims. 
Typical of all Aegis productivity soft-

( continued on next page) 
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ANIM agic (continuedfromprevious page) 

ware is the lack of eopy protcction, but 
an unexpected bonus is the on-line 
help feature. Pushing the Help key 
transforms your cursor into a question 
mark which will yield an explanation 
of any bUllon or pop-up menu item on 
the various control screens. As there 
are a whole lot of bUllons to push, thi s 
is a very useful feature and will pre
vent a lot of annoying page turning. 
The 88 page manual is surprisingly 

a fast hard disk will be essential for se
rious saving and loading of big Anim 
files . Aegis recommends a 68020/ 
68881 co-processor and math chip for 
serious use, and I concur, as rendering 
times are typically halved or beller. 
Equally valuable is the I meg video 
ram chip that is now shipping on pro
duction Amigas, and will hopefully be 
available soon to retrofit existing 500's 
and 2000's. All screen modes and res-

Several demo animations are included on 
disk for purposes of illustrating how to work willi AN/Magic 

thorough despite its brevity and offers 
sections for introduction and configu
ration, a brief get-acquainted tutorial, 
two chapters that examine all the fea
tures and windows in detail, two more 
chapters of tutorials, appenclices for 
DVE maps, ShowAnim, technical sup
pon and hard disk installation, and an 
index . Each of the many windows and 
controls are well illustrated with clear 
legends and key explanations of the 
functions. 

Magic will work with 1 meg of RAM 
and one disk drive, but as with all ani
mation programs, the more RAM the 
beller (3 meg or more for starters) , and 
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olutions (HAM, HalfBrite, PAL, 
NTSC, and overscan) are supported, 
and the program can be run from either 
Workbench or CLI. Hard disk installa
tion simply involves dragging the pro
gram, maps and data drawer icons to 
your drawer of choice. Aegis includes 
instructions for creating project icons 
that will load the program with your 
preferred default paths, but this isn't 
necessary if you prefer to keep your 
hard disk uncluttered by icon files . 

Animagic contains a total of 10 con
trol windows, most of which involve 
sharp high-tech-graphic symbols and 
gadgets that are a bit daunting at first 
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encounter. Take heart because you'll 
spend most of your time in the central 
control window, The Edit Bay Main 
Control Panel. By the time you under
stand the various features of the pro
gram you'll have become accustomed 
to the gadgets (and "help" is only a 
keystroke away). The Edit Bay con
trols involve 2 possible "source" buf
fers and a third buffer for "destina
tions." First things first. In its 
"unextended" default state, the Edit 
Bay arrays a series of buttons which 
apply only to the Source I buffer. This 
may be a single picture or a series of 
frames in an Anim. There are several 
gadget windows including a Source 1 
box that lists its contents, followed by a 
series of numbers stating screen resolu
tion, number of bit planes and number 
of frames. Two rows of bUllons extend 
along the top of the window, including 
additional gadget windows that show 
the current frame number, the frame 
timing (in "jiffies"), and current begin
ning and ending frames for your range 
(as opposed to the total number of 
frames in the Anim). 

Top Row bUllons with VCR-like ar
row symbols permit: Rewind (display 
of firSl Anim frame); Display Start 
(displays first frame spccified in 
range); Slep Back (single click starts a 
sequence of single frames, a double 
click goes back one and holds); Palelle 
(brings up color palette for Source 1); 
Cycle (brings up cycle info for Source 
1); Play (plays current Source 1 buffer 
as a repeating Anim); Step Forward 
(similar to Sl.ep back); Display (dis
plays range end frame) and Fast For
ward (displays last Anim frame). Di
rectly below, a second row of buttons 
deals with operations in the currently 
defined range: Range Rewind (sets 
start of range to first Anim frame); 
Range Stan (displays first frame in 
range); Range Apply (sets the currently 
displayed frame as the range begin-

( continued on page 20 ) 



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 Pattern Clip Art 
Specially designed for video work. 141 Hi-Res DPaint II pages. There are 
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4 Full Disks 2 Disks Full Of Color Brushes 
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ANIM agic (continuedfrompage 18) 

ning); Range Frame (setS range start to 
the same frame as range end); Infinite 
Loop (copies the first two frames from 
Source 1 to the end to enable smooth 
looping); Range Delete (deletes frames 
in range); Range Time (sets timing of 
all frames in the range to the timing of 
the current frame); Range Smooth (setS 
a smooth transition in timing from first 
to last frame of range); Range Color 
(setS color palettes for all frames in 
range to match current frame); Range 
Smear (changes color palettes for 
frames in range to achieve a smooth 
blend from first to last..very nice in
deed!); Transparency (opens a window 
to specify which colors are to be trans
parent and to what percentage -- used 
on overlay effects); Range Frame (an
other, but this sets last frame to first); 
Range Apply (marks the currenl frame 
displayed as the range end) and Range 
Forward (sets the end of range to lasl 
frame of Anim in Source 1). Al the 
lower right corner of this array is a dia
mond shaped button which activates 
the extended control window. 

In the extended mode we get addi
tional boxes that display the Source 2 
and Destination buffers, and boxes for 
DVE mapping, Map Color palettes, 
readoutS of resolulion, bit planes and 
number of frames for the two addition
al buffers, range indicators for these 
buffers, some swap buttons that facili
late exchanges between Sources 1 and 
2 and between Destination and Source 
buffers, and a series of Application 
buttons. The various source and desti
nation buffers are what permit the 
powerful effectS of Animagic. A sim
ple tutorial example utilizes two pic
ture sources and a DVE map that opens 
doors of source one, revealing source 
two behind. The possibilities are le
gion, including page flipping to reveal 
another source on the back side, over
lays of sources with varying degrees of 
transparency, and mapping of anims 
onto rotating faces of boxes. There are 
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tools and options that permit sources 
with different color palettes and resolu
tions! The series of 5 application but
tons determine your effects (depending 
on sources, ranges within the sources, 
and destination) as follows: 

APPL Y BEFORE inserts the images 
produced by the DYE map effects 
working on the sources at the begin
ning of the deSlination buffer. 

APPL Y OVER overlays the source 
range on the destination range, merg
ing Anims for example. 

APPL Y AFTER puts the results after 
the frame specified in the destination 
range. 

APPL Y APPEND ignores destination 
ranges, attaching at the end of the des
tination buffer. 

RECORD to Disk saves the effect to 
an Anim file on disk, and follows the 
standard Aegis procedure of first open
ing a destination file. 

Activating the MAP pop-up gives ac
cess to the DYE EffectS Control Win
dow. The default DVE map is plain, 
which is to say it simply copies the 
source to the destination buffer. To ac
cess other scenarios you must pull 
down a menu and load from the library 
of 23 effectS which include: Expansion 
from a point, rotation around horizontal 
or vertical axes, spins, squeeze, wrap, 
boxes (which place various sources on 
various rotating faces), confetti swarm, 
corner expansion, doors, dribble, fall
away, page turn, slide-in, tumble, and 
unfold. 

Each map presentS a text description 
of itS effect when loaded, to a maxi
mum of 4 lines (which can be edited 
when you alter and then save your map 
modifications). Two buttons activate 
"Grid" and "3D Stuff' windows for 
varlal1ons. Global settings include 
number of frames, forward or reverse 
motion, rate settings for sources 1 and 
2 (these determine the rate at which the 
sources are updated with respect to the 
destination frames), strobe setting (i.e. 
trails displayed according to the num-

Any number of effects can be applied to an IFF image 
by utilizing the numerous controlfunctions as shown to the right 
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ber specified for previous frames) and 
a uanslucent button that automatically 
lightens the value of the suobes. (This 
effect requires that you have enough 
colors available in your palene to per
mit proper shading). Additional but
tons provide for Outlines around image 
pieces and selection of their color, and 
Flip (horizontal, vertical and diagonal) 
which change the direction of the over
all map effect. Backdrop yields yet an
other window conuol panel. 

To facilitate your custom DVE map 
creation, you can activate a Clone but
ton which will then create a copy of the 
current DVE in memory. After modifi
cation senings, you simply rename and 
then save the map in yet another con
trol window that permits you to enter 
both a name and custom 4 line text 
string. The final two buttons activate 

wireframe PREVIEW or MANUAL 
preview. Preview includes rewind, fast 
forward, single step, still render, frame 
number readout and even a record op
tion that will save a single IFF file or 
even an Anim (provided a destination 
file has been opened previously). 

From the DVE control you also gain 
access windows for GRID, 3D, and 
BACKDROP. In the first you select 
starting and ending points and altera
tions in patterns and speeds. Options 
include Horizontal, Vertical, Zig-Zag, 
or Random screen fills with options to 
specify width and height (i.e. whole 
number entries that determine the num
ber of segments into which the page is 
divided). You'll also find controls for 
lefl/right and up/down symmetry, and 
a tile option that puts miniature ver
sions of your full image on each sec-
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tion grid piece of the effect! Progres
sive Delay accepts whole number val
ues that Animagic interprets as frac
tions of base 1000, which fraction sets 
the interval for successive appearances 
of parts of a grid effect. Entering 100, 
for example, will set a delay effect of 
1/10, thus yielding progressive seg
ments everyone-tenth of the duration 
of the total effect. Further variation of 
delays is permitted via a Progressive 
Direction pop-up menu that offers last 
to first, first to last, outside to center, 
and center to outside ordering of the 
pieces. 

Still more conuol is available in the 
Grid Origin Array of 16 separate but
tons (with nice graphics) that deter
mine the screen position from which 
the effects emanate. If these aren't 

( continued on next page) 
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ANI Magic (continued from pre vio llS page) 

enough possibilities, you can al so 
create a custom grid path (creating, 
dragging and re-sizing an origin box). 
Do this and you get three more varia
tion buttons to boot: Grid Path Size (to 
start small and expand) , Horizontal and 
Vertical Grid Curve (to make the effect 
curve outward). We're not through yet. 
You also can activate EASE controls to 
compress or expand movement of piec
es between each frame of an effect (es
pecially useful with strobe trails to vary 
the relative distance of the trails over 
the range of the animation) . Finally, 
you also get three more buttons called 
Primitive Orientation that orient the 
motion of the various effect maps with 
respect to vertical, horizontal or diago
nal axes. 

If you've loaded a VDE map that in
volves three-dimensional space (like a 
rotating box), you may then access the 
3D High Level Control window . Here 

DIGITAL DYNAMICS-

you set your relative viewpoint dis
tance, Front and Back Orientations 
(up/down and IefL/right), and the Back 
Source. As you tum an image in space 
the back source options de termine 
whether you will see the backside of 
your image, alternate images from 
Sources 1 or 2, a backside filled with 
the background color, or a hidden 
backside. 

If all these permutations haven't yet 
induced dizziness, consider that there 
are still five more windows and an al
ternate palette menu! Backdrop Con
trol allows you to specify blank back
grounds or the contents of the two 
source or the destination buffer for 
your effect. You can further acti vate 
drop shadows (with control of color, 
offset and even degree of translucen
cy). Cropping choices can be activated 
also for both sources and the destina
tion buffers, with permutations that 

permit the introduction of non
overscanned source images into over
scanned effects, and custom cropping 
to achieve panning and scrolling. 

From the Main Edit Bay you activate 
the Pale tte Window, presenting a famil
iar set of controls for copy, spread, etc. 
As each Anim frame can have a unique 
color palette associated with it, Magic 
provides you with tools to set a particu
lar palette to a range of frames and 
even effect a smooth transition be
tween two different palettes over a 
specified range of frames! Yet another 
window lets you establish up to eight 
separate color cycling channels with 
varying speeds and direction. Cycling, 
however, must apply throughout the 
entire animation. Yet another Edit Bay 
button will yield a Transparency con
trol window. Here you are allowed to 
set up to 4 degrees of transparency 
(from 0 to 100%) and to assign the var-

I A MIGA DIGITAL OSC ILLOSCOPE AND DATA ACQUISITION I 
SYSTEM 

Power Packed Programs for your AMIGA 
SNIP - DlgltBl Signal Processing $495.50 

Developed in 1986 for medical and space research, power and ease of use 
have earned SNIP an enthusiastic receplion 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. 
• AScn import and binary MSDOS conversion . 
• FFP fonnat, display 20 channels, 2 Million plus points. 
• Over 80 functions plus Custom interface with source code. 
• FFT based ftltering (tested up to 60,000 points). 

Aml-XI0 - BSR based home control software $59.50 
Replace electrical timers with the inexpensive X-IO system and discover 

the power and simplicity of computerized control. 
• Access to aU X-IO features and code combinations. 
• May be disconnected once X-IO is programmed. 
• 256 appliance codes, 16 appliances per event, 128 events. 
• Monitor timed events and display appliance status. 
• Review, sort or t:dit stored events. 
• ' Freeze' or 'Unfreeze' stored events for occasional use. 
• Set ' solar' events relative to sunrise or sunset. 
• RainlShine switch for sprinkler control. 
• Includes CU based program with batch capabilities. 

The Tax Strategist - 1988 Tax preparation $89,00 
• Federal fonn 1040 
• Schedules A, B, C, D, E & SE 
• Forms 2441 & 2106 
• Plus worksheets and Cash disbursement module. 

With CA State Tax $119.00 
The Tax Strategist, Professional Version also available 

DIGITAL DYNAMICS, 739 Navy Street, Sanla Monica, CA 90405 

Tel: 213-396-9n1 
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ious levels to the array of colors in 
your palette (with the limitation of one 
level of transparency per color). De
pending on your overall palette, Ani
magic will pick the best available 
choices to simulate a transparent effect 
for the Source 1 image. (This works 
best, obviously, in HalfBrite or HAM). 
Finally, a pull-down menu choice 
yields the Alternate Palette Menu with 
sub-choices for editing: Assigning this 
palette to either sources or destination 
buffer; Choosing to have the program 
optimize by selecting a new pulette (to 
resemble the permutations of current 
alternute palette), source or destination, 
between sources, between source 
choice and destination, or between all 
three. 

Take my word for it, it's not anywhere 
ncar as tough to usc as it is to try to de
scribe. The manual includes 9 tutorials 
that lead you step-by-step to minimize 

Dr.T's 

page flipping, and while they can't be
gin to illustrate all the poss ibilities, 
they make you comfortable in short or
der. It quickly becomes apparent that 
you could, with a little imagination, 
achieve just about any effect you de
sire. There are, however, a couple of 
things that it doesn't do, namely antiali
asing, smoothing, and stencil effects. 
Of course, we have paint program s to 
handle these, and in the case of some 
of the simpler effects like spin and ro
tate, you will find that DPaint III will 
do the job much quicker. 

I found only a few problems. One bug 
is in the simple spin map. This requires 
you to save and reload Anim s with 
more than 4 bit planes after you change 
frame timing in order to play them . I 
also had some trouble with legibility of 
cycling and transparency window but
tons w ith certain source color palettes. 
Also, I wouldn't mind a few keyboard 
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equivalents, chief among them being a 
keystroke that would activate Anim 
play. This would be hundy for video re
cording sessions. 

For under a hundred bucks, Animagic 
represents an spectacular value and 
ought to find a wide audience. The 
combination of long needed Anim edit
ing tools and the vast array of DYE ef
fects in a user-friendly control environ
ment is an essential package for anyone 
who uses the Amiga for more than ele
mentary video production. It's also an 
ideal companion to the latest paint! 
animation programs. All I need now is 
an extension to my life span so I can 
master the possibilities. 

Animagic $ 99.95 
Aegis Development, Inc. 
2115 Pico Boulevard 
Santa Monica, CA 90405 
(800) 345-9871 
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Kawai K-5 Editor 

MUSIC SOFTWARE, Inc. 
220 Boylston St. #206 
Chestnut Hill, MA 02167 
(617) 244-6954 

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 
muchof a partner a program can be in creating your music. Try 
us and see why thousands of Arniga users choose Dr.T's. Call 
or write for our free catalog. 

We define MIDI music software! 
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The Amiga's 3 1/2" disk drives are high quality data 
storage devices that are relatively trouble free as 

compared to some other systems. 

Up until, now, there has been no good way for the 
user to evaluate the vital parameters of a drive. Enter 

Ami·Alignment System ... 
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mi-Ali omeot 
Free Spirit's Utility to Combat Flaky-Floppy Syndrome 

by Walter Steuber 

D oes your Amiga ever 
show signs of "Flaky 
Floppy Syndrome?" 
Things like a disk drive 

re-reading a file several times or an 
unexpected DISK CORRUPT request
er? Or even a total refusal to read a 
disk? These dread symptoms may in
dicate a drive that is out of alignment, 
or one that is not running at quite the 
right speed, or maybe a dirty read 

head. The trouble may simply be a bad 
disk, but it could also be a bad power 
supply or Amy running in 68020 
mode. To sort out these possibilities 
and pin down what the real trouble is, 
you can now use the AMI-Alignment 
System. 

The AMI-Alignment System turns 
your Arniga into a test instrument. It 
consists of two disks and a 38 page 
manual. One disk is a program that 
will autoboot (or can be run from a 
harddrive) and the other is a calibra
tion disk. After booting up, your 

The Ami-Alignment system uses a control panel type of interface 
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screen becomes a control panel with 
switches and things that make it a 
modem electronic gadget dedicated to 
trouble-shooting Amiga floppy drives. 
The manual clearly explains the many 
switches and displays, so that after a 
very short period of bewilderment, 
you can quickly run any of four diag
nostic tests on your drive. The manual 
also details how to interpret the results 
of the tests, so that you know exactly 
what the trouble is when Flaky Floppy 
Syndrome strikes. The manual even 
explains what to do when trouble is 
found. It might be a software problem 
that is cured by running their program 
to unstick the head. On the other hand, 
it might be a misalignment of the drive 
that can be fixed only by tearing your 
machine apart and adjusting the posi
tion of the stepper motor. Whatever it 
is, you'll find a brief, but clear, proce
dure for what to do to fix it. 

The Calibration disk is not tricky. 
It simply is a normal disk whose 
tracks you can be sure are in the right 
place. (When your disk behavior has 
been slowly geuing flaky, all your reg
ular disks are suspect, so it is nice to 
have one you can be sure of.) In the 
old C-64 days, it seems all we talked 
about at club meetings was misalign
ment of our disk drive and analysis of 
it with an elliptical test disk. A disk 
with elliptical tracks was hard to come 
by, but it gave a nice quantitative 
measure of how far we were from per-

( continued on next page) 
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Ami-Align (continued from previous page) 

fect alignment. The AMI-Align Sys
tem docs nOt do this, but instead it sim
ply indicates SATISFACTORY or 
NEEDS ALIGNrv1ENT. It would be 
much more infonnative to be told how 
much off your drive is, and in what di
rection , but that would require a test 
system substantially more elaborate 
than AMI-Alignment. 

Amigadrives do nOt give anywhere 
near as much trouble as the C-64 
drives did, so the subject is rarely 
chewed over now. The possibility of 
misalignment is always lurking there, 
however, and can lead to misbehavior 
that may get anributed to something 
else. I think it's good computer prac
tice to check one's drives occasionally, 
and now it can be done easily and 
quickly. Not only is the Alignment 
System quick and easy, it's fun to play 
with. The impressive control panel, the 
sound effects, the control over the 
drive's motor and track position are 
really enjoyable, even when you don't 
need the results. A printed rep on will 
be generated by the AMI-Align Sys
tem, if you ask for it. Otherwise, the 
results of each test are displayed in a 
window on the control panel. The first 
step is to click on the bulton that se
lects which drive you want to test. 
You then have a selection of bunons 
for the four basic tests the System of
fers: 

I. Align. In this test, the program 
reads Tracks 0, 39, and 79 one after the 
other and reports the time it took and 
whetller it found the alignment satis
factory. It continues to cycle automati
cally through these three until you tell 
it to Stop. It can be reading any disk 
you want, but if it is the calibration 
disk and it repons misalignment, you 
know right away you're in trouble. 

2. Manual. You can test the alignment 
of some other track, if you want, by 
clicking on the "Manual" bUllon. In 
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manual mode, you can turn the motor 
on or off and you can leave it running 
on the chosen track as long as you 
want. 

3. Speed. The rate at which the disk 
rotates is precisely measured in this 
test. It should run very close to 300 
RPM, with a slowdown as lillie as 5 
RPM indicating trouble. The manual 
lists several possible causes for a slow
down (or a speedup) and tells what to 
do about it. 

--Not only is the 
Alignment system 
quick and easy, irs 

fun to play with" 

4. Performance. This test destroys 
data, so you run it only on a scratch 
disk. It first writes test tracks on the 
disk and checks them for integrity and 
proper location. A flaw in the disk's 
magnetic medium will be immediately 
revealed during this phase of perfor
mance testing, but its intent is more to 
test the reading and writing functions 
of the disk drive. The rate at which the 
computer system transfers data to and 
from the disk is then measured. If the 
writing rate gets much different from 
5000 bytes/second or the reading rate 
gets much different from 12000 bytes! 
second, you must take stern measures 
with your machine. Again, the manual 
guides you. 

Sometimes the remedy is fairly 
simple and your aching drive is again 
like new. At the other extreme, the 
doctor may tell you it is terminal flaki
ness and you should get a new drive. 
At least, you know and you don't con
tinue to nurture a lost cause. I'm very 
happy to repon that the AMI-

JUNE 1989 

Alignment System gave my particular 
disk dri ves a clean bill of heaJth. I 
don't worry and wonder now , when 
something odd happens, whether it 
might be a disk drive misbehaving. I 
did have a disk that was acting suspi
cious, so I put it through the AMI tests, 
expecting to find a bad spot in the me
dium. No bad spot, but the speed of 
turning fluctuated between 300 and 
290 RPM. This information led to a 
closer look and the discovery that it 
was slightly bent. After straightening, 
it tested at normal rotation speed and 
was put back into service. 

I like the AMI-Alignment System 
and the satisfaction of giving my drives 
a periodic checkup and thereby elimi
nating them from the list of possible 
causes of unexplained system misbe
havior. I would feel even beller about 
the product if its calibration disk had 
elliptical tracks so that it could tell me 
how close to the center of the track I 
was reading. I liked the manual, but I'd 
like it even beller if it were less cook
book and more tutorial in style. The 40 
page manual is old-fashioned typewrit
er output, and really should be typeset, 
especially in this day of desktop pub
lishing. If you make lots of copies for 
your user group's PO library, or store 
most of your important Amiga data on 
floppy disks, I'd recommend the AMI
Alignment System . Although this is 
something you would use only a few 
times a year, it could pro~ to be an im
portant tool to ensuring the integrity of 
your drives as well as your disks. 

AMI Alignment System $49.95 

Free Spirit Software 
58 Noble Street 
Kutztown, Pa 79530 

(215) 683-5609 



ers 
Small Business Accounting the Intuitive Amiga Way 

by George Graves 

I f the American marketplace 
doesn't take the Amiga as a seri
ous business machine, then who 
will? The Australians of 

course. Sybiz Software from Adelaide 
is out to prove that the Amiga is (as 
every owner knows) the best general
purpose microcomputer in the market. 
From down under, via Los Gatos, CA, 
Brown-Wagh Publishing presents Ea
syLedgers Accounting. EasyLedgers 
claims to be, as do Nimbus and 

B.E.S.T., THE accounting system for 
small business people who don't un
derstand accounting. On many points, 
it hits the mark. 

Features: 

The EasyLedgers accounting pack
age consists of a manual of nearly two 
hundred pages, a single floppy disk, a 
software registration card, and a sam
ple form with no apparent clue as to 
what it is or where to obtain more like 
it. All this is packaged in an attractive 
white plastic slip case. This program 
may be operated conveniently on a 

The EasyLedgers accounting system strives to roke the 
mystery out of the accounting process by using simple, intuitive setup screens 
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single-disk system with SI2k or more 
of memory, a real plus for the very 
small or part-time business with limit
ed budgets. 

The concept of the system is that 
which is the basis of all accounting 
systems, no matter how complex. A 
series of books of ledger paper called 
journals are maintained by a book
keeper. All financial records are kept 
in these. One of the books is a Gener
al Ledger, which is the heart of any ac
counting system. The General Ledger 
contains records of all financial trans
actions, some in summary and some in 
detail. Additional books are also kept. 
Purchases are usually tracked in a Pur
chase (or Accounts Payable) Book. 
Sales are tracked in a Sales (or Ac
counts Receivable) book. These books 
are common to all accounting systems. 
A fourth book is also used in a great 
many businesses, especially retail, 
wholesale or manufacturing. That is 
the Inventory (or Stock Control) book. 

EasyLedgers uses these books as a 
metaphor for its system. When the 
system is started, four books appear on 
the screen, labeled Purchase Book, 
Sales Book, Ledger Book and Invento
ry Book. By clicking on the cover of 
any of the four or by using the proper 
shortcut keystrokes, the book will 
open and its contents will be dis
played. Accounts are setup as entries 

( continued on next page) 
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Easy Ledgers (continuedfromprevious page) 

on a page in each of the books, and the 
each book has a "tab" system by which 
accounts can be grouped into catego
ries (for example, Retail, Wholesale 
and Government customers). Each of 
the books contains a different type of 
account, and has slightly different 
characteristics, but the look and feel is 
very much the same when going from 
book to book. 

Accounts are set up in the General 
Ledger (Ledger Book) by clicking on 
the book's cover or 

the books are kept in balance. For me, 
it's usually best to let my accountant 
tell me exactly what to enter in each 
category and then to do exactly what 
he says. Most accounts in the Ledger 
Book are posted automatically by 
transactions entered in the other books. 

Reports produced by the Ledger 
Book section include a Trial Balance, 
Chart of Accounts, Income Balance 
Sheet, Cashbook Listing, Account His-

digits), up to three levels of pricing (for 
instance Retail, Trade and Vendor), 
last purchase unit cost, unit of measure, 
economical reorder quantity and lead 
time. These items can simply build a 
well-working inventory replenishment 
system. Also included in the inventory 
item setup is a "Tax Applicable" field. 
This seems to be of marginal value 
since different items are taxable in dif
ferent states, however for a business 
selling in one state this presents no 
problem. Since most inventory trans-

actions will be auto
using shortcut keys. 
Once the book is 
opened, an account 
may be set up by se
lecting Open from 
the project menu or 
by keyboard short
cut. All that is 
needed to establish 
a new account is an 
account number and 
a title. Optionally, a 
prior year closing 
balance, a year-to
date budget amount 
and a monthly bud
get amount may be 
entered. The ac
count numbers used 
in the system are al
lowed to be as long 

The system offers output to your printer, screen, or disk with just a click matically generated 
as the result of pur
chases from manu
facturers or sales to 
customers, there are 
only two transac
tions available in 
this book, Goods In 
and Goods Out. 
These are for track
ing inventory move
ments as the result of 
breakage, transfer or 
receipt of goods 
without an invoice. 

as 10 digits, which will accommodate 
most transfers from other smaller or 
manual systems. 

Once an account is established, its 
current balance and budget amounts 
may be examined by double-clicking 
on the account name. The general led
ger is able to handle payments, receipts 
and journal adjustment entries. Pay
ments may be in the form of cash or 
manually issued check or the system 
will print a check for you. Journal ad
justments are done one entry at a time, 
and it's up to the bookkeeper to see that 
these entries are done properly and that 
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tories, and list each of the other books. 
Where the B.E.S.T. accounting system 
has a report writer for customized re
ports, EasyLedgers has a "Dump to 
Spreadsheet" feature. With this fea
ture, essentially all information may be 
dumped to a file in either ASCII text 
mode, Lotus 1-2-3 format or MaxiPlan 
text format. From there, obviously, the 
file may be loaded and any report pro
duced or any analysis done. 

The Inventory Book contains infor
mation about goods for sale. The in
formation to be entered at setup time 
includes Product Number (up to ten 
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Reports available 
with this book are 
Inventory Listing, 
Sales and Value, 
Movement History 

and Physical Count Entry. Also in
cluded, are several Reorder Reports in
cluding listings for items below reorder 
level, below monthly stock and those 
items which will be sold out before re
plenishment based upon lead time to 
restock. As with the Ledger Book, all 
inventory information may be dumped 
to anyone of several spreadsheet for
mats thereby allowing the creation of 
any desired report. 

The Purchase Book records purchases 
from suppliers. In addition to the nor
mal Supplier Number, Name, and Ad
dress fields, On-time Payment Dis-



counts, Trading Terms and Transaction 
Currency are allowed. Vendors may 
be dealt with on a Balance Forward or 
an Open Item method. Purchases, Re
turns and Payments are handled as well 
as General Ledger adjustments. Pur
chases and returns may be done for 
both inventory items and for ledger 
items. The purchase of inventory 
items updates the inventory file auto
matically. Item selection for purchases 
is the easiest of any accounting system 
I have ever encountered. If the line 
item on the purchase order is for an in
ventory item, the inventory book is 
opened and the item desired is selected 
with a mouse click. If the line item is 

a ledger account, the Ledger Book is 
opened and the proper account is se
lected by a mouse click. The selection 
is done by account or item name, not 
number, thereby reducing the chance 
of error significantly. Purchase pay
ments on Open Item accounts are han
dled similarly. If a payment is to be 
posted, each of the open invoices is 
displayed and payment may be applied 
to that particular invoices. Balance 
forward accounts are handled by sim
ply filling in the payment amount to be 
applied. 

Journal Adjustments may be made for 
any supplier. If a supplier, for in-

stance, agrees to 
write off a disputed 
amount, that 
amount would be 
accounted for in 
this manner. Re
ports available in 
the Purchase Book 
include a Suppliers' 
List, Mailing La
bels for Suppliers, 
Outstanding Bal
ance List, Suppli
ers' Statements, 
Transaction History 
and Purchases and 
Payments Journal. 

As with the other 
Books, any or all 
information may be 
dumped to spread
sheets. 

The fourth and fi
nal book is the 
Sales Book. This 
book has the great
est number of trans
actions and options. 

The basis of this 
book is the custom
er record. Informa
tion entered for 
each customer in-
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Easy Ledgers (continuedfromprevious page) 

cludes Customer Number (10 charac
ters), Name, Address, Contact and 
Phone Number, Prompt Payment Dis
count, Payment Terms, Credit Limit, 
Resale Number (15 characters), Open 
Item/Balance Forward flag, Price Basis 
(Price 1, Price 2 or Price 3) and the 
Sales Tax Code. After information for 
each customer is entered, sales entries 
may commence. 

Sales and credits may be either on an 
invoice or cash basis. Sales may be 
taxable or tax exempL A sales analysis 
code, such as Salesperson Identifica
tion, is optionally kept for each transac
tion. This makes it possible to calcu
late commissions on sales, for instance. 

Receipts on customer accounts are 
also processed in this book. Depend
ing upon the method of account pay
ment selected when the account was in
itiated, payments are applied against 

either open items or against a balance 
forward. These function similar to the 
payments in the Purchases Book. 

Reports available from the Sales 
Book include Customer Account, 
Mailing Labels, Balance List, Transac
tion History, Customers' Statements, 
Sales Tax, Sales Analysis, Sales and 
Receipts Journal, Transaction Log and 
a System Status Report. 

In addition to the four Books, the en
try screen has a Utility Menu which al
lows the entry and/or changing of in
formation such as names, addresses, 
starting invoice numbers, discounts, 
sales tax charts and the like. 

Performance: 

This program performs adequately 
from either floppy disk or hard drive . 
A separate database is required for 

More than just a Disk Copier! 

each business, and each database is 
stored in a separate directory. Data en
try is straight forward and editing is 
simple. The menu system is likewise 
straight forward and most commands 
can be executed from keyboard short
cuts. The "Book" metaphor is well im
plemented and logical to use. The pro
gram is written in C. On my hard disk 
system, response was nearly instanta
neous. 

Overall I, judged the performance of 
the product as good. 

Documentfltion: 

Documentation consists of a one hun
dred ninety-four page manual which in
cludes screen replicas of most of the 
screens encountered in the system. In
cluded with the system is a sample data 
base and a thorough tutorial on how to 
use it. Installation instructions are sim-

See How Project 0 Stacks Up 
Against The Competition 

Prolect Q RawCopy Project D is the most powerful Amiga disk copier ever created. It allows you to 
protect your software investment by making backup copies of your personal, public 
domain, and commercial software (it even copies copy-protected software!). No other 
copier allows you to copy to all four disk drives at the same time. No other copier keeps a 
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 
for the past two years. 

Duplication Speed 80 Sec. 100 Sec. 

Project D was designed with the future in mind. We offer registered owners 
inexpensive, frequent upgrades to our parameter file so you can backup your latest 
software without having to wait months for new 'Brain Files'. 

Project D includes three other useful utilities as an added bonus! The OmnlCopy 
Tool can be used to make backups of software that you have for other computers (like 
MS-DOS or Atari ST). EdltorTool allows you to examine and edit AmigaDOS disks all the 
way down to the MFM level. CatalogTool is a powerful automatic disk cataloging utility 
that lets you maintain detailed lists of your software library. 

Compare 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! 
All these great features for only $49.95 and that includes shpPing and handling! Order Today! 

To order, send check or money order to: 
Fuller Computer Systems, Inc. 

P.O. Box 9222 
Mesa, AZ 85214-0430 

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

Easy To Understand 
User Interlace YES NO 

Upgradable With 
Parameter Files YES NO 

Catalog Utility Included YES NO 

Copies other formats YES NO 

Copies Itself YES NO 

Copies RawCopy V1.3 YES 

Price $49.95 
NO 

$59.95 

"Project D is by far the most comprehensive disk-utility 
package available for the Amiga today.· 
Mitchell Lopes - Editor, Robo City News 

"I consider Project D to be akin to a well equipped luxery 
automobile; it gives a smooth ride and lots of easy to use 
operations. " 
Denny Atkin - AmigaWorld (Feb. 1989, pp. 92-94) 

"The user interface is wonderfuL . ." Info Rated: 4+ stars 

Project D: The Disk c·~~·i;;~.~·pi~s~ 88. p. 16) 

Amiga is a registered trademar1< of Commodore-Amiga. Inc. Dealer Inquiries Invited Arizona residents please add 6.5% sales tax. 
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pIc, complete and easy to perform, but 
arc slighLly marred by some typograph
ical errors. Plenty of tips for use arc 
sprinkled at appropriate points through
out the manual. 

Obviously documentation of this brev
ity is not intended to make you into an 
accountant, but many if not most "real 
world" problems arc addressed in the 
manual. A thorough discussion of sys
tem capacities, system checklists, sam
ple printouts and an index are included 
as appendices to the manual. 

Although basic in nature, the account
ing information is adequate for the lev
el of the program. Anyone purchasing 
this program should have access to an 
accountant to be sure of the setup be
fore investing the time to work up the 
full implementation in a business. (The 
ficId of accounting simply cannot be 
covered in two hundred pages.) 

CHECKPOINT 

Presentli 

Ease oj Learning: 

Easy Ledgers is simple to learn and 
use. The graphic book metaphor is in
tuitive. After about thirty minutes with 
the manual and the sample data bases 
included and you'll be ready to start 
your own accounting system. 

Ease oj Use: 

This product has to be the easiest ac
counting system I have ever used. The 
book concept with indices allows for 
logical groupings of accounts much as 
you would put index tabs in a looseleaf 
notebook. The product did exactly 
what it should as long as I entered in
formation correct! y. 

The icing on the cake, however, is the 
elimination of codes from the inter
face. You can keep books completely 
and accurately and never have to know 

an account code or a product code or a 
customer number once the system is set 
up. This makes it simple for a book
keeper to accurately sell and keep track 
of inventory items about which he or 
she knows nothing. It also makes it 
possible for sales to be conducted in a 
language understood by all... a Pana
sonic KXPl124 printer can now be in
ventoried and sold as a "Panasonic 
KXPI124 Printer", not as a 
"PANKXPI124". 

Data entry is simple, and forms can be 
copied which duplicate screen forms 
exacLl y and used for data entry, thereby 
further reducing problems. The in
struction manual gives two approaches 
for system startup, one for the situation 
in which ledger books are already up to 
date, and one for which ledger books 
arc partly prepared. The blend of Ami
ga graphics and text entry are lovely to 

( continued on page 34 ) 

Just the Facts ... 

THE SERIAL SOLUTIONni 

WWWW is a phone book, 
bull etin board, address 
book, calendar, appoint
ment book , autodialer, 
and alarm clock. 

WWWWprintsoutaddress labels, 
appointments, phone numbers, things to 
do, and a monthly calendar. 

a dual-port internal serial card for the Amiga'· 2000 

• The ONLY Amiga serial board with an 
Amiga-compatible 25-pin serial port 

• The 25-pin port supplies +-12 volts for specialized 
Amiga peripherals 

• Also has one 9-pin AT-compatible serial port 
• AlJTO-CONFIG'· Zarro II board 
• Uses BindDrivers for easy software installation 
• Serial parameters easily set 
• Supports all common baud rates through 57.6 Kbaud 
• Supports MIDI baud rate 
• Supports a variety of devices including: 

printers 
modems 
MIDI interfaces 
sound samplers 
drawing pads 
VCR controllers 
and other serial devices 

• Work s with most existing software 
(requires small patch) 

• Compatible with SER: and "serial.device" 
• Full 120-day manufacture's limited warranty 

PO. 90. 2035· ),A,gn.1l&Aa£, Vkglnla 22110· 703-330-53.53 
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WWWW can cross reference, merge, share 
and lock your data. 

WWWWi s fast and powerful, yet s imple 
to use. 

9 outoflO denti sts 
surveyed recommend 
WWWWfortheir 
patients who chew 
gum. 

$99.95 

1248 Clairmont Road 
Suite3D 
Atlanta. GA 30030 

(404 )377-1 5 14 
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CSI 3200 SilentDrive 

rr::::l u 

Up to 5 times faster than al/ other drives with 
the included B.A.D. software. * 

• Does not click when you take the disk out. 
• Small compact design 
• Metal case 
• Compatible with all Amigas 
• Low power consumption 

Also available, the CSI2200 Internal drive for the Amiga 2000. 

Low Price! This drive is so silent, you almost won't hear it run! 

* Assuming the other drives are used in their standard configuration, i.e. without B.A.D. software. 

$39.95 
A fast-paced action strategy game with an 
entertaining sense of humor. You 're Oswald, a cold, 
hungry blue bear, challenged by a variety of obstacles 
and adversaries. 

• Fast paced action strategy game. 
• Large detailed graphics. 
• Digitized sound . 
• A variety of interesting and humourous 

encounters. 

The cutest, most fun to play game for the Amiga! 

A foremost educational utility comes to the Amiga. Allowing 
direct speedy access to details of infonnation on over 150 
countries of the world, World Atlas, allows the sdtudent, 
educator, business executive or traveler access to an incredible 
resource of infonnation and history. 

• High and Low Pass filter operations 
• Offers loop control 

The ultimate stereo 
sampling/sound editing 
system! The QuasarSound 
advanced editing software 
gives you the best way to 
sample sound on the 
Amiga! Save real-world 

sounds in IFF fonnat 
for use in any music 
program that supports 
IFF or 8SYX sounds, 
such as Deluxe 
Music, Sonix, 
Soundscape,Dr. T' s 
KCS 1.6A, Dynamic 
Drums, and many 
more! 

• Can play and record up to 4 tracks in memory 
• Easy-to-use user interface with visual editing 
• Powerful editing feature, including cut and paste operations. 

Centaur Software, Inc. 14040 Tahiti Way, Ste. 528. Marina Del Rey, CA 90292 (213) 821-5995 



• Easy to Understand 
• Animated icon menus 

Fill Mode 
Various brush modes 
Color cycle effects 

Educational Paint Program & 
Coloring Book 

• Kids can draw their own 
pictures 

• More "coloring book" diskettes 
available 

• Educator approved 
No reading skills required 

• 28 Drawings included 
• Sampled sounds for each picture 

mode 

$49.95 retail 

Make Your Disks Fly with ..... 

• The Ultimate Disk Optimizer 
Decrease Disk Access Time Up To 500% 

• Restore Smooth Disk Operation 
Designed For Use On Floppies AND HardDrives 

Centaur Software Inc. 
14040 Tahiti Way, suite 528 

Marina Del Rey 
CA 90292 

• Supports Multiple Partitions 
• FAST CLI Directory Access 
• Incredible Workbench[tm] Performance 
. 100% AmigaDOS Compatible 
• Works with 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 

Pro-Net 
• Menu driven. 
• Complete set of powerful schematic 

capture commands. 
• Variable logic template size that follows 

MIL-STD-860 
• Provides automatic device and section 

number assignment with Zone control. 
• Automatic page reference generation and 

insertion through post processing . 
• Weight assignments which can be hidden. 
• Dot Matrix , Laser Printer, Plotter and 

Gerber Plotter support. 

Pro-Board 
• PCB Library part accuracy to 0.001 inch. 
• 0.025 PCB grid. 
• Supports 1, 2, or 4 layer PCB with Silk 

Screen. 
• Single line auto route, 12 mil trace, 13 mil 

spacing. 
• Provides wide traces. 
• Component placement done by positioning 

DIP, SIP, 2-PADS and Library parts. 
• Complete set of powerful PCB layout 

features accessible through IFK's. 

M.V. Micro 

Centaur Software, Inc. 14040 Tahiti Way, Ste. 528. Marina Del Rey, CA 90292 (213) 821-5995 



EasyLedgers (continuedfrompage3l) 

see and to use. Graphically, this pro 
gram is a joy to use. 

Error Handling: 
The only frustrating part of using this 

program is in the error handling. Not 
computer errors so much as human er
rors, but errors nonetheless. My great
est complaint comes from the fact that 
the system cannot be closed if the Led
ger Book is out of balance. There 
doesn't seem to be any way to suspend, 
terminate and reopen the files in this 
situation. Although the authors know 
about the problem (it is mentioned nu
merous times in the manual) they have 
done nothing about it. I created an out
of-balance situation and tried to termi
nate. The system would not allow that. 
So I powered off and on. When the 

system came up again there was no 
mention of the out-of-balance condi
tion, but my accounts were a little 
wacky. If there is no warning that 

things are wrong when they are wrong, 
an error can be turned into a financial 
disaster. 

Support: 
Via Brown-Wagh, the publisher. No 
support after hours, no answering ma
chine. 

Conclusion: 
I rate EasyLedgers a good value based 
on its price and performance. If error 
handling were more capable, it would 
be an excellent value. 

EasyLedgers $295.00 

Distributed by: 

Brown-Wagh Publishing 
16795 Lark Avenue, Suite 210 
Los Gatos, CA 95030 
(800) 451-0900 

Subscription 
Problems? 

If you are having a 
problem receiving 

your copies or have a 
question regarding back 

issues, send full 
information to: 

The Arniga Sentry 
Attn: Subscriptions 

2000 Sproul Rd, Suite IB 
Broomall Pa 19008 

Attention Amhm Developers and Dealers: 

Are you gambling 
with your money? 

Let's face it. No matter how much you would like to maintain a 
continuous advertising presence in a popular Amiga publication, it 
still comes down to economics, and in some publications, it takes 

~ 
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big dollars. At the same time, advertising in a reputable Amiga L-________ ....J 

publication is the best way of letting the buying public know that 
you are a force in the Amiga marketplace. But how do you determine which one is right for 
you? Factors like whether the publication is Amiga-specific and what kind of readership the 
magazine attracts are paramount elements in this decision. But more than anyone factor cred
ibility of the publication may weigh the heaviest for buyers' ad-based purchase decisions. 

The Sentry is geared towards buyers, not shoppers. Each month we offer the Amiga product 
purchaser detailed reviews of the latest products so that they can make well informed decisions 
about which new product is right for them; and all in a tum around time that keeps them on the 
cutting edge of what's happening in product development. 

Find out how affordable it is to be seen on the cutting edge. Advertise in the Sentry. 

Advertising Sales (215) 544-6394 
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MicroSystems Teaches a Favorite Dog Some New Tricks 

by Steve Dock 

S
cribble! was one of the very 
first commercial software 
products for the Amiga. It's 
been at least three years 

since Scribble! became my primary 
word processor and like those who 
stick to WordStar in the MSDos 
world, I doubt that I'll ever completely 
switch . MicroSystems has improved 
Scribble! several times, but has kept 
the software essentially the same. You 
won't find multiple fonts, several col
umns per page, tables of contents, or 
index generation here. (MSS produces 
Excellence! for those who need that 
level of word-processing.) 

Instead, Scribble! excels at creating 
correspondence, short to medium doc
uments, and mail -merged form letters. 
It is a fast and predictable tool which 
doesn't require a Megabyte of chip 
ram and multitasks exceedingly well. 
Earlier, MSS introduced "The Plati
num Works," which is a collection of 
four popular programs integrated into 
a single package. One of these called 
WORD, has now been released separ
ately as Platinum Scribble!. Although 
it looks a lot like Scribble! and works 
a lot like Scribble!, it is in fact the first 
complete rewrite of Scribble! since its 
introduction. MSS is offering the Plat
inum version as an upgrade to Scrib
ble! owners and marketing it as an al-

temative to Word Perfect, Excel
lence!, ProWrite, and the many other 
word-processors available to Amiga 
owners. Should you upgrade? Is Plati
num Scribble! the word-processor for 
you? I'll try to highlight the differenc
es and strengths of this new software. 

The new package consists of a 140 
page manual and two non-copy pro
tected disks . The manual is profession
ally packaged in a three-ring format 
and includes table of contents and in
dex. It begins with installation instruc
tions, two tutorials and ends with a 
reference section. The documentation 

is a distinct improvement over previ
ous materials and even explains the 
"Dot Commands" fairly well. One of 
the disks is a WorkBench 1.3 disk 
with the main program. The other con
tains the dictionary and thesaurus . An 
excellent Hard-Disk installation pro
gram ensures that all the needed files 
will be placed correctly and that your 
startup-sequence will include the nec
essary Assign: statements. 

Although Platinum Scribble's Icon 
looks the same, the program opens its 
own custom screen which can be set 

( continued on next page) 

One of the most noticeable enhancements 
to Scribble! is the addilion of an extensive thesaurus 

Iggest 
nos t bul l 
fattest 
huskiest 
nos t overs IZt' 
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Platinum Scribble! (continuedfrompreviouspage) 

for two, four or eight colors. This is 
different from Scribble! 2.0 which 
opened on the WorkBench Screen. The 
significance of this comes into play 
when non-standard resolutions are 
used as with the Moniterm 1008 by 
800 monitor or with the upcoming 
WorkBench 1.4 resolutions. Software 
must support a WorkBench mode in 
order to make use of these higher reso
lutions. 

Once the display opens, it looks just 
like Scribble!. There are proportional 
gadgets for horizontal and vertical 
scrolling, a status line which shows 
page, line, column and mode, and win
dow gadgets for closing and moving 
the current document to the back
ground. The document window in
cludes a drag bar and resizing gadget 
as well as the document'S title. Your 
cursor is positioned at line 1 column I, 
so start typing. 

Press the right mouse bunon, and the 
differences appear. There are still five 
menus but several new options and sig-

nificant rearrangement of old ones. 
The Project menu handles loading and 
saving documents, as well as sening 
Scribble! preferences and quitting. 
(The old Scribble! included search and 
replace in this menu which has been 
moved to the document menu.) 

Instead of the confusing term "Ar
chive," Platinum Scribble offers separ
ate New, Open, Close and Save op
tions. Select open or Save-As and the 
file requestor will open. This latest ver
sion seems much quicker then the orig
inal. MSS has also finally acknowl
edged that Amiga owners have more 
than one disk drive by including a 
drive gadget. Click here and the files 
from each device which is known to 
your system will immediately begin to 
show. As you select a drive for storage 
you will also find a display of the free 
space available. The Project Preferenc
es option combines several options 
which were spread around previously. 
Here you can set the foreground and 
background colors (previously called 
paper and ink) and choose to create 

Platinum Scribbk's preferences are stored in a specwljile that is read upon startup 

Interlaced ~indow: Ho 
Horiz. Ouersclll: Ho 

Crute Project Icons: Yes 

P : 1 Ln: 22 Col: 1 Hod.: Edit 
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icons or not. New options let you 
choose to use horiwntaI and vertical 
overscan and hi-resol ution interlace. 
Interlace uses the 640 by 400 resolu
tion and is subject to flicker, but dou
bles the number of lines you can see at 
a time. Horizontal overscan uses 
spreads your screen by using the border 
areas and adds two or three more char
acters per line. Vertical overscan gives 
you an extra line on the standard docu
ments window. Once these selections 
are made, they are stored in a disk file 
and automatically loaded the next time 
you start the program. 

The next menu is also labelled Pref
erences. Here, a user can specify line 
length, justification, tabs and page lay
out here. These selections can be saved 
as a .FMT file and used again for other 
similar documents. Platinum Scribble 
now lets me store my preference of 
typing mode; insert or overtype and has 
added a significant selection to the 
Print Setup menu. Select Print Setup 
Special from this menu, and you will 
be presented with a requestor in which 
you can type printer set-up commands 
for Plain, Bold, Underline, Italic, su
perscript and Subscript modes. If you 
are using a printer which is properly 
supported by Preferences, you may 
never need this option. However, your 
printer may have multiple font capabil
ity which Preferences doesn't support. 
You can type the proper font selection 
codes into the super and subscript lines 
and use your internal fonts! 

Other uses for this setup option are 
for those who own laser printers which 
are poorly supported by preferences, or 
for printers which lack printer-drivers 
entirely. MSS continues to offer a "file
format" option which deals with the 
difference between the Amiga line end
ing and other computers. This is most 
useful if you are creating text which 
you want to exchange with someone 
who owns an IBM PC. The third menu 
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Software Inc. 

AMI-ALIGNMENT SYSTEM 

Precision drive evaluation and head alignment system for 
the Arniga series of computers. The Ami-Alignment 
System evaluates the mechanical condition of internal and 
external 3.5 " disk drives and provides information for the 
correction of non-standard conditions. 

From a control panel menu, head alignment, drive speed , 
and read/write performance may be tested. Instantaneous 
readouts are displayed on screen or may be output to printer. 

Includes program disk , calibration disk and operations 
manual . Instructions and diagrams for dissassenbly and 
adjustment of Commodore and third party drives included. 

Diagnose and treat the "flaky floppy" syndrome. 

"The drawing tool for Animators. "TM 

LightBox is a new animation software for people who t 
want to draw. It allows you to easily make animations r:! ~ .... , 
with all the charm and fullness of old time hand drawn 
canoons. LightBox software automatically shows you • . 
the previous and following drawings as if they were • " 
stac ked up with pegs on a conventional light box. The . 
low resolution drawings are shown in contrasting colors ' Wi' 

See your local dealer 
or contact: 

for easier identification. You fill in your animation by creating additional 
drawings inbetween the ones di splayed. You can flip your drawings as you 
work to instanlly see them animated at true speed. Drawing each frame 
gives you full anistic freedom to give your animation life and impacl. Ex
amples illustrating basic principles of animation drawing are included. 

Suggested Retail price $49.95 

Free Spirit Software 
58 Noble Street 
Kutztown, Pa 19530 
(215) 683-5609 
FAX # (215) 683-8567 ~ 

R & DL Productions 
11-24 46th Ave 2A 
L.I.c. NY 11101 
( 718 )392-4090 

Amiga TM computer wilh 
minimum 1Mb RAM. 
Kickstart 1.2 or 1.3 
required. $189 

is now called MODE. It is identical to 
the TEXT menu of older Scribble! 
with one exception; "Spell" is no long
er in this menu. You will find toggle 
options for text style, and Cut and 
Paste operations here, as well. These 
continue to use Amiga's Clipboard, so 
you can exchange text with other pro
grams which also make use of the stan
dard system resource. There are also 
two new styles which appear on this 
menu, Superscript and Subscript, and 
as previously mentioned they offer a 
work-around for using multiple built
in printer fonts. 
The Document menu is next and it 
controls Find and Replace options as 
well as the spelling checker and new 
thesaurus. If you were used to pressing 
Amiga-S to search for a word, you will 
have to retrain. "Search" has been re
placed by "Find" and Amiga-F starts 
this function now. (You can use Ami
ga-S and F4 to save a document now.) 

The text find and replace function 
works identical to Scribble!, that is you 
can change one-by-one, skip, or make 
a global change. My impression is that 
these routines have been speeded up 
considerabl y. 

The Spell checking function has been 
enhanced significantly. The dictionary 
now consists of 104,000 words provid
ed by Merriam-Webster. As before you 
can check the spelling of a word, win
dow or document. However, the word 
list which appears is much smarter. 
You will find spellings that are close to 
the word as typed, and sometimes oth
er choices which are common typing 
errors. Double click on one of the sug
gestions and the word will be replaced 
immediately. You still can ignore, cor
rect or learn any word as with previ
ously versions. One new feature that I 
like happens when a list of suggested 
words is on-screen. Highlight one of 
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the suggestions, and click on the Guess 
button, and a new list of words will ap
pear. MSS has combined the spelling 
and thesaurus functions into one seam
less whole! 

The final enhancement to spell check
ing is the Continuous choice. Select 
this option and your words will be veri
fied as you type. Either the bell sound 
or screen flash will notify you of an er
ror. If you are a fast but sloppy typist 
like me, this option is a must. The im
plementation of this feature in Plati 
num Scribble is the best I have ever 
used. A simple menu selection and 
you're off. Platinum Scribble! includes 
a 470,000 word thesaurus also provid
ed by Merriam-Webster. Place your 
cursor on any word and press Amiga
A. The resulting window will offer a 
definition of the word and one to ten al
ternatives. Double-Click on one of the 

( continued on next page) 

SENTRY!37 



SPIRIT INTERNAL RAM MEMORY 
EXPANSION 

ADDRAMFORMEMOR~HUNGRY 
PROGRAMS ... AND ... LEAVE YOUR 
EXPANSION PORT FREE! 

Spirit boards install inside your A500 or A 1000 
without soldering or modification. All boards use 
Amiga power. The 2 megabyte SIN board includes 
an on-board power socket for an optional external 
power supply. A special installation disk for each 
model of memory board is included. 

SIN 500, 2 MB MEMORY for A500 ... 
the "SIN" board. 
o Utilizes 1.0 Mblt (256x4) DRAMS. 
o Expandable from OK to 05. 10 and 2 Mbytes. 
o Full memory auto-config with RAM on/off. 
o Adds up to a full 2 MB memory to existing 

Amiga RAM. 
o Optional external power supply. 

IN1000, 1.5 MB tor AMIGA 1000 
o Utilizes 256Kx1 DRAMS. 
o Expandable from OK to 0.5.1.0 and 1.5 Mbytes. 
o Includes battery backed Clock/Calendar. 
o Full memory Autoconfig with RAM on/off. 
o Adds up to a full 1.5 MB memory to existing Amiga 

RAM. 
All Spirit memory boards are available OK or 
populated. 

NEW FROM SPIRIT FOR ASOO! 

512K INTERNAL RAM MEMORY 
EXPANSION MODULE 
0< or populated 4-layer. low noise board with 
time/calendar Easy plug-in Installation. 
ORDER AND INFORMATION 
TOLL FREE 800/433-7572 

SPIRIT ______ TECHNOLOGY ..... , __ .. 

Spirit Technology Corporation 220 W 2950 South .. 
Salt Lake City. Utah 84115. (801) 485-4233 
Tulsa. Oklahoma Office (918) 834-2509 
Spirit Technology . Canada. Rexdale. Ontario 
(416) 675-2465 
Am lga IS a Reglslered Trademark 01 Commodore-Amlga. Inc. 
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alternatives to replace your original 
word. Click on the Next, Previous or 
Find buttons to display additional 
words and definitions. I found this par
ticular thesaurus fast, accurate and 
useful. By highlighting one word in a 
list then clicking on Next, you can 
quickly refine your thought and avoid 
repeti tion. 

The last menu controls printing. You 
will still find options for an on-screen 
preview, printing to a file, and printing 
forward from your current position. 
You can also set paper type, line spac
ing and number of copies from this 
menu. One new selection is print quali
ty. If your printer supports NLQ and 
Draft modes, you no longer need to 
change your WorkBench Preferences. 
Here again long-time users will have to 
learn a new keystroke, Amiga-T ini
tiates immediate printing. (The old 
Amiga-G is used Guess the spelling of 
a word.) 

Scribble! continues to rely on "dot" 
commands for advanced formatting 
features like headers, footers, and 
hanging indents. (press F2 and the 
same list of Dot commands appears). 
Dot commands are also used to per
form mail-merge and this function has 
not been changed. Press F1 and a sum
mary of keyboard functions will ap
pear. These include center line (F3), 
and a wide variety of movement opera
tions which use the Left Amiga key or 
Alt key in combination with the arrow 
keys. Getting quickly to the top or bot
tom of a document is of prime impor
tance to me. Platinum Scribble! is even 
faster in its movements than its prede
cessors. 

One interesting new feature is Plati
num Scribble's ability to print IFF 
graphics. A single page in the manual 
describes a new dot command ".IP". 
With this command you specify the 
file name, left margin, height and 
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width of the picture, and graphics den
sity. Scribble will then print using the 
printer.device and graphic capability of 
your printer. This may seem like a use
ful addition, but there is no way to 
wrap text around or alongside of your 
picture. In practical terms, you are lim
ited to full width pictures unless you 
like large areas of white-space on the 
page. I was impressed with both the 
speed and quality of the images pro
duced by this new option. Compatibili
ty with existing Scribble! documents is 
complete. Current owners have noth
ing to lose other than a little confusion 
at the four keystrokes which have 
changed. Given the improved speed, 
file requestor and spell checking, com
bined with the excellent thesaurus Plat
inum Scribble! is a winner. I've retired 
Scribble 2.0 and expect that you will 
too. The broader issue of purchasing 
Platinum Scribble! compared to the al
ternatives is much tougher. In its use of 
rulers, Mac-style requestors and pro
duction of excellent dot-matrix multi
ple-font output, ProWrite has to be the 
selection of those who need to produce 
Mac-like documents. WordPerfect and 
Excellence! will battle for the dollars 
of those who produce scientific and 
term papers with WordPerfect having 
the advantage of speed and Excellence! 
the advantage of Font and Graphic sup
port. I'd still recommend Platinum 
Scribble! to those who use word pro
cessors daily to produce business docu
ments and value rock-solid reliability 
and economy of function. There are 
many choices for different needs, and 
in my opinion, Scribble! is one of the 
best. 

Platinum Scribble! $149.95 
Upgrade/rom 2.0 $49.95 

Micro Systems Software, Inc. 
12798 Forest Hill Blvd. Suite 202 
West Palm Beach, FL 33414 
(407) 790-0770 



Thinker 
A HyperText Engine for the Amiga 

by Gary Gehman 

E
veryone, I'm sure, has, at 
one point or another in 
their scholastic career, 
spent a rainy afternoon 

word-tripping through the dictionary. 
First you look up a word that might 
have been giving you problems for 
some time. As you read the definition, 
you encounter another evocative word 
and off you go, looking up yet another 
reference that only leads to a third and 
then a fourth. By the time you finally 

look up, it's 90 minutes later and you 
have completely forgotten why you 
turned to the dictionary in the first 
place. But neither has it been a waste 
of time. 

The experience just described is the 
most common form of a class of in
quiry called HyperText. The first such 
HyperText medium to make its way 
onto Amiga Screens is Thinker, by 
Poor Person Software. Thinker is a 
full HyperText word processor, outlin
er and connection-making engine. It 
can even load and display IFF bitmaps 
and launch other, secondary, Amiga 

By clicking on the desired word of interest, Thinker 
can provide you wiJh a quick link to rewted subject matter 
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applications like notepads or telecom
munications programs. Despite its 
stunning capabilities, Thinker is de
lightfully simple to operate. Scrolling 
occurs smoothly and with blitter assis
tance. The real difference between 
Thinker and a plain word processor is 
it's ability to link ideas together. 

For instance, say in reading through a 
passage on theoretical computing you 
encounter a concept called <Anificial 
Intelligence>. [note: the < and > 
characters are used to group multi
word strings into a single Thinker la
beL] If it intrigues you, click twice 
with the mouse on the words Artificial 
Intelligence and Thinker asks if you 
want to switch your current context or 
open a new window. Here you find a 
reference to Neural Networks and 
click twice again. This time you opt 
for a new window and a smaller one 
opens, providing a separately scrolla
ble, sizable sidebar discussion of Neu
ral Networks. You can now pursue 
both trains of thought simply by acti
vating the appropriate window and 
clicking on keywords of interest. 
When you're finished, simply select 
the Jump menu Origin option to be re
turned to your starting point. If, in the 
text you see a notation something like 
<Thinker:art/Oow chart,>, that's a tag 
for a picture. Click two times with the 
mouse to open either a screen or new 
window displaying a bitmap of a Oow
chart representing the hierarchical 

( continued on page 62 ) 
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High Flying Arcade-Style Action 

by Ken McNeill 

I f your local physician recom
mends that you avoid stress and 
high degrees of stimulation, then 
you should think twice about 

playing Datastorm, the new "blow'em 
to bits" arcade game from Visionary 
Technologies. The box describes the 
game's scenario as follows: 

"The explosion of the planet Xerxes 
plunged its eight orbiting colonies into 
deep space. Forced to rebuild their 

shallered civilization, they are seeking 
out a new home planet. You must 
guide and protect the eight survival 
pods through their dangerous voyage 
and lead them to sanctuary." Although 
this is an interesting introduction to 
the game, the game's concept is very 
similar to the popular coin-operated 
arcade game, Defender. However, re
gardless of the origin of concept for 
Datastorm, I can safely say that it is 
the most excltmg, skillfully
programmed, and playable arcade/ 
action game that I have seen for the 
Amiga. With that in mind, let's take a 
look at Datastorm in more detail. Da-

The action begins in DaJastorm with the ships realistic-looking interior control panel 
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tastonn requires an Amiga with at 
least 512K RAM and one joystick in 
port 2, but if you have a friend with 
good hand-eye coordination and a fast 
trigger finger, plug a second joystick 
in port 1. Upon booting, Datastorm 
causes some non-standard disk drive 
noises and then proceeds to blank out 
the red power light on the Amiga 500. 
I've never understood why this was 
necessary, but perhaps the program
mers are just doing their part to con
serve energy. In any case, the game is 
definately copy-protected. 

Some roaring combat noises soon fol
low, and the player is presented with 
an impressive full-screen image of the 
imaginary "Datastorm city." The 
sound track to Datastorm is upbeat 
and impressive, making full use of the 
audio power of the Amiga. Pushing 
the fire button calls up the main menu 
from which the player can choose skill 
level and player mode. Skill level can 
be "slow" (which is actually pretty 
darn fast), "normal" (which is ex
tremely fast), and "fast" (which is next 
to impossible). The four playing 
modes are single player mode, two 
player mode with one joystick, two 
player mode with two joysticks, and 
team mode. The latter, team mode, 
puts both players on the screen at once 
playing cooperatively. Team mode is 
one of the best features of the game -
it allows two players to share resourc
es and cover for each other throughout 
the game, providing double the fun. 



Pressing the button at this point will 
begin the game. If the button is not 
pressed, the game will cycle through 
its instruction screens that outline each 
type of enemy and other helpful hints 
for playing effectively. How do you 
play Datastorm? You do hand stretch
ing exercises first, and then you fire 
away. You must direct your sleek
looking ship around the screen as fiery 
exhaust trails behind you. The idea is 
to fly around and pick up the little roll 
ing "pods" on the surface and fly them 
one at a time to the "portal," which 
looks like a satellite dish with a light 
beam projecting from it. The back
ground screen is a sky of twinkling, 
multi-colored stars that scroll by quick
ly and smoothly. 

Your laser cannon is fired when the 
joystick button is pressed in rapid suc
cession, and your "smartbombs" are 
activated when it is held down for a 
longer duration. Lasers do a pretty 
good job of cutting down your adver
saries one-by-one, whereas smart
bombs blast everything on the screen 
to bits. Who are your adversaries? If 
I lIied to describe every bad guy on the 
screen, we would have a novel rather 
than a game review. Suffice it to say 
that there are enough enemy creatures 
in various colors and shapes to satisfy 
those with the most warped imagina
tions. This aspect of the game is truly 
enjoyable. 

At the bottom of the screen is the ra
dar box which depicts your position, as 
well as the locations of all of the mon
SlIosities and UFO's. To the sides of 
the radar are meters for monitoring 
your "shield" level, and the status of 
other "special powers" which you may 
collect during the course of your at
tempt to rescue those poor little pods 
that plod along the surface. Among the 
five special powers are "supershield," 
which provides temporary invulnera
bility beyond that of your standard 

When your screen gets this busy, you'll definitely have your Iwndsfull 

shields, "missile," which I will explain 
soon, and my personal favorite, "auto
fire, " which is like the machine gun of 
the laser age. These "special powers" 
keep the game interesting and addict
ing and make the coin-operated arcade 
games seem extremely boring in com
parison. 

The "missile" power mentioned above 
automatically fires a missile whenever 
a "Lander," an enemy UFO, picks up 
one of your pods. This means that 
while you are flying around trying to 
save these pods, Landers are trying to 
digest them, and if they are successful , 
the Landers become even stronger and 
meaner. When all of the pods for a 
certain level have been either rescued 
or destroyed, that particular level is 
finished, and you receive bonus points 
for those pods that you managed to 
save. You receive a 50% shield re
plenishment for the next level, and ex
tra men are awarded at 10,000 points. 
Datastorm's manual is a two-page 
overview, but most of the instructions 
are provided on-screen in an entertain-
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ing fashion. The graphics in this game 
are detailed and colorful, and the ex
plosions shoot rainbows of debris 
across the screen. Your enemies are in 
the habit of materializing themselves 
without warning. The action is smooth 
and incredibly fast -- even with two 
players on the screen at once, and the 
sound effects are eerie and authentic. 

Basically, Datastorm is a feat of pro
gramming, and I applaud Visionary 
Technologies for not porting an old 
idea into a cheap program, but instead 
pushing their imaginations to the limit, 
and coming out with an impressive 
game. If you are an arcade action 
game lover or if you get an itchy trig
ger finger after a hard day's work, Da
tastorm will keep your pulse high . It's 
sure to become an Amiga arcade lover 
classic. 

Datastorm $39.95 
Visionary Design Technologies Inc. 
45 Whitehorn Cres., N. York 
Ontario, Canada M2J 3B I 
(416) 497-0833 
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Pegboard Was Never Like This 

by Walter Stueber 

Y Ou may not know the 
name, but you surely 
know the game. It's what 
we grew up calling Peg

board. An array of pegs sits in a 
board. You pick up a peg, jump it over 
an adjacent peg and stick it into an 
open hole , removing the one you just 
jumped over. You start out with lots of 
pegs on the board and you remove 
them one at a time. With some moder
ate foresight, you will end up with 

only three or four pegs left stranded in 
positions where they can't be jumped 
over. With enormous foresight and 
planning, you will end up with only a 
single peg left on the board, thereby 
winning the game and flushing with 
satisfaction. 

The people at Image Tech have Ami
gatized this venerable board game 
with good graphics and sound. They 
have also expanded it into fifteen vari
ations on the same theme. You can ei
ther start with the familiar configura
tion or you can choose an easier 
grouping or a more difficult one. 

Kikugi opens by setting the scene wilh this Japanese Landscape 
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Game control is simple. You select 
which version to play from a pull
down menu and make your jumps by 
dragging a peg with your mouse. 
Everything operates smoothly :lOd 
quickly. In fact it works better on the 
screen than it did on the old-fashioned 
pegboard . 

I prefer to call Kikugi a puzzle, rath
er than call it a game. The word 
"game" implies something with an ad
versary and a bit of happenstance or 
luck during the play; or maybe skill 
and quickness with a joystick. None 
of these elements are involved here . 
All the computer does is to present the 
playing field and remove the pieces as 
you jump over them. It does not make 
any moves itself or enter into the play 
in any way (other than to yell at you if 
you try to make an illegal jump.) You 
are entirely on your own in working 
out the puzzle. The whole object is to 
plan your jumps so that pegs don't get 
isolated someplace where you can't re
move them by jumping. This may 
sound ridiculously simple, but it really 
does Lake concentration and it really is 
engrossing. A person of any age can 
enjoy it, but it seems to me it would 
appeal mostly to someone who is ten 
to twenty years old. 

The configuration of pegs that I grew 
up with starts out with 32 arranged in 
the shape of a cross with a single open 
space at the center. They call this con
figuration, on the pull-down menu, 



"Each of the fifteen 
boards has a different 
shape and color ... One 
of them looks like a 
circuit board and its 

pegs look like 
microchips~ 

Original Kikugi . The disk boots up 
ready for yo u to start playing Original 
Kikugi, but you can elect to change 
over to one of the other variations. For 
instance, it is easier on the ego to start 
wilh Beginner's Kikugi, a 4x5 rectan
gle of 19 pegs and one open space. Al
though Beginner's is much easier to 
win, it still is no pushover. Or, if you 

want something tougher, there is Clas
sic Marble Kikugi, starting out with 
104 pegs and a single opening. In the 

Original Kikugi, a jump may be only 
vertically or horizontall y, but in some 

( continued 0 11 page 46 ) 
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111 QUESTION 711 
Does High Res Screen Flicker 

Bother You !!! 

Flicker Mastertm 
Works With ALL AMIGA Models 

A-500 , A-1000 , A-2000 
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 

10112 in . X 13 1/2 in. (26.7 cm X 34.3 cm) size 
is designed to fit the following monitors. 

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

check size 
Flicker Master is a great companion to your Graphlcs ... Vldeo, Cad, 

and Desktop Publishing, Software, 
such as 

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

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

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

he above named products are trademarks of 
~ _________ ~~::~:~:~:~~:: _________ J 

JUNE 1989 

fi!i)~~A •• od. u : • . ln c . Associates, Inc. ~~~E!".='~~i:::.' 1_.) 

i'~",nt~~nl I1U.1Jl New York ' s Premie r AM lCA S pec i a li s l s 

AMIGA Computer Systems for Video Production: 

Desktop Publishing/Presentation Applications 

Systems - Hardware - Software 

Installations - Applications 

Disks - Blank Media - FAX 
Competitive Pricing - Exc e ll ent Servi ce & Qua li ty 

The New AMIGA's 
A2000HD A2500 

SPECIAL OFFER ! 
AMIGA A2620 (68020 ) Board 

(for upg rad in g y o u r p r ese n l A2 000) 

$ 1399.95 
S/H: Pl e ase call/ wri te - a ls o ask [01' 

AMI GA Produc t Cat a logs, & Othe r Lis t in gs 
Authorized Dealers Distributors 

SERVICE - PARTS - REPAIRS 
Visil Our Rclail Slor e - P ar ki n g Avai labl e 

28--21 Astoria Blvd . , Dept S, Astoria, N . Y . 11102-1933 

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

Tel: 1-718-956-9000 
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Creative COIllputers 
800·872·8882 213·370·2009 213·542·2292 I 

HOT NEW PRODum 
VIDEO & AUDIO: 

Forms In Flight II 
Photon Poinl II 
Mu.icX 
Coligor; 
The Performer 
Movie Setter 
MidiVU 
Color 
Comic Fonts 
Pro-Sound Designer 
MIDI Magic 
Zoetrope 
Photon C.II Animator 

GAMES: 
Double Dragon 
D.signasaurus 
Baal 
Trump Cos"e 
Operation Wolf 
Bubble Bobble 
Roston 
Dragon', Loir 
TV Sports Footboll 
lords of the Rising Sun 
Univeral Militory Simulator 
Advanced Dungeons 
& Ol'ogon. 
Kingdoms of England 
HOlloge 
Te,t Drive 2 

• Downhill ChaUenge 
• Rampage 
• Evil Gorden 
• Artie Adventurel 
BUSINESS 
PRODUmYlTY: 

Page Stream 
Works Platinum 
Pen Pol 
Tax Break 
Desktop Budget 
Pro-N.t 
Pro-Boord 
Profeuianol DotoR.trjevlI 
ProfeSlianol Draw 
Aegis Draw 2000 
Superbos. Personal 2 
Superplan 

DUCAnoNAL: 
My Pain' 

UTlLmES: 
• B.A.D. (hot floppy and 

hard disk accelerator) 

HARDWARE: 
• INTRUDER ALERT 
• AMAC Emulator 

(Macintolh emulator!) 
• Spirit Deluxe MIDI 
• Voult-30 

PUASE au 10. PIlICES 

SOnwARE 
J·D GRAPHiCS ................. 3613 
3·DE"DN .................. 7195 
4 X 4 OFF ROAD RACING ......... 32 46 
~TH & INCHES CONSTRUCTION ..... 9.95 
4TH AND INCHES ............... 29.24 
64 EMULATOR 2, THE ............ 49.95 
A BZOO.. . ................. 25.99 
A'TALK III .................... &-4.97 
AAARGHI ...................... 23.95 
AC BASIC CO"PILER ........... l.}t06 
AC FORTRAN. • •..... 199.00 
ACCOUNTANT. THE ............ 186.95 
AORU ......................... 51.96 
ADVENTURES OF SINBAO ........ 32.46 
AEGIS ANIMATOR ............... 67.95 
AEGIS ORAw 1.4 ............... 52.95 

.AEItlIUWn. . • .. . 111.95 
AESOP'S FABLES ... 19.95 
ALGEBRA I .................... 36.95 
ALGEBRA II ................. ... 36.95 
ALIEN FIRES ............... .... 24.95 
ALIEN SYNDRO .. E .............. 32.46 
ALL ABOUT AMERiCA ........... 38.95 
ALTERNATE REALITY ........... 27.95 

MIDGET RACER esa 

• • ...uTE... . 14.15 
• AlTDDltEL . . n.B 

AWARD MAKER PLUS . • . ... 31 16 
AWARD .. AKER· SPORTS. • ... . 1995 
AnEC68/AM·Q .•. 19<1 .95 
AZTEC C PROFESSIONAL . .• 129.95 

• WEt 5051 till arEt .. _n 
• u.. •. DIU omIllZEI .. .. lUI 
• I.W. . . n .• 

BAD CAT . . ..... 30 25 
BALANCE OF POWER ..•... 3-4.95 
BALANCE OF POWER (BOOK) ....•.. 851 
BARBARIAN.. . .....• 25.95 
BARO'S TALE ... . ... •• 35.95 
BARO'S TALE CLUE BOOK ........ 10.95 
BARD'S TALE II. . ..... 41 .95 
BARO'S TALE II CLUE BOOK .... 10.SO 
BAROS TALE HINT DISK •....... . 13.95 
BASIC GRAMMER SERIES .•••.... • 19 46 

. ""l ECIEA .. .. n .48 
BAnLESHIP.. . • • 19.46 
BSS'PC . . ....•.. 62 32 
BECKER TEXT .. 99.95 
BENCH .. ARK C LIBRARY... . &05 
BENCH .. ARK IFF LIBRARY . . &4 .95 
BENCH"ARK "00ULA·2.. . •. 129.95 
BENCH"ARK SI"PlE LIBRARy ..•• &-4 .95 

HOT IIEW A(aLERATOIr 
FOR AU AMIGAS $349.00 
• 61020 procl1SOl'. 
• Optional ..... co-processor up to 13 Mhl 611121 
• SO", ow .... spncIlncAClM wnltottt math co-procHSCM'. 

ALSO: Sculpt Animate 4D . $399.95 

PA(UGEDUL . $979.00 
IIKLUDU, I. ICULPT ANIMATI 40; 2. MIOGIT lAClt; 3. 61112·20 
CO·PlOClIIOt; 4. 20 01 24 MI" (llIlAL OISC. 

AMIGA ODS EXPRESS.. • 19.95 
A,,'GA FONTS (NTF).. .59.95 
AMIGA KARATE.. • •• 24.95 
ANALYTIC ART· GRAPHICS ........ 37.48 
ANAL YlE 2.0·SPREADSHEET ...... 93.73 
ANDROMEDA MISSION. . .. 2595 
ANIMAL KING~OM . 32.46 
ANIMATE·3D . ................. gg95 
ANIMATION ........... ....... 62.95 
ANIMATION EOITOR • .3895 
ANI .. ATION EFFECTS ............ 32.46 
AN1 .. ATION "ULTIPLANE ........ 58.46 
ANI .. ATION STAND ............. 32 46 
ANIMATDR'S APPRENTiCE ....... 1&4 95 
ANNAL S OF RO"E .............. 24.95 
ANTI ,VIRUS ................... 25.95 
ARAWK'S TO"B. . ........... 31.25 
ARCADE ACTION PACK ........... 34.95 

• liEU.. . I .• 
• AIUJ .. . n..lS 

ARKANOIO .... . ..... .. ..... ... 19 96 
ART COMPANION • ... ... 19.95 
ART GALLERY FANTASY ...•..... 23.36 
ART OF CHESS . . ....... n .95 
ASHA'S FONTS . • ••... ~.95 
ASSE .. PRO . . 719.5 
ATREDES tBBS) .. ..97.46 

BmER DEAD THAN ALIEN ......• 21.95 
BEYONO ZORK.. .. ..... lJ 16 
BIONIC CO .... ANDO . ..2591 
BLACK CAULDRON .............. 2895 
BLACK JACK ACADEMY ......... . 2'9.95 
BLACK LA"P ................. . 22 .00 
BLACK SHADOW ............... 72.95 
BLITZKRIEG (1 MEG VER.) ..••• 38.95 
BLOCKBUSTER ................. 32.46 
BOBO. . ............ 23.36 
BOO .. ERAIO .....•. .. 32.46 
BREACH. . ....... 25 % 
BREACH SCENARIO DISK •...... .. 16.95 
8RIOGE5.0. . ..... .. 2 ... 10 
BRUSHWORKS. . ...... 20.95 
BRUSHWORKS2 ....•. 19.95 
BUBBLE GHOST.. .72.11 
BU"PER STICKER "AKER . 37 .95 
BUTCHER 2.0.. 23.13 
C·UGHT.. .. .... 3895 

• t-lil . . .. IN .• 
CAO PARTS FOR INTRO CAO.. • ••. 16 50 
CALCULUS ••••• 36.95 

• ClUftlllUA IAIIEI . .. . ... ... . . .. U .CI 
• tAl..IIUl . • .. till 

CAlliGRAPHER . . . 84 95 
CAPE 68)( ASSEMBLER 2.0.. . 58 47 

CAPllALlZ.ATlON SERIES . •• 1946 
CAPONE . ... . 2595 
CAPTAIN BLOOD. • J2 46 
CAPTAIN FIZZ . .... .... . 1995 
CARRIER COMMAND. . . . 30 95 
CASI NO FeVER. .25c95 
ce tREE PLUS.. .... ..... • .... 64 95 

.C_.IJ_OEa . . 1'4.15 
CELEBRITY COOKBOOK. . n 95 
CENTERFOLD SOUARES . . •• 19 9~ 

.u.u.5 . . n .• 
CHESSMASTER 2'000.... ..32 46 
CHICICENUTILE.. . . ...... 19.95 
CHRONO OUEST. . lJ95 
CITY DESK ..... ............ .9395 
CITY DESK ART CO .. PANION . .1995 
CJTY DES" BUNDLE... .9995 
CLI MATE... ...... . ......... 2495 
CLIP AAT rl 'r8 (EA.) ........... 1295 
COMBAT COURSE ." .. . ........ 25 95 

• cau: FUll ,lEW' Ilit£I . . . 51.15 
. a.clmEl .. 14 .• 

COMIC smER (FUNHY DATA) .... 2295 
COWICSmER(SFOATA) ........ 2295 
COMIC smER (SUPEA+tEROS) ... • 22.95 

.t8IIIIC.IUI ... 11.15 
CRAPS ACADEMY .............. 2595 
CRASH GARRO. • . . 25 .~ 
CRAZY CARS..... . ... ... . .. 2595 
CROSSWORD CREATOR .. . .. 3U5 

• CllEUlTEI . . . . . .. I .• 
CUSTOMS SCREENS . . ........ .. 43 73 

• C't1Ia £1 ...... . . .. 14 .• 
DARK CASTLE .. ' ............ 25.95 
DATA RETRIEVE.... . 49 9S 

. UUII£TIIEY'EPIOf. .. 1'11.. 
DEATH SWORD.. . .... 19 ~ 
OEC1WAL DUNGEON ••••• • • •.... 32.46 

. 1W'arltl . I .I!! 
DEftON 5 . .. .......... 2BS 
DEFENDER Of THE CROWN . • 34.95 
DfJAVU ............. 3.U5 
OELUXE ART PARTS '1 ... .21.9-5 
DElUXE ART PARTS'2 •.•••••••• 21 .95 
DElUXE HElP CALLIGRAPHER .••• 22.71 

DElUXE HELP FOR DIGIPAINT ..... 2184 
DELUXE HELP FOR DPAINT II ..... 2184 
DELUXE HELP FOR PHOTON ...... 2195 
OElUXEHELPPAGESmER ...... 22.95 
DELUXE .. APS .............. 16.95 
OELUXE"USIC2.0. .69.95 
DELUXE PAIWT ART & um .. 21.95 
DELuxE PAINT II.. .89.95 
DELUXE PHOTO LAB . .99.95 
DELUXE PRODUCTIONS ••.. ..... 139.95 
OELUXE VIDEO 1.2. . .. 89.95 
OEMONSTRATOR ............ ... 21.95 
OES CARTES.. • 22 95 
OESIGN OIS'; 

ARCH SCULPT or VSCAPE ... .... 2? 74 
FUTURE SCULPT or VSCAPE . .... 22.74 
HUIU.N SCULPT or VSCAPE ...... 227 .. 
MICROB SCULPT or VSCAPE .... • 12.7" 

e HItIUIAII_ . . . .. JUI 
DESKTOP ARTIST .. ..... ... ..... 111.95 

• I£&IlW ~ .. . . CU5 
DESTROYER. . ..... .. ...... 25.9.5 
Of\' DISK (ASSORTED UTll ) ....... 7.95 
Of\'ElOPERS TOOL KIT . ..•.... .. J6 95 
O(vPAC A",CA. ASSEMBLER . . ... 84.% 
OIGI'PAINT ... ~1.95 
OIGI'YIEW UPGRADE •..•.•••••.. 13 ~ 

• IIlmOrt TWLlJT . . ..... 1'4.15 
DIRECTOR. n iE . • .. 45.9.!. 
DISCOVERY EXPANSJON DISKS.. 1297 
OISCOVERYIMATH .. 25.00 
DISCOVERY/SPELL .. .25.00 
DiSCOVERy/TRiViA . .... .25.00 
DiSCRETE MATHE"ATICS ...... __ 3695 
OISK "ECHANIC . .58,SO 
OIS'-: PRO PLUS ................ 18.95 
0IS.-: TOOISK .. ................ 3495 
OIS'-: WICK .................... 32.46 
DIS.-:WASTER . ... . ....... 3795 
DISTANT ARMIES .............. 2'995 
DOCTOR TER .. PROFESSIDNAL .... 7495 
DOMINOES .. , ..... 16,95 
OOS TO OOS . ..3795 . -.f_ ............ .... 1'1.15 
DOUG'S MATH AOUARIUM . ,5195 
OOUGS COLOR COMMANDER ...... 19.46 
OR. rs: 
4·0PED/L1B .............. 9295 
BACH SONGBOOK. , .... 17 95 
CASIO V21 ED/LIB ............. 92.95 
COPYIST ............... 155.38 
CZ CARTRIDGE .............. 5195 
CZ RIDER .................... 9295 
0' 110 EO/LIB ...... 9295 
0·5(1 EOrliB • .. .... 92 95 
OR. ORUMS ...... 17.95 
OR. KEYS . .. 17.95 
0X7 EO/LIB ...... 92 95-
ESO'APAOE ESO'1 •..•.. 92 95-

KAWAI K·l EOlliB ............. 9297 
KAWAI K·5 EO/UB ............. 9? 95 
KCS. • ....•...•.... 15-(95 
LEX ICON EOILIB .............. 9795 
MIDI RECORD. STU • ~3 50 
MT'3lEO/LIB .... .92 S5 
WATRIX·6 EO/LIB. • .... 9295 

. ..... LAII . . ... WI 
DREAM ZONE . . . ... .. 32 46 
DRUM STUDIO .. .. 3247 

• DmEDI UlTEI . n .. 
DUNGEON MASTER HINT DSK .. 1295 
DYNAMIC DRUMS. .49.95 
OYNA .. 'C STUDIO ............. 13900 
OYNAMIC-CAD.. . .... 29900 
EARL WEAVER BASEBALL . 34 95 
EARL WEAVERSTATS.. 1295 
EASY LOANS. .2495 
EBON STAR. . ..... 2596 
EMERALD MINES.. . ........... 14 95 
E .. ETlCSKI .... ER. • ....... 2595 
E"PIRE. . .......... 3432 
ENCORE.. .. ........ 4595 
EUROPEAN SCENERY DISK ....... 17 ~ 

• EVIL "'RDEI . . 1'515 
. f1CELLEKI ... ............ 151 .• 

EXPLORER. . . ...... 3V7 
EXPRESS COPY ................. 29.95 
EXPRESS PAINT 3.0 ............. 90.95 
EXTENO ...................... 25.95 
fACC II ..................... 2195 
fAERY TALE ADVENTURE ........ 31 95 
FAERY TALE GUIOEBODK .......... 795 
FALCON ...................... 32."6 

• f_L' TlEE ... .... .... JtAI 
FANCY 30 fONTS ............... 46 95 
FANTA VISION ................. 42.95 
FERRARI FORMULA ONE ......... 33.95 

• f1IAL AIIIILT . . .. JUI 
fINAL MISSION. .. • .......... 19.95 
fiNE PRINT ................... 41 .95 
FIRE 'N FORGfT . . • 25.9S 
FIRE ZONE ...... .. ............ 23.95 
FIRE·BRIGRAOE .. • 32.~6 
FIREPOWER.. . 16.95 

FIRST LmERS& WORDS ... 1300 
FIRST SHAPES. . ........... 1300 
FISH ..... 29.% 
FLEET CHECK ............ 25.96 
FLIGHT PATH 737 ............. 16.95 
FLIGHT Sl"ULATOR II ........... 37.46 
FLOW ....................... . 62.32 
FONTS AND BORDERS ........... 22.95 
FOOTMAN ...... . ............ 21.~ 

• FDDI • FLUT • . .. . 11.11 
FOUNDATIONS WASTE ........... 23.62 
FRACTION ACTiON . . .. 32.46 
GAlACTIC CONOUERER .... ...... 29.95 

· UWYFlUT . .. . ... 
GAUlE02.0 ................... 45.46 
GALLERY 3·0 (SCULPT) .......... 51 95 
GA"ES. THE WINTER EOITION . .... 31.46 
6fTTYSBURG.. .. ......... 38 95 

. 1fA1AlltJ.D . .. ...... .. . 
GIZMOl ........... ., ... 4595 
GLOBAt COMMANDER • 21."6 
GOLO SPHLII ............... 1995 
GOLOEN PATH .. .29.95 
GOLORUNNER II 2595 
GO"F! 3.0 (SOFTWARE ONLy) ..... 2795 
GRABBIT ...................... 2095 
GRAOE "ANAGER . . .......... 58 95 
GRANO SLAM TENNIS ........... 31 25 
GRAPHICS STUD10 .............. 38 9~ 
GREAT STATES II .............. 25 95 

• UmlllKl£Y . .. lUI 
GUlLO OF THIEVES .............. 30.95 
HAMANDEL .................... 259~ 
HARDBALL ................... . 2895 
HARRIER CDMBAT SI"ULATOR .... 32.95 
HEAD COACH .................. 32.46 
HEROES DF LANCE HINT DSK 1395 

. 1Ie.ElOFTIE l.IItl ............ 1'1.ft 
H1S0FT BASIC PROF. 103.95 
HIT DISK VOL , ................. 32.46 
HOLE IN ONE.. . ............ 25.99 
HOLLYWOOD POKER ............. 2595 
HO"E BUILDERSCAO.. . .... 12'995 
HOSTAGE ..................... 2'9 95 
HOT&COOLJAZZ .............. 21.95 
HUNT FOR REOQCTOBER ..••••.• 34 95 

• • fIIlS . .. I'Ut 
ICON PAINT.. .. ... 5895 
I"PACT·BUSINESS GRAPHICS ..... 62 46 
'''POSSIB/..E .. ISSION II ......... 3246 
INDOOR SPORTS ............... 312'2 
INOVA TOOLS .................. 5203 
INSTANT "USIC 1 2 ............. 3300 
INTELlITYPE ................... 1595 
INTERCEPTOR .................. 31.95 
INTERCHANGE ................. 29 95 
INTERCHANGE CONVERSION 1695 
INTERCHANGE OBJECTS tI .. ' 1695 
INTERCHANGE TSLV "OOULE . . 1296 

INTEAFONT ••••••••••••••••.... 7536 
INTERNAllONAL SOCCER •• . •.... 2596 
INTAOCAO •••.•••••••••....... 4995 
INVESTOR'S ADVANTAGE . . ...... 64 95 

• IIMI* . .. "-15 
Irs ONLY ROCK & ROLL ......... 21 95 
J FORTH ....... 7196 
JET . 3746 
JET SET FONT SET .. 3250 
JINXTER . 2595 

e JOll' f'Olfl .. lUI 
KAMPFGRUPPE .• oil 95 
KARA FONTS ...... 5-( 95 
KARATE KID II . . ..... 2595 
KEY TO ~C- . ................... 22 95 
KICK 'WORI( 13 •......... 2295 
KIOTALK •. 2795 
KIKUGI ..................... . . 1895 
KIHOERAMA ...•.•......... .... 3246 
KIHOWOROS ............. ...... 6495 
KING OF CHICAGO ...... ........ 34 95 

MICROLAWYER ...• • 37.95 
. .. ....................... H.Ji 
• ___ aa-u.T . . ....... 31.11 

MODELER 3' 0 •.•... &5.00 
MOEBIUS .... ... .. .... 39.95 
MONEY MENTOR. • ••.. 64.95 

· lIDIIfIfTTEI .. . .... ... . 
MULTI ' FORTH ••• •.. 59.95 
MULTI·PREFS . .. .•. 19"S 
MURAL PRIHTER ........... ... 29.95 
MUSIC MOUSE ...... 51 .95 
MUSIC STUOENT. . ..... 3795 
MUSIC STUOIO ................. 34 .95 . """IT . .. ............. lUI 
NAG PLUS3.0 .. . ..... ......... 4995 
NfWSLEnEAFONTSCOLOR ...... 29.95 
OBllTERATOR .................. 2595 
OfFSHORE WARRIOR ............ 2596 
OGAE ........................ 32.46 
ONLINE 20 .................... 43.56 
OPERATION CLEAN STREETS ...... 25.95 

SPECIAL HOT PRODUCT! 
DELUXE PAINT III $99.95 

KING'S OUEST 32.95 
KING'S OUEST 32.95 
KING'S OUEST 32.95 
KNIGHT ORC . . .. 30.95 
LANCELOT .................... 21.95 
LASER UP! FO NTS VOL I . . ... 31.95 
LASER UP! PlOYI .2. . ...... 39.95 
LASEAUPI PRINT 1.2 . .. .... 71 95 
LASER UP! UTiL . VOl. I ......... 31.95 

• u.na: ""t- $.I ClllP'L£TEI .... . .. lIS. 
. lJ.TTlCfC- ....•....... . .... M~ 

WERSCRIPT ............ .... 28.10 
LEAOER BOARD OUAL PACK. . •.•. 22 72 
LEAOER 80ARO TORNA DISK . . • 1395 
LEAOER eOARD' GOLF GAME .• . .•. U 00 
LEARNING CURvE . • 51 9.5 
LEARNING THE ALPHABET . . 1946 
LEA THER GODDESSES . . 32.46 
LlATHERNECK .2595 
LEISURE SUIT LARRY 26.~O 
lEXCHECK .. .26.~ 
LIFE CYCLES AMIGA . .19.46 
LIGHTS! CAMERAl ACTION! . 59.95 
lINKWOROOUTCH . ..2055 
lINKWOAO FRENCH . ..2055 
lIN(WOAD GER"AN . . 20.55 

Forms In Flight II ($79.50) 

lINKWOROGREEK ... . ..... 20.55 
lINKWORO HALIAN • . . . .. 2O.!15 
lINKWORD PORTUGuESE ..... .. . 2055 
lINKWORO RU5SIAN ............ 20 55 
lINKWORO SPANISH •.. • 20 55 
LINT (GIMPLE) ............ . 6J 10 
L10N'S/CALLIGRA FONTS . . ... 58 95 
L1nLE REO HEN ....... . 1995 
LOGIG WORKS ADVANCEO ....... 18995-
LOnERY MAGIC . . . .... 1995-
LuRKING HORROR .............. 25 95 

• .IITElUI£IT IIIIIC . ........... ICUI ."'UAI.. . .. II'. 
.. AGICAL "YTHS ..... 32.48 
"AJOR MOTION ... 25.9<8 
"ANI AX • ........ 16.95 
"ARAUOER lI ' OUPLICATION ...... 27 ~7 
MARBLE MADNESS ......... 3300 
MASTEFI NINJA ................ 30.95 
MASTEAINGClI ......... 25.95 
"ASTERPIECE FONT . 2O-0SKS ... 167.95 
"ATCH IT ... . ............. .... 2595 
.. ATH WAGJCIAN ........ ....... 27 49 
"ATH TALK ... ........ ........ 31 95 
.. ATH TALK FflACTIONS ......... 2695 
WATHWIZARO ....... .......... 32.46 
"ATH·AWATION ...... . • .. 64 95 
"AVIS BEACON TYPING. • ..... JO 89 
"AXIPLAN 500 ........ ......... 93.95 
"AXIPLAN PLUS .............. 12495 
"EAN 18 COURSE DISK . • ...... 1496 
"EAN 18 COURSE DISK II ........ 14 95 
YEAN 18 GOLF .. .. .... 2'595 
"EDIAl/NE FONTS ............ . 2295 
MENACE . . ................... 199<8 
WETACO .. CO ASSE"BLER .... 6895 
METACO .. CO PASCAL vER 2 O. .92.95 
METACO"CO SHElL . • . . ..... 3995 
METACOMCO TOOLKIT • ........ 34.95 
METASCDPE DEBuGGER •........ 59.95 
"'CROFICHE FILER . . . ..... 69.95 
.. ICROFICHE FILER PLUS ... .... 116.95 

ORGANIZE. . ...... 62.32 
OTG OSh!. (OISASSEMBLER) ....... 0.95 
OUT RUN ..................... 32.46 
P.O.W. ...• . .............. 25.95 
PAGE FLIPPER.. . .. 3123 
PAGE FLIPPER PLUS fiX. .103.95 

. 'AHmEAII ........ .. .. .... . IN .. 
PAGESmER .. ........... ..... 93.12 
PALADIN. . 25.95 
PALADIN (OUEST OISK 1) ........ 1686 
PCLO PRINID CURCUIT LYOUT ... 199 95 
PCI..O· PRNTQ CURCUn lYOU T ... J99 . 9~ 
PERFEt T SCORE ............... 54.95 

• rlIIFDI. fl IEWj .... .. ... .... 31.15 
PHAHTASIE .......... ........ 27.47 
PHAHTA$lE 3 • • 24 95 
PttANTASM ...• 22.95 

• P'UIAI·RnlllllT . ... lUI 
• MTOI tEU ..... 1. . . .. • .Ii 

PHOTON PAINT. • 64.96 
PHOTON PAINT EXP DSK ..••••••• 1995 
PHOTON PAINT TRANS cmRL ••• 1~ .95 
PHOTOSYNTHESIS ...•• • 97.95 
PINBALL 1.0.. .1 9.46 
PIONEER PlAGUE. .2596 
PIXMATE ..................... 45.95 
PLANfT PROBE ...... 19.95 
PLATOON.. . ..... 29.21 
POKER SOLITAIRE .............. 22.95 
POLICE OUEST ................ . 32.46 
PORTS OF CALL 29.95 
POWER WlNOOWS 2.5.. .56.47 
PQWERSTYX . • 22.95 
PRE CALCULUS. .36.95 
PRESIOENT IS MISSING. .2595 
PRIME TIME ................. 25.95 
PRINTMASTER PLUS.. ..31.23 
PRO MIDI STUDIO 130.95 

• .. IIIfI .. UIl ... .. . . . . . . . .. .. II4.. 
PROBABiliTY THEORY ...•. . •.•• . 36.95 

• I'IDFEI*ll Ill. . . . Ill" 
• I'tmfEUlDUl .. lIE ....... .. . ... m .• 

PROJECT 0 ................... 3195 
PROMISE: SPELLING CHECKER.. .3495 
PROSCRJPT. . .. 32.95 
PROWRITE2.0.. . .. 7810 
PUNCTUATION SERIES. . .. 1946 
ORAORALIEN .................. 19.95 
OUARTERBACK ................. 45.95 
OUEST RON II .................. 32.46 
OUICK MERGE ...... 37.95 
OUINTETTES ...... 2'9.95 
OUlZ MASTER .. .... 49.95 

loing! Mouse 
Profess.ionol Op1icol 34butlon 
mouse for your Amigo. 

• Oplical led-molosy elimin
oles friction ond momen
lum coeffjcien~ for super
precise hondling. 

• No moving porls for in
creosed reliobililY. 

• Middle bunon mokes il 
Ihe only mouw compatibl. 
wi,h A2024 soh wore ond 
X Windows. 

• Compolible wilh ALL 
Amigo computers. 

snCWHICI! 
UIII1IIIn.E oaY: 599" 

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



R.R AESOP'S FAB LES .. .....• • . . 19 9!! 
R,AWCOPY 1 3........ .. . . . 38.9!I 
REACH fOR THE STARS . • 27 ~ 
REAO & RHYME .. • ]1 9!! 
RUO·A·IlAMA •.••........ . ••• 320'.6 
REALM OF THE WARLOCK ...... . 22 7. 
REBEL CHARGE CHICI(AMANGA . . 39 .95 
REEL FISH IN'-GO NE FISH IN ..... • 3086 
RETURN TO ATLANTI S . ......... . 3' 9!! 
ROAO RAIO ERS .. . 2596 
ROAOWAR 2000.... . 21 ' 1 
ROAOWAR EUROPA .... . . ... ... 29.95 
ROAOWARS ............ . .. . .. 239;5 
ROB REAOER UGLY OUCKLING . .. 19 <I!! 
ROSBURY .. •. 16.21 

• _. tUll EIH ... ........... HJ$ 
ROCKET RAN GER. .. .. .. . .. • 32 <16 
ROCKFORO . ........ .. . .. ... .. 239!! 
ROMANTiC ENCO UNTER ......... • 259S 
SAMPl EWARE·OIGITAL ... ..... .. 16.9!! 
SAMPl EWARE·GRAB BAG •....... 16.9!! 
SAMPl EWARE·ORSHESTRAl ..... . 16.95 
SAMPLEWARE·ROCK........ . . . 16.95 
SANTA PARAVIA & FIU MACCIO . •. 19.9!I 
SARGON ti l ............. ...... . 35 95 

SUPER8ASE . • .93.73 
• IUr fllQE rus. •. . . . . . . .. 14."-
• IO'EIIAIE I'ICIF. J . ... ... .. .. NI.J5 
• IIf'£II'l.U ISPIUaIffT) .. . .... ft.. 

SUP£RST AR ICE HOCKEY. . • •• 32 <It; 
SWORDS OFSOOAN ...•• ...... . 3246 
SYMPHONY SONGS (EACH VOL) ... 1!!9S 
SYNTHIA.... ..•• ... •. !!99!! 
SYSTEMS MONITOR . . 2&.9!I 
TSHELL .... 3246 
TAKE STOCK .................. 32.<46 
TALES FROM ARABIAN NIGHTS •.. 32 ' 6 
TALKING ANIMATOR ....•....... 39 00 
TALK ING COLORING SOOK ........ 1895 
TANGLE WOO~ • . .... 259!! 
TARGIS .••••.. • ...• 2895 
TATE FONTS . • ••• '595 

. TUUua ... . • •. 51151 
TECHNOCOP . . 32 .6 

• nLE Ef'I: .. . . n.. 
. THEWUII ..... H.JI 

THEGAMES .... •••• . 23.95 
TERA OUESTRON .•. .. 25 95 
TERRAIN FOR TURBO SilVER •.... 1995 
TERRORPOOS . . 2!!95 

VIOEO VISIONS 2 . . ...•••• IUS 
. ItOEIIStArElO IlU5 

VIDEOTITLER. . . 999.5 
VIP VI RUS . .. .. ... . . .. 32 q 
VIRUS {GAMEl .. ...... ........ . 19.6 
VOCASU LARY IMPROVEMENT ..... 25 95 
WSH El L . .. ........ 3195 
WAR& MIDDLE EARTH . . 3699 
WARLOCK ............... .. .... 2271 
WBEXTRAS . .. l'195 
wE STERN GAME S • .. 3195 
WHO FRAM ME O ROGER RASSIT . • 2995 
WillOW .............. . ...... 2595 
WINOOW PRINT II ....... .. ...... n 95 
WINTER CHALLENGE ........••.. 1995 
WINTER GAMES .......... .. .... 21.'6 
WORD MASTER ........... ... ... 32 ' 6 
WOROPERFfCT. ...... ..... . .. 17900 
WORD PERFECT LIBRARy ... . . 8.95 
WORLO CLASS LEADER BOA RD .... 2597 
WORLO GA ME S . . . .. . ... ..... . . 27 ~6 
WORLD TOUR GOL F . • ••• •. 27.5 
WRITE 'N FILE.. .. ....... 5995 

. mEll . • ...... . 105 
X-CAD •..••••. .. ...... 38900 
lAK MCKRACKEN ........ .. . . ... 29 9S 
lANY GOLF .. . ..... .... .. 2195 
ZERO GRAVITY .......... 19 '6 
ZING KEYS .. .. ...... . 3195 
ZlNGI SPElL .5795 

.1I(TJDrE ................ .. .. .. n .t5 
fUl1IIU: - CSI 3200 • ( Ikld" •• Small compact dftlgn 0 .tal co .. 
• (ompatibl. with all Amigo campUltn. low power (onsUlft9tkM 0 Hi",_ 
dust (ov.r 0 Orin "kaWeswltch 0 l ·YlGr worranty. 

ZOOM .. .2195 
ZORKTRILOGY . • .• 795 
ZOUNO SOU NDS VOL I .. .. . ... .. 2195 
IUMA FONTS VOLS I Hi RU • .... . 6895 
lYNAPS . . 2395 AUO avJUIlJ: (SI 2200 Int.,nal .rln for Amigo 2000-100% 

campatibJt with SGrnI mMhanlsm o. ( ...... 2010 .. .. 5 .. ,'.00 
HARDWARE 

SCARY MUTANT SPACE ALIENS . . 2595 
SCENERY OISK'" EAST COAST .. 18 n 
SCENERY 01SK,1 EAST COAST •.• 18 11 
SCHEMATIC CAPTURE ....•.•••. 199.95 
SCRABBLE . • . ....••• ..... . 21 .• 6 
SCRIBBLE .. .... ....... .... ... 62.32 
SCULPT 3·0. . .. .. 6995 

· ICILrr .... n... ..... . •• 
• III: aIIIII ... IUIO . . _ '" .. M..II 

SEASONS AND HOLIDAYS . .•.•.. • 21.95 
SECO NOSOUT ....... . 19 .• 6 
SECURITIES ANA LYST .••• .... .. • 9.9!! 
SEVEN CITIES OF GOLD .••• ..... . " .9!! 
SUVI): EN S ..... . .. ........ 2!!95 
SHAOOW GATE . . .......... 319.5 
SHAKESpEARE . . ........... .. "6 PS 
SHANGHAI·STRATEGY GAME ...... 21 '6 
SHERLOCK . .. ... . . ......... 27 .00 
SILENTSERVICE .... .2595 
SINBAO & FALCON . .3.95 
SKY BLASTE R .... .... . ......... 1995 
SKY CHASE . . ... ..... . . 269.5 
SKYFOX II . . . . ..... 2145 ·1lA.,. ..................... , .. . 
SMOOTH TALKER . • 33.95 
SNAkE PIT ..... . ... . .... ..... . 2 • . 9!! 
SOCIAL STUOIES .. . . .. . 19.<16 
SOFTwOOO FilE SG ........ ... .. 18.?1 
SOLITAIRE AOYAL.... . .. 22.11 
SONIX {,lEGI5) ••• •.. . . 9.95 
SORCERER LORD .. . 2395 
SOUND OAS iS ....••• .... ..... . 6 • . 95 
SOUNDLAB .... . ...... 20995 
SOUNDOUEST; 

CZ MASTER.... . ... ...... . 9295 
O· IOMASTER ......... .... .. 9295 
0'1\0 MASTER . . .... ... ... 9295 
0·5(1 MASTER . . .. ..••• •• 929~ 
OX7 MASTER ... . .. . .. .... 109.9!! 
Oxt' lI MA STER •.••••••• •. ... 109.9!! 
ESO/ESO-SOM ST •••••••. _ ..... 92.9!! 
GENERIC MASTER ....... .... .. 77 95 
X·I MASTER . . ... ........ 92 95 
M· ' MA STER. ... 9295 
MT ·32 MASTER . . .... ..... 9295 
TEXTURE ....... . .. 92.95 
TX·B02MASTER ....•• ...... . 92.95 
lX '8ll MASTER .......•. ... .. i'2 .9!! 

SOU NOSCAPE PAtTERN SPLAT . ... 3!!9!! 
SOU NOSCAPE UTILITIES 1 .. ..... . l5 95 
SOUNOSCAPEUTILITlESII . .. •.. • 2PS 
SOuRCE LEVEL OEBUGG ER .. . . 9.96 
SPACECUnER ............ ... 19.9!! 
SPACE HARRIER . . 32 ' 6 
SPACE MATH .. . ... • •• . ... 29.95 
SPACE pORT. • .. .. .. 27 3& 
SPACE QUEST It .... ....... .... . 31 46 
SPACE RACER ....... ..... .... . 19.6 
SPACE SCHOOL Si MULATOR ...... 2295 
SPACE STATION OBLIVION . ..... . 3Z '6 
SPACEQUEST .......... ...... . 3300 
SPRl BOUHO . . ... ..... .. 259!! 
SPElL ER BEE .......... ...... . 31.2!! 
SPElLING IMPROVE ME NT . ....... 25 9.5 
STAR WARS UIPIAE STRIKES .... . 3025 
STARFlEElI . . .. .. . . 2U5 
STARGLIOER .. . .. JOgS 

. 1l_UOEln n... 
STA RRAY .... . ........ ..... . .. IU 5 
STELLAR CONFLICT . . •. •••. 28.95 
STELLARYX •......... ..... .... 25.95 
STOCK "'ARKEl·THE GAME . . 16.95 
STRIP POKER ......... . 21 •• 6 
STRIP POK ER OATA , . . • 12 9!! 
ST RIP POICER OATA.5 . • .• .... . 12.9.5 
STRIP POKER II .......... .. . . .. 25.9!! 
STUDIO FONTS VIICOLOR) 299!! 
STUDIO MA GIC . . . ...... . .. 6A .9!! 
SUB SAnLE .................. 2<19.5 
SUMMER CHALLENGE •.... ___ • .. 1995 
SUPERSACK . . .. ... ... . 5195 

TEST OA IVE .. 
TElRA OUEST . 
TfTRIS ...... .... . 
TEXfCRAFT PLUS .• 
TH E):DER .. 
THINKER . 
THREEUnLEPIGS 
THREE STO OGES . 

. 3 • . 95 

. 25.95 
. . . ... 21 80 
...... 5i9S 
... . . .. 2395 

.. 3B.95 

.. 19.95 
.3595 

.-.re- ' .. ,. ' ,'i' , 

j ....... :"11 f .. ) ,J 

it£."'''' • ,.,.",.~i;. ~ I 
I •• r 

66020'12 CPU/PROC • • .... _ ... 11000 
6803(1-16/20 CPU /PRot ...... •• 570.00 
68181 CRYSTAL osse o 16MHZ ...•. 500 
686B I ' 16 MATH COPROC .. ....... roo.OO 
63881 ' 20 MATH COPROC . .... ... . 300.00 
68882-20 MATH COPROC ..... .... m.oo 
68832-25 MATH COPRQC . ...... 620.00 
ALCOTI NI SAMPLER 500/2000 .•••. SU5 

GREAT VAllEY PRODUas 
,.. .... -. 
1M' ACT HCl4S-4a M8 28m I Hard Card 799.00 

799.00 
1199.00 

IMPACT HC/40Q-'" M8 11 ml Hard Card . 
IMPACT HClIOQ-at M8 11 ms Hard Card . 
,.. .... 500. 
IMPACT ASOO- SCS IIH020-20 M6 HO 
1M' ACT ASOO· SC$IIHD4S - 45 M6 HD . 
IMPACT ASOO· SCS IIH040 Q - 42 M6 

. 749.00 
. ... 99S.00 

lima High· Sp •• d Hard Dr jve . 1049.00 
IMPACT ASOO·5CS II HDIOQ-84 M6 

l1 ml High·Sp •• d Hard Drive . .. 1449.00 
Quan'um 805, 8. M8 11m, 3.S·· HD .. .. 995.00 

Shock moun rod. 641(8 cache (for 11m, .p .. d}, SCSI inrerlace. 
Camparibl. wirh IMpACT or A2090 boords. 

Quan'um 40S-42 M8 v.nian of obave drivo . 599.00 

THUNOEReOY. • •..• 22 .95 
TIME & MAGIK .. . 26 9!! 
TI ME BANOITS . . 21 9!! 
TOOLCAO DY • •.•• •••.••.•••••• 32 .6 

• 1lJIft1 TlIP'I'lfl . . .. lUI 
TRACERS .... .. .. .. ........ .12 95 
TRANSCONTINENTAL RAILROAO ••• 2595 
fRANSPUTOR . . ••.•....• 2295 
TRIANGO . . ....• ••• . ~95 
TRIGONOMElRY . . ... .• • •• . 36.\15 
TRINITY . • •• • . 25.95 
TRUEBASIC .. ... ... ..... ... . SU5 
TRUE BASICARITHMElIC .. . .. 45.95 
TAUE BASIt TRU E STAT . 32-46 

• TIIIW W1U ... . . ............ n... 
TUABO PRI NT . . . • 3U5 

. JII •• U(IU . . . l rs .• 
TV SHOW.. .. . &US 

• '", .. n FIIlIIl1 . . ....... .. J4.Ji 
TVTOO ..................... 62.32 
TWILIGHTS RANSOM 19.95 
nEO PLUS • • •....... 51 .9!I 
ULTIMA 111 .. .. ........ 2895 
ULTIMA IV .. . ........ 38.96 
ULTRA ODS . . .. 3195 
UMSCIVIL WAR OATA DISK ...... 12 9!! 
UWS VIElNAM OATA OISIC •••.•. 12 9!! 
UNCLE 0 CON SOUND TRAliON . 2!!.91 
UNINVITEO . . . • • •••••••••••• 3-4.95 

• UIMIW. _ UT,u', a_LT. 31.4. 
VAMPIRE'S EMPIRE • •••••••••••• 2U 5 

. 111£1 EfnC11 JO ...••••••••.•• llUI 
VIOEO VEGAS. • ........ 2 • .10 
VIDEO VISIONS 1 . • . 1195 

. excellence!. 

AM AS MIDI SAMPLER •••.•.• ... 109.95 
AM IGEN GE NLOCK ••.•••....... 149.00 
AMPLlFIEO SPEAKERS 2XSO W .... 8-4.95 
APRO ORAW 12):12 NO CURSOR .. ~ 95 
APRO ORAW 12Xt2 W/CURSOR ... • 99 9S 

. .. wnc&L..aI . .•. •• 
CA-sao f l OPPY DRiVE .... ••• . 199 00 
CSM A2300 INT GENlCK 2000. . .. CALL 
CBM AS20 COMPOS . AOAP SOD . ..•• 995 

• t .. DOII .a.. • . . lU5 
CLTC TIMESAVER • 57.95 

· :L~S~~EA · :.: •.•••.• : ::: ~:~ 
CPS SOO·POWER SUPPLY A500 . . .. 1.95 
CS'" DiUGSTRIP RAN ActEL • . n3.45 
CSA FASTRACK 68020 ACCEL. • .. 905 45 
CSI2200 INT ORIVE A2000 ••••. _ 1-4900 
CSI3200 AMIGA EXT FLOPPY .. . 159 00 
OELUXE MIOIINTERFACE .. 599S 
OESlUfT U8K RAM CART . .... . . 11195 
OESlUfT PRINTER (300 OPlJ . . . 1.9 00 

• • ., IIEW IOU ...... ,u.o ... .... 141.111 
DIm-VIEW . . . . .. .. . ..... . 1-4395 
EASYl 500 TASL El •• . ...•• 369.00 
EASYll000 TABLEl .. . .... . 369.00 
EASYl2000 TA8LEl . .. 369.00 
EeE M1015OO12000 .•••••.•.•• •• • 8.95 
EeE ""0' 1000 •••••••••••... • • . ~8.95 
ESCORT -48 MB HAO DR A500 ••• 819.00 
ESCORf -48 Me HRD DR A 1000 •• • 859.00 

o =G:~B~~~~~ :: : :::: ~::: 
fUTURE SOUND A500 ..... •..... 93.95 
FUTURE SOU NO·AUOIOSAMPLER U220 
GEN ONE GENLOCK... . . . . .. . 739.00 
GOMFI3.0 W/BunON .... ..... . <1895 
GVP A.2000 AUTOBOOT EPROM .... 29.95 
GYP A!JOO RAM/ AOM MODULE ... .. 6995 
HURRICANE 68030 AOAP. BRO ... 300.00 
HURRICANE Alooo AtCn BRO ... ~.OO 
HURRICANE Alooo MEM. BRO ..•• S40.oo 
HuRRICANE "-2000 ACCEL SAO ... 500.00 
HuRRICANE A.2OOO MEM. BRO • •• • 540.00 
IMPRINT .. . 399.00 

o 11TR8EI AUIT • . •. . ••• . .. . I I:Ul 
LASEAJElII 'O PRINTER •••... • 2995.00 
LASEfUET SERIES 2 PRINTER ... 1749.00 
LASEfUET-2 RAM: 1 MB • • • ..... <l19.as 
LENS. 16 MM. NO IRIS FI .6 . 21 .65 
LENS. 16 MM, WIIRIS F1.6 .. .66.25 
LIGHT PEN .•....•....•••. . •• . 9195 
L1VEI SOD •••••••..... 28900 
L1VEI1ooo.. .. ... 210 00 

. Llftlm... .... .. .... . ... ,. ... 
MAGN I<I(104 GENLOCK • • • ••... 1595 00 
MICROST. -4 X POP'SINM BRO ..... 7-4 so 
MICROBT. 8' UP RAN 8RO. OK .... '.5 00 

M.A.S.T. 
PRODUCTS 
.IIIMlGS: bpandobl., 
u terllOl fAST u.M (up 10 2· 
MilL low pow., - GYailabl. 
fOf AmIga 500 Of 2000 -
e MINIMIGS 5 12k .... . . 52" 
• MINIMIGS 1 MI .... . . 5ct. 
• MINIMtGS 2 MI ...... 57" 
n.T nGll: (ow fort, high 
perfonnonu, SOl hanl driv .. 
for 011 Amlgal - complet. -
nothing .1 •• 10 buy -
• TINY TIGU 30 M. . 5U' 
• TINY TlGIl 40 M. 
IQuantum). . . .... 57" 

e TlNYTIGII.OMI . 511n 
IIIIOIM . . . .. . $ '" 
TWl. DIM . . .. . . $2" 
(.podol pric.' I .... ''" tim. only) 

MICROST. HARDFRAM E SCSI •... . 23900 
i00i 101 GOLD ....... ..... ........ 54 .20 
MIDI GOLD 2000 (INT) ... . ....... 6847 
MIMfTlCSMIOllNTERFACE ....... 43.00 
NERIKI GENLOCK .. ....... .... 1975.00 
OKIMATE 20 WI PLUG N pRNT .• .. 2. 9.00 
OKIMATE PlUG N PRINT ... . • 19.95 
OMEGA STR SAMPlER Alooo • .... 7995 
PAINTJET COLOR PRINTER ... • . 1085 00 
PANASONICYNI 410 CAMERA •• .. 22!!.00 
PANASONIC YNI500 CAMERA . 320.00 
PEOPLE MfTER BIO FEEOSACK .• • 3US 
PEAFECT SOUND OIGITIZER . . . ... 61 95 

• f'UFKf"'. . . . . . . . . .. . ..... 111.15 
PAO AAM A2000 218 MG . • . .. 699.00 

• '10 .... EII.IEII . .•. . .•. .. . Il l • 
PROCESSOR ACCEL CMI . . . • 159.00 
PROG EN .. . .. . . ... .. . ..... . 399.00 
aUANTUM 40 MB ORNE. 11"S ••• 599.00 
QUANTUU ao MB DRIVE. l1NS •• . 995 00 

• _LlH IIT-U TIlE _ . . . . .. .' 541.. 
RUGGEOWRITIER HP PRINTER •• 139-5.00 
SOUND SAMPlER . SUS 
SPtRIT 0 MB FOR Alooo •••••• 2-49 00 

. UIIIf.L.IE . . . .. ....... t1 ..... 
STAR NXl ooo PRINTER . . . .. 199.00 
STAR NX, OOO RAINBOW ... .. 219.95 
STARBOARD 2 SCSI MOO. ... .. '0000 
STARBOARD 2 UPPER DECK . . eo.oo 
STARBOARD 2/A500 OK . . . ••• 300 00 
STARBOARO 21Alooo OK . .••. . 250 00 
STARBOARO SB2000 AOAPTE R ... <1200 
STEREO SOUNO SAMPLER STRV •• • 8195 

. 1II'lIIf.. .. .... .. . . ... . .. 

. II1'II1: ..... ... . .... .... 1 ... . 
SUPRA OA1Ve lO MEG ASOD •• .. &" .00 
SUPRA DRIVE 20 MEG Alooo ••.. 699.00 
SUPRA ORIVE 30 MEG ASOO • . 199.00 
SUPRA DRIVE 300 MEG Al ooo ..•• 799.00 
TOOL BOX. ESCORT FOR A500 . 170.00 
TRUMP CARO SCSI CNTR 2000 ... 168.96 

• nu.am.. m 15- FOD . . ..... nul 
• IIIIM( U M Ell. 11M .. . 15 .... 
• 'UU ·.WIIIIM. • • • ........ tAlL 

VI SOO VIDEO INTERFACE' • . . 5; 95 
VI 500 VIOEO/RF MOO. . . . • • 69.95 
VI 2000 VIDEO INTERFACE .. . 69.95 
VI 2000 VIDEO/RF MOO... .. 19.95 
X-SpECS 30.. . . . ... . . ..•••• . 99.95 
XEf!.OX4020 INKJ ETCOLOR •••• 11.0.00 
XEf!.OX -4020 STARTER KIT •••••. Isa.OO 

ACCESSORIES 
Al03HARRINGCASE ........ ... 5195 
A500 & MONITOR CARRY BAGS •. . 69.95 
AMIGA BAG .... ..• • .. ......... l9.9!! 
AMIG"- BRASS KEY RING ••••••... 3.9!! 
AMIGA FASHION GOLF SH IRT . .. 19 9!! 
AMIGA FASHION JACKH .•• .. 39.~0 
AMIGA MUG ... .... . .. 695 
AMIGA NOTE PAO!I .. . . _ . U9 
AMIGA PEN & PENCIL SfT . 19.95 
AMIGA PiNS .......... • • • . 9~ 
AMlGoA PLASTIC VISOR.. .19!I 
AMIGA SL EEVE TSHIRT ..•. •• ..7.95 
AMIGA TERRY CLOTH VISOR . ..5 .. 50 
AMIGA TOWEl.... . ... . . . IS 95 
AMIGA TWILL CAP W/CORO •..... • . 7.95 
BO SS JOySTiCK . ... • •••••. 12.95 
CABL E. IO"CAMERA ............ 12.95 
CABLE. 500/2000 INAGE'I ....... 19.95 
CABLE . 50012000 IMAGE·2 .. • IUS 
CABLE . 6' WIOI LlNK __ ... _ . 9.95 
CABLE. Alooo TO IWAGE-l • 1995 
CABLE • • '000 TO IMAGE'2 ••••••• 1995 
CABLE. AMIGA 10 NEe II . . ...... 2.9S 
CABLE . AMIGA TO SONY 1302 •.... 1995 
CA BLE . AMIGEN TO 1084 .. ••...• 1995 
CA BLE . . DB25M DB2SFBFT. . • '9.95 
CABLE. OB9N TO OB9F 6 FT . ....•. 16.95 
CASLE , ORIVE EXT 2 FT . . . •. 19.95 
CABLE . ORIVE EXT. 3 FT ... '" •• 27 .9!! 
CABLE . FLCK FIX TONEC II . • • . 19.9!! 
CABLE . FLCK FIX·SONY 1302 • • 19.95 
CABLE . M'CEHTR TO M-tENTR •••• 22.95 
CA BLE. NONITOR EXT 4FT ....... 2U5 
CABLE. NOUSE EXTENSION ••••••• IUS 
CABLE. PARALLEL Alooo ..•••••• 19.00 
CABLE. PARALLEL A500IZOOQ .••.• 19.00 
CABLE. SC SI RIBBON. 2 FT . • lS.95 
CABLE, SERIALA1000 ..•• . ... •• 19.00 
CABLE. SERIAL A.500/A.2ooo •.. '9.00 
CLEA NING KIT (ALLSOP) . .. • . !.J.95 
CL EANING KlTSN ALLSOP •.....• 6.95 
CO NTROL CENTREFOR A 500 ..... 71.9!! 
COP"l' /CAMERA STANO. LIGHTS . 54.95 
CURTIS OIAWONO .. . •• • .•••• 3l9!! 
CU RTIS DIAMOND PLUS . _ . . .•••• 46.95 
CURTlSlMERALO . .... ......... 4095 
CURTIS PHONE LINE SURGE ..•••• 12.36 
CURTIS RUBy ....... .. ........ sus 
CURns SA PPHI RE . .•• . 58 95 
OESKJfTBLACKCART. •.. .. •.•.. 15.95 
OESKJEl COU RI ER FONT CART .• •.• 62.95 
OESKJEl OUST COVER . .29.95 
OESKJET EPSON FX-80 EMUl. ...• 62.95 
OESKJET HElVe & 10 PT . ....••• 1995 
OESIUEl HElV ASCII FONTS .••• 104 95 
OESKJET LAN~SCAPE FONT ..•••• 799!! 
OESKJET LANOSCAPE UPGRADE ••• 19 95 
DESKJEllmER GOTHIC __ ...••• 79.95 
OESKJET PRESENTATION FONT ••• 7US 
OESKJfT PRESTIGE ELITE _ . .••• 7US 
OESKJfT RMN/HELV SOFT FNT .••• 7US 

OESlUfT STAND/ORGANIZER ....• SUS 
OESKJET HoiS RMN 8 & 10 PT . • 19.95 
OESKJEl TM S RMN ASCII ... .•• • 1(}4 9!1 
DIGI·OAOID. • ... ... .. 6995 
OISKFILElO. .. 795 
OISKF!LE80..... ..... . 1995 
ouST COVER FOR A500 ..• . 695 
DUST COVER FOR A2aoo .... . • .. 11 95 
OUST COVER. Alooo W/MON ••... 1395 
EPYX SOOXJ JOYSTICK . •. ,. 9!! 
ERGO STICK .. . 1195 
FLICKER MASTER ............... 1395 
FLOPPY WALL ET ..... _ ......... 195 
FOUR PLAYER ADAPTER _ .•••••• II 95 

. F\&.IIoaUTTEJ .. ... .. .. ... ... . . 11.15 
CAME pt.4.Y COMPACT DISK ..... • 1295 
GENOEFI BENDER (OIGI ,VIEWI ..... 20.95 
KEYBOARO SKIN AZooo ..... .•.. . 1995 
KEYBOARD SKIN A500 . 199.5 
KEYBOARK SKIN Alooo . .•.....• 19.95 
KRAFT MAZE MASTERJOYSTICK • •• . 995 
LA SERJ El '2 TONER CA RT ...•••• 104.00 
LASElUfT ·28.5XUTRAY •••... la. 95 
LASERJfT '2 COURIER FTS . ..... '.4.50 
LASERJrr'2 ENVELOPE TRAY ... 1995 
LASERJfT·2LASER CNTRL SW . • . 11795 
LASEfUfT·2PLonEASOFTW. 11 7.9S 
LASEfUfT ·20 ENVELOPE TRAY ... 21995 
UGHT GU N .. . . . ........ • . • B.95 
MICHTAON DISK FOlOER . • •... • 10.95 

• IlaIUlle .. . . . . ... . I T.D 
MIND LIGHT 7 ....... . ........ lEio'.95 
MOUSE COVER WIGLA.SS ES . . 5.95 
MOUSE MATS ................... U5 
MOUSE WASH ....... •. 6.95 
PAINTJfT BLACK CART ........... 2360 
pAINTJfT COLOR CART. .... .. .. 29.10 

PAINTJfT CUT'SHErr PAPER .. • .. 1910 
PAINTJEl OUST Cov EA • • ... ... . 1995 
PAINTJET pAPER CATCHER ... . 23 9!1 
PAINTJET PRI NTER STANO ..•.... 6695 
PAINTJEl TRANSPARENCYFLM •. . 5.05 
PAINTJEll-FOLOP ... pER •.... 1.95 
PQWERPLAYERS JOYSTICK.. 1995 
PRINT & WEAR . . 13.95 
OUICKSHOT 11 JOYSTICK ......... 1295 
RAM. I NEGX 1-IOCH IP$ .. • ... 3000 
RAM. I NEG X 8-12 S,WMS .. . 3-4000 
RAM. 256K X 1· I 2GHIPS • . • .. 12 00 
RAN. 256K X I · ISCHIPS .•..... _ 10 00 
RAM. 256K X a·12 SI MMS. •• . ...• 8800 

PROGRAMMERS BOI: 
IAniCI C 5.0 .. 
IAniCE C++ . 
AlIXX .. 
W·SHIll . 
GFA IASIC 3.0 . 

$195.00 
$345 .00 
$ 32.95 
$ 32.95 

. $ 90.95 

AUGGEO W 16KB·4 fON TS! . .... 12.9S 
• • IT IISlm EI. CDlJIEI . . .. . 1U5 

SONY OISKS 10 PACK. . . .. 20.95 
TAC·2JOYSTfCK.. . . .. .... .1095 
TEAK ·TECH 120 OISKHOLOER ..... 3295 
TEA K-TECH 60 OISKHOLOER ..... . 2795 
TRACKBALL (2 BunON MOUS E) . . 3995 
TRAN SV ESTOR 1000 . • 2395 
TRANSVESTCR 2500 ••• •• ... • ... <I I 95 
WINNER JOySTICK • ••••• . ..... _ 14.95 
XE ROX .020 "PACK INK •. • 19.95 

ClUTlYE CO_IS is bolh a moil order company with a 
stor.'s support and thTee store showrooms wilh mail order 
prices. Visit one of our showrooms today. You'll be amoud! 

3 RETlll SHOWROOM lOUTlOIS TO $1m YOU 
SAltA MOIICA & WESTSIDE: 318 Wilshire Blvd., SonIa 
Monico, CA 90401 . Tues"Sol. 11 ·7 p.m.!Sun. 11·5 p.m.!Phone: 
213·394·m9 
IAWnAII & SOUTH "T: 4453 Redondo Beach Blvd., lawn· 
dole, CA 90260. Mon.·Sot. 11·7 p.m.!Phone: 213·542·2292 
VIIITVU, 01_ & SAlTA UIIAU: 2112 E. Thompson 
Dr., Vonluro, CA 93001. Tues.·Sol. 11 ·7 p.m.!Sun. 12·5 
p.m.!Phone: 805·652·0325 

COMMODORE 

1M ClUTM C-.s DVAIT,". 
• Authoriud Amigo D.oler 
• The largest dealer of Amigo producls in the World 
• nree store locations means excellent support 
• Amigo·specific-unlike the competition, we don't claim 

being Amigo specific while selling ot~er brands under 
another business nome 

• Au,~oriIed service center 
• Uniform taw pricing and largest selection, no hidden costs 
or catches 

• We don't charge your card until the product .~ips 
CUSTOMII SUVlCI: Call 213·542·2292 from 11 a.m. 10 7 p.m. 
PST for technical questions. 

'SHI"'IG'lfO: No IUrchorge for Visa/MasterCard; 4% sur· 
charge for American Express; 1 % surc~arge for Discover. Ship. 
ping within the continental United States for software orders 
over S 100 (U.S.) is FREE. Please call for all olher shipping 
information. Educational, corporate and aerospace purt~ase 
orden accepted. 
1m .. POUCY: Call Customer Service 01 (213)542·2292 for 
return aut~aritation. All returns wit~aut oul~arita'ion 
number (RMA") will be refused. Relurned r.roducl, mu,' be 
in original condition and packaging. No re und on defective 
products or praductslhat do not perform satisfactorily. We 
moke no guaranlees for product performance. 
(OIlDfTlO.: Creative Computers reserves the right to limit 
the sales of any items to local in· person pick-up only. Prices 
and availability subject to change wit~out no I ice. 

(REATIVE (OMPURIS GOES ImRUnOIlAl! 
nntIIIIATlOIW. lOU·IID 0_ POUOU: Minimum order 
S 100 U.S. Orders only pleo,e. Ab,olulely no produd inquiries. or 
any shipping inquiries, will be token over the roll·free phone lines. 
For any olher informolion, please call (213)542·2292. We have 
aperotorl Vet sed in the following languages: English, French, and 
Spanish, only. Shipping prices vary and are quoted following 
your order. Payment is made via credit cord or electronic fund 
tronsfer. For any other information please call our regular loll 
lines. 

,mlUnOIlAl PHOIII IUMIEIS: Canada 1·800·548·2512; 
Iloly 1678·74086; Uniled Kingdom 0800·89·1178; France 19· 
0590·1099; W. Germany 01·30·81 0466; Japan 0031 ·11 ·1351; 
Australia 0014·800·125·712; N.,herlonds 06·022·8613; 
Norway 050-12029; Denmark 0434·0297; SwillOrlond 
046·05·3420. 

WE CAN BEAT ANY ADVERTISED PRICE I BUT WE SelDOM HAVE TO - OUR PRICES ARE THE LOWEST' I'F YOU SEE A LOWER PRICE ON AN ITEM. GIVE US A CALl.) 
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of the variations, di
agonal jumps are also 
permitted. In some 
of the fifteen differ
ent forms of the puz
zle, the starting line
up includes many 
more pegs and more 
openings. Some
times, the pegs look 
like seashells or mar
bles. Each of the fif
teen boards has a dif
ferent shape and 
color, all nicely deco
rated. One of them 
looks like a printed 
circuit board and its 
pegs look like micro
chips. Most of the 
boards, though, retain 
an ancient Japanese 
appearance and are 
decorated with mys
terious kanjis. In all 
of them, the objective 
and the moves are the 
same. 

In the way of com
puterized extras, 
there is a take-back 
button. By clicking 
on it, you can roll the 
sequence of jumps 
back to whatever pre
vious position you 
want. A partly
played game can be 
stored on disk to be 
recalled and contin
ued at a later time, if 
you want. (It takes 
only a few minutes to 
play, so there isn't 
much occasion to 
stop in the middle.) 
Oriental-sounding 
cymbal ~'usic plays 
every once in a while 
and the sound of 
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pieces being moved and clicking into 
place accompanies the jumps. The 
package comes with a small attractive 
manual , but it is hardly needed because 
the whole operation is so simple and 
self-evident. 

The disk can be copied, but it is pro
tected by a look-up scheme. A card 
printed with 676 tiny squares of color 
comes with the disk. Before the act.ion 
will start, you are asked, for instance, 
what color is at the T7 intersection on 
the card. You look it up on the card and 
give your answer by clicking on the 
screen. If you get it right, you are 
asked to look up another color, and if 
you get that one right, you are asked to 
look up a third color. The little squares 
of color have an optical tendency to 
dance around and will look alike to 
anyone who is colorblind. It does not 
actually take very long to go through 
this startup requirement, but it isn't 
very pleasant. 

I played the program in most of its 
variations and truly enjoyed it, even 
though puzzles like this don't rivet my 
attention the way they did when I was a 
teenager. The problem of how to plan 
jumps continues to be an intriguing one 
and the computer makes it extra easy to 
tryout different approaches. The only 
serious flaw I came across was an oc
casional unexpected GURU that re
quired going through that tedious look
up scheme again. If you are looking for 
something challenging, but not too tax
ing to do while your Amiga is compil
ing, ray-tracing the ancient "game" of 
Kukugi may be just the thing. 

Kikugi $39.95 
Image Tech 
9276 Adelphi Rd. Suite 102 
Adelphi MD 20783 
(301) 439-1151 



Determining the Fate of" Civilizations 

by Anthony Bevivino 

Populous is a new release 
from Electronic Arts that at 
first might seem like a re
make of a tired old idea. You 

must make the correct decisions so 
that your people grow stronger than 
your enemies and defeat them in bat
tle. Sounds simple, right?? Sounds like 
thousands of other games out there, 
right?? WRONG!! In Populous, you 
play God, the supreme divine being, 
and your opponent is the Devil, the su
preme infernal being. You have tre-

mendous power to alter the fate of the 
world, but so does your enemy. Popu
lous is much more than your average 
"fight & conquer" game, and attempts 
to raise an old game theme to new 
heights. 

The graphics for Populous are both 
different and unusual. Don't expect a 
visual masterpiece, Populous is not an 
arcade-graphics game. Be prepared to 
see clear, sharp figures, interesting 
scenery and bright, vivid colors. The 
graphic format for the game is well 
suited to long play, and to ease of in
terpretation. What I liked best about 

In Populous you pwy a divine being who oversees the ever-building civiwtions 
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the graphics was the layout of the 
screen. All of the graphic information 
you need is on the screen at once. 

In the upper left of the initial screen is 
the Book of Worlds, a general map of 
the entire world you are active in. A 
large ponion of the remaining screen 
is taken up by the Closeup Map of the 
part of the world in which you are ac
tive. There is an Information Shield in 
the upper right which tells you infor
mation on what you have selected. In 
the bOllom right are technical icons for 
pausing, turning off the sound, etc. 
The lower left is the location for your 
Command icons, movement arrows, 
and Power icons. This arrangement 
works very well for playing the game. 
There is no switching between screens 
or windows to "get in the way. So we 
are nOl only given clear, sharp graph
ics, we are given this in a welJ
organized and clearly thought out 
manner, a trend which continues in 
many other parts of the game. 

Going hand-in-hand with the 
graphics is good animation. The 
movements and changes that occur in 
the game are done smoothly. Your 
men move smoothly, buildings spring 
up quickly and cleanly, and even the 
fights, done on a small scale, are clear. 
Granted, everything is not liquid
smooth, but the animation is more 
than adequate for this game. 

( continued on next page) 
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Pop ulo US (continued from previous page) 

The sound for Populous is done in 
my favorite format: a lot of quality and 
just enough quantity. There is a very 
well done background theme, and a 
faint heartbeat constantly pulses to tell 
you how well you are doing. The 
sound effects are just enough to let you 
know you did something, but not 
enough to blow your ears out. One of 
the nicer options is that music and 
sound effects can be turned off and on 
with ease. 

Populous is controlled by the 
mouse. This is not a fast paced game, 
so the mouse is definitely the best 
choice. It is also interesting to note that 
BOTH right and left mouse buttons are 
used. All game controls are very pre
cise and add to the sense of power that 
a GOD should have. 

Now that we have covered the 
game's technical aspects, it is time to 
cover the heart and soul of Populous: 
the gameplay itself. It is this area that 
Populous truly excels. There are three 
modes of play possible, Tutorial, Cus
tom, and Conquest. Tutorial lets you 
play with all the game options and 
gives you a feel for the game. Custom 
lets you build your own world to any 
specifications. Conquest, however, is 
the major portion of the game. There 
are 500 pre-made worlds, each more 
difficult than the last, and you must 
fight through many of them to finally 
win. It is this mode that we will con
centrate on. 

As stated before, in this game you 
are God, but you are not all-powerful. 
You get your power from the prayers 
of your people. The more people you 
have, and the stronger they are, the 
stronger you become. Unfortunately, 
this also holds true for your opponent. 
You start out with a few of your peo
ple, called Walkers, on a wild terrain. 
As these people find flat land, the set
tle and build buildings. The more flat 
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The markings on the floor are actually icons thai controls many aspects of the game 

land, the larger the settlement they 
build. As time goes on, the people in 
the buildings reproduce and send out 
another Walker. This cycle of building 
continues until you win or lose the 
game. You must have a building or a 
man in sight to build, so you do not 
have infinite control over the land. Re
member, however, that these rules ap
ply equally to your opponent. 

As your people multiply, you gain 
more Mana, or spiritual power. The 
question that now arises is: "What 
good is it all??" Well, as you gain 
more Mana, an arrow on the power bar 
moves up, and as it reaches a certain 
segment, you get to do God-like deeds. 
You can place your Papal Magnet 
(more on this object later). You can 
cause Earthquakes that devastate the 
land, create Swamps that suck up hap
less Walkers. Make towering Volca
noes that really tear up the land, flood 
the entire world and last but not least, 
call forth Armageddon to do the final 
battle of Good versus Evil. You can 
also create Knights to go forth and kill 
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your enemy and destroy his settle
ments. 

Just because you have these powers 
does not mean that you are guaranteed 
a victory. Your enemy does not neces
sarily have all these powers, either. At 
lower levels, you are favored on the 
power scale, and at upper levels he can 
do more. You must also choose wisely 
as to which powers to use. Flooding the 
world when it will kill your people is 
not a good idea. You can also use these 
powers on yourself, so don't make a 
Volcano on your own lands! You must 
also be careful not to go Power crazy. 
Using too many powers will result in 
lowering your Mana until you can do 
noth ing. 

The Papal Magnet is your direct 
link to the worlds. It is where your 
Power comes from. It serves many pur
poses. Once you place it, a Walker will 
come up and touch it. He appears to 
carry a small version of the Magnet 
and is your Leader. He is themost af
fected by your commands. He is also 



the one who will become a knight if 
you choose that option. It is always 
good to have a Leader among your 
people. The enemy frequently has one 
also, and this is his strongest Walker, 
to be sure. This Evil Leader will do the 
most damage to your encampments 
and should be dealt with quickly. 

As God, you have a certain amount 
of control over your people, and this 
control is given by the Influence Be
havior icons. The most common be
havior is to go forth and settle, to build 
and multiply. You can also make your 
people band together. When you do 
this, your Walkers will merge into a 
single, stronger Walker. This deaeases 
the number of Walkers you have, but 
makes the existing ones stronger and 
better able to survive. The people can 
be directed to fight, in which case they 
will search out enemy Walkers or 
buildings and fight to the death. You 
can also make your Walkers go to the 
Papal Magnet. This option serves a va
riety of purposes. It lets you create a 
leader. Also, if you want to make a lot 
of Knights, keep sending Walkers to 
the Magnet, and as Knights form they 

join with the Walkers and become 
stronger. A trick that the computer uses 
very well is to put the Papal Magnet in 
the heart of enemy territory and send 
your Walkers towards it, letting them 
wreak havoc along the way. 

The Query icon is also of signifi
cant use. When you click on this icon, 
you get a shield instead of the usual 
pointer. Place this on any Walker or 
building, friend or foe, and you can see 
its Stats. In the Information Shield in 
the upper right is the strength, weapon 
level, and other assorted information 
on whatever you clicked on. This icon 
is very useful in upper levels, in letting 
you decide when to fight the enemy, 
and how to gauge the general strength 
of your Walkers and buildings. 

The final icons to be considered are 
the Zoom icons. These icons let you 
switch the view instantly to certain 
strategic positions. You can zoom to 
the Papal Magnet, to a Knight, to a bat
tle in progress and to your Query 
shield. This lets you quickly shift to 
important locations without wasting 
time. Truly the strength of Populous 
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lies in this kind of gameplay. 

Populous is nonnally a single player 
game, you versus the computer. If you 
want to play another human opponent, 
you have two options. If you are fortu
nate enough to have two Amigas in 
your house, you can set up a null mo
dem and play. If not, you can use the 
modem and play via telecommunica
tions. Just dial your opponent and go. 
One player is Good and one player is 
Evil. Both of these modes are support
ed by the software itself, and no exter
nal software is needed . It is also very 
simple to use either method. The only 
problem that may arise is length of 
playing time, but the save game option 
handles this problem nicely. 

I continue to enjoy playing Popu
lous. It is a well done game in every as
pect. The sound, graphics and anima
tion are all rock solid and suited to the 
game. It is a very involved and even
paced strategy game, but it has a very 
broad appeal. Populous has been avail
able in Europe for several months and 
has been greeted with much success. 
The authors have tapped into an almost 
universal desire; the desire to play 
GOD. More than this they have pro
grammed all the elements in a style 
that feeds this illusion and will bring 
the player back hour after hour. No 
matter what kind of game you like, I 
feel that a game of such high-quality as 
Populous deserves at least a trial run, 
and I am sure you will have trouble 
putting it away after that first game. 

Populous $49.95 

Electron ic Arts 
1820 Gateway Drive 
San Mateo, Ca 94404 
(415) 571-7171 
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Prison 
New Escape Adventure from Actionware 

by Tim Kahler 

" 

M
y name is Goor, Father 
of the Galactic Federa
tion bidding you wel 
come to a world un-

like your own - mysterious, deadly -
where only the brave survive, where 
the weak perish, where iron nerves 
and ruthless skills are your only 
friends. Come with me first and listen 
to my story, then close your eyes 
and teleport yourself through 
imagination into my world and be
gin the adventure that has no turn
ing back - no surrender - only es
cape from ... (prison)" 

This is the story of Jag Ed
wards, an undercover cop working 
in the 22nd century. A time when 
the law meant nothing to crimi
nals. When riots were an everyday 
event. It was Jag's current assign
ment to bust a large drug distribu
tion operation. They were using a 
bakery as a front to distribute her
om. 

Jag had been keeping constant 
surveillance of the bakery for sev
eral months. Keeping track of 
whom was making the deliveries 
and when. Studying the layout of 
the building, its entry and exit 
points. 
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The word came down from his superi
ors, "make your move Jag. It's now or 
never." Later that night Jag returned to 
the bakery to carry out the "Termina
tion Five Objective." Fully armed, he 
entered the building. In a fierce shoot
out, Jag wiped out everyone in the 
building, leaving the heroin covered 
evidence on the floor. 

The security forces arrived immedi
ately at the scene and arrested Jag. He 
was charged with killing 10 innocent 
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flour covered bakers. Jag knew he had 
been set up, but who and why? 

After a brief trial, the Star-Judge 
read his verdict, "you have been found 
guilty, and are hereby sentenced to life 
abandonment on Altrax." Why hadn't 
his superiors come to his rescue? Why 
was this happening to him? These 
questions were on his mind as he was 
transported to the awaiting Sprinter. 
Jag tried to remember all he could 
about Altrax. It sits alone in quadrant 

seven of the Federation Territo
ry . It's totally isolated from all 
colonies, space ports, and habita
ble planets. It has long since 
been abandoned by the miners, 
who striped it of it's minerdl and 
plutonium deposits. Altrax 's or
bit creates longer nights . During 
the trip, Jag listened to the 
guards exchanging rumors about 
Altrax . "If the street gangs don't 
kill him, then the lone runners 
will. Yeah, the only time anyone 
is seen again is when they find 
your body floating in low or
bil.. .ahh ... ha." 

It was time. A voice echoed 
through the chamber, "we arc 
within tele-matt range." Jag was 
moved to the tele-matt pad. A 
crude and painful form of tele
portation. He was thrown into a 
red field of light. A beam of en
ergy tore his body apart, atom by 
atom. The trip was quick, but the 



pain lingered on for 
several minutes. Jag 
lay on the planet's sil
ver surface. He could 
sense death behind 
every shadow, it's 
smell on every breeze. 
A story he had heard 
sometime ago came to 
mind . Over two years 
ago , a pleasure ship 
ventured into Altrax's 
restricted air space, 
and had crashed onto 
the planet'S surface. 
The ship was com
pletely wrecked, but 
there was no sign of 
the one-man escape 
pod . Rival alien gangs 
are still fighting each 
other to be the first to find the pod and 
escape. If the rumors are true, then Jag 
knew he must be the one to find the 
pod and escape. Then he would find 
the answers to his questions. 

Prison is the latest game from Ac
tionware, the makers of Capone, 
P.O.W., and Creatures. On the front 
cover is an artist's 
conception of Jag Ed
wards looking real un
happy. Below him is 
Altrax; a glass dome 
enclosed city . On the 
back cover are several 
screens images of ac
tual game play, and a 
list of game features; 
over 300 screens, su
perb graphics, ultra
smooth animation, to
tal joystick control, 
multiple escapes, and 
time of day lighting. 
All this sounded pret
ty impressive. Open
ing the box reveals; a 
small manual, a single 
copy protected disk, 

and an Actionware sticker with the 
motto "Are you ready to combat evil." 
Booting the disk resulted in a Guru er
ror. After several tries with different 
combinations of expansion peripherals. 
I found that Prison would not work 
with my 68020 based machine. While 
this was no real problem for me, be- . 
cause I could disable the accelerator. 
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There are Amiga own
ers who have replaced 
their 68000s with ei
ther a 68010, 68020, 
or 68030 accelerator. 
So with the 020 disa
bled, I continued. The 
game finished loading 
in 18 seconds. I was 
then presented with an 
image of Altrax in the 
early morning, as the 
sun rises, the view of 
the city becomes clear
er. The music that ac
companied the intro 
was top rate. 

You are first gi ven the 
choice of either load
ing an old game, or 

starting a new one. The next screen that 
appears is divided into nine parts; mes
sage tube , game window, escape craft 
status, menu window, pocket 1, pocket 
2, lives/energy indicator, score, and 
time. Status messages appear in the 
Message Tube from time to time. For 
instance: "Your search reveals nothing. 
A security code plug was stashed in-

side the case." The 
Game Window con
tains a view of Jag and 
his surroundings. All 
control in the game is 
provided by the joy
stick. You are able to 
walk, jump up, punch, 
and kick . There are six 
pieces to the much 
sought after escape 
pod . As you collect 
them, they are dis
played in the Escape 
Craft Status window. 

Complex actions are 
obtained by using the 
Menu Window . (press
ing the fire button and 
( continued on next page) 
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Pris 0 n (continued from previous page) 

joystick forward simultaneously will 
allow you to see an action you can per
form .) Moving the joystick up or down 
will scroll through the options availa
ble. Objects that you now have in your 
possession are displayed in Pocket 1 

and Pocket 2. You cannot carry more 
than two objects at a time. You have 
three lives in which to complete the 
game, and each life is displayed as a 
pyramid. Eating food restores your en
ergy, while time and injury depletes it. 

" , 

RSS 
RES UReES: SYSTEMS AND SOLUT ONS 

14 ARDMORE AVENUE, ARDMORE, PA 19003 
215-898-8138 

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: 

Only Amiga Makes It Possible~M 

MUSIC APPLICATIONS 
STUDENT CONFIGURATIONS 

HOME ELECTRONIC SYSTEMS 
VIDEO PRODUCTION SYSTEMS 
HOME ELECTRONIC SYSTEMS 

OFFICE AUTOMATION SYSTEMS 
COl' .. 1PLETE ARTISTIC / DRAWING PACKAGES 

I COMPUTER AIDED DESIGNED SYSTEMS (CAD) 

L ~~?~ 
ALL SYSTEMS ARE PRECONFIGURED AND SOLD 

WITH TECH SUPPORT 
• CUSTOM SYSTEMS UPON REQUEST· 

~ 
~oo 

• Authorized Commodore Dealer • Authori zed Repair Center 
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Your Score is at the bottom of the 
screen in a digital display. The Time 
indicator is blank until you find the 
watch and strap it to your wrist. Keep
ing track of time is very important. 
Mostly, though, it is being out at night 
that is extremely dangerous and should 
be avoided. Beware of the many haz
ards that line the city's streets. Mines, 
acid pools, gaping trenches, and aliens 
are just a few of the things that will try 
to end your game early. If you do en
counter an enemy, you can either run 
away, or put up a fight. Attack him 
with a volley of kicks and punches. If 
you get caught in a strangle hold, wig
gle the joystick left and right to get 
free. Not all of the population of Altrax 
is out to get you. Some of the inhabi
tants may aid you after you perform a 
task, or trade them goods. 

Winning the game is no easy task. 
Practice fighting before you go into the 
city. Search anything that looks differ
ent or out of place. Drawing a map 
may help you to transverse the city eas
ier, but it is not necessary. I found the 
graphics to be top-qUality. Each screen 
was finely detailed and colorful. The 
animation of Jag and his combatants 
was smooth and life-like. However the 
screen-Lo-screen transitions were rather 
poor. When you move Jag to the edge 
of the window, the scene fades to 
black, then fades to the new scene with 
Jag at the opposite side of the screen . I 
think players would have preferred a 
continuous smooth scrolling playfield. 
I felt the manual could have used a lit
tle more detailed about game controls 
as well as a more extensive dissertation 
about the 22nd century, as well. 

Prison $39.95 

Actionware 
38 W 255 Deerpath Road 
Batavia, Illinois 60510 
(312) 879-8998 



Education and Fun in One Adventure 

by Nancy Dock 

W
here In The World Is 
Carmen Sandiego?, the 
award winning educa
tional software from 

Broderbund, Inc., is now available for 
the Amiga. It is a fast moving, chal
lenging game which middle- grade 
children and their parents can enjoy. I 
first met Carmen on an Apple II com
puter and was so impressed by my 
child's reaction that I purchased a C64 
version. We've been waiting for some 

time, but at last Carmen is available in 
Amiga format. 

American school children are woe
fully ignorant about their own country 
and the other nations of the world. Re
cent newspaper articles on the state of 
U.S. education have cited the remarka
ble lack of geographic knowledge 
even our better students display. This 
game is one painless way to increase 
your child's "GQ" (geography quo
tient). Broderbund calls this a "mys
tery exploration game." The premise is 
that a member of an international 
crime syndicate (known as V .I.L.E.) 

By clicking on the city of your choice, you 
will be flown there from your current where-ahouts 
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has stolen a valuable object. It is the 
job of the player to track the thief to 
one of thirty cities in which he or she 
may be hiding and to apprehend the 
culprit. 

The detective must unravel clues to 
find the identity of the thief and his/ 
her hiding place. To do this the player 
relies on background knowledge or the 
World Almanac and Book of Facts. A 
recent copy of this expansive resource 
book is included with each game and 
the player receives instructions in the 
manual on how to use the World Al
manac. 

The search begins, as you would sus
pect, at the scene of the crime. A bul
letin on the left side of the screen de
tails the location and the specifics of 
the robbery. (One young assistant re
viewer was tickled by the authentic 
rat-a-tat-tat of typewriter keys as the 
initial scenario appeared.) Players are 
given a time limit to solve the mys
tery. Rookie and sleuth levels have a 
deadline of seven game days from the 
date of the crime. The main screen al
ways gives the players' their present 
location and tells what time and day of 
the week it is. 

Each new city screen features a cap
sule description of the country in 
which it is located (valuable clues!) 
and a colorful picture of a notable 
landmark or typical scene. Four icons 

( continued on next page) 
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C arme n SanDie go (continued from previous page) 

in the lower right of the main screen 
aid in locating and arresting the sus
peCl. One icon allows a player to 
choose to see a list of all possible desti
nations which may be reached by con
necting flights from the present loca
tion. Another reveals a window 
displaying three specific locations to 
investigate (e.g. the hotel, the market
place, and the embassy). By using a 
third icon the player may depart for an
other city. The screen will display a 
world map with a blinking dot showing 
the player's current location. Click on 
the destination city and a dOlled line 
represents the journey to the new lo
cale. 

The Ambassador was no help, so you'll have to keep looking 

While the player is busy chasing the 
elusive thief, the game clock is con
stantly being updated. It is important to 
make wise decisions and not to linger 
in one city too long. When the player 
feels he's gathered enough clues to 
identify the criminal, he should use the 
fourth icon to display the Interpol 
Crime Computer. The Crime Comput
er lists various identifying characteris
tics for an individual profile. By enter
ing those characteristics revealed by 
the investigation, the player can gener
ate a profile of the thief and narrow the 
list of suspects to one prime candidate. 
At this point the computer issues an ar
rest warrant and the player may return 
to the search confident that the suspect 
will be arrested when found. 

For each successful mission, the 
player gets closer to a promotion in 
rank. There are five levels in all, from 
Rookie through Ace Detective. The 
higher a player's rank, the tougher the 
assignmenl. It will take a couple of 
cases to master the basic approach to 

solving the mystery and the increasing 
difficulty will match your improving 
skills. 

Several clever sound and visual gim
micks add to the excitement of the 
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chase. When the detective is on the 
right track a mysterious melody plays 
and a V.LL.E. henchman will sneak 
across the screen. Knives and hatchets 
fly across the screen with appropriate 
sound effects when the criminal is 
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nearly cornered. The actual arrest oc
curs off-screen, to the wail of police si
rens. A cute little Keystone cop nabs 
the suspect or - if you've neglected to 
get an arrest warrant - slinks dejectedly 
across the screen. 



The total package consists of one 
copy-protected disk, a twenty page 
user's guide and a 928 page World Al
manac. (You can purchase a back-up 
disk for $10 with your regislration 
form). The same booklet style manual 
is used for the Amiga, Apple IIgs and 
Mac versions. The only machine spe
cific parts refer to loading. The remain
der clearly explains game play, and 
how to use the Almanac. There is a 
two page world map with known loca
tions of V.I LE. and picture portfolios 
of criminal suspects. All this is de
signed to entertain while informing 
and it does the job well . 

Broderbund has made special provi
sions for those who have more than 
512K of memory. You simply change 
a setting in the Icon tooltype to make 

use of exira memory and lessen disk 
access . Harddisk owners can also in
stall Carmen. To do so, you must 
create a drawer named Carmen World 
then drag the contents from the floppy 
disk. 

Next, special fonts are moved from 
the original disk to your system Fonts: 
directory. A utility called Font Mover 
has been provided to make this opera
tion easier. The harddisk version will 
require insertion of the master disk at 
game start, but will run from then on 
from the harddisk . 

WHERE IN THE WORLD IS CAR
MEN SANDIEGO? has won the Soft
ware Publishers Association Certified 
Platinum Award three times and has 
received the Outstanding Software 

A ward from Classroom Computer 
Learning. My family enjoys playing 
Carmen on our 64 and Amiga. The 
Amiga version has better sound and 
crisper graphics, but the enjoyment 
continues to come from the well con
structed challenges. You and your chil
dren can learn valuable skills in using 
references materials, many facts about 
the world around us, and have a good 
time in the process. 

Where in the World is 
Carmen Sandiego? $44.95 

Broderbund Software Inc. 
17 Paul Drive 
San Rafael, CA 94903 
(800) 527 -6263 

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 

---A-Advertising Sales (215) 544-6394&-----

JUNE 1989 SENTRY/55 



by Ken McNeill "y ou moved into this 
neighborhood because it 
was quiet and peaceful. 
Just what you need, 

since you sleep during they day . Now 
your neighbors have gotten together 
and are planning a little surprise for 
you. All this trouble just because of 
an unfortunate misunderstanding. Af
ter all, it's not as though the people 
whose blood you took are actually 
dead ... " 

This Night Really Bites 

Fright Night is a new game from the 
folks at Microdeal. It places you in 
the unusual role of the vampire. Yes, 
that's right, YOU are the blood
sucking fiend. But your neighbors 
aren't very nice, either. They are trying 
to exterminate you with such deadly 
items as crosses, garlic, and holy wa
ter. Fright Night is based on the mo
tion picture from Columbia Pictures. 
Loading Fright Night is somewhat 
frightening for your floppy drive -- the 
repeated grinding and knocking 
caused by the copy protection scheme 
scared me even before I played this 
hair-raising game. Once again, my 

This opening screen from Fright Night 
conveys something of what this clwllenge is about 
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Amiga's power light is extinguished in 
this process, leaving me in the dark. 

The first impressive aspect of Fright 
Night is the title screen. The scene 
shows the night sky in which there are 
ghostly cloud formations that have 
ghouls woven in them. Below this, 
there is a wonderfully spooky-looking 
house that looks like it came right 
from the classic movie, Psycho. Actu
ally, the whole scene comes from 
Fright Night the movie, and it effec
tively sets an appropriate mood for the 
game. Once I had finished admiring 
this fascinating image, my ears caught 
notice of the eerie noises that seemed 
to ooze out of my speakers. The high 
quality sound effects that accompany 
Fright Night reminded me why I de
cided to connect my Amiga's audio 
output to my stereo system. Pressing 
the fire button of a joystick plugged 
into port 2 begins this nightmarish ad
venture. 

The game takes place within various 
rooms of an old and decrepit mansion. 
You, Mr. Vampire, begin the game on 
"Monday" by exiting your coffin in 
the basement. Your fiendish character 
is detailed and horrific. You may di
rect him using the left and right joy
stick directions. The button, when 
used in unison with the up and down 
directions, cause your vampire to 
jump or crouch respectively . We'll see 
shortly how imperative these two 
movements are to your survival. 



At the bottom of the screen are three 
indicators: a moon, an image of your 
head, and a pentagram. As time pass
es, the moon wanes, and if you have 
not "disposed" of your "enemies" by 
morning, you will perish (everyone 
knows that vampires don't care much 
for the sun). 

The color of the pentagram becomes 
brighter according to the relative "faith 
level" of your adversaries. If your ad
versaries have a high degree of faith in 
the weapons (garlic, holy water, etc.) 
they bare, these items are more damag
ing to you. lL is therefore necessary to 
dodge these projectiles if you want to 
survive until the next day. 

The third indicator mentioned above, 
the image of a head, gradually deterio
rates into a bare skull if you do not ac
quire enough blood by biting your vic
tims. It also decays when you are hit 
with a weapon or touched by the float
ing ghost of one of your victims. And 
oh yes, bony hands have been known 
to pop up from the floorboards and 
grab your ankles! The mansion has 
many rooms, and you must travel 
around to find people to bite. The 
rooms are graphically intricate and 
very colorful. I was very pleased with 
the visual excellence of Fright Night. 
The decor of the rooms is what I might 
call "neo-gothic corpse," with foul
looking debris scattered about and om
inous paintings hanging from the de
composing walls. 

When you find a room with someone 
in it, you must approach him or her 
with caution. The other characters 
aren't as ugly as yours is; they're just 
your average neighborhood folks who 
don't seem to like you that much. This 
is evidenced by the weapons that they 
throw at you when you approach. 
Well, they leave you no alternative -
you'll just have to dodge these projec-

You definately don't want to bump into this guy when he's hungry 

tiles. As you approach, you automati
cally head for the neck and soon after
ward, your adversary fades away. Af
ter you have successfully disposed of 
all of your neighbors for that night be
fore the moon has set, you must return 
to your coffin in the basement, and you 
will receive points according to your 
performance. Then the next day at 
nightfall you begin again, but this time, 
there are more people and more hin
drances, such as ghosts and unfriendly 
corpses. For every successive night 
that you survive, the next is more diffi
cult and FRIGHTening. 

The graphics and sound in Fright 
Night are outstanding. The concept is 
also a novel one. These aspects of the 
game made it entertaining to play 
when I first began. My only complaint 
is that there are a limited amount of op
tions, and game play becomes repeti
tive after a while. The rooms don't 
change, and the people are always 
placed in the same locations on a cer
tain day of a certain game. Despite the 
above criticisms, Fright Night still re-

JUNE 1989 

mains an above average rating, mostly 
due to the graphics and sound quality. 

Fright Night $39.95 
MicroDeal 
576 South Telegraph 
Pontiac, MI 48053\ 
(313)334-8729 

Picture Perfect? 

In all the hustle and bustle 
of last month's issue a 
couple of pictures got 

swapped with one another. 

Our apologies to the 
creators of Test Drive and 
Lord's of the Rising Sun 

for this strange 
phenomenon 
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New Faithfully Reproduced Real-World Golf Courses 

T he crack of the club on the 
ball, the soft impact of the 
ball on the fairway, and the 
beautiful scenery surround

ing a golf course are some of the al
lures of the game. World Class Leader 
Board is perhaps the best of the com
puter golf games at capturing these as
pects of the game. Still, WCLB has 
some limitations in that there are a fi
nite number of ways the ball will trav
el. An ideal shot on the same hole will 

always go the same way. This makes 
"learning" the course possible and re
moves much of the variety of the real 
game. One obvious way to bypass 
this problem is to add more courses to 
the game, reducing the chances of any 
one course becoming to familiar or 
over played. To this end, Access soft
ware has released for the Amiga, "Fa
mous Courses of the World, Volume 
\. " This is a diskette with four new 
courses added to give the WCLB afici
onado more variety and even more 
challenge. One of the new courses 
provided is Dorado Beach in Puerto 
Rico and comes complete with palm 

Dorado Beach is one of the new courses that our computerized golfer likes to play 
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trees. This course is of medium to 
long length and has many IIapS and 
some tricky water to get around. The 
course seems to favor a player who 
has mastered long drives and a "fade" 
in their shots. 

Sunningdale is a traditional europe
an course with flat terrain, fewer trees, 
and more use of traps and rough to 
challenge the golfer. Since the terrain 
is more imporlant here, placement of 
the tee shot is critical to setting up suc
cessive shots. Often, the long ball here 
is not the best one to use. 

Harbour Town is one of my favor
ites from televised professional golf 
matches and from a rendition of the 
course in Mean 18. The reproduction 
of the course is good, and it seems 
straighter here than the Mean 18 ver
sion . This course is a tough one to 
play with fairways lined by trees or 
framed by water. There are more slop
ing greens here than in some of the 
other courses, placing higher demands 
on putting skill, but a straight hitter 
will have an advantage here. 

The last course, Pine Ridge is not a 
real world course. Rather it is a golf
er's nightmare dredged up and ren
dered for others to share. Greens are 
the size of postage stamps and in a 
few holes, scuba gear is more appro
priate than a golf cart. Precise control 
of distance and slice are needed even 
to survive. On most WCLB holes, I 



manage to shoot in the 70's. Pine 
Ridge shot that up to the 90's and left 
me feeling lucky (and frustrated) 
with that! 

From the Workbench, Famous 
Courses has a pair of icons for the 
course architect and for the main 
game. These are only loaders for the 
game disk and you will be required 
to put the original game rusk in the 
internal drive. Once started, there is 
no way to get out if the game disk is 
not available other than rebooting the 
computer. An installation icon would 
have been better to move the com
plete game with all the courses to one 
rusk. The course architect probably 
could be left on the original disk 
since it is not used nearly as often as 
the program disk. There are no direc
tions nor installation icons for those 
with hard drives. This was a small 
surprise considering the detailed in
structions provided with the game 
disk. If you have followed the direc
tions for placing WCLB on a hard 
drive, all you really need to do to get 
the courses available is from the shell, 
type in: copy "FC # 1 :welb/courses" 
welb: wclb/courses to transfer all the 
courses to the right place on the hard 
disk. What did come in the package is 
an eye pleasing course map of all four 
courses, a registration card, and a full 
page size advertisement for other Ac
cess products. 

A fundamental question centers 
around the worth of the courses. In one 
respect, Access limited the marketabil
ity of additional course disks by in
eluding a course architect program 
with the WCLB game disk. The course 
architect is essential for WCLB since 
its major competitors, Mean 18 and 
World Tour, have them. In recent 
months, I have seen some excellent 
renditions of local courses placed on 
the bulletin boards for free. Versions 
that are stored with the Zoo archiver 

)Jarbllur warun COURSE C 
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A map depicting the individual course layouts is included with Famous Courses 

even have had the path names included 
to easily install the new courses on the 
existing disk 

In view of the Access's "competi
tion" from other owners of WCLB who 
are making and posting courses for 
free, Access had better improve their 
package. Better installation instruc
tions and something other than a sim
ple loader that prompts you for the 
original disk in dfO: (and then locks up 
the machine till you supply it) are a 
must. There is enough space on the 
disk for more courses as well. The cost 
of reproducing disks and packaging is 
the same regardless of the number of 
courses supplied. It would be better to 
offer two Famous Courses disks for 
about the same price with six courses 
on each rather than three disks with 
four courses each. With the current 
pricing structure, three course disk will 
cost more than the program rusk did 

JUNE 1989 

(and it is the program disk that reOecLS 
the programmers time and develop
ment costs). The course rusks should 
be an added feature to help promote the 
program, making it more desirable than 
the competitors; not a strong profit 
maker. 

WCLB needs to have as many cours
es as possible to keep it entertaining so 
the Famous Course Disk is a valuable 
addition for the frequent computer 
golfer. I am not comfortable, however, 
with the amount of money required to 
add these courses when weighed 
against some of the very excellent ones 
created by other users and available for 
the downloading. 

Famous Course Disk Vol I $ 19.95 
Access Software 
545 West 500 South 
Bountiful, Utah 84010 
(800) 824-2549 
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Action Fighter 
Thunder Blade 

Two New Ports from the Sega Arcade Hits 

by Anthony Bevivino 

S ega has added two new 
games to their sizable and 
growing list of "arcade hits." 
Now they have put out both 

Action Fighter and Thunder Blade. In 
Action Fighter, you are the pilot of a 
transformable combat vehicle. You 
start out as a motorcycle, then upgrade 
to a sports car, and finally a flying car. 
As you go through the screens to your 
final objective, you can pick up addi
tional armaments and defenses to help 

you survive. In Thunder Blade, you 
are the pilot of a state-of-the-art heli
copter, the most sophisticated chopper 
ever made. You must use this ma
chine's incredible maneuverability to 
fly through cities, in a 3D perspective, 
to destroy all terrorists and then to 
reach the gigantic enemy headquarters 
where you will face the ultimate test. 

While there are many similarities 
between these two games, they are 
also very different. Both are arcade
style action games, with constant 
movement, and little strategy or long
term planning. I am familiar with the 

Sega's Action Fighter 
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arcade version of Thunder Blade, but 
have never played Action Fighter in 
an arcade. Action Fighter will, howev
er, seem familiar to many arcade 
players because it bears a striking re
semblance to the arcade game "Spy 
Hunter." With this in mind, it is now 
time to evaluate both of these games. 

The graphics in any arcade game 
are critical, and these games are no ex
ception. The gmphics in Action Fight
er are simple, yet effective. This is not 
a visually dazzling game, yet it has 
bright, attractive colors, and a fairly 
good amount of variety in graphics. 
There is not much detail present, but it 
is easy to see the enemy, the scenery, 
enemy fire, etc., and this makes a 
great impact in the upper levels of the 
game, where the going gets fast and 
furious. 

The graphics for Thunder Blade are 
of a different type entirely. This game 
is done in a simulated 3D perspective, 
and the graphics were designed to pro
duce this effect. In the arcade version, 
the graphics make you feel as if you 
are in the pilots seat. In the Amiga ver
sion, the graphics make you feel as if 
you need glasses. While it is not easy 
to make good 3D graphics for an ar
cade style game, I feel that Sega did 
not try very hard to make quality 3D 
for Thunder Blade. The screen is filled 
to overflowing with graphics, but be
cause of the poor quality, it is very 
hard to define exactly what you are 



seeing. The entire game suffers tre
mendously for this. The sound in both 
games has both good and bad points. 
In Action Fighter, there is a very no
ticeable lack of sound. There is no 
background music, which I consider a 
major oversight, and the sound effects 
are short and to-the-point. The sound 
that was present was well done, and 
was very appropriate for the game. 
Thunder Blade is once again the exact 
opposite. I was constantly bombarded 
with sound, which made sense consid
ering I was engaged in helicopter com
bat, but there was so much, it became a 
jumbled mass of noise. After a while, 
it all blended into a constant roar that 
made no difference in the game. So 
while neither game pleases me entirely 
with the sound, I feel that Action 
Fighter is the beller of the two. 

Both games are joystick controlled, 
but Thunder Blade can use keyboard 
and mouse, also. For the most part, the 
control in Action Fighter was good. In 
a simple game such as this one, all that 
is required is smooth movement in the 
eight directions, and Action Fighter 
has just this . My complaints arise be
cause movement is not fast enough for 
tight maneuvers, and because of the 
firing mechanism. In this game it is im
portant to fire quickly and constantly, 
but this can only be done by repeatedly 
pressing the fire button from start to 
finish of the game. I have a rapid-fire 
attachment on my joystick, and while 
it works with almost all of my other 
games, it did not work with Action 
Fighter. What this means is that I soon 
had a tired hand and a very sore thumb. 

The controls in Thunder Blade, on the 
other hand, are extremely poor. No 
matter what method of control you use, 
joystick, keyboard, or mouse, you will 
not be happy. Since the game is in 3D, 
movement is into another plane be
sides that of the screen, but the con
trols do not let you do this well. The 

An overhead view of Thunderblade 

joystick is, in my opinion, the lesser of 
all evils, but it is certainly not satisfac
tory on any level. In a game such as 
Thunder Blade, pinpoint control is a 
must, but this is just not present in any 
way. 

The playability of these games is 
where the true differences lie. Action 
Fighter is a simple, well-done game, 
and while it may nOt be the best, it is 
still fun to play. It delivers exactly 
what it promises, a quick, action
packed game that never lets up. Every 
once in a while, I felt the urge to load it 
up and see if I could get past that one 
obstacle that killed me last time. This 
is, of course, the test of a good game. 
Thunder Blade, on the other hand, was 
an instant turn off. The combination of 
poor control and confusing graphics 
made this game next to impossible to 
play, and totally impossible to enjoy. 
Each game resides on one disk. They 
also both have disk-based copy protec
tion, which does not interfere much 
with the operation of the disk drive. 
The documentation for both was a bit 
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on the skimpy side with just a small 
pamphlet that gave the bare minimum 
of instructions. This made little differ
ence for Action Fighter, but made 
Thunder Blade much more difficult. 

Sega has put out some very good 
games in the past, bringing true arcade 
quality to the Amiga . Unfortunately , 
neither Thunder Blade nor Action 
Fighter is up to those standards. Nei
ther of these games is excellent, but at 
least Action Fighter is fun to play. The 
graphics and control for Thunder Blade 
are terrible, and make the game a night
mare to play. In short, neither of these 
Sega efforts are a reason to break your 
budget, but if you are a Spy Hunter fan 
and have some extra cash, Action 
Fighter is worth a look. 

Thunder Blade $49.95 
Action Fighter $39.95 

Mindscape, Inc. 
3444 Dundee Road 
NorthbrOOk, III 60062 
(312) 480-7667 
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The Thinker (continuedJrom pagel9) 

structure of a hypothetical Neural Net 
in an Artificial Intelligence system. By 
now you are beginning to realize: 
ALL WRITTEN MATERIALS 
SHOULD BE LIKE THIS! 

Thinker uses the concept of a "State
ment" to represent any whole, logically 
contained thought or entity. This can 
be a single line, a paragraph or several 
pages. Statements are given hierarchi
cal relationships by placing them After 
other statements, Up or Down, imput
ing equal, superordinate or subordinate 
value respectively . Statements that 
lead to numbers of subordinate state
ments are called "Branches." Any giv
en statement can be linked to any other 
statement simply by providing a "La
beL" A label is placed within paren
theses and located at the beginning of a 
statement. So, if I wanted to link the 
word superordinate in this paragraph to 
its definition, I would click on Insert, 
specify After (to assign equal hierar
chical value to the new definition), and 
type: 

(superordinate) Having priority over. 
To come before. As paraphrased from 
the latin: "First in order." 

The word superordinate has now be
come a distinct label and also a link to 
any other occurrence of the word any
where else in the text. 

Thinker's Project Menu contains se
lections for Create New, Apply Modi
fications (the same as Save but remain 
active), Discard Modifications (but 
stay active), Close Project, Print, Ex
port Text, Import Text, Update Icon 
and Make Index. The Edit menu offers 
the basic functions you would expect: 
Cut, Copy, Paste, plus the ability to 
Search/Replace for statements or la
bels, and Next and Step selections for 
moving throughout long documents. 

A wide range of configuration options 
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are provided under the Options menu. 
Clip defines the amount of detail that 
will be shown . With Clip set to 1, you 
will only see the lead topics of the doc
ument. By increasing the Clip value, 
more and more of the logical subtopics 
become visible. 

In order to do its business, Thinker 
keeps the active copy of the document 
in RAM at all times, writing out to 
disk only when asked to and reading 
new material from disk whenever nec
essary. On floppy systems, this can 
provoke a noticeable lag and there's a 
Read Cache provision in the Options 
menu to create a buffered read space. 
The Thinker document explains that 
this function works essentially the 
same as ASDG's Floppy accelerator II, 
but that FACC is much more efficient, 
so if you have that program, use it in
stead. 

Flag Forced affects whether or not 
your document displays indications of 
hidden subsections below the set clip 
level. Hide Labels removes from the 
screen all statement labels (the item 
headings contained within parenthe
ses). In the case of complex or per
muted labels, this can add noticeably 
to the readability of a document. 

In the upper right comer of the main 
window, an Error Message Box keeps 
a close watch on your actions. If you 
try to jump to a non-existent statement 
or reference something that has yet to 
be defined or linked, the Error Mes
sage Box will report back the reason 
for the failure of your operation. The 
menu allows you to tum off this box to 
increase your on-screen viewing area. 

Enable See-Thru and Make Local 
Copy are two recent additions undocu
mented in the provided Thinker manu
al, but detailed in a second Updates! 
Thinker HyperText document. See 
Thru links are ones that contain noth-
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ing but references to Statements in 
some other place (like a separate docu
ment). By using See Thru links, you 
needn't bother defining anything that is 
already defined elsewhere -- even if it's 
elsewhere in a completely unrelated 
file. 

Thinker also includes a 33,000 word 
spelling dictionary that is activated and 
operated through the Spell menu. Once 
the dictionary is loaded, spell checking 
is extremely fast. As new words are 
encountered, the program can be in
structed to learn them, although these 
additions will not automatically be add
ed to the permanent dictionary unless 
you say Save. There is a welcome Free 
option for purging the dictionary from 
RAM when it's no longer needed. 

Finally, Thinker also keeps a continu
ous watch on available memory and 
this is always ready for display under 
the Memory menu. It might be useful 
to have this figure broken down into 
Chip and Fast RAM, but Thinker 
seems to use its resources very intelli
gently and never seems to run low on 
Chip RAM unless you are trying to dis
play several full-screen IFF files. 

Virtually every function of the pro
gram is available at one or two clicks 
of the mouse. Also, like some of the 
recent text editors, when a requester 
appears, it is always directly beneath 
the mouse pointer with the most often 
selected, or most logical option ideally 
located for immediate execution . All 
in all, the interface is among the most 
intuitive I've ever seen and is evidence 
of a high degree of care and fore
thought. 

In actual operation, Thinker is some
what more problematic for authors than 
it is for readers. While reading a Hy
perText document is almost effortless, 
it takes a lot of planning to develop 
original HyperText. That is to say, it is 



quite easy to write a bad HyperText 
document, and much harder to write a 
good one. The program allows you to 
create instant links to other statements 
as Soon as they pop into your mind. If 
you're not careful to finish one thought 
before branching into the next, you 
may find the only way to read the 
whole document is through repeated 
forward and backward jumping. No 
document should have to be read line
arly, but it should at least be possible 
to do So. 

One thing that annoys me about 
Thinker is its insistence that I use the 
mouse. Granted, clicking on some
thing is a very intuitive and direct way 
of executing some control operation. 

A mil:a Sentry: 
Volyme I 

Issue 1: Alien Fires, Escort II Cha
sis, Acquisition, Dynamic Cad, La
serscript, Faery Tale Adventure 
Issue 2: Spring Comdex, Anima
tor:Apprentice, Insider memory board, 
Earl Weaver baseball, Microfiche 
Filer .... 
Issue 3: WordPerfect, Sculpt 3D, 
DigiPaint, Videoscape, City Desk, 
Timesaver, Kwikstart memory ROM 
board .... 
Issue 4: The Seybold Conference, 
Black Jack Academy, Vizawrite, The 
Calligrapher, C-View, Haicalc .... 
Issue 5: Ami-Expo NY, Supra mo
dem, Test Drive, Lattice 4.0, Money 
Mentor 2.0, Music Mouse, Deluxe 
Help for DPaint 2 .... 
Issue 6: Fall Comdex, Photon Paint, 
Kindwords, Gee Bee Air Rally, Dark 
Castle, Pix mate, Light Pen, 
WBTools .... , 
Issue 7: World of Commodore show, 
IntroCad, SummaSketch, King of Chi
cago, Midi report for D-50, CZlOl, 
MT32 .... 

But I should have an equal measure of 
control through my keyboard, as well. 
There are some keyboard equivalents 
for some of the most common com
mands (thankfully, Insert and Jump 
commands are provided), but the codes 
seem almost randomly distributed. 
Thinker forces the HyperText author to 
stop, find the mouse, and physically 
click on the next operation. It does 
appears that Thinker's publishers are 
continuing to expand the keyboard 
equivalencies. Several entries in the 
Updates! file mention that new key
board shortcuts have been added at 
various levels of program revisions. I 
think we can expect more to appear in 
the next update. Another missing item 
is a vertical scroll bar along the right 

Back Issues 

screen edge. There are up and down 
arrows for moving statement-by
statement, but no provision for moving 
more than line-by-line within a single 
statement. These are really minor 
gripes, though, considering the power 
and grace otherwise exhibited by this 
program. Thinker, while I believe it to 
be a superbly crafted HyperText envi
ronment, better in some ways than Hy
perCard, comes with little more than a 
few skeletal samples and a lot of prom
ise. 

Thinker $80.00 
Poor Person Software 
3721 Starr King Circle, DeptlO 
Palo Alto, Ca 94306 
(415) 493-7234 

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

for back issue order, and include $4.00 per copy 

Issue 8: Ami-Expo LA, Professional 
Page, Ports of Call, Quarterback, Assem
Pro, Animate 3D, KCS, Interchange ... 
Issue 9: Workbench 1.3, Return to 
Atlantis, Superbase Professional, PC 
Elevator, DeskJet, Dynamic Studio ... 
Issue 10: FlickerFixer, Impact SCSI 
controller, Beckertext, Formula One, 
A2620 board, Prowrite 2.0, 
The Hanover show ... 
Issue 11: Turbo Silver, ProGen, De
luxe Productions, Devcon '88, Diskmas
ter, The Three Stooges, Capone, EXP-
1000 ... 
Issue 12: WordPerfect Library, Excel
lence!, DigiView 3.0, Phasar 3.0, The 
Disk Mechanic, F/18 Interceptor, Spring 
Comdex ... 

Volume II 
Issue 1: Deluxe Photolab, X-Specs 3D, 
Lights! Camera! Action!, Impact Hard 
Card, Shakespeare 1.1, Sound Oasis, 
Frame Buffer... 
Issue 2: Siggraph '88, Ami-Expo 
Chicago, Invision, CygnusEd Profession 
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al, Pro-Net 2.0, D-l 10 Master, 10 Meg 
SCSI floppy disk drive ... 
Issue 3: The ASDG and Sharp Spec
tra-Scan system, Pageflipper +, Dr. Ts 
MRS, Rocket Ranger, Fantavision, 
Omega Sound Sampler ... 
Issue 4: Moniterm monitor, Impact 
500, Comic Setter, Ronin's Accelera
tor, Modeler 3D ... 
Issue 5: CMI's accelerator, Micro
fiche Filer Plus, Quest I, Proscript, 
Zoetrope, Atredes, Inkwell Pen ... 
Issue 6: Caligari, Turbo Silver 3.0, 
C++, Pro Data Retrieve, Dragon's 
Lair, MIDI Magic ... 
Issue 7: Broadcast Title, Photon 
Paint 2.0, Superbase 3.0, Audiomaster 
II, Moviesetter, ProSound ... 
Issue 8: Pagestream, Professional 
Draw, SyQuest Cartridge Drive, Su
perplan .... 
Issue 9: Acad, Trumpcard 500, 
Ami-Expo New York '89, A2286 
board, DPaint 111... .. 
Issue 10: GVP's 68030 Accelerator 
board, A-MAX, Transcript, The Vault, 
Design 3D, Lords of the Rising Sun ... 
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From 
The Makers 

of Don Bluth's Dragon's Lair™ 
Come TWO Exciting new Games: 

Vortex from the author of C64 ZOOMTM 
and 

In~lllI!tfl~rmfrom the author of Sword of Sodan™. 
Naw available through your 

Local Amiga™ Dealer 

of Commodore--Amlga, Inc. Dragon's lair 
are Irademarks owned by and used 

lIiOiico, .. olrom Blulh Group. Ud.Cl 1983. 1986& 1987 

rese~~~~:mo:~s~~~ ~~uth: 
are lIademarks of 

Discovery Sohwarelntl. 
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--------------------,~ ________ G D L~D=_ ________ _ 

1. 2. 

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

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

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

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

-Requires standard gender changer for use with Amiga 1000. Video camera required ; not 
included. NewTek sells a video camera, copy sland, and Ihe Digi-Droid aulomaled filler wheel 
for Digi-View Gold. If your.local relailer doesn'l carry Ihese products, call us aI913-354-1146. 
b,gi-View Gold is a Irademarl< of NewTek, Inc . Amiga is a Irademarl< 01 Commodore-Amiga , Inc. 
Be seeing you! I 

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

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

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

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

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

picture manipulation 

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

Only $199.95 
Digi-View Gold is available now 
at your local Amiga dealer. 
Or call1-S00-S43-S934 
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