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QUI e sitn y, it leaves 
other WOli processors 

lost for words. 
Y\brdPerfect 4.1 for the 

Amiga includes many features 
not found in other word 
processors. 

Newspaper style columns can 
be displayed on screen,HO,OOO 
word UK phonetic dictionary, 
word-count, background 
printing and automatic refor­
matting increase efficiency. 

Line drawing and rulers, 
search/replace and 5-function 
maths are invaluable assets. 

By using the Amigas 
pulldown menus nearly all 
Y\brdPerfect's features are 
available at the click of a 
mouse. This makes learning 
easier than ever before and 

using it a real pleasure. But 
if you prefer the traditional 
function keys there is a 
colour coded template to 
make life easy. 

What you see on the screen 
is what will actually print. 
This makes good, professional 
layouts simple. 

Documents are treated as a 
whole and not a series of 
pages. Reformatting and 
repagination after editing are 
automatic and very rapid. 

However fast you type, you 
will never be too fast for 
WordPerfect. 

To find out more, write to 
the address opposite. 

And see how WordPerfect 
delivers today what others are 
still searching for. 

WordPerfect 
UNITED KINGDOM 

Wellington House, New Zealand Avenue, 
Walton on Thames, Surrey KT12 IPY. 
Telephone: (0932) 231164 
Telex: 916005. FERGUS G. 
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• At long last we've done it! Yes, Your Amiga 
is now monthly. You ' ll no longer have to wait two months 
for the next issue of your favourite Amiga magazine . From 
this issue onwards, Your Amiga will be bn sale the third 
Friday of every month . 

This change to monthly publ ication reflects just how well 
the Amiga is doing in the UK. Software houses are 
producing so much high qual ity software that it 's proved 
impossible to cover everyth ing on a bi-monthly basis . 

Watch our for even more changes next month , with more 
colour, more pictures and many new products. Our Readers ' 
Amiga Gallery will reappear as an enlarged section consisting 
of pullout posters of your artwork - so do send more of 
your Amiga pictures in . 

So what does this month has in store' Of course we've 
managed to cover a selection of the latest games releases 
including Batman, Hostages, Afterburner and a host of 
others. We also take a close look at MOVIESETTER from 
Gold Disk - an excellent piece of software that puts you in 
the director 's chair. 

On a slightly more serious note, we take a look at 
Professional Draw, a superb structured drawing package . But 
maybe Icon Paint is more in your line - a program that 
allows you to have up to 16 colours in use on your 
workbench screen, plus a 16 colour icon editor to go with 
it . 

So whether you're a newcomer to the fascinating world of 
Commodore Amiga or an old hand you 're bound to find 
plenty to interest you. See you next month I 

Stuart Cooke 

3. 



.4 

C::o ... ,-i:e ... 'I. i:s 
FEATURES 

Sweet Sixteen 1m 
Brighten up your Workbench with Icon Paint 

Professional Data Retrieve 1m 
Does Abacus 's latest database live up to its name l 

Professional Draw m 
Top-notch drawing facilities with Gold Disk's latest 
offering 

Moviesetter 1m] 
Your chance to be a movie mogul 

The Copyist m 
Print professional sheet music with this packege 
from Dr T 

Mailshot III 
Can this program ease the chore of managing 
address lists? 

Amas mD 
The ultimate 8-bit sampling package for the Amiga l 

Hard Life m 
We take a look at a superb hard disk system for 
the A I 00 and ASOO 

Superbase Professional mil 
Top-notch data handling from Precision 

ENTERTAINMENT 

Daley Thompson's Decathlon 1m 
Gauntlett II lEI 
TV Sports Football 1m 

Journey To The Centre Of The 
Earth 

After Burner 

Hostages 

Dungeon Master 

Balance Of Power : 1990 

BAAL 

Questron II 

Billiards 

War In Middle Earth 

Emmanuelle 

Dragon's Lair 

LED Storm 

4th and Inches 

Batman 

PROGRAMMING 

Amiga Basic 
Accessing Amiga Libraries 

C: The Window to Intuition 
Accessing Amiga's Window's 

Pallette Mate 
Set your Amiga colours with ease 

Balance Sheet 
Let your Amiga handle your bank account with 
this type-in program 

Get the Message 

REGULARS 

Welcome 

Amiga Update 

Read Me 

1m 

1m 
m 
ED 
1m 
ED 
1m] 

lm1 
liJ 
m 
[mJ 

m 
mil 
DB 

II 
II 
m:1 
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AMIGA PRO SAMPLER STUDIO + DATEL JAMMER 
o A top qualit,. eound ..... pliDC 0 Variable ..... ple rate a: p"ybac" 

.peed . • yatem .t • rea1letic price. o 100% machble code eoftware for 
realtime fuDctio .... o HiRe ...... ple edittna· 

o 
o 
o 
o 

Realtime frequeac,. dlap"'" 
Realtime lenl meten. 

Filee NYed Ia IFF format . 

AcQuatable maaual/.utomatic 
record trtc leYel. 

o 8eperate aeroU Une _"eform 
wind ..... a: soom fuDctioa with EdIt 
wtad ..... for be accurate edittna. o 3D .bot of eouad _"form. W." 
editor to dee .... your cnra 
_"forme or .equat ezlattna oae •. o "'cropboae a: Une lapat 1/4" J.ck 
a: DID coaacctio .... o Software mee caD be uaed witbla 
other m .... c udUtiee. 

ONLY £69.99 PLEASE STATE A500/1000/2000 

MIDIMASTER 
o 
o 
o 

Full "'dllaterface for A15OO/1000/ 
2000 (pleue .tate model). 
Compatible with moat leac1Iq ... dl 
pac .... es (lacluclta& D/ ...... c). 
... dlla .... dl Out z3 - ... dl Tbru. 

o Full,. Opto ...... ted. o No Deed to pa,. more - Full ... dl 
• taadard. 

ONLY £34.99 
SPECIAL OFFER!! 

BUY THE MIDI MASTER • 
THE MIDI MUSIC 

MANAGER TOGETHER FOR 

ONLY £59.99 

PRINTER LEADS o 25 pia 'D' to 38 _,. Ceatroaica 
paraUellead. 1.2m leDjltb. 

o A1500 or 1000. pleue atate. 

ONLY £8.99 

MIDI MUSIC 
MANAGER 
A TRULY PROFESSIONAL 
MIDI PACKAGE AT A 
REALISTIC PRICE 
0 PIa,. ..... pled eouada oa AmiII. from 

aa,. ... dltrac ... 
0 Full dubb ..... Datea to oae trac" 

.. bile recordIaC aaother. 
0 Wor'" with maa,. "'dllaterfacea 

0 
lacluclta& Datel ... dl .... ter (ace Ad) 
S realtime ... dl trac'" for record/ 

0 
p"ybac". 
AcQuatable trac .. leactb - Umited 
oai,. by .......... e memory. 

0 Wor'" with ataadard IFF mee. 

ONLY £39.99 
MIDI CABLES o Top qualit,.. 

o 3 metre leDjItb. 

ONLY £6.99 PAIR 
UNBEATABLE VALUE 

To complemeat the Sample Studio the 
Detel Jammer lI"ee you • 5 octa" 
.. e,t>oard to p"" a: record your ..... pled 

FEATURES:-
• 4 trac .. aequeacer up to 9999 eYeat •. 

• Tempo a: Beat coatro ... 

• • • 
lIIJ:er Coatro .. oa .... trumeata. 

Wor'" oa ataadard IFF me eounda. 

DATA 
ACQUISITION UNIT 
0 Tum ,.our AmIC. lato • eopblati-

cated meu1lliaC laatrumeat 
capable of meu1lliaC • wide raace 
of data IapDta. 

0 Sample a: dlap"" enata from 
mic_oada to benan- with 
ampUtudes from mill_Ita to 50 
_Ita. 

0 A Hardware/Software pac .... e with 
"ry ...,.. apee. lacluclta&:-

DIGITAL SCOPE DISPlAY - 2 cbaaael 
Iapata.llaaual or coada_ dlap"'" 
Tlmebue lIOOma/dlY to 2Oua/dl,,-
accurate to 5%. 

0 8 bit IIuh coa"raIoa pna 2 
miWoa ..... ple./aec. 

PLOTTER DISPlAY o Tlmebue raace 1 aec to 10bn per 
plot. 

All 'eature. found on unit. co.tlng 
thoua8nd. of pounda. 

ONLY £99.99 
PLUS. STAT. AIIOO/100012000 

LOGIC ANALYZER 
0 At lut • lollc aaal,.zer .t • 

reaDatlc price for tbe AmIC. 
compater. 

0 The Datel Lollc AaaI,.zer live. 
,.ou maa,. of tbe feature. found Ia 
laatrumeata coattna tbo ...... d. of 
pounda . 

0 D.ta Ia Bu. Decimal. Blaery • 
Octal a: AacU. 

0 Buffered laputa. C .. OS a: TTL 
compatible. 

0 Speelftcatio ... laclude S cbaaael 
laput. SI[ memory. eztemal uta. 
latemal 10 ...... cryatal cloc ... S 
raacee from 20-S to l00-S •• earcb 
f&CWtiee a: word trtuer. 

0 Load a: N" facWtles . 

0 Complete with pod. 

ONLY £99.99 
DEEP SCAN BURST NIBBLER 
0 
0 
0 

0 
0 

Copy aa cadre dlak Ia under 80 0 Compatible with A15OO/1000/2000. 
aecoada. 

0 Wor'" with oae driYe or two. Eu,. to uae Icou drt"ea propamme 

"ultiple copy opdoa aIIowe you to 
take. tbe myatery out of dIa .. 

make maa,. coptee from oae bac"up. 

orfllaal· 0 Speelal format parameten for aoa-
Copy 1 or 2 dIa .. aldee - up to S5 .taadard formata. 
trac .... ONLY £29.99 Full "rify optioa. 

NOTICE 1988 COPYRIGHT ACT 
DATEL ELECfRONICS Ltd , n either authorizes or condones the use of it's 

products to reproduce copyright material, It is illegal to make copies of su ch 
ma terial withou t the expressed consent of the copyright owners or thier 

Ucencees. 
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EXTERNAL 3.5" DISC DRIVE o SUmline enra low proflle unit - _----------.... 

only 8" lone' NEW LOW o Top quallty drive mechanl.m_ 

o =:t:::'allo ... dal.y-cllainlDC PRICE ONLY 
o A .uperbly .tyled cue flnlahed 111 

o 
o o 

Amitacoloun. £79 99 Fully compatible. • 
1 me, unformatted capacity. 
Good lencth cable for poeltlonlD8 SINGLE DRIVE 
on your deak etc. 

ONLY £149.99 TWIN DRIVE ''-------------' 

ADD £5 FOR COURIER DELIVERY IF REQUIRED 

EXTERNAL DRIVE SWITCH o Switch III/out of enernal dri..... 0 DF11< DF2 controlled. 

O 8NFltaL bey twee£n 9com.9Pu9ter I< driver{a). Save on memory allocated for dri .... 
not currently 111 UN. 

_ _ -______ 0 _ 

'0 ' - ::::;; : - -

- -STEREO BOOSTER 
SYSTEM 
o 

§ 
Booet the output of your Amita 111 
Jiorloue atereo. 
30W + 30W power ampUfter. 
II band Jraphlc equalber. 
Complete with cablea for A1!tOO/ 
A1000/A2000 modela. o SUmline colour matched metal 
cue with bnIlt-1II maIDa power 
unit. o Headphone IIOCket. 

ONL Y£59.9. 9-.-_ 

MATCHING 
SPEAKERS 
o HIJh quallty miniature 3 -y 

apeaker unita 111 dle-cut 
aluminium ahelf encloaure&. o 30 Watta 8 ohm each. 

ONLY £39.99 PAIR 

LOW COST BAR 
CODE READER 
o Low price Bar Code Reader. 

o Model 420. hIJh performance. low 
coat Bar Code Reacler. 

o Worn with any AmICa/8T computer 
ayetem (pleue atate which) via the 
R8232 IIIterface. o Featurea a built-III Hlf-teatIne 
function. o Feature& a dlapoatlc IIIdicator. 

o can read codea ltAN. UPC. IIIter 
leaved 2 of II. Code 39. CODABAR. 

o Comea complete with ...nd. ready 
to '0. o Easy to lIIatall. 

ONLY £189a99 

REPLACEMENT 
MOUSE 
o HIJh quallty direct replacement for 

moUN on the AmICa-o Tellon JIIdea for amoother 
Dloyem.eat. o Rubber coated ball for minimum .up. o OptIcal eyetem countIne - IIOO/mm. 

SpecIe' ott.r • Ire. mouse 
met + mouse house 

(worth £7.99}. 

ONLY £29.99 
COIIPLnE 

EXTENSION CARD 
o Anl1able wlth/wlthont calender/ 

clock option. o 8lmply pi .... IIIternally IIIto A1!tOO 
alot. o SwItch III/out with II1ritch auppUed. o Fitted 111 mlDutea - DO IIOldertnc etc. 

o Accepta 412116 DRama (aero It 
fitted). o With calenclu/clock onboard time/ 
date automatically booted. o Battery becked to retalD time/date. 

ONLY £19.99 
FOR STANDARD CARD TO 
ACC.PT S12K 

ONLY £34.99 
FOR V.RSION WITH CLOCK! 
CAUNDAR 
1m THESE PRICES ARE FOR BOARDS 
WITHOUT RAIl CIDP8. PHONE 0782 
744707 FOR RAIl PRICES. 
PHONE FOR LATEST FULLY 
POPULATED BOARD/RAIl PRICES. 

GENISCAN GS4000 AMIGA 
o An _y to ..... dle Handy 8c:uuler 

featurlDJ lOS mm ec:&IIDInJ width I< 
200 dpl reIIOlution e ..... lea yon to 
reproduce Jraphlca I< text on your 
computer ec:reen. 

o Powerfal IIOftware allowe for cut I< 
pute edltIne of iJnaCea etc. o Sa ..... lmaJee 111 aultable format for 
moat leadiDII pacltaJee lIIc1udtnJ 
DELUXE PAINT etc. 

o Aoijuetable II1ritchea for brlJhtneee 
I< contraet. 8 PrIntout for Epaon compatlblea. 

PecltaJe IIIcludea G84000 lICaIlDer. 
IIIterface I< Scan EdIt IIOftware. o A pcnrerfal partner for Deak Top 

PubllehInJ· o With Genlecan yon be ..... the abWty 
to eaeUy ...... lmaJea. text I< 
Jraphlca IIIto the AIDa.\. 

o UDIDIltched ranee of edit/capture 
facWtlea &Imply not offered by 
other 
price. 

SPECIAL OFFER 
COMPLETE WITH DELUXE PAINT II & 

DELUXE PRINT FOR ONLY £189. 
INCLUDING HARDWAREJSOFTWARE 

ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER ... 
BY PHONE BY POST FAX 

I!:!fr Z I ~ 0782744292 

0782744707 Send chequea/POo made UK ORDERS POST FREE 
24hr Credlt payable to EUROPE ADD £1 
Cud Line "Datel Electronicsll OVERSEAS ADD £3 

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 

CALLERS WELCOME - Pleaee reeerve goods by telephone prior to visit. 

DATEL ELECTRONICS LTD_. FENTON INDUSTRIAL ESTATE 
GOVAN ROAD. FENTON. STOKE-ON-TRENT. ENGLAND. 

SALES ONLY TECHNICAL ONLY 
0782744707 0782744324 
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.A.. rt"l.i ga. 
Blood Money 

The latest offering from 
Psygnosis, Blood Money, is 
being touted as the ultimate 
arcade game. As you'd expect 
from Psygnosis, the graphics are 
good: "over a megabyte of bit­
mapping graphics in stunning 
colours". The action is also 
good - they claim it's addictive 
- with well planned and 
absorbing tests. Each player has 
to navigate either a submarine, 
a helicopter or a jet pack 
through three different worlds. 

Presumably it's called Blood 
Money because of all the dollars 
you get every time you shoot a 
squid (if you're a submarine) or 

DUNGEON 
MASTER 
- ASOO Version 

"After a long and diligent 
effort to adapt Dungeon Master 
to work on the unenchanced 
Amiga 500. FTL has decided to 
abandon the project." 

Yes, FTL has finally thrown in 
the towel , and conversion work 
on Dungeon Master has 
stopped , apparently. because of 
cheaper RAM chip prices, the 
decrease in the price of 
upgrades and the increase in 
demand for upgrades. FTL 
recognises that it will inevitably 
lose sales, and that the move 
will disappoint many Dungeon 
Master fans waiting for an 
Amiga SI2K version . It appears 
that a 500 version would lead 
to "a serious compromise (in) 

a giant robot (if you're a 
helicopter). If you're a jet pack 
man, I don't know what you 
zap to oblivion, because I ran 
out of cash before I got there. 
But that's what it's all about -
risking life and limb to get one 
more little dollar, buying and 
shooting your way through the 
planets of Gibba, Grone, 
Shreek and Snuff. 

If those names don't get you 
first, a wandering orange bomb 
is bound to. As the blurb says, 
"the natives aren't just hostile 
. . . they're positively 
psychopathic". And watch out 
for that Psygnosis owl logo: it 
looks as though it wants to 
tear somebody's liver out! 
(29-95). 

the games's quality, and 
resulting damage to the FTL 
reputation". FTL's move is part 
of the tendency towards a 
higher quality game, using at 
least one megabyte of memory 
rather than the not so 
sophisticated games using less 
than this. 

What a turnout! 

The recent Ami EXPO show 
in New York apparently broke 
all records for Amiga 
attendance . We are told that 
some 11,863 people took the 
time to visit this event. On top 
of this, there were some 77 
exhibiting companies. 

Considering the fact that this 
show was dedicated to the 
Amiga, the figures are 
encouraging. 

lJpcia.t:e 
'C' The Light 

Artronic Systems have just 
launched a ray-tracing package 
called C-LlGHT The idea 
behind It IS to allow complex 
3D scenes to be produced uSing 
J Simple editor. The package 
allows for true shadows, 
multiple light sources, mirror 
surfaces and fisheye lens 

Licence to Kill 

Due out in June, the latest 
Domark game closely follows 
the plot of the most recent 
Bond film . According to the 
press info, you ' ll have full 
control of 007 "in an 
exhilerating helicopter chase, a 
death-defying underwater scene 
dodging sharks", all in an 
attempt to stop the drug­
smuggling arch criminal, 
Sanchez, from escaping across 
the border down Mexico way. 
Next' 

Amiga Graphics 
Tablet 

The world's first Amlga 
graphics tablet, designed in 
Germany by CRp, is now 
available in the UK. There are 
two models, one for A3 work 
and one for A4 work, both of 
which are adaptable, with all 
the leading paint, CAD and 
layout software packages 
available on the Amlga range. 

Standard features include a 
facility for the automatic 
drawing of a line between two 
priorly chosen points, a 
horizontal and vertical aspect 
selector and a surface scaler. A 
steel tipped pen, with an 
alternative ball point nib, works 
over a lead interface that the 
distributors, Burocare Graphic 
Design, claim is 'virtually 

simulation. The whole package 
comes complete with a scene 
cdltor, ray tracer. picture 
viewer. animation creator, 
animation player and stereo 
vlcwer plus a comprehensive 
manual. 

Touchline: Artronic. 1-3 
Haywra Crescent, Harrogate. 
N Yorkshire HGI 5BG. 
Tel: (0423) 525325. 

indestructable'. The package 
also comes with a dual adapter 
and an optional puck, a four 
button mouse variation that 
offers a greater degree of 
accuracy for precise drawing. 
The tablet is known as the 
'Mouse Killer' amongst German 
graphisists. 

Personally, I don't thing it 
looks anything like a cat, more 
like an art hot plate that allows 
you to draw and cook bacon 
on it at the same time. I think 
you'll agree If you look at the 
picture. 

The A4 model costs £395, 
the A3 £595 plus VAT. The 
optional puck costs £85 plus 
VAT. The sole distributors. 
Burocare Graphic DeSign, are 
located at 211 Kenton Road. 
Harrow, Middlesex HA3 OHD. 
Tel: 01-907 3636. 
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F 16 Combat Pilot 
Already a succesful game on 
ST, FI6 Combat Pilot is about 
ready for Amiga. Digital 
Integration's programmers have 
been working on it night and 
day for two years, with a 
thoroughness which should 
ensure that its shelf life will be 
nearly as long as the time it's 
taken to produce it. 

This game must be getting 
close to complete trigger 
happiness for all those wide­
eyed kids getting carried into 

Stormlord 

Storm lord's mission, like 
any good computer hero, is to 
free the captured and defend 
the peace and tranquility of his 
realm . Of course, opposing him 
is the evil Queen, out to get 
him and keep the 'fairy folk' 
imprisoned. Sounds like fun? 
Seen it before? Maybe, because 
it's by Raffaelle Cecco the 
creator of Cybernoid, 
Cybernoid /I and Exolon - all 
released by Hewson . 
Fortunately, it doesn't look as 
though there is a ring in Sight, 
which is good, because I'm very 
Bored of the Rings. 
PricelI9.99. 

the wide blue beyond of FI6 
bliss. As the blurb says, it's the 
"first ever major flight 
simulation of an American 
fighter plane by a British 
company". Although it's Digital 
Integration's first release for 12 
months, they look assured of 
retail prominence in the US 
through their marketing 
company, Electronic Arts. In 
the UK the game went straight 
to No. I in the MicroDealer 
16-bit charts: a definite 
indicator of its potentiality. 
(24-95). 

YOUR AMIGA JUNE 1989 

MicroProse 
Soccer - 16-Bits 

This one is based on 
MicroProse's a -Bit, C-64 
Soccer . It has all that game's 
attention to detail, with 

Powerdome 
This new I magabyte 
capable game has been 
rewritten (by Michael Powell) to 
take full advantage of the 
Amiga's capabilities. Graphics 
and sound effects have been 
enhanced, and a beginner's 
mode added. There is also a 
two player option which allows 
a dual data link between two 
machines, either ST or Amiga. 

Amiga generated 
slides 

New software development 
now permits the Amiga to give 
almost instantaneous colour 

overhead kicks, banana shots, 
tackles and "much more 
besides". It has been 
programmed by the Electronic 
Pencil Company to include a 
number of unique functions like 
a -way scrolling and no on­
screen player limit . (24-95) . 

Powerdrome is an inter­
galactic jet racer game that 
allows you or another player to 
compete against four other 
pilots from different galaxies. 
There are seven Powerdome 
circuits, and a possible season 
of seven races using tracks on 
five different planets. There are 
unique features on each track, 
and accompanying special 
effects like electrical storms 
with digitised lightning. (24.99). 

slides of its graphics. The 
breakthrough involves the 
lingage of the Poloroid Palette 
directly into the back of the 
Amiga. The direct method, 
used in the software interface 
'Screenshot ', is an improvement 
on the previously used interface 
box because it is not inhibited 
by signal drain . A complete 
package , from Burocare 
Graphics Design , also includes 
the Poloroid Palette Computer 
Image Recorder which can 
produce 12 35mm slides, prints, 
or overhead transparencies, in 
about half an hour. It can utilise 
Amiga's HAM facility, which 
offers up to 4 ,096 colours and 
can also print up to poster size. 

For ll ,495 plus VAT, you get 
an Amiga interface, Poloroid 
Image Recorder, Poloroid 
dedicated 35mm autowind 
camera back, Poloroid 
3 y. • x 4 y. . print and 
overhead transparency camera, 
35mm Auto Power Processor, 
illuminated slide cutter/mounter, 
software and manual. 
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Amiga forecasts 

The Amlga 2000 Is now 
starring on two top TV 
weather broadcasts. The 
Weather Department (Ltd) has 
iAstalied two of its Amiga 
forecasting systems so far: one 
with Central Television. the 
other with the satellite channel. 
Sky .. Developed by The 
Computer Department (Ltd). 
the forecasting system operates 
as follows: 
The Amiga 20005 are 
connected to a satellite dish 
aimed at the Meteosat ~ather 
satellite. and store digitally 
enhanced forecast pictures as 
they receive them. The stills are 
stored at half-hourly intervals. 
and then turned into colour 
animations. The animated 
sequences and stills are then 
digitally shot over to TV 
stations from the Weather 
Department on a Dell 310PC 

Amiga Used In 
Locherbie 
Mystery 

Dumfries and Galloway 
police have installed a major 
Amiga 2000 system to help 
them in their investigation into 
the Locherbie Air Disaster. The 
packed PanAm flight fell from 
the skies last December. and 
the Amiga system is helping to 
process the many hundreds of 
hours of videotape taken in the 
aftermath of that tragedy. The 
2000 is helping to reconstruct 

Bomber 

Another flight simultor, this 
one from Vektor Graphix . .. 
Unlike Digital Integration's FI6 
package. Bomber is a multi­
aircraft simulator with the F-4 
Phantom. the Tornado IDS, the 
Mig-2 7 Flogger and the F-III F 
Aardvark. It has a heavy 
emphasis on action. and the 
aircraft are, as the title 
suggests, strike-based. The 
game is designed to allow a 
player to choose between a 
strategy approach to playing. or 
an outright shoot-em-up. 
However. you won't be able to 
play it yet. because no release 
date has been confinned. and 
its provisional public showing 
won't be until the summer. at 
the CES in Chicago . 

• 10 

running Xenix. Amiga 2000s in 
the studios then run the still 
frames and animations. The 
forecast frames that presenters 
use were designed using 
Electronic Arts' Deluxe-Paint 
package on the Amiga. and 
20005 are used to generate and 
broadcast images using the new 
Rendale genlock. 

The Weather Deaprtment's 
forecasting system makes full 
use of the 2000'5 multi-tasking 
capbilities to deal with the 
animations and forecast frames. 
The company has also designed 
a neat keypad for the Amiga 
2000 which allows presenters 
to run stills and animations 
while in-vision. 

Touchline: Commodore 
Business Machines (UK). 
Commodore House. The 
Switchback. Gardner Road. 
Maidenhead. Berks SL6 7XA. 
Tel: (0628 770088). 

the site of the crash so that 
police can work out exactly 
what happened immediately 
prior to the incident. The 
system will allow police experts 
to produce stills from video 
material via a digital framestore . 
and the finished pictures are 
then enhanced and printed out 
to a Polaroid freeze-frame film 
recorder. 

Touchline: Commodore 
Business Machines (UK). 
Commodore House. The 
Switchback. Gardner Road . 
Maidenhead. Berks SL6 7XA. 
Tel: (0628 770088). 

Software Classics 
These 'Software Classics'. 
marketed by Electronic Arts. 
are a selection of highly 
acclaimed titles already well 

established. and now released at 
half-price or less. The titles 
include The Bard 's Tale. Marble 
Madness. Sky fox II and The 
Archon Collection . and will 
retail at £.9 .99. 
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NOW DELUXEPAINT. 
HAS ANIMATION 

Presenting AnimPaint'" 8 New Paint Features 
DeluxePaint III makes animation easy. With the AnimPaint feature, you 
can create animation just by pressing one key to record your paint 
strokes, and another key to ploy them bock. You can also use any multi­

DeluxePaint III also adds sophisticated features to the number one Amigo 
paint software: Extra-halfbrite support for 64 colours; direct overscan 
painting for desktop video; wrap and tint brush modes for special effects; 

eel animation as a brush 
and paint with it, even in 
full 3-D. 

SPECIAL UPGRADE OFFER: 
Upgrade now and save £50. (Recommended Retail Price £79.99 inc. VAT) 

Send DeluxePaintll manual (over and £35 (£30 upgrade + £5 carriage) to 
Electronic Arts ltd., 11/49 Station Road, langley Sl3 8YN, England. 

Allow 2-4 weeks delivery. DPaintl owners can upgrade for £55. 

EL ECTRONIC ART S® 

YOUR AMIGA JUNE 1989 

better font support; im­
proved compression; and 
many performance en­
hancements, including 
faster perspective. Product 
requires 1 MB of RAM. 

II • 



Svveet Si:x:teeIl 
Anne Owen confronts a more 

colourful and detailed 

Workbench display 

• Ever wondered why the Workbench 
is only in four colours when the Amiga is the 
graphics computer with 4,000 plus? So did Hi 
Tension Computer Services so they brought 
out Icon Paint which provides a 16 colour 
Workbench and an icon editor to create four, 
eight or 16 colour icons. The package consists 
of one 3.5" disk and a 24 page manual. The 
disk can be backed up but you need to insert 
the original (key) disk during the loading 
sequence. 

The editor gives a full and zoom display, 
both of which can be worked on with the 
current brush style . Fills and shapes complete 
the drawing facilities. Naturally you are going 
to need a second highlighted version of the 
icon to indicate that it has been clicked. The 
designer offers some quick highlights for the 
alternate design. 

The program takes care of technical 
aspects of the icon such as whether it's going 
to be used as a disk, drawer, tool, project 
(picture or music usually) or garbage type. The 
correct attributes are saved with the graphic 
file . 

Utilities 

Utilities are supplied to sample the colour 
palette from an IFF picture to determine the 
Workbench colours and to set them for the 
front screen. A palette utility is also provided 
and the current palette data is held in a file 
called COLOURMAPI6 in the DEVS directory. 

With 16 colours as your default on the 
Workbench, utilities are also provided to move 
over to two, four colour etc. to run other 
programs. 

A new Workbench - in addition to the 
you are working on - can be created with a 
NEWWB utility. Initially a four colour WB, it 
can be used in parallel, an interesting concept 
but one I was unable to put to much practical 
use. A KILLWB is provided to remove it when 
unused. 

As you know, most disks are distributed 
with a Workbench so, if you're moving up to 
16 colours, you ' ll want to do so on more than 
one disk. This is made relatively easy by a 
MOVEI6 utility. You'll need some space on the 
destination disk of course. 

Up front 

The 16 colour front end is very attractive and 
detracts little from performance (slightly 

.12 

Sixteen colour Wor1cbench with various palette utilities displayed 

slower window sizing). The size of the icons 
does mean that you don't get as many icons 
on screen at once but they are easier to 
recognise. I found memory running short quite 
often when working in 16 colours so for SI2K 
machines I would advise against going for 16. 
If you are lucky enough to have a Mbyte 
machine then no problem. 

It's easy to design new icons for existing 
programs (you can use a paint program like 
Dpaint if you want and import into the icon 
editor) or for distribution of your own. Icon 
Paint is a quality utility, well designed and 
presented. yA 

Factfile 

• Icon Paint costs £17.95 and is available 
from: 
Hi Tension Computer Services, 
Alexander House, 
Station Road, 
Aldershot, 
Hampshire, 
GUll IBo. 
Tel: 0252 3444454 
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DR. OXIDE SLICES PRICES! 

Comp-U-Save's cost-cutting 
clinician is at it again! This month 
Dr. Oxide, a bargain-basement 
surgeon if ever there was one, 
offers the industry's lowest prices 
on hardware and software, plus 
special deals on products avail­
able only through Comp-U-Save! 

AMIGA PUBLIC DOMAIN 
OVER 600 DISKS! 

Largest Amiga PO Library in the World 
also C-64 & C-128 - Write for Free Catalogue 

Amiga PD - $4.00 each 

BUSEXPANDER FROM BILL'S BOARDS 
The only board for the Amiga 500 or 1000 that expands either machine 
to 12 slots! Fits in any baby AT case and provides 6 slots for the 2000, 
6 for the PC (4 of those for the AT) . Now you can use most of the 
expansion cards designed for the 2000 - hard disk controllers, 214/8 
meg RAM cards, A2088 Bridgeboard, etc. Use low cost IBM-compat­
ible expansion cards already supporting a wide range of business and 
scientific applications. Designed to work with auto configurable cards. 
Meets ZorroBus and Amiga 2000 Bus electrical specifications. Avail­
able exclusively through Comp-U-Save! 

12 Slots for your 500/1000! Price: $495 

Amiga Hard Drives 500 - 1000 - 2000 
20 Meg '- $585.00 32 Meg - $699.99 48 Meg - $799.99 
Amiga Dual Drive 500 - 1000 - 2000 

With Own Power Supply - $399.00 
Amiga External Drive $137.99 

Only Uses Half the Power of 1010 - with Pass Thru 
Disk Drive & Monitor Extension 

Cables 30"- $19.99 
Panasonic WV1410 Video Cameras 

For Digitizers - $204.99 16MM Lens - $29.99 
Special 2400 Baud Modem - $154.00 

Comp-U-Save 
410 Maple Avenue, Westbury, NY 11590 

* Trackball •....•••••••........••...•.•.•••••..•...••..••••••••••. $45.00 * Plastic Dlskbank (Holds 120 3.5 In. Disks) .•..•• $16.99 * Copy Arm (Heavy Duty) ••.•••••••••....•••••••••...••••• $29.99 * Mouse Mat (Fabric) ............................... " •••• ".$ 5.00 * Mouse Mat (Teflon) ••••••••••••••••.•.•..••.•••••••••••••.. $11.00 * Gender Changers - All Types •••••••••••••••.....•••••••• • Call * Static Mat (23.5 x 25.5 In.) ••••••••••••••••••••.•••••••••• $24.00 * Rapid Fire Joysticks ••••.••••••••••••••••.•.•••••••••••••. $12.00 * Printer Buffer (32K-512K) ...•....................... •...... Call * RF Modulator •••••••••••••••••••••••••••••••••••••••••.•.•.•• $14.99 * NB Switch (Ser,) •••••••••••••••••••••••••••••••••••••••••••• $13.99 * AlB Switch (Par.) •••••••••••••••••••••••••••••••••••••••••••. $14.99 * AlBIDIE Switch •••••••••••••••••••••••••••••••••••.•••...•• ••• $29.99 * Crossover Box •••••••••••••.•••••••••••.••••••••••••••••••••• $39.99 * Cables 500 - 1000 - 2000 •...•.•••......••.... ...•........•.. Call * Teak Dlskbank (holds 150 3.5 In. disks) ••••••••.. $39.99 
* Teak Dlskbank (holds 200 5.25 In. disks) ••••••.• $39.99 * The Library (holds 80 3.5 In. disks) ••.•••.••..•••.. • $19.99 * Floppy Wallets (Many Sizes) •••..••••••••••••••••.•.•..•••. Call * 3.5 In DSIDD Disks (Bulk) ••••.••••••••••••••••••••.. $1.10 ea. * 5.25 In. DSIDD Disks (Bulk) ••••••••••••••.•••••••••• $ .39 ea. * Books - All Titles 15% Off ••.•••••••••••.••••••••.•••••..••. Call * Memory 512K-4 Megs •••••••••.••••••••••••••••••••••••••••• Call 

Call for Details 

Please send International 
Money Order for correct 

amount in dollars. 

In NY State (516) 997-6707 (Tech Support) Outside NY State (800) 356·9997 (Orders Only) Fax (516)334-3091 
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PROGRAMMING 

1\..1: [liga. Ba.sic 
Alan Webb explains how you 

can access the Amiga library 

routines from within Basic. 

• There is, as this article will show, great 
advantage in using the library routines provided 
with the Amiga when writing Basic programs. 
I will give an introduction showing how you can 
use libraries to achieve some unusual effects. 

So what are the libraries? Well in order 
to give you a completely flexible machine the 
Amiga is provided with several collections (or 
libraries) of routines. These routines are used 
to perform the standard routines such as 
creating a window, allocating memory etc. In 
order to ensure upward compatibility, the 
routines are accessed from a jump table sitting 
at the start of the libraries. Although the 
address and length of routines may alter in 
future updates, the positions of the routine 
pointers in the jump table remain fixed . This 
is why some games which call the actual 
routine addresses crash with the new 1.3 
Workbench . 

, A 4HOnstntion Qf Aliga graphics facilities 
using , ~Qth the BASIC cO.Mdl Ind Library 
fUIICtionl • Alltn IItbb Dcta.r 1988 

IECLARE FIlIICTlDII OptnFont. LIBRARY 

LIBRARY "l1b.l,raphitl.librlry" 
LIBRARY 'ml/intui lion. library' 

ti tl ... "Tllter" 
Itopl-O 
vtopl-O 
IlIotr - 300 
Ybotr - 100 
type - 22 
DI" DltlArrlylU6I 

Depth - 5 

• Rain IIGHllt 
• 
OptnLorllkrttn 
OptnlltndDi 
.. RHdDltl 
&OSII TntlOdl _8 kircll 
&OSII RoYIWlnd 
111_ CLOSE 1 
8CIIEEII CLDBE 1 
Dept" - 2 
OptnHlrHkrlln 
Yllatr - 110. hotr - 590 
OptnllAndDi 
.. Wont 
6IIIUI \.antIII1 t 
111_ CLDBE 1 
8CIIEEIICLDBEI 

.14 

In order to use libraries from AmigaBasic, 
you must create .bmap files using the utility 
given on the Extras disk. These files will 
normally be sought in the directory containing 
the Basic program using them. For the 
purposes of the demo, I chose to put them 
in a drawer called "Iibs". You will notice this 
if you look at the LIBRARY commands in the 
demo listing. These commands summon th~ 
.bmap files. If the files are not found, the 
system will flag an error. 

The .bmap file tells Basic the names of 
the library commands and into which registers 
the parameters are passed. 

That 's a bit of the theory, let us look at 
some examples. First, let's see how to change 
the graphics mode . 

As I described last time, the Amiga 
supports four graphics modes. These can be 
set by using the SetDrMd routine in the 
graphics library by use of the following 
command: 

CALL SetDrMd& (WINDOW(8),mode%) 

The value used in mode% determines 
which graphics mode is adopted (see Table I) 
with combined modes achieved by adding the 

Dtpth - 2 
OptnHlrHkrlln 
Ybotr - 180 • Ibatr - 400 
OptnllindDi 

_. arlllPoly811 
&OSU8 DrlllPolyUb 
EID 'of lIin 'IGllnt 

• Optn I high rllolution IcrHn 

SUI OpenHlrllkrttn STATIC 
SHARED Intflll,Dtpth 
8CREDI 1,640,200,D.,th,2 

END SUI 

• Optn I 101 rllDlulion lerlln 

III OptnLorllkrlln STATIC 
SHARED Intfll.,Dtpth 
SCREEN 1,320,200,Dtpth,1 

ENI SUI 

SUI Optnllind. STATIC 
SHARED titll',Xtap1, vtopl,.botr, Ybotr,type 
111_ l,Utl",lItapl, Ylop11-11botr, Ybotrl, 
type,l 

Ell. III 

• UII miry to lit tnt lOde 
• 
III Tnt 1IIGIItl' BTATIC 

CALL BttDrRdl IIIJ_18',IIGIItI' 
E. SUI 

values in the table. 
The WINDOW(8) parameter tells the 

routine where to find the address of the data 
structure for the Rasterport . 

Many pieces of software allow you to 
move the screen by dragging it with the 
pointer. The MoveScreen allows you to do this. 
The routine can be called from the following 
pair of commands: 

ScreenAdd& = PEEKL(WINDOW(7)+46) 
CALL MoveScreen(ScreenAdd&,O,2) 

The first line first gets the address of the 
Intuition window data structure (WINDOW(7)) 
and then gets the screen address (this is offset 
46 bytes from the structure). The last two 
parameters in the routine specify the rate at 
which the screen is moved. The first refers to 
the horizontal direction and is ignored. The 
second refers to the vertical position . In the 
demo I have used a value of 2 to move the 
screen down at a rat'e of 2 pixels and -2 to 
reverse the process. 

Next we have the question of fonts . The 
Amiga uses a default font held in ROM . Using 
library routines it's a simple matter to generate 
other variations on the style. These variations 
(bold, underlined, italic) are algorithmically 

• Tnt IIGIII dllO 

TntlOdll 
FOR c - 0 TO 31 

COLOR e 
LINE h,OI-t.+l0,180'"bf 
.-.+10 

NEIT c 
Tlxt 0 .PRINT 'THIS IS ~Alll IIQIE' 
Tnt II PRINT 'THIS IS ~A112 ." 
T •• t 2. PRINT "THIS IS ~Alll • COIIPLEIIEIIT IlllDE" 
Tnt 3. PRINT "THIS 18 ~A112 • CtIIIPI.EIIElIT 11Q1E" 
Tnt 4. PRINT "THIS IS .Alll • R£¥ERBE 1III1E" 
Tlxt 5. PRINT "THIS 18 .A112 • REVERIE 11Q1E" 

RETURN 

• TIlts shOll the UII of .A112 Iftd Cotpllllllt 
IIodH to IO¥I 

• ajlClI non dtltructi ¥II Y Krosl the 
graphic. Itr .... 

• It IIIIrkl rlther m ••• elUli¥l ORing. 
• 

klrclll 
Tlxt 3 
FOR 1 - 20 TO 2SO STEP 5 
CIRCLE 1.,10',10 
PIUII 
CIRCLE 11,10',10 
LINE 11,301-11+30,601 "bf 
PIUII 
LINE h,301-'1+3O,601"bf 
NEIT 1 
Ttxt 2 

m. 
· 'IU I .it 
III , ... STATIC 

,. 1I1ay. t TIlt 
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generated rather than using data tables . First 
you must tell the system which font size you 
want. This is achieved by using Open Font as 
shown below: 

FontNameS = " topaz.font"+CHRS(O) 
FontType&(O) = SADD(FontNameS) 
FonfType&(I)= height'65536& 
Ptr& = OpenFont&(VARPTR(FonfType&(O))) 
IF Ptr& THEN SetFont WINDOW(8).Ptr& 
CALL SetSoftStyle (WINDOW(8).4.255) 

The parameter used - (VARPTR(Font 
Type(O))) points to a data structure (FontType$) 
which is a data structure containing details of 
the font's attributes. The address of the font's 
name is held in the first part of the structure . 
The font 's height is held as a 16 bit value in 
the second part of the structure . Once the 
font has been opened. you can define the font 
style using SetSoftStyle . The second parameter 
determines the style as given in table-2. 

As with the graphics mode, you can 
combine styles by adding the parameter values. 

My final example allows the rapid 
production of wire drawings. The normal Basic 
approach is to use LINE repeatedly with pairs 

NEXT D.lIY 
END SUB 

IIovtllindl 
Scrt.nAddl • PEEKL (IiINDOIl (7) +461 
FDR Inci • ° TO 120 
CALL · "ov.Scrlln (Scr.lnAddl,0,21 
NEXT Inci 
FOR Inci • ° TO 120 
CALL "ov.Scrtln (ScralnAdd', 0, -21 
NEXT Ines 

RETIIRII 

, Pol non Dlta , 
DATA 180,~,210,80,210, 1201180,150,10011~,70, 
120,70,80,IOO,~ 
, Rlid dltl 

Rlldlltll 
Z • 0 

FlIRi·OT07 
READ xUI,yUl 
DltaArrlyllzl • xiii 
z • z+1 
DltaArrlvZlzl • ylil 
z • z+1 
NElT I 

RETIIRII 

, I .. te LINE cOIUnd 

DrllPal Vhll 
CLI 
PRINT "USIN& BASIC LINE CIIIIIIAfID" 
n·TIIER 

of data. It works but it's slow. The better 
approach is to use a library routine called 
PolyDraw. 

CALL Move& (RastPort&.IOO.50) 
CALL PolyDraw& (RastPort&.8. 
VARPTR(DataArray%(O))) 

The first line positions the drawing cursor. 
The second draws a sequence of lines using the 
data pairs held in DataArray%. As you see from 
the demo, this approach gives significant speed 
improvements and can be used for clever wire 
line animation such as used in Mercenary. 

These are simply examples to show you 
what can be achieved and to set the scene for 
what comes next. To use the libraries to the 
full you must, I regret, invest some cash in the 
ROM Kernal Reference Manual and this will 
cost you around £:30. 

Finally, I want to make some introductory 
comments on the use of sprites and blitter 
objects (bobs). The AmigaBasic doesn 't really 
try to indicate the differences between these 
concepts and this is really a tiresome omission. 
A sprite is a hardware generated shape and up 
to eight are normally available . Using interrupt 
mechanisms, AmigaBasic allows more than 
eight virtual sprites (vsprites) subject to certain 

Tat 3 
FOR Caunt • 0 TO 100 

FORI·OT06 
LINE Ix II I ,yll I I-Ix 11+II,yl1+1)),1 

NEIT i 
LINEbl71 ,yl7ll-lx 10l,ylOI I ,1 

FORI·OTD6 
LINE Ix III, yll I l-lie U+II, yll +1) 1 ,I 

NEIT i 
LINE Ix l7I,y171 I-Ix 10l,yl01 I ,I 

NEil Count 
Tat 1 
PRIIT "n. far 100 aprltionl ."TIIlER-Tl 
RETURN 

, Library PolyDrIl 

DralPol yUbl 
LOCATE 3,1 
PRIIT "USI. LIBRARY POL YDRAI CDIMII" 
RlstParU • III_III 
Tnt 3 
n • TIlER 
FOR Caunt • 0 TO tOO 

CALL IIoVIl IRistParU, 100,501 
CALL PolyDrl" IRastParU,I,VWTR 
IDat*rayZIOI I I 
CALL IIov" IRistPartl,I00,~) 
CALL PolyDr ... IRa.tPartl,I,VMPTR 
I11taArr1yZI0111 

IlEIT Count 
Tat 1 
LOCATE 4,1 
PRINT "n. far 100 op ... I. ••• "TIIlEl-Tl 
RETIIIII 

Rllllfontl 
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limitations. Simple sprites are limited to four 
colours but by linking two sprites, you can 
combine more colours. Since they are hard­
ware generated, sprites can be moved more 
quickly. 

Bobs are blocks of graphics moveable via 
the blitter chip. As a consequence the only 
limitation on their size and the number of 
colours used is the available memory. 

In the next installment I will show you 
how to use sprites and bobs both from normal 
AmigaBasic commands and also via the use of 
libraries. The latter offers a wide variety of 
options to the Basic user. yA 

Table I 
Graphics Mode 

JAMI 
JAM2 

Complement 
Reverse 

Table 2 
Font Style 

Normal 
Underlined 

Bold 
Italic 

mode% 
o 
I 
2 
4 

Second Parameter 
o 
I 
2 
4 

PRINT "Thil rautlnl u ... tilt ROIl billd f.t· 
PRIIT 
h'i,ht • 8 
PRIIIT ·hli,ht • I· 
&0IIII Dr lIit 
CALL BltBaftBtyll 1111liliiii(1) ,,,., 
PlINT 
hlt.tIIt • 9 
PRIIIT "hlt tilt • ,. 
&0IIII Ir .. it 
CI.I. BatlDftltyl' 1111_111,0,.) 

RETIII 

Drllttl 
Fant.... • ·topaz. flllt '+CIIRfIOI 
FontTypil (0'''' IFDllt .... ' 
FantTyp"II)=llti lhtl6SSm 
M • IIpII\FlllmVMPTRIFontTypIllOm 
IF PUt TIEII BatFont 11_III,Ptr' 
CALL BatBaft1ty11 1111liliiii111,4,_ 
PlINT 'This i. 'a itlll.e.· 
CALL Batloftltyll (111_111,2,.' 
PltNT ·ru I i. "'" 
CALL BatBaftltyll 11I1_ell,I,.' 
PlIIT 'Thi. i • ...,.11. .... 
CALL BatBaftltyl. eIi_ell,3,.' 
PliNT 'Thl. il HId 1IIIdIr11 ... • 
CALL BltBaftltyll 11I1_IIl,S,.' 
PlINT 'Thls II ihlic .. d .. H ... • 
CI.I. BatBoftltyl' '11_(11,7,.' 
"INT "Thll il Hid, ltlUe ..... 11. .... 

RETIIIII 



REVIEVV 

ProfessioI Lal 
DataRetrieve 
Amanda Jones looks at 

Professional DataRetrieve, the 

new relational database 

product from Data Becker/ 

Abacus. 

• Professional DataRetrieve is the 
relational database offering from Abacus/Data 
Becker. It is a 'heavyweight', upwardly 
compatible with the original DataRetrieve 
program but far more powerful. It runs on all 
current Amiga models and can be used with 
just a single disk drive but it does however need 
a minimum of I megabyte of memory. 

Read All About It 

The well produced manual uses the now almost 
obligatory AS loose leaf binder arrangement. 
It contains both tutorial and reference material 
with the early sections introducing the pack­
age , its facilities and the general modes of 
operation. Six tutorials (occupying nearly one 
hundred pages) give a good idea of the basic 
capabilities of the package and these use 
example databases which are supplied on disk . 
The introduction is followed by reference 
sections dealing with the menu options, the 
editors and Professional DataRetrieve's 
programming language . The manual is , in 
general , well written although a couple of areas 
do exist where the wording of the manual 
could be improved . 

Professional DataRetrieve is a multiple file 
database package . Any number of files can 
exist, each with their own separate record 
structures, and up to eight different files can 
be open at the same time . 

File definition is a straightforward process. 
You select a filename , add any password 
facilities required, and then identify the field 
names and field type details . Password 
protection allows restricted use of the 
databases at both operator and user levels and 
you can, for example, prevent certain users 
from changing records or using those facilities 
which allow record structure alteration . 

Text, date , number, time, IFF and choice 
type data fields may be used. IFF fields are used 
for the display of pictures - they allow you 
to display such data (using a separate screen) 
as the appropriate records are accessed. 
Choice fields are quite useful because they 
allow you to restrict field values to a pre­
defined set of acceptable values . 
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Professional DataRetrieve is mask 
orientated . In effect datafiles are viewed 
through logical masks which may be designed 
to present and use a given portion of the 
database information in a particular way. 
Different users can therefore have individual 
views tailored to their individual needs despite 
the fact that the data itself is stored in a 
common database. One of the benefits of this 
type of approach is that it becomes possible 
to add, remove or modify the particular views 
of one user without interfering with any 
existing views that other users of the database 
might have . It 's a simple concept but one that 
has far reaching implications in the world of 
database design. 

Three types of masks are available -
screen masks, printer masks and list masks. 
Every time a database file is created a set of 
default masks are made available and these 
allow the database file to be used from the 
minute the file definition has been prepared. 
This facility is a real help to the new user who 
wants to set up and use some simple 
applications whilst they learn about the more 
advanced features of the package. The overall 
visual appearance of the default masks is quite 
good and many users will probably opt for 
using many of them unchanged to start with . 
Screen masks are edited using a Screen mask 
editor. You can move record fields , text and 
other objects around by picking them up with 
the mouse . You can change the display length 
of data fields , add new fields and add graphics 
objects to the display. It is easy to incorporate 
data fields from other database files , 
incorporate field verification, automatic field 
calculation, and alter many other field 
attributes. At this time you are effectively 
creating a particular logical view of the data 
which will (or perhaps does already) exist in 

the database . Many such views can be created 
- each tailored to a specific purpose. 

The screen mask editor is easy to use and 
very effective . Users with no previous 
experience with a product of this nature will 
be surprised how simple it is to give their 
applications a professional looking appearance. 
The more advanced capabilities of the screen 
mask editor are powerful - those users who 
need a database product which is able to 
provide logically independent views of relations 
defined on data fields pulled in from multiple 
database files will find the facilities sufficient 
to implement many types of relational models. 
Users who have never used relational database 
software before , might find the setting up of 
the more complex multiple file relations a 
rather difficult area to understand - it comes 
with practice. The best approach when you are 
creating your initial file structures is to build 
all of the necessary data-base files , create the 
links, and then make some preliminary tests 
on the models that you create. 

Getting Output 
The print mask editor provides the means of 
producing printed reports. It is supplemented 
by a single line list mask editor which provides 
single line formatting capability. This is ideal for 
those types of reports which are essentially lists 
of two or three fields printed in a single line 
(e.g. names and addresses). The print and list 
mask editors will please both beginners and 
expert users alike. You can test the mask that 
you produce by performing trial print runs or 
you can opt to send the output to the screen 
for a layout preview. In short they offer a way 
of prodUCing many types of commonly needed 
reports very easily. On the odd occasion that 
you want to do something particularly unusual 
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you can use the integrated programming 
language to do the job. 

Programming Options 

The programming language itself is called 
PROFIL. It has over two hundred commands 
and functions and, like most such languages, 
is similar to Basic although it includes additional 
facilities connected with its use in database 
interrogation . It is well suited for writing 
cleanly structured programs and if you can 
understand Basic then you should have no 
trouble with PROFIL. Many applications will 
not need separate PROFIL programs initially, 
but as the package becomes more familiar 
you 'll find it hard to resist the temptation to 
experiment. 

other database programs. It can also exchange 
data via the Amiga's clipboard device. Multiple 
indexes and sub-ranges can be created which 
speed up the searching of large databases. The 
basic search options support wildcard 
characters (unknowns), range specifiers, logical 
tests and global field and record searches. Again 
PROFIL programs can be used to carry out 
any operations that might need particularly 
complex search criteria. 

know the best way to go about producing such 
models. Fortunately Professional DataRetrieve 
is a well thought out piece of database software 
and it caters for the beginner in that it is easy 
to get to the stage where you are actually 
doing something constructive. It looks also to 
be one of the most robust Amiga database 
products we've seen. Anyone who values their 
data will agree that robustness, i.e. the ability 
to effectively withstand mis-use, is most 
important with a database product. Our copy 
has now been in daily use for over six weeks 
now and we've yet to see any signs of 
problems. It is of course relatively early days 
but the signs, at least at the moment, are that 
this is a piece of software which is quietly going 
to win a lot of friends amongst serious Amiga 
users. 

Conclusions 

Professional DataRetrieve has many other 
facilities including the ability to export and 
import data to and from Word Processors or 

Professional DataRetrieve is a relational data­
base management system (ROBMS). Such 
products are potentially the most powerful and 
the most flexible of all database products but 
they do suffer from one potential disadvantage 
- to use the full power of such packages you 
need to know how to set up the required 
relational model. This area is well recognised 
as a trouble spot because many users will not 
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PROGRAMMING 

Armed with C's structured 

variables, we delve deep into 

the Amiga's interior to find 

out about windows and 

graphics, using a special 

example program which 

shows you how to set up a 

window application. By Mark 

Burgess. 

any specification. Each window can be used to 
display text or graphics, or both. It can contain 
gadgets, menus and can summon requesters 
and alerts. 

The aim of this final article in our series 
is to show you how to set up an Intuition 
window for your program, with a few gadgets 
and requesters and how to moniter input 
events from the mouse . These are the raw 
elements of Intuition programming, from 
which you will be able to progress to menus 
and more advanced combinations of these with 
relative ease, given the Amiga Intuition 
manuals. You simply must have the Intuition 
Reference Manual and ROM Kernel: Libraries 
and Devices manuals from Addison Wesley. 

How is a window specified? A lot of 
parameters are needed for Intuition to be able 
to render a window. What size is it? Where 
should it be located on the screen? What 
colours should it be drawn in? Can it be resized 
and relocated? The list is endless. 

All of this information needs to be 
parcelled off to Intuition somehow. The natural 
mechanism for doing this is to use C's 

struct NewWindow definewindow 
{ 
top, 
left. 
window_width, 
windowJeight. 
texL-colour. 
outline_colour. 
events_ to_be_monitored. 
gadgets_in_window_itself, 
refresh_ behaviour, 
IisL-of_user ----&adgets. 
menu_tick(selected}_ image, 
window_ title. 
custom~creen, 

custom_bit_map. 
minimum_width. 
minimumJeight, 
screen_type 
}; 

Look at the example listing to see how 
these pseudo entries can be used in practice , 
and try changing the values of the members 
in the listing to experiment . 

c; : The VVinciovv 
To Int~itioIL 

• One look at the layout of the Amiga 
Workbench must tell you that something very 
complex goes on inside your machine each 
time you use it . Something must control the 
movement of windows and icons, the redraw­
ing of requesters and menus and all of the 
graphic manipulations which are so easily taken 
for granted. That something is called Intuition. 
It is the heart of the Amiga's input output 
system: a set of high level functions which takes 
care of the display and listens out for input 
from the keyboard and from the mouse. To 
set up any kind of application program on the 
Amiga, you must go through Intuition . 

Intuition is a complex system . 
Programming it is not easy. The tools we need 
are the data structures, revealed in the last 
issue. 

Windows 
On the Amiga, all 'input and output for a 
program is perceived as passing through a 
window. A window is not just a portion of the 
screen display for viewing some output, but 
a portal through which a program 
communicates with the world. The window is 
central to Amiga input-output (recall the Dec­
Jan issue). Amiga windows are complex 
animals. You can custom build them to almost 

.18 

structured variables. Intuition is a mine of 
structure. If you do not feel happy about the 
idea of data structures from the last issue, go 
back and look over the article again, because 
you will need to employ the full repertoire of 
ideas: Intuitio.n employs massive data structures 
for rendering its graphics. To make a window, 
you build a data structure of all of the elements 
in the window which you want Intuition to put 
together. There is the window itelf, which is 
one item in a data structure, then there are 
gadgets, drag bars, which have to be added on 
to the window. Each gadget might require 
special information about text or border 
graphics and so on . The result is a potentially 
massive linked list of attributes and features. 

Here are some of the important structure 
variable types which Intuition uses: 

struct NewWindow defines a window design 
struct Window defines an actual window 
struct RastPort defines an area of display 
memory 
struct Gadget defines a gadget 
struct Border defines graphics for decoration 
struct IntuiT ext defines a string of text 
struct IntuiMessage defines a message bundle 

The root of these is the NewWindow 

Gadgets 
Like windows, gagdets are described by 
structured variables. If you want to add a 
gadget to a window, you must first build up 
a list of attributes for a gadget and then 
connect that description to a window, so that 
the gadget belongs to something. In fact , you 
provide a pointer to a gadget structure (the 
address of your description) and add it to a 
window by placing it in a list of gagdets (one 
of the members of the NewWindow structure. 
Intuition looks after the details of drawing the 
gadget. A gadget structure looks like this: 

struct Gadget 

( 
struct Gadget 'NextGadget; r ptr to next Hem In list ' / 
SHORT LeftEdge. TopEdge, Width, Height; 

USHORT Rags; 
USHORT Activation; 
APTR GadgetRender; 
APTR SelectRender; 
struct InturT ext 'GadgetT ext; 
LONG MutualExclude; 
APTR SpeciBllnfo; USHORT GadgetlD; 
APTR UserData; 
) ; 

Messages 
structure which is used to specify the design of When the user of your program clicks the 
a window. The members of this structure are mouse over a gadget, you have to be able to 
as follows. know about it . Intuition moniters all mouse 
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activity for you . This is a very civilizedl 
arrangement, whereby, you simply tell Intuition 
where your gadgets are, and it tells you 
whether somebody uses them or not. You are 
not required to actually work out the x,y 
positions of the gadgets yourself and calculate 
whether or not the mouse lies inside your 
gadget when it is clicked . 

Intuition communicates with your pro­
gram by sending messages. Messages are 
bundles of information regarding the user is 
doing with the input. They are broadcast to 
programs and programs have to reply to them 
to say that they are received and understood . 

For example, if the user of your program 
clicked a gadget you would receive a certain 

"nelude <zone1.c> 
llincll.l<M <zone2.c> 

IdoIlno IntuLm.saage (1 <<Window->u..rpon->mp_SlgB~) 
_line notqu~ 1 

/"" ........................................................... , 
/' LEVEL 0 : maln program ., 
/' ............................................................ , 

main () 

ConstructDlaplay (); /' Zone 1 : Mak. window ., 

while (truo) /' Loop & proceoo m_goe" 

) 

( 
swHah (r.aponM _ Ma_goMonHor()) 

} 

( 
cu. OUIT : CIOM_and_Tidy (4); 
a ... PUSH : print! ("Push gadgotln"); 

br.ak; 
aaao POP : print! rpop gadget.,"); 

break; ! 
} caao MAP : print! ("Map gadgetln"); i 

1' ............................................................ , 

I' LEVEL 1 ., 
/' ............................................................ , 

Mae .. goMonllor () 

/' Entor a loop which waH. lor m .... goa lrom ., 
/' Intu~lon . Tho loop ·wak.a up' whon a m.,aaago ., 
/' is aont. Tho rel.vant parts 01 the m .... ga ara ., 
/' oopled a. quickly .. poaalbl. and then the ., 
/' r.pIy Ito oont to clear the m .... g. lrom the ., 
/' syetom. Onoo r.plled, the m .... go Ie acted upon" 

( .truct IntulMoaaago 'mag; 
Int wakeup: 
USHORT claaa; 
APTR Idontlty; 

while (noIqu~) 
( 
wakeup _ Wa~ (Intul_m .... ga); /' Walt lor a m .... go ., 

H (wak.up & Inlui_m .... go) /' " m .... g .... . , 
( 
while (mog-{atruct InlulM_go .) 

GetMag(wlndow->UoorPon» 
( 
cia .. _ mag->CIaaa; /' typo 01 m .... go ., 
Idontity _ mag->lAddr ... ; /' Which gapt 7 ., 

R.plyMag (mag); /' OIacard m .... go ., 

/' Work out what the m .... ga waa about and ratum tho" 
/' Inlo to the main program lor action I ., 

.w~ch (claaa) I' what wu the m •• aago 7" 
( 
caoo GADGETUP : r.lum (GedgID(ldontlty)); 

caoo CLOSEWINDOW : " (quH()) 
( 
rotum ((Int)OUIT); 
) 

type of message , indicating that a gadget had 
been clicked. The message would also tell you 
what that gadget was by giving you the address 
(a pointer to) the gadget structure which you 
used to define the gadget in the first place. The 
information is carried in the members of a 
message structure. 

An Example 
Intuition programs are necessarily quite long: 
there is a lot to be defined before you can get 
anywhere. The easiest way to see what has to 
be done therefore is provide an example 
program, so I have kept these initial remarks 
to a minimum. 

) 
} 

The program listed opens a window 

} 

) 
) 

/' ............................................................ , 
/"" LEVEL 2 .. , , ............................................................. , 

GedgIO(IO) 

I' Interrogat. tho gadgot structura to find out ., 
/' what 10 code I choee to give the gadget hit ., 

APTR 10; 
( Int hH; 

hH _ ((struet Gadget ')(IO))->GadgetlO; 

return (hit); 
) 

1' ............................................................ , 

qu~ () /' R.ally OuH program roqua.tor ., 

{ .!atic struet IntuIT oxt Ou~T oxt -

( 
BLACK, WHITE, 
JAM1 " 
20,10, 
NULL, 
'Really quH Program 7", 
NULL 
); 

static .truct IntuiT oxt Negativo -

( 
BLACK, GREY, 
JAM1 , 
5,4, 
NULL, 
• Continuo", 
NULL 
); 

static struct IntulToxt PooHlvo -

( 
BLACK, GREY, 
JAM1 , 
5.4, 
NULL, 
·Oult·, 
NULL 
); 

rebxn 
(AutoRoquost(window ,&QuitT oxt,&Poaitivo ,&Nogatlvo,NULL, 
NU-LL,280,80)) ; 

} 
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containing a number of gagets (see screen 
shot). I have filled the window with a striped 
pattern, using the AreaFiliO graphics function . 

The example listed below is quite heavily 
commented so that you can see what is going 
on . I have split the program up into three 
modules, which are assumed to have the 
filenames ZONEO.c, ZONEI.C and ZONE2.c. 
They deal roughly with the three different 
concepts involved: setting up the display, 
message processing and gadgetry. 

The example is a toy program in the sense 
that, it does no more than echo back the fact 
that you have hit certain gadgets. You can use 
it as a basis for your own programs. Indeed , 
you can add your own code to make the 
program into what ever you wish . 

Listing 2 : Zonol .c 

1' ..... ........................................................ , 

/' Zone 1 : INTUITION ZONE1 .C ' j 
/' ., 
/' DI.play Design ., 
/' ., 
/' ............................................................. , 

/' Delino window typo and dlaplay graphics In this lile ., 
/' In othor words, overything to do wHh the dloplay ., 

IIIncluds <typos.h> 
IIIncluds <lntuHIon.h> 
IIIncluds <graphica/glxmacroa.h> 

oxtorn struct Window 'OponWlndow(); /' 

/' .............................................................. , 
r Manifest con.tants I macros I static variables *' 
/' .............................................................. , 

_lIno true 1 /' dlmonolono 01 window •• tc .• , 
_lInolal.. 0 
_fino buffslzo 32 
IdoIlno WlnWIdth 640 
_fino WlnHeight 255 
_fino numolgadg 6 
_fino Gbo.Wldth 110 /' Gedgot dlmonolono ., 
_Iino GboxHoight 20 
_fino Wollsot 10 
_lIno HoIIsot 2 
_fino FramoWidth (GboxWldth - Wofl .. t) 
_fino FramoHelght (Gbo.Height - Hofloot) 

anum colour. 
( 
GREY, 
WHITE, 
BLACK, 
ORANGE 
); 

anum CtrlGadget 
( 
MAINGADG, 
PUSH, 
POP, 
TOOLKIT, 
ZONE, 
MAP, 
QUIT 
); 

/' Daftno soma cona!anto ., 

Int IntuitionBa.o _ NULL; r code IIbrari ••• , 
Int O"'Baoo - NULL;OjO 

/' .............................................................. , 
/' GADGETS AND GADGET GRAPHICS ., 
/' .............................................................. , 

SHORT FramoArray() _ /' Coord array lor llno graphico ., 

{ 
0,0, 
FramoWldth,O, 
FrarnoWldth,FramoHoight, 
0, FiamoHoight, 
0,0 
}; 



r····················································· ........ , 
SHORT ShadowArray() - r Shadow line under box ., 

{ 
D.GboxHeIv"l. 
FrameWIdth.Gbo~. 
FrameWldth.HoIIMt 

}; 

r····················································· ........ , 
stnd Border shadow -

{ 
Woff .. t.HoIfMlI2. 
ORANGE. WHITE. 
JAM1. 
3. 
ShadowArraV. 
NULL 
}; 

r····················································· ......... , 
strucl Border frame -

{ 
WoffMlI2.HoIfselI2. 
BlACK.WHITE. 
JAM1. 

r frame around the gagdets ., 

r origin x.V rei 10 gadg ., 
r From pen' back pen ., 

r draw mode ., 
5. 
FrameArray. 
As_ 

r no. of ooord pairs ., 

}; 

r coon! array ".,;m.r ., 
r pit 10 another strucl ., 

r····················································· ......... , 
struct IntuiT e'" main .. "'-

{ -
BlACK.WHITE. 
JAM1. 
1D.6. 
NULL. 
·malnO". 
NULL 
}; 

r····················································· ........ , 
struct Gadgel main -98dg -

( 
NULL. 
200.3. 
GboxWIdth.GboxHeight. 

GADGHCOMP. 
GADGIMMEDIATE I RELVERIFY. 
BOOLGADGET. 
(APTR) A(fram.). 
NULL. 
A(main_Ie"'). 
NULL. 
NULL. 
MAINGADG. 
NULL 
}; 

r····················································· ....... , 
rWINDOW ., 

r··············· .. ····································· ...... , 
slrucl NewWindow definewindow _ 

( r UTlLITY'S OWN WINDOW·' 
D.O. r top left x.V ., 
W1nWldth. W1nHeight, r wIdth.height . , 
2.3. r detaillblock colours ., 

GADGETDOWN 
I CLOSEWINDOW 

I GADGETUP. 

r Ewnts 10 be monRered ., 

( r Gadgets 10 be rendered ., 
WINDOWDEPTH 

I W1NDOWDRAG 
I WlNDOWCLOSE 
I GIMMEZEROZERO 
I ACTIVATE 
I SMART_REFRESH r Window rehell behavl.,... ., 
I NOCAREREFRESH 
). 

A(maln-98dg). r Pointer to firsl gadgel ., 

NULL. 
"Program". 
NULL. 
NULL. 

r NlA "' r Window TItle Meoaege ., 
r NlA ., 
r NlA ., 

50.40.480.0. r Min.Max : width height ., 
WBENCHSCREEN r Background Sereen Type ., 
}; 

r····················································· ........ , 
struct Window ·window; r Globel Window poI",er ., 
struct RastPori ·rul; r Screen memory poInler ., 

r···································· .. ················ ...... , 
r ZONE 1 : LEVEL 0 ., r····················································· ....... , 

ConstructDlspiav 0 

static USHORT pattorn{) - r define a fi" patt.m ., 

{ 
Ox6666 ,; 

stalic USHORT defaultpatt(] -
( 
OxFFFF 
); 

OpenlntuitionWindow (); 
ControiGadgets(); r Add gadgets ., 
rast _ wtndow->APor1; 
SeIAPen (rul.WHITE); r Foreground pen·' 
SelAfPt (r .... pattern.O); r Sel area-fNI pattern ., 
RectFllI (rast.D.D.W .. WIdth.WonHeight); r Area fill back ., 
SelAfPt (r .... defaultpatt.OI; 

RectFoI (rasl,200.3.200+GboxWidth.3+GboxHeight); 
RectFI. (r .... 0.21 0.GboxWldth,21 O+GboxHeight); 
RectFllI (r .. ~ 125.21 0.125+GboxWodth.21 O+GboxHeight) ; 
RectFllI (rul.250.210,250+GboxWodth.210+GboxHeight) ; 
RectAl (r .... 375.21D.375+GboxWodth.210+GboxH.Iv"I); 
RectAIl (raol.5OO.21D.5OO+GboxWodth.21D+GboxH.ight); 

RehohGadgelo (A(main...,gedg).window.NULL) ; 
I 

r··············· .. ····································· ....... , 
r ZONE 1 : LEVEL 1 

OpenlntuitionWindow () 

{ 
If ((GfxBase _ Openlibrary rgraphics.library".O)) __ NULL) 

{ 
Cloos_andJody (0) ; 
} 

if ((lnluitionBue - Openllbrary(·intuition.library·.O)) -
NULL) 

( 
Clooa_and_Tidy (1) ; 
} 

" ((window _ OpenWindow(Adaftnowindow)) - NULL) 
{ 
Clooa_andJidy (2); 

} 

r····················································· ......... , 
ControiGedgats () r Add gadgets ., 

( 
I_Gadget (0.210," Puoh •• PUSH); 
InatailGadgel (125.210," Pop ·.POP); 
InatallGadgel (250,210; TooikH ".TOOlKrn; 
Inata.GadgeI (375.210," Zone • ,ZONE); 
InstallGadgel (5OO,21D; Map Ander ·.MAP) ; 

} 

r····················································· ........ , 
r ZONE 1 : SNAKES A LADDERS ., r····················································· ....... , 

inllevel; 

( 
owRch (levol) 

( 
defautt : 
ca .. 2 : CloaeWindow (window); 
ca .. 1 : If (I~_ I- NULL) 

( 

CloaeLibrary (IntuRionBa .. ); 

) --
cue 0 : if (GlxBaae 1_ NULL)UjU 

ClooaLibrary (GfxBase); 
) 

exit (D); 
} 

Lisling 3 : Zone2.c 

r····················································· ......... , 
r ~ 
r ZONE 2 : GADGETRY MODULE (ZONE2.C) ., 
r ~ , ............................................................... , 

_fine svol.m,..poaition -1 

r····················································· ........ , 
InstallGadgel (x.V.tilte.ID) 

int x,y; 
char ·tilte· 
enum CI~Gadgel 10; 

( slrucl Gadget 'ptr; 
struct IntuiT.", • AddT ."'0; 

" ((plr _ (.troo Gadgel ·)(malloc(sizeof(struct Gadget)))) 
_NULL) 

{ 
MemoryAler1() ; 
r.lum (false); 

I 
ptr->NexlGadgel _ NULL; 
ptr->LeltEdgs _ x; r gagdel poe ., 
ptr-> TopEdgs - V; 
plr->Wodth _ GboxWIdth; r gadget size ., 
plr->Heighl _ GboxHeight; 
ptr->Aage _ GADGHCOMP; 
plr->Activalion _ GADGIMMEDIATE I RELVERIFY; 
plr->GadgeIType _ BOOLGADGET; r 'button' gadgel ., 
ptr->GadgeIRender - (APTR)(Afram.); 
r graphics for gadgel ., 
plr->SeIeclRender _ NULL; 
ptr->GadgetT.'" - AddT."'(title); r I.'" for gadget ., 
plr->MutuaIExcluda _ NULL; 
ptr->Speciallnfo _ NULL; 
ptr->GadgeIID _ (USHORT)ID; r MV code. U .. r space ., 
ptr->UaerDala _ NULL; 
AddGadgel (window.ptr.sVst.mJ>OSition) ; 
r Add 10 system lisl·' 
) 

r····················································· ........ , 
struct IntuiT.'" ·AddT.", (tilte) 

char ·title; 

( .truct IntuiT.", 'ptr; 

if ((ptr _ (slrucllntuiT e", ·)malloc(sizeof(otrucl 
InluiT.",))) __ NULL) 

{ 
MemoryAler1() ; 
rolum (Ialse); 
I 

ptr->FronIPen _ BlACK; 
ptr->BackP.n _ WHITE; 
ptr->Dr_Mode - JAM1 ; 
ptr->LeftEdge _ 10; 
ptr-> TopEdgo _ 6; 
ptr->IT."'Fonl _ NULL; 
ptr->IT.", - IRIe; 
plr->Ne"'Te'" - NULL; 
r.turn (ptr); 
I 

r····················································· ........ , 
r TOOLKIT: ERROR MESSAGES ., , .............................................................. , 

M.morvAler1 () 

{ 
DisplavAJ.r1 (RECOVERY_ALERT. 
"\x2D\X10RECOVERABLE ERROR 

SYSTEM IS OUTOF MEMORy\0·.1oo); 

I 
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(cCommodore 
computer show 

Britain's brightest event for Commodore 
computer users is back! And there's mOire to 
see than ever before. 

This show has three main themes covering some 
of the major uses to which Commodore macln ines 
are put. There are over 70 key companies who wi ll be 
exhibiting their latest products, which means that 
just about everything that's new in the Commodore 
world will be on show! 

Business 
Many companies will be demonstrating their latest 
software and hardware, specially designed to release 
the full business potential of Commodore computers. 

As well as products for the C64 and Amiga sleries, 
you'll be able to try out applications for the price­
beating Commocfore PC compatible micros. 

And you'll also be able to attend seminars covering 
all aspects of using Commodore micros in your 
business. 

Leisure 
The C64 and Amiga computers are the most powerful 
8 and 16 bit micros for producing fast-action arcade 
quality games. The range of new software on show 

Novotel Exhibition Complex, 
Hammersmith, London W6 

Friday to Sunday 
June 2 to 4 

70am-lipm Friday & Saturday; 70sm-4pm Sunday 

will demonstrate how these machines' power is con­
tinually being stretched, producing faster and even 
more addictive games with superb graphics. 

If you're a keen game player, you'll find there's so 
much on offer at the show you're guaranteed a real 
treat! 

Education 
Commodore micros are now used as educational 
tools all over the country. With the development of 
BBC Basic on the Amiga, and the advent of Desktop 
Video /combining TV pictures with text and 
graphics), the range of educational applications is 
endless. 

At the show you'll see how the latest software 

packages are making real breakthroughs in the edu­
cational sector, and be able to tr{ them out for 
yourself. 

Special Events 
As well as special events and presentations, you'll 
also be able to meet some of your favourite celeb­
rities, and maybe get a chance to talk with them 
about how they use micros in their work. 

So for a great day out, whether you want to see 
what the future holds for Commodore computers, to 
buy the latest software or to get advice on specific 
applications, the Commodore show is the place to 
go. And if you send in the coupon today, we'll knock 
£1 off the price of each ticket! 

• For the first time we are offering a family tideet 
for just £11 .'Iowing entry for two adults and two 
children - saving up to £7 off the usual entry pricel 

How To Get There 
By Underground: Hammersmith (Piccadilly, 
Metropolitan & District). 
By BIll: 266, 714, 716, 290, 30, 72, 73, 74. 
Car parking facilities available at the Novotel. 

•••••• Advanced ticket order (t==~ •••••• 11 

I 

POST TO: Commodol'fl Show 71dr",.. 
PO Bolt 2. EI"""".", Port. 
South WI".",. L85 3EA. 

Please supply: 

o Adult tickets at £4 (save (1) .... ....... .. ..... £ __ _ 

o Under 16s t ickets at £2.50 (save (1) ..... £ _ _ _ 

o Family ticket at £11 (save (7) ................ £ __ _ 

Total £ 

o Cheque payable to Database Exhibitions 
o Please debit my AccesslVisa card no: 

I I I II I II I I I I I I I I I I 
Expiry date: I I 

Signed ...................... ................................... ............ .... . 

Admitlllion .t door: 
£5 (adu"'J. 
£3.50 (under 1S.J 

Advance ticket orders 
must be received by 
Wednesday. May 24 

Name ........................................................... ....... ........ .. 

Address ........ .. .. ......................................................... .. . 

...... .. .. .............. .. .............. Postcode ........... ............ .. .... . 

PHONE ORDERS: RIng Show HotIM: 051-357 2111 
PRESTEL ORDERS: KEY ... THEN .14511313 
r.tCROUNKITELECOM GOLD ORDERS: 72:MA0001 
Pleasa quote credit card number and full addffl$$ AMC4 



The Am iga 500 is one of a new breed of technolog ically 
advanced computers, wh ich are now emerg ing as the new 
standard for home computing, based ,around the new Motorola 

~= ••• =II •••• =" •••• ~~~~~~iili~jjij~'=1~168000 chip. The A500 has 512K RAM and a 1Mbyte double II sided d isk drive bu ilt-i n . It can be connected directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modu lator. Designed w ith the user in mind, the A500 features a 
user fr iendly WIMP environment and comes suppl ied with a free 
mouse. And , when you buy your Amiga from Sil ica Shop, the 
UK's N01 Amiga spec ialists, you will experience an after sales 
serv ice that is second to none, including a technical support 
helpl ine and free newsletters and price lists. Return the coupon 
below for our current information pack, wh ich will give detai ls of 
the Sil ica service and the latest Sil ica offers . ' E&OE. 

I'/J: i'l\j 1- [H!I\~: [I] a I ~: [I} (I]: I JJI: i I J!t8 ~I 
Before you decide when to buy your new Commodore Amlga computer, 
we suggest you consider lIery carefully WHERE you buy it . There are 
MANY companies who can offer you a com puler, a few peripherals and 
the lOp len selling lilies. There are FEWER companies who can offer a 
wide range of products lor your computer as well as ex pen ad"ice and 
help when you need it There IS ONLY ONE company who can provide 
the largest range of Amlga related products in the UK. a full ume Amli;~a 
specialist techn ical helpl ine and m-depth alter sales support Including 
Iree newsletters and brochures delivered to your door for as long as you 
require aller you purchase your computer , That one company is Silica 
Shop We have been established In the home computer field for len years 
and can now claim to meet our customers requirements with an accuracy 
and understanding which IS second to none Here are lust some of the 
things we can offer you: 

THE FULL STOCK RANGE: The largest range of Amiga 
related peripherals, accessories, books and software in the UK. 

A500 Computer £399.99 
TV Modulator £24.99 
Photon Paint £69.95 
TenStar Pack £229.50 

TOTAL RRP: £724.43 
LESS DISCOUNT: £325.43 

PACK PRICE ::.~ : £399 

When you buy the Amiga 500 from Sil ica Shop, you will not only 
get a high power, value for money computer, we wi ll also give 
you some spectacular free gifts. First of all, we are now inc lud ing 
a TV modulator with every ASOO stand alone keyboard, so you 
can plug your Amiga straight into your 'TV at home (the 
modulator IS not included with the ASoo+ A 1 084S pack as It .is not 
reqUired for use with monitors) . Secondly, we have added a free 
copy of Photon Paint, an advanced graph ics package with an 
AAP of £69.95. Last (and by no means least!) , so that you can be 
up and runn ing straight away, we are giving away the sensational 
TENSTAA GAMES PACK with every ASOO purchased at Silica 
Shop. This pack features ten top Amiga tit les which have a 
combined AAP of nearly £230! Aeturn the coupon lor detai ls. 

AFTER SALES SUPPORT: The staff at Silica Shop are' 
dedicated to help you to get the best from your Amiga. 

FREE NEWSLETTERS: Mailed direct to your home as 
soon as we print them, fea turing offers and latest re leases. 

1[II:L~t 8 [I] ffi (1];1 ~ !tH:I Ii;] 31 i 3: Si t!1;1 ~!tH :1 
A500 Computer £399.99 

FREE OVERNIGHT DELIVERY: On all hardware orders 
sh.ipped to Silica Shop customers within the UK mainland. 

1084S Colour Monitor £299.99 

PRICE MATCH PROMISE: We will normally match our 
competitors offers on a 'same product same price' basis. 

Photon Paint £69.95 
TenStar Pack £229.50' 

FREE TECHNICAL HELPLINE: Full time team of Amiga 
technical experts to help you with your technical queries. 

But don 't just take our word for it. Complete and return the 
coupon below for our latest Amiga literature and begin to 
experience the Silica Shop specialist Amiga service. 

TOTAL RRP: £999.43 
LESS DISCOUNT: £350.43 

PACK PRICE ~<f : £649 

If you already own an Amiga compuler and would tike 10 be registered on our mailing lilt as I n 
Amlga user, let us know. We will be pleased to send you COJ»8S ot our price lists and newsleneJ1 
FREE OF CHARGE I' become available. Comple,e the coupon and return II to our Sidcup 
branch and . service that IS second to none. 

SILICA SHOP: 
SIDCUP (& Ma.il Order) 01-309 1111 

1-4 The Mews, Hetherley Roed, Sidcup, Kent, DAI4 4DX 
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 

LONDON 01-580 4000 
52 Tollenhem Court Roed, Loridon, WIP OBA 

I Mr/ Mrs/ Ms: 

I 
I 

Address : 

In itials : 

When you buy your Amiga 500 Amegas · £14.95 
from Silica Shop, we want to Art Of Chess £24 95 

~:a~e P~~;~I:o¥h~~tis t~ehyb~~ Barbarian, Ult Warrior £19:95 
are giving away the TENSTAR Buggy Boy £24.95 
GAMES PACK worth nearly Ikari Warriors £24.95 
£230, absolutely FREE wi th Insanity Fight £24.95 
every A500 purchased from us. Mercenary Camp £19.95 

~~~sT~~;t~ ~tI~:7~: ~~c~~~ Terrorpods £24.95 
each individually packaged in Thundercats £24.95 
its own casing with instructions. Wlzball £24.95 

TOTAL RRP: £229.50 tN~::~·50 

Surname: 

I 
I 
I 

Do you al ready~~~~~~~~'~ t~ r ' . Postcode: .. ···· V·· A···2J 
If so, which one do you own? .. -------------

OPEN: MON-SAT 9.3OIIm - 6.00pm LATE NIGHT: NONE 

LONDON 01-629 1234 ext 3914 
Selfridges fl si "oor), O x ford Sireet, London, WIA lAB 

OPEN: MON-SAT LATE THURSDAY 9am - Bpm 



SCfTViLLE p~ SEI<VICE 
55 HIGHFIELD AVENUE. W'f', TERLOOVILLE 

HAMPSHIRE P07 7PY, ENGLANQi Tel 0705·266509 

a SMALL selection from our collection of over 400 disks FULL of the best PO available for your 

AMIGA 
SOF7 • "PROSE", the best demo of Its type . 
SOF2 • TUTOR IAL , aommed with Information 
SOF9 • PERFECT SOUND player/recorder etc. 
SOFI5 . CLIP ART In IFF formoot 
SOF20 • NASA dlglvl ew slldeshow, 14 pies 
SOF2b,27 • Two disk, full of Comm, progroms 
SOF I 0 • FULL of MIDI progrms 
SOF 11 • DISK TWO of MIDI utilit ies 
SOFI7· RAY TRACING construct ion set 
SOF21 • Pogesetter CLlP·ART 
SOF25 • JET FLIGHT demo from Subloglc 
SOF33 , 34 , 35 & 3b • Four disks full of the 
very be,t demos from the Sodge K i ller contest 
SOF . O • The fobulou, "Walk ing Leg,' demo 
SOF 43 • AmlgoSpel l, spelling chocker 
SOF 45,4O, 47 & 48 • Four disk , full of tunos 
for use with the SONI X program. 
SOF49 • FONTS & FONT UTILITIES 
SOF50 • Printer Driver Generator 
SOF5. & 55 • The brilliant NEWTEK demo. 
You need both dl,ks, two drives and 1 MeO 
SOF5b • The Incredible "DOC demo. 4 others 
SOF57 • WORDWRIGHT Word processor 

SOF59 • JUKESOX MUSIC demo, great samples 
SOFbO • Digit ised mus ic, over 11.5 hrs worth ! 
SOFbb . FIVE sompled tunes· half megs only 
SOFb7 • Sootbench V2 .0· make your own demo 
proororm you've always marve led over . 
SOFb8 CLASSIC SOARD GAMES 
SOFb9 • CLASSIC AR CADE/ SOARD GAMES 
S0F70 • CLASSIC AMIGA DEMOS 
SOF72 - Four oreat graph ic mln l·movies 
SOF73 ,74 ,75 & 7 b . M iam i Vice , digi t ised . 
You neeej all four d isks (but only one dr ive). 

Al l these plus the full range of FRED FISH disks 
(current ly up to FF 154 ), the be,t of the AM ICUS 
coll ect ion , all the FAUG disks. the comp lete se t 
of PaNorAmA disks and the SL IPPED DISK 
co ll ect ion . Whatever you wont, we've oot It. 

NO MEMSERSHIP • NOTHING TO JOIN 

We simply provide the very BEST service to 
enable you to oet oreot software cheaply . Plus 
GUARANTEED some doy postage of 011 or de". 

DiSk prices; f3:00p each· f2 :75p for b & over· f2 :50p for II & over 
Deduct f I: OOp per disk price If you send In your own blonk disks . 

CheQues/po 's payable to 'SOFTVlllE ' at above address. 

We also stock a geat range of essential goods for every Amigo owner 
PRO-5000 J/Stick (cieCl" or block) - £ 13:50 Ouickshot2 (Turbo)· £ 11:00 

Disk Boxes (lockable) to hold 50· £8:01) to hold 100 - £ 10:00 
Library case to hold 10 - £ 1:5 0 MOUSE PADS. good quality - £ 3:50 

CUMANA Imeg DRIVES· £104:99 
A full range of Amigo specific books at aliscount prices · ask for list 

Commercial SoitwCl"e at 2'5% off r.r.p 
e .g. Great Giana Sisters - Fre & Forget - £ 18:25 each 

plus Labels, Paper. Blank Disks, branded and bulk etc. etc. 

PUI3LIC ()()j\\'L\IN S()FTW!PE 
Send il SlillllP for our f REE 24 piloe cil laloouc. slalc 

clcilrly -,4.,1\147,4. - itn!! lhis lIIi1Oilzinc. 

13J;:IT AINS No 1 P SUPPLIEJ;: 

It's easy to omplain 
about adverti ements. 

But whichl ones? 
Every week millions of advertisements appear in print, on posters or in the cinema. 

Most of them comply with the rules contained in the British Code of Advertising 
Practice. 

But some or the m break the rules and warrant your complaints. 
if you're not sure about which ones they are, however, drop us a line and we'll 

send you an abridged copy of the Advertising Code. Then. if an advertisement 
bothers you, you'll be justified in bothering us. 

The Advertising Standards Authority. 
If an advertisement is wrong, we're here to put it right. 
ASA Ltd, Dept 2 Brook House, Torrington Place, London WClE 7HN 

T his space is donated in the interests of high standards of advertising 

BINDERS 
FOR YOUR VALUABLE COLLECTION, ___ 
OF YOUR AMIGA MAGAZINES , ~ 
. SMART, EASY TO USE· TOP QUALITY ,£6.20 \ 
To ASP Readers Services, I inc. I 
Argus House, Boundary Way, \ P&P , 
Hemel Hempstead HP2 1ST (0442 66551) ~ ___ ,~ 

I-pi:a:e :P;IY~ ,,~. ;u';' A-;' ii; Binde:= -----
I at £6.20 inc. p&p 

Total £ ..... (Please make cheques payable to ASP Ltd ,) 

Years Required:- 198 ....... 198 ....... 198 ....... 198 ....... 

!~I I- .;;;:.-I I 
~.~,I II 

Name .. ... .. ... ............ ... ...... .. ".. ..... .......................... I 
I 

Address .. ........ .. " .. "......... . ......... ..... .......... ............. I 
Please allow 21 days for delivery 0..-
-------------- ~_I 

l.'::=:=--====-I 
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~
FROM£365! 

" V- ' ~(;A 

• Amlga ASOO with TV modulator 

• Amlga ASOO Air Miles Pack 

• Amlga A500 with A 1 084S 
hi-res stereo colour monitor 

• Amlga B2000 (new 1.3 Roms) 
with WorkBonch 1.3 Software 

£365 
£475 
(625 

£1095 
Pr1ces Include 15% VAT, FREE delivery 
to your door, and 1 year manufacturer's 
warranty. Add £15 for next day delivery. 
All systems are tested before despatch. 
On-sIte maintenance option ilvallable. 

• Amlga B2oo0 As above, plus £ 1345 
A 1 0645 stereo colour monitor 

• Amlga B2000 As above, plus (1695 
Xl bridge board + 20MB hard disk 

• Trackball Marconi RB2 (59 
• A501 plug-in RAM/clock 512K £129 
• Vort .. 40MB autobool hard dIsk £495 
• AS90 Hard Disk Phone 
• A1~10 3\ · external dIsk drive £99 

;X7., P'RIPH'R~LS 
wffAMIGA 

• A2621 Unl. Cord Phone. Cumana 51'" external drive + PSU (145 
• A2620 68020 Acceleralor Card (1395. A 1084S slereo colour monilor £269 
• A2058 8MB Card, 2MB instarred £595. NEC MulUsync II 14'" Monitor (549 
• A2286 PC-AT board & 51" drive £995. Ouadram Multiscan 14" Monilar £425 
• A2088 PC-XT board & 51" drive £349. Fllck.r Ft •• r Multiscan Adaptor (375 
• Cuman. 31" Internal disk drive £89 • MPS 1230 120 cps draM, 30 NLO (149 
• A2092PC 20MB MS-DOS hd disk £239. S ... r LC10C colour 120 cps, NLO £259 
• A2092PC 30MB MS-aOS hd disk £399 • S ... r LC24-10 170 cps, 57 NLO (339 
• A2092A 20MB AmlgaDos hd disk £395. HP DeskJ.t 300 dpi inkjel, BIW £675 
• Sclcam 40MB removable hd disk £995. HP PalnU.t colour i"kjet 190 dpi (889 
• Supra Mod.m 300-2400 bps £ 1 89 • X.ra. 4020 colour i"kjet 240 dpi (1075 

Why nol enjoy the free Teletext databases 
wilh Iho MlcroTelll Teletext adaplor ... Fully 
prograrrvnablo, with Fastext facility, instant 
access to last 16 pages. double page view, 
tele!Jortware Ioadr,r, auto-start/background 

£. TELETEXT~ 
~AlM1lGt 

operation ... Pages can spoken, printed as ASCII or graphtcs, saved as ASCII or OIF tIles ... 
With digital tuning for crystal clear colour TV/sound reception on any A1081 ! 1084/CM8833 
monitor! Uses Parallel port with lhroughport for printer. Available 'rom stock for only £1391 

£. PRODUCTIVITY 

W#ilMlG4 
• Woritbench Vt.] Enh.ncer £15.95 
• C64 Emulator V2.0 (with cable) 59.95 
• BBC Emulator 49.'5 

SuperB.s. Personal 
SuperBas. Person .. 1 2 
It.. Professional V3 
SuperPla" 
Acquisition V1 .3 
KlndWards 2.0 
VlzaWrlte Desktop V2.0 
ProText V4.0 
Works Platinum Edition 
Publisher's Choice 
Professional Page 
Buslnesswar. Accts 1 
Buslnessware Accts 2 
Personal Tax Planner 
Home Accounts 
DGCaie 
AIC Fortran 
A!C Basic V1 .3 
009-2-009 

• PC Emulator 29.95 
• Lattlc. C VS.O 159.'5 
• The Wonts 69.95 

Relational database power, without proQramming! 39.95 
As above, plus text, mail merge, batch entry etc. 62.95 
With Forms Editor and OML programming language 159.95 
Pro Spreedsheet w ith buSiness graphics. time planner 67.95 
Relational database w ith prograrrming Innguage 149.95 
Graphics & text, high-res multiple fonts, spelter 44.95 
HIgh performance desktop WP, now wil ll HO fonts 69.95 
Now fast WP wilh English dictionary 79 ... 
Intogratod Wordpro/Databaso/SpreadsheeVComms 179.95 
Kindwords 2 +PageSener 2 +LazerScript +fonts +ctip art 89.95 
Includes WP, Desktop, colour soparatio fls, CAD 179.95 
Invoicing, Salos Ledger. Stock Control, hy Panmcad 129.95 
General Ledgor, Purchase Ledger, by Panrncad 129.95 
UK Income Tax computation program, from Digit a 39.95 
Comprehensive personal accounts, simple to use 19.95 
All the spreadsheet essentials, easy to u·;e 24.95 
Mainframe quality ANSI 77 Fortlan by Ahsoft 179.95 
By Absoft . Compiles Amiga BaSIC ... FAS f! 124.95 
Reads & writes MS- DOS on 51" & 31" AlTliga drives 34.'5 

• Amlga B •• lc In.lde & Out £ 18 ... 
• AmlgaOos Inside & Out 18.95 
• Amlga Tricks & Tlp~ 14.95 
• Aml~ C for Beginners 18.95 
• System Programm.,'. Guide 32.95 
• Amlga 30 Graphic Programming 18.95 

£. CREATIVITY 

wffAM1lGj 
• Photon Paint It £99.'5 
• De luxe Paint III 69.95 
• PageFllpp.,. + FIX 89.95 
• Movie SeHer 59.95 

• .... gl. Sanlx V2.0 
• De Luxe ProductIons 
• 0. LUn PhatoLab 
• Sculpt-Animate 40 
• Pro-VIdeo PAL Plus 
• Professional Draw 
• .... gl. Draw 2000 
• X -Cad Designer 
• X -Cad Prof ••• lanat 
• DlgIVI.w Gold 
• DlgIPlc 
• Sup.rPlc 
• MlnlG.n 
• PAL Rendat. Pro 
• Handy Scanner 

• Fantavlslon 34.95 
• Photon Vldoo Cell Animator 89.95 

Score, edit , synthesise, imp(ovise. Midi compatible 39.95 
Definitive high-res graphics animation package 129.95 
Print & manipulate photo quality Images 59.95 
30 graphics and animation for Ihe profe3Stonal user 319.95 
Prolessk>nal video titler with fonts, extra lonts available 169.95 
The ultimate drawing tool. Uses vectored graphics. 129.95 
Pro CAD pack with autodimenslon, unlimited zoom etc. 199.95 
Entry-level CAD system 89.'s 
Professional CAD system (needs 2MB) 449.95 
Otgitises in all resolu tK>ns, displays 4096 colours 120.95 
FAST frame grabber ... only a few left al ' his price 150.95 
Real-time colour digitiser/ frame grabber & genlock! 475." 
Inexpensive and straightforward PAL genlock 105.95 
Broadcast quality genk>ck tor the profes:>ional user 695.95 
Cameron Type IV 400 dpi, with OCR & paint software 295.95 

••• IF YOU W ... NT IT TOMORROW... CALL US TOD ... YI ON 01 - 546-7256 •••• 

LAKESIDE HOUSE. KINGSTON HILL. SURREY. KT2 70T. TEL 01-546-7256 
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REVIEVV 

Professional Draw, it is 

claimed, is suitable for desktop 

artists whatever their level of 

skills. But isn't it just an add­

on for desktop publishers! 

DYl: ta.l: [lie:: s of 

• Canada's Gold Disk continues a 
sequence of extraordinary software releases 
for the Amiga. This time it's Professional Draw 
and the emphasis should be place on the " Pro". 
First of all you need a (I)meg machine (RI )to 
run the program. Secondly the power of the 
program is in its support for expensive output 
devices, from PostScript laser printers (Qume's 
Publisher currently the cheapest at £2999) to 
typesetting equipment in the tens of thousands 
of pounds category. 

Professional Draw has the same output 
capabilities as sister DTP program Professional 
Page and that means colour separation output, 
a first for any personal computer/software 
combination . Separations are the four sheets 
of plastic film which carry (as fine patterns of 
dots) the information about the density of the 
four main printing inks (cyan, magenta, yellow, 
black). On a printing press the inks actually 
adhere to the "dots". The four sheets of film 
carrying their separate colour information have 

-
to be matched (registered) perfectly and 
Professional Draw will print registration marks 
to help your printer achieve this . 

Of course you aren ' t expected 
necessarily to own this equipment. High street 
copy shops have PostScript lasers (black and 
white) and computer magazines advertise 
output of your completed A4 artwork from 
£6.00 + VAT. Colour will cost you around 
£50.00 per page . 

Creative department 
We've explained that you can achieve 
professional standard output through the 
processing power of Professional Draw but 
(I)what (RI)are you going to output? The draw 
part of this program provides a number of tools 
to create artwork on screen . If you are a 
beginner just starting out with the idea of using 
your Amiga for DTP or technical drawing then 
one of the most positive things about 
Professional Draw is the excellent manual, 



including a tutorial section , reference section 
and index . It exhibits good design and 
professionalism. They've come a long way since 
PageSetter. 

The drawing " page" can be set up to any 
size with si x popular options, standard, legal, 
A4, A3 , AS and B5 . The grid and ruler are set 
up in your choice of units of measurement 
(inches, centimetres and picas). Line weight is 
defined in half point sizes. 

You can scroll around and zoom onto a 
WYSIWYG display. Interlace and WYSIWYG 
can be switched on or off. 

There's no mystery to the curve, ellipse, 
rectangle , grid and freehand tools. The 
ESCAPE , ALT and CTRL keys are used with 
the mouse to close curves, and constrain 
angles , height and width . Each drawing 
operation creates an object which consists of 
control points - anchor points and direction 
points which define the tangents of curves. 

To edit an object it has to be selected and 
made active . You can select groups of objects 
for global changes, eg line colour. An object 
can be sized (with proportional control), 
rotated through any angle and mirrored - with 
considerable flexibility. You can also apply the 
distortion tool which lets you drag one of the 
control points to distort the object against a 
rectangular background . 

A hook tool lets you add another control 
point to a Bezier-type object and the cutting 
tool severs the chain of control points that 
make up such an object. 

Professional Draw offers some CAD type 
features. Grouping objects allows functions, eg 
cloning, to be applied to combinations of 
objects. Objects that overlap have a layer 
attribute . An object can be brought to the 
front or sent to the back - a bit like windows 
in Workbench . Objects can be locked against 
further editing. 

Text characters are treated in the same 
way as objects and a text string is automatically 
"grouped" when entered. Large , 24 point to 
144 point, typefaces are provided for titling 
and headlining purposes. 
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Any IFF bitmaps can be imported . While 
the full data is retained on disk ready for the 
output process, only a four greyshade picture 
is used on screen . A bitmap (a pixel based 
picture) can be cropped (cut to size), sized and 
moved around the screen . 

Line patterns and joins (butt, bevel. mitre 
and round) are also available to the artist. Fill 
colours can be selected and defined in a palette 
utility. 

Colour 
Certainly the most advanced element of the 
program is the ability to generate colour 
drawings. Lines , fills and text can be given any 
one of the Amiga's 4096 colours. Printing 
colours can be adjusted to match RGB colours 
if required. 

The main drawback is that on-screen 
colour is not available although with a 
knowledge of printing processes and a pantone 
book (a reference book which shows a large 
range of different percentage mixes of the four 
print colours) the designer should be able to 
predict the results accurately. The colour 
palettes of bitmaps should be preplan ned to 
match the designer 's requirements. Because 
Professional Draw supports Preference printers 
it is also possible to "proof" the output to an 
inkjet printer such as a HP Paint jet. For dot 
matrix printers there is the opportunity to 
experiment for best results. 

Backroom boys 
Professional Draw offers a number of features 
which make the program friendly to the user. 
Professional Draw's screen layout is familiar 
from PageSetter and Professional Page, an 
important consistency of style which will 
benefit users. Filing activities have got markedly 
faster than in previous programs, presumably 
due to the 1.3 upgrade . Pages can be saved 
individually or as a group (folio). There are also 
load and save menus for clipart and colour 
selections. Objects can be saved as clips into 
a library, building a resource for future use and 
distribution . 

Because many different drawings are likely 
to be generated with this program, perhaps by 
different people , Professional Draw lets you 
add information about creation date, artist etc 
to a folio . 

Professional Draw is all about line drawing 
and does not contain any picture processing 
features. Perhaps, following the pattern on the 
Mac, a "photography" type program will be 
Gold Disk's next DTP release . 

If you are printing to anything other than 
a PostScript device then Professional Draw 
won't compete with Aegis Draw for CAD or 
Dpaint for for painting. 

Closedown 
Behind the ordinary looking display Professional 
Draw has the rare capability to interface 
seamlessly with Lhe world of design and print. 
The line, shape and fill drawing tools are easy 
to use as is the program in general. Note that 
it is not possible to run Professional Draw 
properly on a SI2K machine and that dot 
matrix output is possible but that a PostScript 
printer is the intended output device. 
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Professional Draw is unchallenged on the 
Amiga and combines with Professional Page to 
put the Gold Disk packages at the forefront 
of DTP 

Factfile 
Gold Disk products are distributed in the UK 
by H.B.Marketing 
Brooklyn House, 
22 The Green , 
West Drayton , 
Middlesex. 

Pixels vs Points 
• Professional Draw is not a pixel based 
program but. more like a Computer Aided 
Design program. is based on objects. When 
draWing an ellipse for instance the program 
saves the result as a number of attributes 
I screen co-ordinates. line thickness (weight). 
line colour and so on). There are two major 
advantages of savmg the display information In 

thiS way firstly the attributes can be changed 
from a pulldown menu and the obJect(s) edited 
by clicking and dragging the mouse. secondly 
the way the information about the draWing IS 
held IS Similar to the way a PostSCript printer 
"deSCribes" the draWing Internally before finally 
printing It at the appropriate ,-esolution. 



REVIEV\T 

Gordon Hamlett gets 

into training for the next 

world wrist waggling 

championship 

J:)a.ley 
Tho I t lPSO:rt.'S_ 
C>lYItlpic 
C::ha.lle:rt.g ·~ 

• With the deregulation of television much 
in the news these days, Daley Thompson's Olympic 
Challenge , from Ocean, could indicate the way 
computer games are going to move in the future . 
As you may know, Daley lends his name to the 
Lucozade advertising campaign . So what do we find 
in the game} Lucozade features very prominently, 
not just as a logo but, as an integral part of the 
game. Where will it all end} Imagine stopping for 
a computerised advert after completing every stage 
of the latest shoot-em-up. 

The game itself follows a well worn path 
although there are one or two new ideas. You have 
to compete in all ten events of the Decathlon, 
amassing points in relation to your performance. 

Competing in the ten events - 100 metres, 
long jump, highjump, pole vault , 110 metres hurdles, 
400 metres, shot, javelin , discus and 1500 metres 
involves the usual combination of waggling your 
joystick as quickly as possible in order to build up 
speed and power coupled with sundry other move­
ments when precise timing is required such as judging 
what angle to release the javelin or deciding when 
to start jumping. 

Before the competition actually starts though , 
you get the chance to improve your performance 
by training. Two minutes of wrist-wrenching waggling 
in two different exercises gives you the chance to 
earn yourself up to three cans of a well known 
glucose drink . These can then be used later on in 
the competition to give you an added boost in the 
events that you have most trouble with. 
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Title : Daley Thompson's Olympic Challenge 
Supplier: Ocean 
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Sound 13 

Gameplay 

Value 13 



LAN AMIGA 
SOFTWARE 

LAN AMIGA SOFTWARE IPACK 
AMIGA 500 

Free 20 programs condensed Onlto 2 disks 
for your convenience 

FREE MOUSE MAT FREE DUST COVER FREE £100 
OF SOFTWARE WITH YOUR AMIGA YES YOU 

CHOOSE THE SOFTWARE YOU WANT WITH YOUR 
AMIGA (£100 RRP) IF YOU WISH TO ORDER A TV 
MODULATOR THEN YOU WILL HAVE £:75.00 TO 

SPEND ON SOFTWARE 
£419 INC VAT 

PACK 1 
Winter Games, Out 
Run , Final Assault , 

Wizard Warz , Leader 
Board, Birdie Golf, 
Marble Madness 

£39.00 

PACK 4 
203.5" Disks 3.5" 

Cleaning Disk, 
Joystick, Dust Cover, 

Mouse Mat 
£49.00 + VAT 

II 
TELEPHONE 01-597 8851 (5 li-nes) 

ASOO COMPUTER 
+ Introduction to the Amiga 

Manual + Amiga Basic Man­
ual + Mouse Controller + The 
Very First Disk + Work Bench 

Disk + Extras Disk 
ALL FOR £299 + VAT YOU 
MUST BUY ONE OR MORE 
PACKS WITH YOUR AMIGA 

PACK 2 
Amegas, Art of Chess, Bar­
barian , Insanity Fight , Ikarl 
Warriors, Buggy Boy, Mer­
cenary, Terrorpods, Thun­
dercats, Wizball , Marble 

Madness 
£39.00 + VAT 

PACK 5 
Hellbent , Better dead than 

Al ien , Quadral ian , 
International Soccer, Star 
Goose, Winter Olympiad , 

Back Lash, Out Run , Attack , 
Marble Madness 

£45.00 

PACK 3 
12 GAMES 

Grid Start, Eco, Karting 
Grand Prix , Wizball , Thai 
Boxing, Terrorpods, Fl ight­
path 737, Barbarian , XR36, 

Obliterator, Las Vega , 
Marble Madness 
£59.00 + VAT 

COMMODORE A200 B computer ....... ............... ...... £849.00 Turn your Amiga 2000 into a 512k PC 

XT Bridge Board 
PC III SO 

MONO .... . .. .. . ... ... ....... .... . £499 20mb hard Disc 
for Amiga Dos .. ..... ... .... .. ....... .... .. £399.00 5.25 Disk Drive ... ... .. .. ......... .. ....... £249.00 COL ... . ........ . .. . ............ ... £633 

ECD .. ... ....... .. ... ....... ... .... £755 

PC10 III DO 8mb Ram Board 20mb Hard Disk 
MONO .... . . .. ..... .... .... ... .... £553 Populated to 2mb .. .. ... .... .... ....... .. PHONE for Amiga PC Dos .. ... ....... ... ..... .... £199.00 
COl ... .. ..... .......... .... .... .. . £689 
ECD ... .. .. ........... .. ........ ... £815 

PC20 III HD 
MONO .. .. . .. . ..... ..... .. .... ... . £735 
COl ... ... ..... ... ........ ..... .... £864 
ECD ... .. .. .. .. .... ...... .. . .... . .. £989 

We also stock full 
Commodore PC Range 

NO FLICKER IN HI RES 
NEC Multisync II 

2mb Ram Board Unpopulated 
Chips needed are 
258x1bit Dram 

+ Flicker Fixer. ..... ....... .......... .. ..... .. . £689 120 ns or faster ..... ........ ....... .. .... .. £135.00 

* SPECIAL * 
Okimate 20 

Colour Printer 
Free Paper Roll 
Free Roll Paper 

Holder 

£120.00 

DIGITISING 
PANASONIC WV1410 
Camera with B.5mm 

lens £217.00 
Copy Stand 

£52.00 
Digi Droid 

£52.00 
Software in stock 

Panasonlc KXP '1081 .". "",,£149.00 
Slar LC10." "",,£169.00 
Star LCtO Col. " .""",,£2t5,00 
Star LCtO Sheel Feeder ."."".£55,00 
NECP2206 ". . .. " ... """,,£279.00 
Epson LX800 "". """"""",,£169.00 
Star LC24110."" .. """.""".",,£279.00 
Star LC24110 ShElel Feeder "". £55.00 
Ok,mate 20 Col Pnnler ,,,,,,,,, £t20.00 
NEC P6+ " "" .. """"".""", £499,00 
NEC Ph "" ."""""""PHONE 
Citizen t200 .,,"""" "" "" ",, £t29.00 

Large rangle 01 alternative 
Printers available. 

Please phone lor quotation 
ALL PRICES EXCLUSIVE OF VAl 

)!~T 
Bridge Board 

for 2000 
PHONE 

Mouse Mat "."."""""".""""".£4,95 
Dust Cover· Computer " "" ..... ,£7.95 
Dust Cover· Monitor ........... ". £9.95 
Dust Cover · Disk Drive " "" ... ,, £6.95 
3.5" Disks (box 10) ". """""",,£t4,95 
5,25" Disks (box 10) ."".""""".£9,95 
Disk boxes lrom """"""""" ..... £2,00 
Copy stand A4 ." .. " ................. £19,95 
Data Switch 2 way .................. £39,95 
Data Switch 4 way ." ............... £39,95 
Joysticks trom .. " .. " ................. .£7.00 
Monitor stands .. " ......... " .......... £7.00 
Pr inter Paper Irom ... .. ........ £9.95 
Printer Ribbons Irom .............. £3.00 

All Accessories inclusive 
01 VAT. 

68020 
Co. Pros 
for 2000 
PHONE 

Special oller Monitors ." .. " .. ,,£t89.00 
Philips 8833... . .......... ,,£219.00 
Phi lips 8852 ...... " .. " ... "."".,, £269,00 
Philips 907.3" ". ". """.""".£389.00 
Philips Monitor Green """"",,£59.00 
Phil ips Monitor Amber """."".£79.00 
NEC Mulliay 11 "." ,."".""".£489.00 
Commodore t0845 """.£239.00 

Ferguson + V Monitor t4" .". £t89.00 
Philips 14" RIC teletext " .. ",, £2t7.00 
Philips 15" FST ..... " .. " .. " ...... £189.00 

All Monitors complele wilh 
computer leads. 

3.5" 
Disk Drive 

with through 
port and on/off 

£69 + VAT 

GRAPHICS 
TABLET 
12" X 12" 

D/Button Pen 
Type Stylist 

and Software 

£369.00 

LAN SOFT CLUB LANSOFT CLUB 
The computer club lor Amiga and 
ST Users everywhere. all prices 

include VAT 
Membership £20 per year 
SO WHAT DO YOU GET? 

Tau Ceti RRP LANSOFT 
Hacker II £24,95 £5.00 
Ogre £24,95 £5,00 

SO you can save up to 10% 01 your 
software on our special club 

promol ion 

For every £20 you spend with us you will get a ticket for the draw. 
The more you spend the more tickets you will have. 

HOW TO ORDER 
Enclose letter with cheque, postal order or credit card number for amount including VAT and delivery charge 
£10. Credit card holders may order by telephone. Contact sales desk. Despatch normally in 24 hrs. Official 
orders from Educational Establishment, Local Authorities and Government departments welcome. Contact 
Educ, Dept EXPORT HOTLINE 01·597 8853. Fax 01 ·590 6057. But you must show this ad to get your tickets. 

First Prize: colour Monitor Second Prize: 2nd Disc Drive. 
30 Runner ups will will get a Game Software Title. 

Dealer and Export Enquiries : Contact Trade Oept. 
Prices exclusive of VAT unless other stated and correct at time of going to press. 

~~~:1~~;~1~~: ~:~:~~~~n~i~~d~~aO~ , ~~r~~~tt'le~eath . Romlord . Essex. 
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lVIOVIE 
SETTER! 

ppet theatre is alive 

aT, well! Louis Tilley discovers 

t a MOVIESETTER is more 

iust an animatIon 

• Somewhere in London today th .... ls 
a dingy little shop, left over from the times of 
Dickens, where an anachronistic shopkeeper 
sells for exorbitant prices tools of theatrical 
fantasy which once sold for a pemy plain, and 
two pence coloured. Few children seem to 
frequent his shop, but grandparents from 
America like to take home these nostalgic 
reminders of a time when toy theatres brought 
excitement to Victorian mrseries. 

In Santa Fe, New Mexico. USA. the 
Museum of Folk ArtS has a grand. oriaJnal 
collection of the same type of coloured prints 
from England, Germany and France of 
miniature theatre interiors, proscenium arches. 
and lavish sets to be peopled with tiny cut-out 
paper casts of 18th and 19th century plays. The 
elaborate nature of these paper toyS indicates 
that it was not only the children of that time 
who gave home theatrical performances with 
them - elegant adults, too, pushed the small 
heroes and heroines onto and off the stage. 

This fascinating hobby may have reached 
the height of its popularity in Victorian times 
but the same elements which made it such fun 
then are still with us, revitalized and given the 
speed and excitement of today's electronic 
action by Gold Disk. MOVIESEITER Is so 
much more than another animation pacIcage. 
Truly, a toy theatre, RlO'Iie house and vaudeYIe 
stage has come to the AMIGA! 

Passive and Active 
If you did no more than load MOVIESEITER 
and used one of the supplied data disks as you 
would the old paper cut-out backgrounds and 
play-actors to stage yOur ¥enion of a cartoon 
comedy .. . or traaedY, this could wei become 
a consuming passion of passive interface with 
a world of animation. It certalnly offers the 

possiblity of interactive story telling which, so 
far, has not been touched by the orcInary game 
software. 

Hopefully, Gold Disk wiI supply data disks 
which will enable the buyer to recreate some 
of the great masterpieces of the past • •• or, 
contracts allowing, cartoon and/or theatre 
personalities of today. 

What HOVIESETTER 
Does 
You are the producer-director, the puppet 
master, the impresario. From the moment you 
boot MOVIESETTER you control the elements 
which make a play or a movie. 'People, places 
and sounds' are the dynamic trio of story­
telling on the screen. MOVIESETTER calls 
them faces. backgrounds and sounds. They are 
the raw materials which are manipulated by the 
tools of MOVIESETTER. 

You arriw: at the tools you use by turning 
raw IFF faces. which are the single Image of 

a person, animal, or thing which you want to 
animate and move about, into a set or series 
of the same face drawn in progressive steps 
of the movement. The SET EDITOR is a 
separate program within MOVIESETTER which 
does the job. This series of faces (called a set, 
remember) may be stamped in or out of 
sequence onto the Background. The resulting 
stamped series is called the Track. 

Where did we stamp the set1 Onto the 
background, which is the simplest of all the 
elements to create. All of the elements may 
begin as standardlFFs, but the background stayS 
IFF. You create it with any low-res paint 
program. Preferably, choose one which can 
supply a full video overscan (325 x 240). A 
practical suggestion: try to use the default 
palette of MOVIESETTER at all times when 
working with another paint program. The use 
of one palette throughout the entire process 
seems to make life easier. But be warned -
keep the background simple, so that it doesn't 
detract from the action figures which win 
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detract from the action figures which 
always lay on top of the background. Call 
and place the background by using the PUIIUQ¥!m 

menu EVENT. 
The EVENTS menu also controls 

third element, Sound. The Sound 
under EVENTS, allows you to 
standard IFF.snd file which you may 
collected from public domain sound 
programs. The Sound Control enables 
for a total of four tracks at once with variatiidrn 
of pitch between a four octave range and 
steps within each octave. 'Pan' and ·Vr.l ... nl~· 
are slide controls. 

The most important thing about 
Control is its ability to synchronize a sound 
the exact frame of a production. You do 
by clicking on 'Event' box before returning 
the major SCENE EDITOR where you 
seeing what you create as you create. 

MOVIESETTER stores its conllDieiteltl 
movie under the file he 

PRODUCTIONS. To start your ~lt~"nratil'lh 
of this magic kingdom (a phrase cOI:wrimltel!l 
by Disney Enterprises, I believe) 
MOVIESETTER it would be a good idea to 
and run one of the productions 
included on the 'MOVIESETTER 
Clip Art' disk. The length 
of productions is 
astonishing. 
The method 
of compress­
ing animation 
files developed 
by the program­
mers James More­
head and Ian Don­
en is responsible for 
this feat . Don't fret 
about the inability to 
call forth these files into 
one of the other anima­
tion players available from 
Public Domain or other 
animation packages. 
MOVIESETTER outputs the individual 
of a 'set' into IFF with its Set Editor. By 
use of the new Deluxe Paint III aniim;ltil'l~i 
feature, the transfer is made eaSily. 
Paint of any version is most useful 
working the MOVIESETTER. 

Examine the individual parts of 
Production chosen from the Clip Art disk. 
to recreate what you have seen by starting 
new production (from the 1st 
menu). All of the different Backgrounds, 
and Sounds may be loaded into your 
production. 

Not Just for 
Professionals 
The ease with which the elements 
MOVIESETTER are handled opens up 
world of animation to young, old, ~xl~riienc~f!d1 
and inexperienced alike. It is no l'r.tll'll",m 
so many of the animation Drcll'Mlm", av,lilall)lElI 
to label them 'professional'. MC:J\I'/~~;~lTE:R II 

The tool, 'Storyboard', enables ~ to see 
your production laid out as a series of stills. 
These are displayed on call as the frames which 
contain a background or a set track change. 
You may call for other options of change from 
its menu. 

Storyboards are even better used before 
a fUm sequence is begun. Try planning ~r fIrSt 
movie production by making a series of rough 
notes in graphic form of what the different 
scenes in your film will be. Generally, these are 
done on a page much like a comic strip, with 
the scenes following each other in a sequential 
manner. Take your tip from the post 
storyboard of MOVIE SETTER as to the layout 
of frames. 



Almost all film plot may be summed up 
by the catch-phrase, 'A likeable character 
overcomes difficult obstacles to obtain a 
worthwhile goal' . Plan a beginning, a middle 
and an end. First, design or choose the likeable 
character. Let's make him a prince. Then set 
his goal. How about having him rescue a 
maiden in distress! Now, what shall his 
obstacles be! Why not a dragon! 

The three main 'sets' you will need will 
be of the prince, the maiden and the monster 
or dragon. The backgrounds will depend on 
how elaborate you want to be with this first 
production. A favourite theme of Renaissance 
artists was the Greek myth of Andromeda. 
Let's, as they did, steal the plot, characters and 
action. 

The Scenario 
Perseus, son of Zeus and Danae (of the golden 
shower) rescues Andromeda, a beautiful 
Ethiopian princess who had been chained on 

a rock in the sea to be eaten by a monster. 
The plot needs some plain sea, preferably a 
scrolling one that Perseus flies over (oh yes, 
MOVIESETTER can scroll a background either 
vertically or horizontally). It will require one 
background change. The end scene will be a 
rock to which we can chain Andromeda. The 
sea laps at its base. There are two backgrounds. 

The Script 
The film opens on a black screen. 

WIPE TO: 
(There are six wipes included with 
MOVIESETTER, plus a non wipe I prefer called 
'NONE', which is a straight 'cut'.) 
SCENE I: The scrolling Background of a 
seascape flows from right screen toward left 
screen. (There are facilities for regulating the 
speed. This should be fairly slow.) 
SUPER TITLE: 'Perseus & Andromeda' 
ENTER LEFT SCREEN a small boat that 
bobs up and down. (This boat gives scale to 
Perseus who will fly faster and in front of it.) 
CONTINUING ACTION as Perseus flies 
in from left screen and moves to centre of 
screen. Hold him there a bit, then let him 
swiftly fly off right screen. 
CUT TO: Stationary Background of large 
rock, seas lapping at foot of rock. A beautiful 
maiden is bound to the rock with chains. A 
monster crawls back and forth in front of her. 
(Lap the still picture SEA by using 'Color 
Cycling' of up to four colours running at the 
same time. Make a set of the Maiden and a 

set of the chains, for later the chains are cut 
off). 
ENTER left SCREEN: Perseus swooping 
down to a landing beside the fair maiden. He 
does battle with the dragon. 
ACTION CONTINUES as Prince hacks 
monster into pieces, then hacks off chains to 
free Princess. 
CUT TO: Close-up of face of princess. Face 
of Perseus enters from left, kisses Andromeda. 
(Use the Sea BG (Background) for this or make 
another BG of solid sky blue). 
WIPE TO BLACK: 

TITLE: THE END 
Don't be misled that this is too simple for 

you to tackle. Although there are only three 
characters, each change of action anyone of 
them has will require a new 'set' of animations 
of the 'face'. Take a look at the break down 
of the sets: 
These shots are all MLS (Medium Long Shots, 
i.e . full figure) except for the CUs (Close-Ups) 
of the kissing scene. 

Perseus 
Flying 
Landing by Princess 
Fighting with Monster 
Hacking off Andromeda's Chains 
CU profile puckering up for kiss 

Monster 
Pacing back and forth (Set Editor has a neat 
reverse mode under Special Menu called Flip 
Set Horizontally which will take care of this. 
Cut into pieces which fall to ground 
Blood . .. lots of squirting blood from the 
pieces. 

Andromeda 
Posing against the rock as if bound with chains. 
The chains must be SET, too. 
Released from chains. 
CU of profile puckering up to kiss Perseus. 
(There are two titles. The opening title is a 
'Set' which is given its own 'Track ' onto the 
scrolling sea Background. The second one, 
'The End', is a plain Background IFF file .) 

The film is ended, but we have no melody 
to linger on. MUSic has given me a hard time 
on MOVIESETTER . Every animated film must 
have a good sound and music track . 
MOVIESETTER gives you remarkable sound­
tracks which sync with the action eaSily. 
However, to get a music track you must build 
it sound and or note by note from what is 
essentially a SMUS snd. file . 

Sampled sound can be thrilling with its 
subtle live recording effect, but it eats memory 
like the cookie monster. The AMIGA is 
multitasking; so why don't one of you bright 
programmers write a little program that starts 
and stops in sync, with the beginning and end 
of a MOVIESETTER production! 

To place SFXS (that's Sound Effects in film 
talk) in the story of Andromeda & Perseus, dig 
into your PUBLIC DOMAIN files of SMUS 
snd. and come up with a wave rushing, the 
smack of a sword blade, the shrieks of a dragon 
and the sighs of a maiden. Use them as much 
as you have left of your memory. You can get 
a lot of mileage from one sound by using the 
piano key pitch alter in the 'Sound Control' 
of MOVIESETTER . The cries of a baby when 
played several octaves lower sounds like the 
horrible death throws of a monster. 

Well, that's it except for you starting your 
own film . Keep it simple, watch the colour of 
palette changes, and save often. Good 'Ughts! 
Camera! Action! to you ... or is that another 
program we'll soon be dealing with! yA 
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Copyist: 
Professional 
• Producing a printed music score is not 
an easy task and computerised help in this area 
has been a long time coming. Copyist 
Professional is such a program. It offers the 
musician access to the same type of cut and 
paste editing facilities that a writer gets with 
a word processor, but it allows the user to 
manipulate musical symbols as well as words. 
The program comes on two disks and needs 
a minimum of I megabyte to operate - even 
though a hard disk is recommended we 
encountered no real problems with the I 
meg/twin floppy A500 system used for this 
review. Commodore 's new WorkBench 1.3 is 
also needed in order to run Copyist 
Professional but Dr. T includes this as part of 
the package. 

Copyist Professional is supplied with a 
moderately sized, but comprehensive , manual. 
A tutorial introduction gives a general overview 
of the package and this is followed by chapters 
which deal in detail with the various program 
modules. Towards the end of the manual 
there's the familiar Dr. T selection of advanced 
tips , troubleshooting notes and other 
appendices. All in all the manual is well written 
and does a good job explaining a very 
sophisticated program. 

Editing 
When you load the score editing module 

you are presented with the screen equivalent 
of a blank piece of paper. To create a sheet 
of manuscript you simply move the cursor to 
an appropriate place and select staff from the 
pull down menu options. You can decide on 
the positioning and spacing of the staves used 
and there are similar options for adding clef 
and time signature details etc. Copyist 
Professional has rather a lot of symbol creation 
facilities so some of the commands, such as 
those to add bar lines and link staves, are 
implemented as function key based operations 
instead . 

Like many sophisticated programs Copyist 
Professional takes a little while to get used to 
but surprisingly it doesn ' t take that long -
within a few hours I'd made significant progress. 
By the end of the first day's use I had no doubt 
that the program is well thought out. The cut 
& paste operations allow you to move, edit and 
transpose complete sections of music and they 
are very flexible . For instance you can mark 
out a phrase and then write it back in 
transposed form straight into the section that 
the music was originally taken from . This allows 
you to superimpose a rough harmony line onto 
an original melody (all you then need to do is 
make the odd adjustment for major/minor 
thirds etc., to complete the harmony). 

The Copyist 's editor facilities have been 
designed with the serious user in mind. You can 
add song words, chord symbols and 
miscellaneous text anywhere on the score and 
you can even change the position of bar lines 
after a piece has been written . The editor 
caters for all of the usual notational needs: 

beams; ledger lines; stem direction ; triplets; 
rest bars; slurs; trills ; extended brackets etc. 
You can even incorporate user defined symbols 
which have been designed with the Copyist 's 
own font editor. A general macro facility has 
been implemented and this lets you automate 
many of the Copyist 's routine operations. 

There are several ways of entering data. 
Notes can be placed on the staff individually 
(in conjunction with the block move cut and 
paste facilities) , a join mode allows groups of 
beamed notes to be entered qUickly, and a 
keyboard mode is also provided so that you 
can position notes using the Amiga's keyboard. 
Lastly there is a separate text mode which 
enables you to place verses, choruses or any 
other pieces of text onto the composition . 

The editor can handle scores that contain 
up to 50 manuscript pages per score and each 
page can consist of up to 9000 different 
symbols. 

As an added bonus Copyist Professional 
can do something else which is both clever and 
very useful - it can import SMUS, MIDI, and 
KCS sequencer files, translating (transcribing) 
them into musical notation as it goes. This 
transcription ability adds a new dimension to 
the program because it enables you to use a 
MIDI keyboard/sequencer arrangement to 
produce the bulk of the score with the final 
tidying up being done via the Copyist 's editing 
facilities - this not only saves time but allows 
you to do a job which is almost impossible by 
other means. 

Does it work? Well somewhat 
surprisingly, yes, and it seems to do a good job 
of it as well. Bars were correctly divided, i.e . 
long notes that were played across a main bar 
division were properly split and tied so that the 
bar in question was correctly partitioned. The 
transcription facilities are an area where you 
need to experiment to get the best results . 
If you expect to be able to read in a mixed 
up 24 track sequencer file and get each part 
written out separately you'll be disappointed . 
If you use this transcription option sensibly, 
especially if used in conjunction with a 
sequencer so that you can separate out parts 
etc. you'll get the maximum control over the 
translation process and will find it both a 
fascinating and very useful facility to have . 

Other Modules 
The Copyist Professional package also 

contains some other modules: Parts allows you 
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REVIEW 

Amanda Jones takes a look at 

Copyist Professional, the new 

musicians' 'word processor' 

program from Dr. T's 

Software Company . 

to create se parate instrument parts from a 
score and allows the isolated parts to be 
renamed, transposed and reformatted. Synth 
converts Copyist score files back into KCS 
.ALL file and MIDI file formats . 

Visual Quality 
As far as final print quality goes this will 

obviously depend on your printer capabilities 
but with the right hardware at the end of your 
system the Copyist can produce excellent high 
resolution score printouts. Manuscript quality 
scores can be created using specially optimized 
printer drivers for dot matr ix and HP LaserJet 
printers. 

Conclusions 
The Copyist Professional costs £199 .95 , so is 
really aimed at professional and serious 
amateur musicians. It is clearly an impressive 
and well thought out program. It is also a 
program which you need to spend time with 
if you wish to get the best possible results -
but having said that there's little doubt that this 
would be time well spent . As far as the Amiga 
goes there doesn 't seem to be any obvious 
competition and for this and many other 
reasons I suspect that this piece of software 
is going to win a lot of new friends for Dr. T's 
Music Software Company . yA 

Title : Copyist Professional 
Author: Dr. T's Software Company 
Supplier: Digipro Ltd. 
Enterprise House, 
Howards Grove , 
Southampton sal 5PR 
Tel : (0703) 703030 
Price: £199.95 
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REVIEW 

C;a..l1Iltl~t II 
• And here it is ladies and gentlemen, 
the stunning sequel to the all time smash hit 
classic, Gauntlet '!iI Yee harrr !! Er, just a 
minute, US Gold never released the original 
game (thankfully some might say ·after seeing 
the other versions) yet here we are with the 
sequel Gauntlet " . 

In fact while US Gold has been messing 
about with the license, Rainbow Arts has 
nipped in and released Garrison I and" (though 
that was the same game with different levels) , 
a hugely impressive Gauntlet variant . It 's now 
ironic that US Gold actually distributes 

Rainbow Arts stuff in ·this country. 
How much of a mark can the official 

sequel make though I I suspect that it will make 
quite a lot, regardless of what I or any other 
reviewer may say about it. 

You all know that you 're down in a 
dungeon, along with up to three mates (if you 
have the joystick interface available from US 
Gold or Microdeal for another £5 .95 - thanks 
very much) roaming around, hacking and the 
like, and simply accumulating points. Well , the 
points are one thing, but what will drive most 
people on, especially if you have that interface 
(otherwise it's two players only) is the desire 
to see how far they can get , how many levels 
they can master. 

Down in dungeon city, you can play an 
elf, warrior, valkyrie or wizard , in any 
formation . So, there could be four warriors 
or three elves and a wizard (which I wouldn't 
recommend). While the elf is quite spritely, he's 
a bit of a wimp, and once you get past the first 
few levels he gets wasted with tedious 
regularity. Only play this sucker if you want 
a challenge. 

The wizard and warrior are the two best 
characters by far, and the former has the best 
command of magic (which amounts to how 
many hits the monsters take when he activates 

Duncan Evans tries his hand at 

running around mazes, 

collecting treasure, and 

beating up nasties in this 

version of an extremely 

popular arcade game 

the smart bomb-like potions). 
One of the first problems that you'll 

encounter is locked doors. Unfortunately, 
pretending to be a Millwall supporter and 
booting them doesn't really work, so you need 
keys, loads of them . Some walls do succumb 
to the violent approach though, and other 
sections are either portable or they move by 
themselves. 

As you watch your health points steadily 
drip away, like Luton Town's home support, 
don't despair (just yet) - a leg of pork will 
have you feeling much better. 

While you are strutting around, laying into 
those horrid monsters , and the smallish screen 
(Garrison was bigger in every department) 
scrolls adequately well, you will encounter 
various amulets. Don't ask if they belong to 
anyone, just grab them yourself as quick as you 
can (note to small children : don ' t try this in 
real life) . You can then make yourself invisible, 
invulnerable, be totally repulsive, have reflective 
shots, have super shots, and be able to walk 
through walls. So they're worth having maties . 

Over on the 'beat me , beat me' side are 
ghosts , which move incredibly quickly, grunts 
(these are Millwall supporters) , demons (breath 
fire etc), lobbers (they lob, what else ?), 
sorcerers (who disappear then reappear), 
deaths (as you can imagine, an encounter with 
a death is not pleasant), acid puddles (which 
make a disgusting gargling sound on contact) , 
the IT monster, a dragon and the thief. 

The IT monster is a bit of laugh in a 
multiplayer game as once it touches you , you 
become IT, attracting all the monsters on that 
level. If you manage to touch a fellow 
adventurer then they become IT. Cooperation 
goes out of the window when IT's about . 

The dragon is quite impressive , and the 
thief pinches things (what else). 

To be honest I prefer playing Garrison in 
two player mode , because it has a bigger 
playing area and better graphics. That said, 
Gauntlet can support more players, has better 
in game sound effects and is still a decent game . 
Having said that, it looks and plays exactly like 
the ST version (except the ghosts are 
marginally faster) and the scrolling isn 't perfect. 

Still , if you want a good multiplayer 
mindless thrash then Gauntlet" should suffice , 
·so polish that broadsword and get hacking. VA 

GAUNTLET II 

Title : Gauntlet II 
Supplier: US Gold, 
Unit 2/3, 
Holford Way, 
Holford, 
Birmingham B6 7 AX. 

Tel : 021- 356 3388 
Price : £24.95 

Graphics: 20 

Sound: 16 

Playability: 

Value: 16 
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REVIEVV 

lVIa.ilshot 
Hailshot is a label 

printer for the busy 

small business. Fin Fahey 

gives it the once-over 

• Along with putting things inside other 
things, putting labels on the outermost of the things 
is a serious business - a lot of people are kept in 
gainful employment by this simple but pleasing 
artform. So is Digita's Mailshot, a piece of software 
wholly dedicated to this task, going to represent 
a threat to their prospects! 

Mailshot is oriented specifically towards address 
labels - in effect it's a simple database with as many 
fields available as you may need for any given size 
of label. The innovative aspect of the program is 
that it displays the label file on screen rather like 
a strip of film that you can scroll through. This gives 
the process of produci g labels a certain immediacy 
- you stop thinking In terms of files, and think of 
the disk as containing a direct image of the label 
data. Commands for moving up, down and searching 
through the 'label spoil' are all provided. 

Title: Mailshot 
Supplier: Digita International 
Kelsey House , Barns Road 
Budleigh Salterton 
Devon EX9 6HJ 
Tel: (0395) 45059 
Price: £24.95 

Having said that, that's about the only feature 
that pleased me about what is, when all's said and 
done, a very slender piece of software for a business 
program. If you are extremely, and I mean 
extremely computer-illiterate, you may need this 
approach. Rather like moving your lips when you 
read - no offence. Anybody with a hint of suss will 
want a proper database - may I recommend 
Precision's Superbase - which will be compatible 
with other applications. This will allow you to 
mailmerge, for a start. These days, full databases, 
particularly on the Amiga, are not that user-hostile. 
It was dBase /I that got databases their bad 
reputation, but those times are long gone. 

In sum, then, if a/l you want to do is get a set 
of labels out quickly, this might suit you. I feel that 
most users would be better off, in the long run, 
with a more versatile piece of software. yA 
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TV Sp 

IITV Sports I. part 01 ClnenYwar8. the 
Mirrorsoft offshoot that shot to fame with 
Defender of the Crown and regained its 
reputation after a sticky period with Rocket 
IUnger. Now it's trying its hand at sports 
simulations with American Football as its first 
offering. 

American Football is growing trem­
endously in popularity and the recent close 
Super Bowl between Cincinnati and San 
Francisco will no doubt ensure that more and 
more American Football games enter the fray. 
So it's becoming more important to judge such 
games on their merits rather than just because 
they are American Football games. Con­
sequently, this review may appear more critical 
than other magazines that heap praise on any 
football game. 

The first thing to mention is, of course, 
the game's graphics which, as you would 
expect, are quite exceptional and include TV 
announcers to predict the outcome of the 
game. There are fans and cheerleaders to spur 
you along and, of course, the players. These 
usually appear as a top down display but for 
field goals and extra point kicks they are 
promoted to full 30 Unfortunately, unless you 
have a second disk drive, this will become 
slightly irritating as you will have to swap disks 
before and after every kick. 

TV Sports Football also has details and 
stats on all 28 of the NFL's teams and allows 
you to play a full 16 week regular season 
complete with playoffs. This might not sound 
exceptional until you check out the other 
games and realise how few contain such a basic 
criterion. This game goes further and allows 
you to play a whole season or set the program 
on automatic for half of it if you haven't the 
time. You can also play exhibition (one off) 
matches against the computer or human 
opponent or gang up with a friend against your 
Amiga or practise running, passing and kicking 
which is essential if you're going to stand any 
chance at all in a game. 

YOUR AMIGA JUNE I 

r1:s Foo1:ba.11 

Running the ball is the simplest move 
you guide the ball carrier into openings 

the defence crunch. Similariy, kicking is 
matter of timing and learning the best place 
make contact with the ball to get it between 

posts. But passing is the stumbling block: 
complete a pass you must hope your 

(li)uartll!rback has time to aim the ball upfield 
move a green cursor to where you 

your receiver will be to catch it. 

Since receivers follow predetermined pass 
in time you'll be able to learn them, but 

take time as most of the time the man 
trying to throw to is off the screen. 
there was an argument for a beginner's 

option that always throws it in the right 
dinl!,cti~.n (see 4th and Inches) because if you 

throw the ball you can't play the game! 

Eventually, you'" be accomplished enough 
tryout your skills in a game and try out 
different formations as well as defence. In 

your task is to clobber the opposition 
they make 10 yards To do this you select 

. f the defence formations which in tum 
better at blocking runs, stopping passes and 

sltODDiI,., quarterbacks but are risky jf the 
do what you think its going 

again, American Football is half 
and half mental skills. Without both 

end up bruised and beaten. 

Graphically, TV Sports Football'Can't be 
however, some of the routines, such 

TV announcer, rapidly become slow and 
but the players move and tackle well 

should keep the arcade pundits happy. 
slightly concerned about the shortage of 

compared to some other American 
game such as the PC game NFL 

clttllllell'lge and it's disapolnting to find lists of 
that have little to do with today's stars. 

Overall, it is the best Amiga football game 
date and one of the best overall, but in some 

It could have been even better. yA 

Strap on your helmet 

and prepare for the best 

your Am/ga can offer In 

bone crunching action as 

you play football, 

American style, under 

the glare of the TV 

Sports camera. 

TV SPORTS FOOTBALL 

Title : TV Sports Football 
Supplier: Mirrorsoft 

(Cinemaware) 
Headway House 
66-73 Shoe Lane 
London 
EC4P 4AB. 
Tel : 01 377 4645. 
Price : £24.95 

~ 
Graphics 25 

Sound 12 

Playability 20 

Value 20 
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REVIEVV 

Gordon Hamlett ventures off 

into the wild blue yonder 

• Is it a bird? Is it a plane? No! It's an 
oncoming air to air missile. Oh well , it 's only 
another life up the spout. 

Afterburner from Activision is the 
conversion of one of the top arcade games of 
last year. All that's missing is the seat cum 
console that you sat in as you blasted your way 
to death or glory. Those of you seeking added 
realism will have to make do with a swivel chair 
I suspect. 

As plots go, Afterburner offers the 
ultimate in minimalism. There isn ' t one . You 
are at the controls of the latest in supersonic 
jet fighters - an American F 14 - battling 
against ever increasing odds against a nameless 
but nonetheless relentless enemy. 

Your view is presented from just behind 
the tail of your aircraft with the enemy coming 
head on to meet you . Apart, that is, from 
those that sneak up on you from behind . The 
3-D effects work superbly well as you hurl your 
plane round the sky. 

The game effectively divides into two 
phases, offensive and defensive manoeuvres. 
As enemy planes come within range , your 
cannons fire automatically although my 
experience is that they do little damage. More 
useful are your missiles. These will take out 
instantly any craft that they hit and it is even 
possible to destroy more than one plane at 
once. The only problem with using these 
though is that you only have a limited number 
and you have to wait for your instrument panel 
to indicate that you have locked onto a target. 
You get awarded one hit point for every 
aircraft destroyed and these are later 
converted into a bonus when you complete a 
section . As you progress further into the game, 
you get topped up with missiles and gain the 
odd extra life to help you on your way. 

If you can shoot at them, it seems only 
reasonable that the enemy can fire back at you, 
and so you will have to avoid large numbers 
of incoming missiles. In the early stages, it is 
easy enough to dodge out of the way of them 
but when they start appearing in numbers or 

.A.FTER 
BlJRl'lER 

from behind, then things become somewhat 
tricky. Fortunately, there are warning lights in 

AFTERBURNER 

your cockpit to let you know if someone or 
something is trying to shoot you up the bum. 
The standard escape route here is to move into 
one corner of the screen and perform a 360 
degree. Ideally, this should now put you behind 
whatever it was that you were previously in 
front of. 

Title: Afterburner 
Supplier: Activision 
Blake House, 
Manor Farm Estate, 
Manor Farm Road, 
Reading, 
Berks. 
Tel: (0734) 311666 
Price : £24.99 

Graphics: 21 

Sound: 18 

Gameplay: 

Value : 20 

Also at your command, and useful if you 
happen to have run out of missiles is a change 
of speed. There are three basic rates - slow, 
cruise and fast - but you can really hit the 
accelerator, albeit for brief periods only by 
switching on your afterburner. 

As already mentioned, the graphics are 
very good and there is a range of sound to 
accompany your task. Choose from either the 
u~ual repetitive tune or from sound effects 
which includes some excellent speech synthesis 
even if the vocabulary is a trifle limited. All in 
all then, a first class shoot-em-up. yA 
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PROGRAMMING 

Pa.le1tte-lVIa.te 
• Palette-Mate is a short, basic utility 
program for the Amiga, which will enable !the user 
to create a palette of up to 32 colours or shades. 
A predetermined amount of numbered colour bars 
is displayed on the screen along with a digital readout 
of red, green and blue values which make up the 
colour selected. Underneath this are slider controls 
which allow fine tuning of the R.G.B. composition 
of each colour. To the lower right of the screen 
appears a large rectangle of colour which identifies 
the present colour, while clicking the mouse on the 
menu bar reveals a fifth set of options urlder the 
heading ' DISK '. These will perform tasks such as 
Loading or Saving the palette, viewing the directory 
from program mode or Randomizing the palette . 
Also, a complete list of palette values can be 
displayed by selecting 'CHART'. 

Using Palette Mate 
Palette-Mate is extremely easy to use and 

should assist anyone in swiftly creating a. colour 
palette to be used in other programs. 

On 'running' the util ity, you will be asked for 
the number of colours required. After choosing this, 
the program sets up a palette display on screen 2. 
At this point, the program is completely ' Mouse' 
orientated . Now simply click the mouse over the 
colour you wish to alter. Immediately the: colour 
reminder to the lower right of the screen takes on 
the selected colour, whilst the slider contmls jump 
to the correct setting for this colour. At the same 
time the appropriate digital R.G.B. values wil be 
displayed in the boxes above the colour indicator. 
To adjust the colour, move the slider controls using 
the mouse . A little practice may be needed in 
creating the colour you want! If you have any 
difficulty here, try clocking on one of the colours 
that is closest to the shade you desire , then make 
a note of the position of each slider. After you 've 
designed all the colours you need, use the 'CHART' 
option under the heading ' DISK ' to display a 
complete list of all the R.G.B. values whic.h make 
up your colours. These can then be jotted down 
for future use in palette statements or alternatively, 
use the ' PSAVE ' option to save your colour scheme 
to disk . This can then be recalled at a later date , 
by using the ' PLOAD ' option . The program will 
inform you if it can ' t find a colour file when using 
'pLOAD'. You may then want to use the ' DIR' 
option to examine the present directory. 

Finally, a 'MIX' option will Randomize the 
palette. Don't use this option if you have colours 
on the screen which you need and haven't s:aved or 
made a note of! ' MIX' will also reset the default 
colours of for Palette-Mate . These are a black 
background with green, brown and yellow for 
colours 1,2 and 3. 

Typing It In 
If you , like me, hate those awfull GURU 

MEDITATION messages, then save the listing to disk 
before 'running' the program, just in caSE: Amiga 
crashes'!! Should you make any errors when typing­
in (and you will), these will be picked up by the error 
trap routine at the end of the listing labled '999:'. 
This routine will force window I to the forefront 
and flash the message " PROGRAM ERROR". At 
this point , stop the computer and plate a 'REM ' in 
front of line number 10. Now the error can be 
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found by ' running ' the program again . 
The error trap is designed to filter out ' Load 

errors'. This means that the program doesn ' t stop 
if a colour file can ' t be found , it merely aborts the 
load . Make sure that you erase the 'REM' that has 
been placed in line 10 if you wish to keep the abort 
facility. yA 

Continued on Page 49 ~ 

Expand your colour 

range with this easy-to­

use utility 
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• It's not long ago that software house 
Microdeal were known as "The Pirates of 
Penzance" due to the uncanny resemblance 
many of their games had to certain arcade 
classics I could mention. 

So what could this company do to 
redeem the laughable image the software­
based sampler programs already had? 

All in One 
For starters, AM.AS. (Advanced MIDI Amiga 

Sampler) is a combination of the relevant A­
D/D-A hardware which includes a full MIDI 
interface (IN , OUT and THRU), and all the 
software needed to run this combination . 

The MIDI interface should work with all 
Amiga software that requires an RS-232-based 
set of MIDI ports. As yet, I have found no 
package that isn ' t compatible. Therefore the 
unit can effectively be plugged in and forgotten 
about if you 're planning to use your serial port 
for \musical applications only. 

The interface also sports two line level 
phono inputs (left and right) plus a 3.5 mm mic 
level socket so whatever you intend to sample 
from , be it the highest quality CD player or 
the lowest quality microphone, you 're catered 
for. 

-
Software-based samplers have 

been treated with contempt 

over the years. Darrin 

Williamson wonders if 

Microdeal's new package will 

change all that 

The Software 

On paper the software looks very impressive 
indeed: audio bandwidth catching top 
frequencies of up to 28Khz, full stereo 
capability, real-time spectrum analysis, options 
to load and save samples as raw data or as IFF 
files for inclusion in other packages plus all the 
editing facilities you can think of. 

MIDI facilities are also up to standard with 
a host of channel assignment and keyboard split 
options making it what proves to be a most 

-s 
flexible unit , at least on paper. Let's see how 
it stands up on screen . 

As with many of these programs, all the 
controls are confined to one screen to give the 
appearance of a highly sophisticated tape 
recorder. At first this looks quite complicated 
but in the long run it 's the best way to lay this 
kind of package out, because loading several 
screens in off-disk is a time consuming process 
(particularly with the speed of Amiga disks!) . 

At the top of the screen are the cursor 
position displays and the bank memory 
selectors. Up to eight banks of ten samples can 
be stored in the computer at anyone time -
assuming you have two Mbytes of RAM to play 
with . A bog-standard 5 12K gives you one bank 
of eight samples which is still comparable with 
several pro hardware samplers on the market. 
Each additional bank of samples requires a 
200K block of memory. A.M .A.S. will suss out 
what RAM you have spare and allocate it 
accordingly. 

Below that are two sample edit windows 
for left and right sound channels. In the middle 
of the screen are the transport and sampling 
controls, and to the left and right of these are 
a pair of oscilloscopes, again , one for each 
channel. 
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At the very bottom of the screen are the 
various utility icons which carry out most of 
the A.M.A.S. editing facilities along with the 
standard disk and data management task 
(Saving, Loading, etc) . Their uses are as follows: 
Info - Merely gives you the usual blub about 
who wrote the package and when . 
Swap - Here you can swap a portion of a 
sample in one channel with the corresponding 
area in memory on the other. If you're working 
in mono this is useful , as you can copy the 
whole sample onto the other channel and play 
around with the original. 
Mix - This allows you to overdub sounds on 
one or both channels. 
Reverse - Flips the sample on its end so that 
the sample 's end is at the beginning. This is 
useful for percussive effects, but in general is 
of no more use than a similar control on a 
video recorder. 
Cut - Handles all your cut and paste 
requirements. Cuts out the section of sound 
be tween the two pointers and joins the two 
ends together. 
Copy - Copies of small parts or whole 
sounds can be can be placed within the same 
sample, or between the two channels. 
Shrink - Compressing samples is often an 
excellent way of saving memory without losing 
much sound quality. For instance , a 10Khz 
sample squeezed by 50% will only be 5Khz but 
will , in general , sound better than if you 'd 
recorded at 5Khz to start with . 
Bounce - Creates some interesting cross­
fading and panning effects which are useful for 
thickening up a rather weedy mono sample. 
Load/Save - Not surprisingly, saves and loads 
all sound data in memory. 
IFF - With this activated anything saved or 
loaded will be in IFF format , which will allow 
you to use other people's sounds (Public 
Domain libraries, Bulletin Boards etc) plus, of 
course , using sounds you have created yourself 
with A.M .A.S. within other sequencers such 
as Intelligent Music 's M or indeed Music X 
(when it arrives!) . 
Wipe - Clears out your memory. 
Volume Up/Down - Boosts or cuts the 
output of a sample to your requirements. It's 
a good idea to keep a copy of what you 've got 
- messing about with this option isn't 
reversable . 
Fade In/Out - A rather nifty little utility that 
allows you to fade in or out the sound in 
memory. Excellent for creating slow attacks 
on string sounds . 
Magnify/Unmagnify - For intricate editing, 
you have the option to zoom in on a small 
section of the sound . Once you 've done all the 

tweakings you need, you can zoom out in 
exactly the same way. 
Filter - Internal low pass filter can be used 
here to reduce the amount of top end noise 
heard. This is especially useful on vocal samples 
or sounds off audio tape which have a lot of 
background noise. 
Quit - Takes you out of A.M.A.S. and onto 
the workbench screen . 

MIDI Implementation 

Clicking on the MIDI icon alters the bottom 
of the screen and another set of gadgets pop 
up, much like the dashboard of the Lotus Esprit 
owned by James Bond. 

MIDI Mono or Omni modes can be 
selected, allowing MIDI response from one or 

all 16 MIDI channels. Additionally you can assign 
up to ten MIDI key splits (great for drum 
banks), octave shift up by two or down by one, 
fine tune samples, play stereo samples (with 
two voice polyphony) or mono samples (with 
double the polyphony). 

Major Uses 

A.M.A.S. has two major uses - as a cheap 
sound expander/drum machine to be driven 
from an external sequencer, or as an IFF 
compatible samplemaker which can be used to 
provide useful sounds for sequencer packages 
that cater for this option. 

As for sound quality, one can easily be 
confused by figures quoted by manufacturers. 
Microdeal quote around the 25Khz mark and 
in fairness the quality isn't at all bad - it 's 
certainly usable . But don ' t be misled into 
thinking that a package retailing for less than 
(100 will replace hardware sample rs costing 
over ten times that amount. 

What it does do is offer a superb 
introduction to the world of sampling, where 
you can pick up all the editing and looping skills 
you need for good samples without breaking 
the bank in the process. Furthermore the 
samples will certainly hold their own within a 
mix and you get a full MIDI interface as well. 
Who could ask for anything morel YA 

A.M.A.S. 

Title:A. M .A.S. 
Supplier:Microdeal, Box 68, St 
Austell, Cornwall, PL25 4YB 
TEL: (0276) 68020 
Price:£99.95 
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Has es 

Are you cut out to be the 

leader of a crack team of 

terrorist bashers? 

• Most of the noteworthy games 
software for the Amiga now seems to be 
emanating from the continent, not the States. 
Obviously spending the last five years on Orics 
and MSX machines has stood them in good 
stead , now that they have proper machines to 
work on . 

In Hostages , you must free four diplomats 
who are being held to ransom by terrorists in 
an Embassy. It's your job to get these guys out 
alive, and this is achieved in two stages. 

Stage One 

You must set three of your men up as snipers 
in vantage points to the North, South and 
West of the Embassy. You can toggle between 
Delta, Echo and Mike with F I , 2 and 3 
respectively. To do this you must gUide them 
round the street, avoiding the terrorist 
searchlights. If you 're spotted they 'll open fire , 
and you'll lose one of your marksmen 
positions. 

You have a high degree of agility at your 
disposal. You can run in both directions as well 
as tumbling and diving. for cover in doorways 
and windows. Once all three marksmen are 
in position (or however many you managed to 
get through) you can go about saving those 
hostages. 

Stage Two 
Your Helicopter flies above the Embassy, 
dropping three more of your team (controlled 
using function keys 4-6) onto the roof. From 
here you must abseil down the outside of the 
building and swing through one of the windows. 
But beware of the shadows at the windows -
they 're probably the bad guys. Here's where 

the marksmen come in handy as they can blow 
away any sillhouettes that appear. Mind you, 
care must be taken when blasting away as 
there's no way of telling, from the outside, 
whether the person at the window is a hostage 
or a terrorist. 

Once you 're inside, you can prowl round 
the three levels of the building looking for the 
four captives. Once you've discovered one of 
these blue suited chappies, he will follow you 

up to the top floor to a room with no windows 
where he will remain. Once all four are in this 
room (or have been accidently shot l ), the game 
ends and you are treated to the newspaper 
report on your handling of the whole affair. 
However, you will no doubt come into contact 
with a few of the uncouth perpetraitors of the 
crime, who do not play fair at all. They won't 
think twice about using one of the hostages 
as a shield, or shooting you in the back. 

Your view inside the building is first 
person. Whilst control of your machine gun 
is excellent, I found the actual movement 
control a little confusing. 

The graphics are superb, the animation 
simple but effective , and the sound 
effects/music are highly commendable. In 
short, one of the few Amiga games I come 
back to. )fA 

HOSTAGES 

Title:Hostages 
Supplier: I nfogramme 
Address: Mitre House, 
Abbey Road , 
Enfield, 
Middsx EN I 2RQ 
Tel: 01·364 0123 
Price:£24,95 

Graphics 20 

Sound 20 

Value 23 
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12 MONTHS WARRANTY OF ALL PRODUCTS 

DISPATCHED 1NITHIN 24 HOURS OF CLEARED TRANSACTION 

Specialists in Mail Order 
Tel. (0703) 332225 
We Only Sell Genuine Specified Amigas 

MEGASOFT 
SOFTWARE CLUB 

ENORMOUS DISCOUNTS 
ON SOFTWARE 

M.mber.hlp £20 per y •• r 
Introductory m.mber.hlp 

SPECIAL OFFERS 

Purple Saturn Day 
Skyfighter 
Las Vagas 
Demolition 
Grid Start 
Hostages 
Gold Runner 
'Nizball 
Platoon 

Club 
Prices 

£5 
£5 
£5 
£5 
£5 
£5 
£5 
£5 
£5 

ACCESSORIES 

Amiga A501 RAM Exp £129.95 inc VAT 
Mouse Mat £4.95 inc V AT 
Amiga Dust Cover £4.95 inc VAT 
Philips 8833 Dust Cover 

Printer Cables 
Printer Ribbons 
AmigaJoystick 
2 x Amiga Joystick 
TV Modulator 

MPS 1230 
LC10 Sheet Feeder 
LC24-10 
CMB MPS 1500C 
Star Lazer Printer 
EXP 1081 Pan 
NEC PP 2200 
MP 135 
Epson LX800 
Zerox 4020 
HP Paint Set 

£7.95 inc VAT 
POA 
POA 

£9.95 inc VAT 
£17.95 inc VAT 
£19 .95 inc VAT 

£149 inc VAT 
£55 + VAT 

£292 T VAT 
£179 - VAT 

£1495 " VAT 
£139 T VAT 
£277 ,.. VAT 
£129 ,.. VAT 
£189 T VAT 
£949 ,.. VAT 
£775 ,.. VAT 

MEGA DISKS 

3r ' DID Bulk £1 .40 inc 
10x3r ' DIS , DID in plastic box 

£14.95 inc 
20 x 3r' DIS, DID in lockable disk box 

1:22.95 

I wl.h to ord.r ............................................... .. . .. 

My comput.r I ................................................. .. 
I.nclo •• chequ./PO for £ .......... Inc VAT .......... . 
or charg. my Ace ••• /VI •• No: .... Exp. O.t ..... . 
N.m .............................................................. .. .. . 
Slgn.tur ......................................................... .. . 
Addr ................................................................ . 

Po.tcod ......................... T.1 No ........................ . . 

0703332225 

MEGALAND 
AMIGA 

MEGA PACK 
£399 inc. VAT 

AMIGA A500 
Select any 10 games 

STAR GOOSE HOSTAGES 
aUADRALIEN ELIMINATOR 
GRID START GOlDRUNNER 
LAS VAGAS BACKLASH 
DEMOLITION HEllBENT 
SKY FIGHTER WIZBAll 
4 X PO DISKS PLATOON 

PURPLE SATURN DAY 
INTERNATIONAL SOCCER 

WI NTER Ol YPIAD '88 
+ FREE JOYSTICK & TV MOD 

Amiga B200 Mega Pack 
XT Bridge Board 
2090 Controller and 
20MB Hard Disk PC 
1084 Monitor 

FREE DELIVERY 

£1399 + VAT 
B2000 - £839 + VAT 

2090 Controller and 
20MB Hard Disk 

£499 + VAT 

B2000 Internal 3t Drive 
£75 + VAT 

XT Bridge Board 
£399 + VAT 

Cumana Sf' external floppy 
drives (Model CAS 1060 S) 
FREE copy of transformer 
FREE DELIVERY£159.95 

Vision 4200 
(Badged Philips 8833) 

£189 I- VAT 

SPECIAL OFFERS 
STAR LC/D Colour Printer 
FREE ASOO or B2000 
Connecting Cable 
FREE Black Ribbon 
FREE Colour Ribbon 

Enormous stocks 
£259.95 inc. VAT 

LC1~219 inc VAT. 
2 black ribbons 

3.S inch EXTERNAL FLOPPY 
DISK DRIVE 
For your Amiga ASOO, 
A1000, B200 
Using Citizen Drive 
Mechanism 
On/Off Switch 
Through Port Connector 
One Megabyte Unformatted 
capacity 
Very quiet 

£85 inc VAT 

LC10 Sheet Feeder 
LC24-10 

£55 1 VAT 
£299 -t VAT 

Star Laser Printer 
KXP 1081 
NEC PP2200 

Epson LX800 
XEROX 4020 
HP Paintset 

1084 Stereo 
Philips 8833 
Vision 2400 

£1495-i VAT 
£149 t VAT 
£299+VAT 

£149-i VAT 
£949 i- VAT 
£775+VAT 

£239 inc VAT 
£229 inc VAT 
£199 inc VAT 

Cumana CAX3S4 £99 inc VAT 
B2000 Internal Drive £75-i VAT 
Commodore 1010 £99+VAT 

~ 
~ 

MEGALAND 

MORE 
GREAT 

OFFERS 

42-44 MILLBROOK ROAD EAST 
SOUTHAMPTON. HANTS SOl OH4 

Delivery 
All consumables FREE 
+ software FREE 
HARDWARE 
£5 four day delivery 
£10 NEXT day delivery 

PRICES CORRECT AT TIME OF 
GOING TO PRESS 
All orders subject to 
IVllllbll1ty 
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Allen Webb delves into what 

is probably the most exciting 

dungeon on the Amiga. 

• Rarely has there been a program 
which, having first appeared on the ST, has 
been awaited with great anticipation on the 
Amiga. However, everyone seems to have been 
hanging on for Dungeon Master . For months 
before its appearance, I was subjected to a 
wide range of enthusiastic comments on the 
ST version and it was with much anticipation 
that I obtained my copy. The enthusiastic 
acclaim of the ST version made life difficult 
when I attempted to assess Dungeon Master 
and I have therefore assessed it in isolation as 
an Amiga program bearing in mind the other 
programs of its genre . 

So what is Dungeon Master? In simple 
terms it's a role playing game in which you 
control a group of four characters, in their 
quest to explore a maze of dungeons and, 
battle against various foes, traps and other 
problems. It is not an original game because 
there are other excellent products such as the 
Bards Tale and the Ultima series on the market. 
It is , however, rather different in it's approach. 
Most of the other types of Role Playing Games 
(RPGs) have you exploring an area of land. 
Within this area are cities and catacombs which 
must be visited. As a consequence the detail 
and graphical quality is a compromise . In 
Dungeon Master , your activities are restricted 
to the dungeon . As a consequence, the 
attention to detail is much greater. 

Before I launch forth, here is the bad 
news. The game is only currently available for 
those of you with I Meg of memory. I under­
stand that a version for an unexpanded ASOO 
is in the pipeline but I don't know when it will 
appear. 

(See News for an update about this -
Ed) . 

Your view 
The majority of the display is taken up by the 
view of the dungeon. This view changes as you 
move thereby showing you where you are 
going. Along the top of the screen are four 
windows which show the status of the 
members of your band and what items are in 
their hands. The windows show the strength , 
stamina and magic levels of each member. In 
the top right corner is an indication of the 
relative positions of the band members. Each 
indicator can be moved to allow you to move 
weaker members to the rear. The right hand 
portion of the screen shows the magic window, 
movement icons and the icons for the weapons 
used by the band . Your combat actions are 
controlled from this final window. 

A motley crew 

Your first task on entering the dungeon is to 
select your band. The first chamber looks 
rather like an art gallery with framed pictures 
on the walls. In fact the pictures are mirrors 
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containing the essence of past heros awaiting 
resurrection to join your band. You must 
choose four of these heros to make your 
quest . As in most RPGs, each hero has 
different attributes and you must choose a 
balance between magic, dexterity and strength. 
Once you have your band it's off into the dank 
dungeon . 

see and hear it open . If you cannot see it open, 
you can still hear it . This is part of the 
atmosphere generated. You can hear things 
happen. The problem is trying to work out 
whether it is important. 

The dungeon is full of nasty creatures 
which are out to get you . Rather than simply 
appearing in front of you, they roam around 

the dungeon waiting to leap out on you . Very 
often you can see them approach from the 
distance, other times you might see a foot 
appear around a corner. other times they leap 
out behind you with a scream . If you listen, 
however. you can hear the nasties creep 
around. 

I've mentioned sound rather a lot. This 
aspect is extremely well done . You don 't get 
any nasty little tunes, the sound track is limited 
to clanking doors. shuffling sounds. rattling 
skeletons, the sound of heart beats. screams 
and all sorts of other ghoulish noises. The 
sound is in stereo and both shifts and changes 
in loudness as you move. This all leads to an 
amazing atmosphere especially when you play 
at night. More than once I've nearly had heart 
failure as a nasty leapt out from a dark side 
passage . 

The dungeon comprises around a dozen 
levels. each becoming progressively nasty. The 
passages are littered with hidden tunnels and 
a variety of switches. levers. buttons. pressure 
pads on the floor and moveable bricks. These 
often have an obvious effect such as opening 
a door or activating a teleport . Other times 
you simply hear an ominous click which appears 
to have no obvious effect. In keeping with most 
RPGs. your route is littered with problems to 
solve. Some are word problems. other require 
logic or lateral thought. This combined with 
the unfriendly attentions of the nasties leads 
to a challenging and enjoyable game. 

In order to deal with the nasties. you must 
resort to magic and brute force . Different 
nasties require different treatment. As the band 
use magic or force . their powers increase and 
they achieve higher levels of ability. The magic 
system uses a range of runes to generate spells. 
You can learn which have which effect by either 
practising or by reading scrolls scattered around 
the dungeon . It is vital to develop these skills 
since lower level nasties require greater power 
to destroy them. 

Given all this. what is the game like' In 
a word - amazing. The plot is challenging and 
requires both brute force and thought. The 
graphics and sound combine to create an 
atmosphere which absorbs the player com­
pletely. If you never buy another game. by this 
one . VA 

For each hero, there is a display which 
shows which objects are carried. Seventeen 
objects can be carried in a rucksack, four in 
a quiver and two in a pouch. In addition. a full 
range of garments and armour may be worn. 
The objects carried are subject to the 
maximum weight which can be carried. A 
Rambo-like character can carry a greater 
weight than a weak wimp. 

DUNGEON MASTER 

Throughout the dungeons you encounter 
a wide range of edible items, bottles, keys, 
weapons and jewels. All can be used, some have 
a purpose . One aspect which soon becomes 
important is the husbandry of your food and 
water. In some areas there is plenty, in others 
there is none . 

The most striking feature of the game is 
the attention to detail. If you open a door. you 
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Title: Dungeon Master 
Supplier: Mirrorsoft 
Tel : 01-928 1454 
Price : £19.99 

GraphiCS 23 

Sonics 23 

Gameplay 22 

Value 25 
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REVIEVV 
• You're a thinking gamer, right? You're 
getting pretty despondent about the lack of 
strategy games on the market. You've started 
reading ST and C64 mags for news of anything 
interesting on the far horizon and you're even 
considering digging that old C64 out of the 
cupboard for a game of Risk or Colonial 
Conquest . 

But wait up, what's this 1 Mindscape, that 
all American company ·has set up shop here in 
the UK, and has brought something rather 
special with it . Balance of Power, the brilliant 
game of geopolitical strategy where nuclear 
war is total failure, has been updated and 
enhanced. 

Prepare your nerves for Balance of 
Power: The 1990 Edition, and a whole new 
challenge. There are two main enhancements, 
that of adding another 18 countries to the 
world (taking the total from 62 to 80), and 
the provision of a new level of play, the 
Multipolar level. Before I describe the most 
complex level though, let me guide the 
innocent through the levels of the game in 
which they'll get hammered, but have fewer 
directions to watch the trouble coming from . 

Your first decisions in BOP:1990 are 
which level (Beginner, Intermediate, Expert, 
Multipolar), which side (USA or USSR) or how 
many players (one or two) are going to play. 

Most people will be opting for Beginner, 
USA and one player in their first game. This 
is sensible, as is reading the manual. It says on 
the title page, people who play this game 
without reading the manual are wasting their 
time. 

A plain-looking map of the world comes 
up, with close ups of the middle east, and 
central America, and a multitude of drop down 
menus to confuse you. 

The basic objective of the game is to finish 
with more prestige points by the year 1997 
(you start in 1989). Prestige points are gained 
from geopolitical popularity. But it 's a little 
more complex than that. The more powerful 
countries of the world count the most, thus 
being on friendly terms with China is worth 
a hell of a lot more points than being best 
buddies with Panama. Strategically Panama 
might be important, but geopolitically it means 
very little. The mistake you can make here is 
that although Panama is worth so little it is 
within your sphere of influence, and if you let 
the Soviets (if you're playing the USA this is) 
subvert and take the country they will think 
you 're a spineless President and take liberties 
everywhere else . 

Thus, the way to success in BOP: 1990 is 
to garner strong friends and leave your weak 

Ba.la.J:"lC e 
C> f Po-vv-er 

1990 
When Balance of Power first 

arrived in the UK it received 

some rave reviews. Now that 

the game has been updated 

will it bring out the ruler in us 

once again - Duncan Evans 

takes the dictator's chair 

enemies to being pals with the other side . 
Unfortunately you have to do more than 

that . Where you can win and lose the game, 
and destroy the world, is in a crisis. After 
making all your policies for the year (military 
on the Beginner level, plus economic on the 
Intermediate, plus political on the Expert, and 
trade on the Multipolar), the opposition has 
the right to question your policies and try to 
get you to retract them. 

If you do so immediately then no prestige 
is lost, but if the crisis becomes public, and you 

escalate up to Def Con 3 or so, then a lot of 
prestige will be lost if you back down . The 
converse applies of course, and there is nothing 
more satisfying than escalating to Def Con 2 
and seeing the Soviets back down at the last 
minute . 

If you invade Cuba, don't expect anything 
less than World War III. You have to know 
where and when to try it on . 

The Multipolar level, which is the new 
one, introduces the chance to impose trade 
embargoes, or favoured trade, which has no 
effect economically, but serves to illustrate to 
the target country your displeasure or favour. 

BALANCE OF POWER - 1990 

The big difference though, is that all the 
minor countries of the world (ie the rest of 
them) make their own policies, some of them 
dangerous to say the least, and if you have any 
influence you have the option of forcing them 
to back down. Publicly arguing with your 
closest ally costs you prestige points though . 
The alternative can be far worse. If a close ally 
gets into a war with an enemy and you leave 
them too it, and they lose, or the opposition 
intervenes directly and they crush your lot, 
then your treaties around the world, and 
reputation for defending client states will 
plummet. Be warned . 

Balance of Power: 1990 takes the strategy 
game to new heights. If you want a game that 
is going to entertain, infuriate, challenge and 
inform, and that you can still come back to 
in six months time then BOP:1990 is the one . 
It doesn't get any better than this . 

Title: Balance of Power: 
The 1990 Edition 

Supplier: Mindscape 
Tel: 044 486 545/547 
Price : £24.95 ~

<. Graphics: 17 
• < Sound: n/a 

Playability: 24 

Value: 21 



• Looking for a good arcade adventure? 
One in which the puzzles are not too complex? 
One where you can blast away at anything that 
moves? And quite a bit that doesn ' t? One 
which even (dare we mention it?) requires 
more than a touch of agility as well as a well­
calloused joystick thumb? 

Then, perhaps, your quest is over. BAAL 
is all of this and more. The title screen suggests 
that quality is to follow and the game does not 
let you down - across more than 250 screens, 
a time warrior must search for a war machine 
in the realm of Baal. Ten pieces collected moves 
you on a level, but from every side snakes spit 
poison venom, bouncing nasties throw killing 
worms, pools of gunk await and traps lie 
everywhere. 

If the game has a fault , it is that too much 
happens. The action is pitched at about the 
right level but the 100 plus monsters are of 
too many types - too long spent learning their 
patterns, too few lives to benefit from the 
knowledge. 

Yet that isn't a concern when you're 
playing; too much is happening. There's a great 
deal to marvel over, visually and aurally. The 
Time Warriors move with a very effective 
swagger and chunking swing of their over-sized 
lasers; the feet reverberate through the 
caverns, the laser thumps away and the nasties 
die with unpleasant screams. Background detail 
is great too - lots of detail in the screens but 
perhaps a bit too much in-filling in the deep 
background. Better to have used the memory 
for even more sounds. 

Up and down ladders, shooting nasties , 
collecting fuel for your laser or parts of the 
war machine - it's a dirty job, but someone 
has to do it. Most importantly, the game has 
a real compulsive quality, that one-more-try 
element that every software house wishes it 
could bottle and sell. Tough, kids - it's not 
that easy. 

I'm really enjoying this game - it's one 
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Title: BAAL 
Supplier: Psygnosis 
Port of Liverpool Building, 
Pier Head, 
Liverpool L3 I BY 
Tel: 051-207 0825 
Price : £19.95 

REVIEVV 

Exploring, killing, solving 

puzzles - what more could a 

games player want? Dave 

Reeder attempts to find out. 

I want to finish but, perversely, once I do finish 
it , I'll want to find other ways of doing it. The 
eight way scrolling is smooth enough, the 
graphics are intriguing enough, the sonics are 
compulsive enough - so go for it . What else 
has coder Wayne Smithson done? I want it. 
NOWI yA 

BAAL 

Graphics: 20 

Sound: 16 

Gameplay: 21 

Value: 20 



REVIEVV 

.. User Manual 

System 2000 . for the 

500 and 1000 

The hard drive is a separate unit connected to the interface via a cable, The interface is, in turn, plugged onto the edge connector of 
the Amiga, On the AIOOO, the interface is supported by a metal stand. 

• Hard disks are hatting up for the 
Amiga. The American imports have now been 
joined by German contenders and 
Commodore previewed their own 590 unit at 
~he Which Computer Show at the end of 
February. 

A timely release from Ideal Hardware 
therefore is their Vortex hard disk subsystem. 
This clever concept involves supplying a hard 
disk drive with a range of interfaces for 
different computers . It's flexible for both 
manufacturer and consumer. If the computer 
is changed the hard disk (minus data of course) 
can be retained and a new interface purchased. 

Quit installing 
The equipment which emerged from the 
sturdy packaging rapidly sent over by Ideal , 
consisted of the following : hard disk unit, 
smaller than expected and Amiga grey; similar 
colour ring binder with a thin layer of 
documentation, a 1.3 Workbench and 
Installation disk; interface unit ; metal support 
and connecting cable; power cable with two 
pin plug. The latter means you'll need an 
adaptor unit (two to three pin) or a spare 
power lead . 

Installation proved very easy with hardly 
a reference to the clear instructions. Example 
photographs suppor.ted my confidence . The 
hard disk will " boot up" whether you are using 
Kickstart 1.2 (ASOOs and A2000s until now) 
or 1.3 (recently released on disk for AIOOO). 
I found the hard disk preformatted and the 

r.Ia.rci 
Fast filing and speedy sectors 

as Anne Owen tries out the 

Ideal hard disk subsystem for 

Amiga 500 and 1000 

The hard disk is partitioned by default into 
four "drives': hdO to hdJ. You can change the 
partitioning if memory is at a premium, 

Life 
Workbench rapidly appearing on screen after 
power-up. 

Many applications have hard disk 
installation instructions or batch files to do it 
for you so software distributed on floppies 
presents no problems to the hard disk owner. 

Points to watch 
In the same way that an external disk drive 
takes memory for itself, so too does the hard 
disk, in fact so does each partition - which 
is separately formatted for AmigaDOS - of 
the hard disk . Each takes about 30K. On a 
20Mbyte hard disk the partitioning defaults to 
two IOMbyte sections, on a 40Mbyte disk to 
four such sections - a total of up to 120K 
taken out of available memory! To save 
memory you can re-partition the disk with 
fewer logical drives. This is a necessary 
operation on a SI2K machine. With only two 
partitions we struggled to run some important 
applications in SI2K ego Superbase . 

Further memory is used by the fast filing 
system which is also installed by default by 
Workbench 1.3. 

So there are obviously decisions to be 
made about what your priorities are : more 
logical drives, fast filing, or more memory 
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remaining. With I Mbyte machines there are no 
problems with the majority of applications. 
Only those greedy animation/DTP programs 
which always eat memory might give up the 
ghost. 

Utilities 

The utilities supplied are related to preformat­
ting, installation and partitioninglformatting for 
AmigaDOS. There is also a PARK utility which 
is called up at the end of a session before 
turning off computer and then drive. 

Big difference 

The Ideal hard drive made a fantastic difference 
to the use I got out of my Amiga while it was 
installed. Filing requesters pop up with full 
directories in an instant.·1 didn' t mind turning 
on " icons" in WordPerfect because the time 
to display them on screen was now minimal. 
The same with PageSetter and ProWrite . 
Simply, the most frequent filing activities of 
loading, saving and merging files , were 
stunningly quick. CLI picks up its disk-based 
commands without delay and removes the 
need for resident commands etc. Our 
benchmark tests reinforce the point. 

The horrible irony is that, given the 
choice, I would buy a hard disk before extra 
memory, but the choice is not available . 
Memory must come first if the hard drive is 
not to cause more trouble than it 's worth . 

.... Continued from Page 39 

Factfile 
The Vortex System 2000 for the Amiga 
500/1000 is available from: 
Ideal Hardware 
Tolworth Tower 
Surbiton 

Vortex 40 Mbyte Hard disc timings: 

Operation 

Open Window with 32 Icons 

Warm Boot (Ctrl AA) 

Copy AmigaBasic Icon 

Floppy-Hard 
Hard-Hard 

Floppy-Floppy 

Relational Database 

Load & Read Dir 

Open file 

Output Query 

Notes: 

Surrey 
KT67EL 
Tel: 01-390 1211 
Prices are : 
20M byte: TBA 
40Mbyte: £499 + VAT fA 

Timings (sees) 

Floppy Hard FFS 

53 9 7 

37 37 NT 

18 15 
13 9 

37 

45 22 NT 

19 6 NT 
115 43 33 

Hard disk was partitioned into two 20Mbyte sections. DHO: with no FFS, and DH I: with FFS. NT = not 
tested because of lack of RAM. All timings are approximate, and comparative. Depending on conditions, 

the time taken for tasks to complete may vary considerably. All timings were taken from the workbench 
environment. 

. 
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REVIEVV 

QU"ESTRC>l'l II 
Gordon Hamlett tries to 

destroy the Evil Book of Magic 

• Although Computer Role Playing 
games (RPGs) are currently in vogue on eight 
bit machines, precious few have yet appeared 
in a sixteen bit format. Those that have arrived 
on the Amiga have tended to be straight 
conversions with little or no attempt made to 
enhance the game in any way. 

Certainly, anybody looking at Quescron 
II from SSI would be hard pressed to guess 
which version they were looking at. Screen 
format and game control system are identical 
between the eight and sixteen bit formats . The 
graphics are to all intents and purposes the 
same . This I feel is something of a letdown . 
I expect the Amiga version to look better than 
myoid 64 copy. 

Superb graphics though are not essential 
if the game itself is up to scratch . After all, 
the Ulcima series from Origin can hardly be 
said to be visually stunning but that does not 
matter as the games themselves are superb. 

Quescron II though falls down on that 
point as well. One of the earlier RPGs to be 
written, the game itself offers little more to 

the player than to wander round killing 
monsters, getting stronger, until you are 
powerful enough to confront your final enemy. 

When you defeated the mad magician 
Mantor in the original Quescron, his evil Book 
of Magic was not destroyed. Nor can it be by 
any normal means. Instead, you must journey 
back in time and stop the book from ever being 
created in the first place. Because time travel 
is so perilous, you can take little in the way 
of artefacts back with you. In other words, it's 
a neat little device to make sure that you start 
the game as a mere peasant rather than an all­
powerful fighting machine. 

All commands are selected from a menu, 
using the mouse, so there are no complicated 
commands to master before you start. You can 
just load and go although a cursory glance 
through the instructions might not go amiss. 

There are the usual range of creatures 
inhabiting the land. A few will trade with you 
although most are after your blood. The 
general strategy here is to avoid as much 
wilderness combat as possible. The damage you 
suffer far outweighs the few gold pieces you 
gain as treasure. Each monster is best attacked 
by a specific weapon, ensuring that you carry 
a good selection around with you at all times 
- another totally pointless feature of the game 
in my opinion . By all means, restrict the 
amount of damage caused by individual 
weapons but it is churlish to claim that a sword 
will do less damage than an axe against say 
death wraiths but the other way round against 
soul seekers. 

QUESTRON II 
There are (our different spells that you 

can purchase , magic missile, fireball , sonic 
whine and time sap. The last spell is particularly 
useful when you are robbing chests from 
castles, or where-ever, and wish to freeze the 
pursuing guards. 

Title: Questron II 
Authors: SSI 
Suppliers: US GOLD 
Units 2 and 3, Holford Way, 
Holford, Birmingham, 
West Midlands B6 7 AX 
Tel: 021-356 3388 
Price: £24.99 

Graphics: II 

Story: 12 

Gameplay: 

Value: II 

Questron II looks very dated on the 
Amiga. Certainly, if you already own the 64 
version, then there is no point upgrading. And 
if you are looking for a good RPG to buy, then 
I would suggest either the Bard 's Tale series 
from Electronic Arts, or the excellent Ultima 
tv from Origin, or hang on for the absolutely 
superb Ultima V which is due for release 
shortly. 

yA 
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2ND AMIGA lZ 
DISK DRIVE 

NEG mechanism 
880K capacity 

By selling direct we can provide 
the best price and maintain the 
highest quality. Rest assured that 
if, for any reason, you do not wish 
to keep the item, then return it to 
us within 14 days of purchase and 
we will refund your money in full. 
Should any item purchased from 
us fail during the first 12 months 
then we wi II repai r it free of 
charge. 

NEe 
mechanism 

880K capacity 
disable switch 

MIRACLE SYSTEMS 
NBC, Dean Road, Vate, Bristol B517 5NH 

Telephone orders welcome on (0454) 317772 



A great game or a load of 

ballsl Gordon Hamlett InvestI­

gates 

• When I first saw this pme, I thouJht 
that it was some obscure French attempt at 
a poisson d'Avrii (that's April fool to you and 
me). Here was a billiards simulation program 
but there seemed to be something distinctly 
lacking. Or six litde things to be brutally frank, 
namely the pockets on the table. 

Apparently the French aren't quite good 
enough yet to play the real thing and having 
holes on the table that the balls drop into on 
periodic occasions only serves to confuse 
them. Instead, they have managed to ,reduce 
what was never a particularly sparkling game 
to one of total banality. 

The only way that points can now be 
scored is to effect a cannon. This involves 
striking your cue ball in such a manner that it 
makes contact with both the red object ball 
and your opponent's cue ball. Gone are all the 
other shots such as potting balls and going 'in 
off'. 

Now there have been several attempts 
already at producing snooker, pool and biBiards 
simulations, so what does this one offer that 
the others don't. The answer is 3-0. Rather 
than the traditional top down view of the table 
(although that option is still available to you), 
you are presented with a view somewhat akin 
to peering down the end of your cue. 

This all looks very nice but there is a snag. 
It takes a devil of a long time to line up any 
given shot. You can move left and right. up and 
down, in large increments or small. You · can 
move either your viewpoint or moYe the 
relative pOSition of the table instead. You can 

The overall effect is very good, the 3-D 
works well but it doesn't half mess up the 
gamepIay. k is almost as if the programmers 
got together and said 'look, I've got this really 
good 3-D routine. Now let's fmel a game to 
use it in: 

Once you have lined up your shot, you 
must decide what spin to Impart on your cue 
ball, how hard to hit it and even which cue you 
are going to use. There is a whole host of 
other parameters that can be altered to tweak 
the game as you .Ie fit. These include adjusting 
cushion and table friction, rebound and spin 
values. You can even adjust the gravity of the 
balls ranging from the Moon to Jupiter. All 
these ' options are very nice but I can't see 
tnyone actually ustnc them after a bit of initial 
elCperir.nemation. 

BIllIards with no pockets on the table and 
in Martian gravity! Don't call us, we'll caB you. 

fA 
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• "One ring to rule them all. One riing 
to find them, One ring to bring them all and 
in the darkness bind them". Few books have 
captured the imagination quite as much as 
Tolkien's Lord of the Rings. Almost single­
handedly, it was responsible for the massive 
boom in recent years in fantasy fiction . There 
can be few people around who have not heard 
of hobbits, even if they have never read about 
the exploits of Bilbo Baggins, Gandalf the 
Wizard and Gollum. 

There have already been several attempts 
at producing a computer game based on 
Professor Tolkien's works but they have been 
restricted to traditional adventures . The 
Hobbit worked very well and was ahead of its 
time. Lord of the Rings didn't really work at 
all , not least because the book didn't lend itself 
to a puzzle-solving format . Now, Melbourne 
House are trying for a third time with War in 
Middle Earth and this time, they seem to have 
got the format about right. WI.M.E. is a 
strategy cum wargame with a few adventure­
type overtones . 

Lord of the Rings is , of course , a classic 
conflict between the forces of good and e:vil. 
Frodo, a hobbit , has come into possession of 
the one great ring. His task, together with a 
bit of help from his companions, is to destmy 
the ring before the arch enemy, Sauron , gets 
his evil hands on it . Running in parallel with this 
quest is a war between the good guys - el~'es, 

dwarves and men - and the baddies - or'cs, 
trolls and the dreaded Nazgul. 

In WI.M.E, not only do you have to find 
a way of getting the ring into Mordor wh,~re 
it can be cast into Mount Doom - the only 
temperature high enough to melt the ring -
you also control all the forces on your side . 
Your range of tactics therefore is considerable. 
At one end of the scale , you can try and sneak 
in a small party with no-one looking. At the 
other, you can aim for a full frontal assault, 
hoping to wipe out Sauron's forces entirely 
before marching into Mordor unopposed .. 

The game plays on three different lev~~ls . 

At full map level , you are shown a compl,~te 
map of Middle Earth together with brief details 
of what forces are moving. At the start of the 

game , there are only a few groups that you 
can actually control. It is up to you to visit the 
various factions and convince them that you 
are who you say you are . They may require 
that you return some precious artifact before 
they will be persuaded to join your alliance . 

By moving up to the campaign level, you 
get a scrolling close up of a smaller portion 
of the map showing major terrain features 
together with identification details of any units 
present. You can in turn find out the exact 
strength of these units together with details 
of their current orders . 

It is from this level that you issue any 
instructions to your troops. This involves little 
more than selecting a destination for them. 
They will then move at their own speed and 
you will be informed if they meet anyone -
friend or foe - allowing you to zoom in on 
the encounter. You can also split and merge 
units if for example you wanted to send 
Aragorn off on his own somewhere. 

Again, you can get a close up of any given 
area by moving to the animation level. This 
gives you a close up of the actual characters 
as they move towards their destination. It is 
here that you are able to pick up any objects 
that you find , magic swords and potions etc. 
You may also be able to talk to fellow travellers 
who may give you a clue as to where to find 
key objects. You will need to be quick though, 
the messages scroll off screen far too quickly 
and you then have the problem of trying to 
locate places on a map that is far too small -
a magnifying glass is almost essential to read 
the tiny print. 

Of course, not every creature that you 
meet on the road is friendly and you will have 
to fight numerous battles. When combat takes 
place, a window opens listing all the 
participating parties, Each unit (and this can 
range from a single character to several 
hundred men) can be instructed to charge, 
engage, withdraw or retreat from the enemy. 
Each unit has three different health conditions 
to simplify matters - well , injured or dead! 
Combat continues until one side is totally 
defeated or has retreated. The only thing that 
you cannot opt to do is wear the ring - the 

REVIEVV 

Gordon Hamlett discovers 

whether Tolkien really is 

Hobbit-forming 

program decides when and if that happens. 
One useful tip is that it is a lot easier to defend 
yourself if you are in a fortress than if you are 
out in the open . 

The scope of this game is vast . Just about 
everybody mentioned in the book gets a 
starring part, from Saruman to the Corsairs 
of Umbar. Consequently, it is likely to be some 
considerable time before you succeed in your 
quest . Every game is guaranteed to be 
different , so you can never be sure if the same 
strategy will work twice. 

The game is not perfect by any stretch 
but considering what it attempts to do, it 
works very well indeed. Certainly, every fan 
of the book will want to have a copy and to 
those people , I recommend it strongly. If you 
haven't read the book, then you will almost 
certainly find the game very confusing simply 
because of all the different names involved. 
Also, it helps to have at least a vague 
understanding of what actually happened in the 
original story. One final point, there is an awful 
lot of disk swapping involved if you don 't have 
an extra disk drive, so be prepared to be 
patient. That apart, read the book then buy 
the game. yA 

-VVa.r in 
Ea.r1:1h 

lVIiddle 
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WAR IN MIDDLE EARTH 

Title : War in Middle Earth 
Supplier: Melbourne House 
2-4 Vernon Yard, 
Porto bello Road, 
London 
WI12DX 
Tel : 01-727 8070 
Price : £19.99 

~ 
GraphiCS: 18 

Atmosphere: 

Gameplay: 21 

Value: 21 
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PROGRAMMING 

Keep the bank manager at bay 

with this type-in program 

(rom Stuart Davis. 

• Whenever you get a statement from 
the bank there is always a great difference 
between what you think that you 've got and 
what the bank seems to think you have . 
Balance Sheet is designed to help you keep 
better track of your finances so that those 
little statements from the bank will no longer 
be a shock to you . 

I wrote my first version of Balance Sheet 
on the Commodore 64 , way back in 1987. I 
felt that it would be useful to have my 
computer doing something more practical than 
just running games. I wanted to be able to store 
details of my bank transactions, so I thought 
about buying one of the many commercial 
finance packages, until I saw the price that­
companies were asking for them' 

It occurred to me that it wouldn't be such 
a hard task to actually write a simple program 
that could store all of my financial details for 
me , So I set to work coding my program in 
'64 Basic, to arrive at a satisfactory result many 
versions later. 

This program offered me facilities for 
storing, recalling and printing my bank trans­
actions, plus other menial standard facilities 
(which were no mean feat to achieve in '64 
Basic!), rather like a simple database , except 
geared to what I wanted it for, and nothing 
more. 

After using the program for several 
months and finding it actually worked, I decided 
that it could be of use to others besides myself. 
So I set about adding a few machine language 

program the machine. The first program I 
decided to write was, of course , Balance 
Sheet . As yet I haven 't been able to afford 
anything like " C" or an assembler for the 
Amiga (I took one look at the 68000s 
instruction set and thought 'cripes' give me a 
6502 any day! '), so I decided to have a go with 
Amiga Basic. 

I quickly found that it was by no means 
as bad as I initially expected it to be, with 
menus and windows being available as standard . 

way that it uses its own directories on the disk 
to store the files in . These directories are 
preceded with "SHEET." to distinguish them 
from any other directories. This means that 
Balance Sheet can have more than one user, 
with each user having his or her own files 
stored in a different directory. 

Having to use two disks with Balance 
Sheet (the system disk (workbench) and the 
Balance Sheet disk) is in my opinion rather 
messy, so you may like to do what I have done, 

Bala ce 
routines and udg's to improve the presentation 
of the program, and this was published in Your 
Amiga's sister magazine, Your Commodore. 

In the summer of '88, I decided I was tired 
of my trusty ' 64, and that it was time to 
upgrade to one of the more popular 16 bit 
micros. My choice was easy, as there was only 
one decent machine available - the Amiga. 

Upgrading from an out-moded computer 
like the Commodore 64 to such a modern 
machine as the Amiga was initially off-putting. 
My first shock was in switching on and not 
being greeted by a friendly flashing cursor, or 
being able to type commands in straight away' 
The workbench was an interesting new 
experience with its graphic symbols and 
friendly messages, but I soon became bored 
with double clicking everything and being an 
old '64 user, I retired to the CLI where I felt 
much more at home . 

Once I had become familiarised with the 
Amiga, I decided it was time to get down to 
the interesting part and actually start to 

I soon became familiar with this version of the 
language, and with some help from the 
excellent book Amiga Tricks And Tips by 
Abacus, I got down to producing this latest 
version of Balance Sheet on the Amiga. 

Typing in the program 

Balance Sheet consists of just one main 
program, so there are no complicated instruc­
tions to follow. In places throughout the listing 
I have placed remarks to help in following and 
understanding some of the program's modules, 
and to indicate that some lines are to be left 
until last before being entered (or at least have 
a rem placed before them). It is not important 
to type in these rems with the program, 
although I would advise typing in the program 
structure as I have listed it, as it makes the code 
easier to follow and aids to debugging once it's 
finished. 

I have structured the program in such a 

which is to have the program on its own 
bootable system disk, like a commercial 
program. This isn't hard , if you follow the 
simple steps below. 

To achieve this, you will first have to 
create your own system disk , and make it 
bootable . This requires the use of the CLI, so 
if you 're unfamiliar with its usage, well, now's 
the time to learn' 

First , you must get into a CLI window. 
The easiest way to do this is to first power-up 
your Amiga and insert your workbench disk. 
As soon as the drive gets going, press and hold 
down the CTRL and " 0 " keys. When the 
Amiga Dos window pops up, the message 
" "BREAK should appear, followed by a "I) " 
prompt . You are now in the CLI . If you are 
using a two drive system, then you can skip 
this next section as it deals with those who 
are suffering under a single drive system. 

If you only have one drive , then you will 
need to copy some of the Amiga Dos 
commands to RAM . This helps to cut down 
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on the amount of disk swapping and typing 
necessary. 

Enter the following: 
makedir ram:c 
copy c/copy Imakedir linstall to ram:c (return) 
copy c/assign Id Idir to ram:c (return) 
copy c/delete to ram:c (return) 
copy system/diskcopy Iformat to ram:c (return) 
assign c: ram:c (return) 
cd ram: (return) 
makedir I (return) 
makedir libs (return) 
makedir fonts (return) 
makedir devs (return) 
makedir s (return) 

NOTE: the character separating the 
commands above is on the key to the left of 
the backspace key at the top right of the 
keyboard . Next you will need to format 
a blank disk. Type : 

format drive dfO : name BALANCE-SHEET 
(return) 

All being well, you should be prompted 
to insert your disk in dfO:(remember to remove 
your workbench disk first!!) 

Type the following: 
cd dfO: (return)makedir c (return) 
makedir s (return) 
makedir devs (return) 
makedir fonts (return) 
makedir libs (return)makedir I (return) 
makedir SHEET.MAIN (return) 

Now copy all of the necessary files from 
your workbench disk to the new blank disk: 

copy ram:c to dfO :c (return) 
makedir ram:devs (return) 

install dfO: (return) 

That is most of the system disk created . 
Now all that's needed is to copy over Basic, 
the Balance Sheer program and to create the 
necessary .bmap files and the startup-sequence. 

It would be a good idea first to delete 
most of the contents of the ram disk (except 
the c directory) eg: 

cd ram: (return) 
delete devs/ # ? (return) 
etc. 

Next copy Amiga Basic onto the Balance 
Sheet disk. This is done in exactly the same 
way as before. Insert you Amiga extras disk 
and type : 

copy dfO:amigabasic to ram: (return) 
insert your Balance Sheet disk 
copy ram:amigabasic to dfO: (return) 
delete ram: (return) 

Balance Sheet takes advantage of many 
of the Amiga libraries in the libs directory of 
your Workbench disk . Amiga basic cannot use 
these directly, and needs a special file created 
for each library which is suffixed with ".bmap". 
To create these necessary files , use the 
program on your extras disk entitled 
"convertFD". The libraries used in Balance 
Sheet are the diskfont, graphics, intuition, exec 
and dos libraries. These .bmap files must be 
present in the libs directory of your Balance 
Sheet disk for the program to run! 

Two things remain : to create the startup­
sequence, and to copy Balance sheet (the 
program) onto the disk . This can be done using 
the workbench if you prefer, otherwise go 
about it in exactly the same way as for copying 
files from the workbench disk. 

Sheet 
Inserr your Workbench disk 

copy dfO:devs all to ram:devs (return) 
copy dfO:fonts all to ram:fonts (return) 
copy dfO:libs all to ram:libs (return) 
copy dfO :1 all to ram:1 (return) 

Inserr your BALANCESHEET disk 

cd ram: (return) 
copy devs all to dfO:devs (return) 
copy fonts all to dfO:fonts (return) 
copy libs all to dfO:libs (return) 
copy I all to dfO :1 (return) 

Note : The above assumes that only the 
internal drive is being used. If you have two 
drives, then you can miss out all the copying 
of files to ram, and just copy them directly 
between drives, eg: copy dfl :devs all to 
dfO:devs etc. 

Finally, the disk must be made bootable . 
To do this, simply type: 

To create the startup-sequence, you will 
need to use ED, the screen editor on the 
workbench disk . To make it easier, copy this 
file to ram. Insert your workbench disk and 
type: 

copy dfO :cled to ram:c (return) 

Now insert your Balance Sheet disk , and type: 

dfO :s/startup-sequence (return) 

Only one line need be entered to get Balance 
Sheet up and running: 

amigabasic balance-sheet 

To save it , press esc, then X (return) 
That just about completes everything. 

Reset your Amiga and see if it works' 
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Using Balance Sheet 

As you probably realised while typing in the 
program, many of Balance Sheers functions are 
obtained by use of the function keys at the top 
of the Amiga's keyboard (after all, that 's what 
they're there for !). These func tions are 
summarised below: 

FI - Load a new fil e 
F2 - Save the current file 
F3 - Delete a file 
F4 - Change Balance Sheet's MAIN directory 
FS - Change current 'Year' setting 
F6 - Display cur rent sheet 
F7 - Change disk drive (eg: dfO: to dfl :) 
F8 - Edit line 

The screen display consists of several 
windows open at once (see fig . I ). These can 
be moved if desired around the screen exce pt 
for the long one at the bottom. This is the 
most important window, called the status 
window, in which information about the 
current file is displayed , along with any error 
messages. The function of each of the other 
windows is indicated by its name in the 
windows title bar. Each window represents a 
main function of Balance Sheer. Any other 
functions which require input use the status 
window. 

Once you have got Balance Sheet up and 
running, the first thing to do is to enter the 
year, eg: 1989. The prompt for this is in the 
status window. The year is added to the end 
of each file name when you save a file to disk . 
Each file will generally consist of the income/ 
expenditure for one month, so the year is used 
to differentiate between two files for the same 
month on disk, eg: January 1989 and January 
1990. If you make a mistake when entering the 
year then don't panic' Just press FS , and you 
can try again . 

When you have entered the year, then 
the status window will become "active". From 
left to right will appear: the current year, your 
current balance, the current directory, and the 
number of entries in the current file. This is 
the "select mode", when there are no 
functions currently selected . It is only in this 
mode when the status window is active that 
the function keys can be used. 



MAIN FEATURES 
The "Enter New Data" window is the largest 
window on the display and as you might 
expect, the function is used to enter the details 
of your transactions into the program. Click 
inside the window. This is the way to start any 
of Balance Sheet 's window functions . The 
window will respond by printing the format for 
the data entry in the display. 

You will first be required to enter the 
date. This must be in the form of 6 characters, 
eg 25 MAY, 30 SEP. You will not need to press 
return . The cursor will jump to the next line 
where you can enter brief details of the 
transaction, up to 40 characters. Next you 
must enter the amounts to be paid in and 
withdrawn. These will always be of the format 
xxx.xx. You will not need to press return 
unless you use all 8 digits . 99999.99 is the 
highest amount that can be paid in or 
withdrawn. If you do not need to use either 
the paid in or withdrawn functions then 
pressing return will enter "0.00" for you . 

Once you have entered the data, click the 
mouse in the status window at the bottom of 
the screen . The data will be stored and the 
current balance updated accordingly, returning 
you to the "select mode". The status window 
shows the balance in green or red, depending 
on the amount being above or below zero. If 
you have made a mistake then click the mouse 
anywhere else on the screen and the data will 
not be stored . Re-click in the window to try 
again . 

Once you have' entered all your trans­
actions, press F6. This will clear the screen and 
present you with a tabulated display of the 
current sheet in a form like a bank statement. 
An example sheet is shown in fig.2 . Click the 
mouse to return to the main screen . 

You will probably wish to save what you 
have entered. To do this; press F2. You will be 
prompted to enter the name of the month in 
the status window. This takes the form of the 

first 3 characters in the month , ie APR for 
APRIL. Once you have done this (no need to 
press return) the data will be written to disk . 
If you have loaded in a previously saved sheet 
and wish to save it under the same name (as 
you probably will do) then when you select 
save, just press return. Pressing return when 
there is no sheet in memory will simply return 
you to the select mode . If there is a sheet in 
memory, and you select the save option by 
accident or change your mind , then enter 
" @@@" and you will be returned to select 
mode. 

A similar operation is followed for 
loading, except that you press F I. Here, a name 
must always be entered. Pressing return exits 
the load option with no further action. 

You can obtain a "directory" from the 
disk by clicking in the directory window. This 
is not an actual representation of what is on 
the disk, but instead it lists all the files saved 
in the current ("MAIN " ) directory in the 
present year. Eg: If you have saved to the main 
directory " DECI988 ", "JANI989 " and 
"FEBI989", then clicking in the directory 
window with the year set to 1989 will list 
IANI989 and FEB1989. 

Clicking the mouse in the printout 
window activates the printout option. The 
window shows three options: Print whole 
sheet, print part sheet, and control codes. Use 
the cursor up and down keys to move the 
pointer up and down, and press return to select 
the option . When you select the printout 
options, make sure your printer is switched on 
and on line. Selecting print whole sheet will 
print out a "statement" similar to option F6. 

Selecting the "print part sheet" option 
opens a second window. here you must enter 
the range of records to be printed. Operation 
is then similar to " print whole sheet". 

Selecting control codes opens another 
window. In it are listed several functions which 
you may like to use to enhance the way the 
sheet is printed out. Again, use the cursor keys 

to move the pointer up and down , and return 
to turn each function on and off. The control 
codes in the listing work with my own printer, 
a Star LC24-IO, and should be Epson com­
patible. If your printer is not epson compatible 
then your manual should provide equivalent 
codes for the features your printer supports. 
Unfortunately, selecting the appropriate 
printer driver in Preferences will not work as 
I use the PAR: device for printing. The reason 
for this is that Basic has a useless " fprint " 
statement that will not send the escape code 
(chrS(27)) to the printer. To go back to the 
printout menu, select "exit" or just press 
escape . If you select the printout function by 
mistake, then pressing escape will return you 
to select mode . 

The final window in the display is the 
rename window. This is quite simple in 
operation. Enter first the old name of the file , 
then the new name. If you select rename by 
mistake, press return without entering anything 
and you will exit to the select mode. 

Files can also be deleted. This is done by 
pressing F 3. Enter the name of the file the 
same as for loading and saving. You will be 
prompted to enter Y or N just to make certain 
(remember to make sure you have the correct 
year setting). 

A feature similar to the " Enter New 
Data" function is the EDIT function . This 
allows the sheet to be edited should the need 
arise. It is activated by pressing F8 . You will 
be requested to first enter the line (record) 
number that needs to be edited. A window will 
open in exactly the same format as for the 
" Enter New Data" option. Pressing return will 
retain the original contents. To change the 
data, just enter in the new text or amounts. 
(remember that pressing return for paid in and 
withdrawn will only enter "0.00" if it was the 
previous contents. The edit function quits once 
the withdrawn data has been entered. 
Other Key Functions 

Only from select mode. 
Pressing escape will clear the current 

sheet from memory, and ask you to re-enter 
the year again . 
F4 - will enable you to change the current 
directory from " MAIN" to any other four 
character name . This is for when more than 
one person may be using Balance Sheet, so 
each persons files can be kept separate in their 
own directory. (The directory must, of course, 
be present on the disk , eg: if a second 
directory was to be called " MIKE ", then the 
directory to be created on the disk would be 
"SHEET.MIKE". 
F7 is useful if you either wish to keep your 
files on a seperate disk or run Balance Sheet 
in drive dfl from the workbench. Balance 
Sheet first runs with the current drive default 
setting as dfO. Pressing F7 allows you to specify 
any other drive number you choose to become 
the current drive for loading and saving files . 

Finally, when in select mode, pressing 
Shift and Q together will quit the program 
and return you to the CLI or workbench , 
depending on how you loaded the program. 
You will be asked to enter Y or N to make 
sure. 

That completes Balance Sheet's 
instructions. May it help you keep the bank 
manager at bay. VA 
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WINDOW CLOSE 1 ,", Add this line last " 

, , OPEN LIBRARIES' 

LIBRARY "diskfont.Nbrary" 
LIBRARY "graphics. library" 
LIBRARY "IntuitionJibrary" 
LIBRARY "dos.llbrary" 
LIBRARY "exec.llbrary' 

, , GLOBAL FUNCTIONS' 

DECLARE FUNCTION opendiskfont& LIBRARY 
DECLARE FUNCTION openfont& LIBRARY 
DECLARE FUNCTION move& LIBRARY 
DECLARE FUNCTION asksoftstyle% LIBRARY 
DECLARE FUNCTION setsoftstyle% LIBRARY 
DECLARE FUNCTION examine% LIBRARY 
DECLARE FUNCTION 9xn9xt% LIBRARY 
DECLARE FUNCTION Iock& LIBRARY 
DECLARE FUNCTION allocmem& LIBRARY 
DECLARE FUNCTION ioerr"l. LIBRARY 

" DIMENSION ARRAYS' 

DIM balance(30) ,balance$(30),wdrawn(30),wdrawn$(30) 
DIM paldln(30),paidin$(30),wd$(30),pd$(30) ,dat$(30) , 
detalls$(30) 

, 'GLOBAL VARIABLES ' 

DIM SHARED dlr.name$ (SO) 
DIM SHARED counter% 

, , SUB PROGRAMS' 

SUB move (x%,y%) STATIC 
e&- move&(!NINDOW(8),x%,y%) 

END SUB 

SUB menuoH STATIC 
MENU 1,0,0,­
MENU 2,0,0."" 
MENU 3,0,0."" 
MENU 4,0,0."" 

END SUB 

SUB styie (dr"l.) STATIC 
bits%- asksoftstyle% (WINDOW(8)) 
news%- setsoftstyle% (WINDOW(8) ,dr"l.,bits%) 

END SUB 

SUB mode (mode%) STATIC 
CALL setdrmd (WINDOW(8),mode%) 

END SUB 

SUB shadow (text$,x%,Y%,c%,s%) STATIC 
, , T ekes a string as input and prints H with a shadow' 
, , x% & y% _ X,y pixet locations; c%- forground colour, 
mode 0:sx%- xO/o+2:sy%-y%+ 1 :COLOR s%,O 
move sX%,sy%:PRINT textS; 
move x%,y%:COLOR c%,O:PRINT textS; 
END SUB 

SUB pointer (r"I.,c%,top%,bot%) STATIC 
, , r"I. & c%_ row & column locations where pointer Is 
to be positioned' 
, , top%_ max hetght for pointer; vice verca for bot% ' 
SHARED row 
top: 
LOCATEr"I.,c% 
PRINT">" 
xloop: 
p$- INKEY$ 
IF p$- "" THEN xioop 
IF p$-CHR$(27) THEN 
row-<l 
CLS 
EXIT SUB 
END IF 
IF p$- CHR$(13) THEN 
LOCATEr"I.,c% 
PRINT"" 
row- r%-(top%-1 ) 
EXIT SUB 

END IF 
IF p$<CHR$(28) OR p$>CHR$(29) THEN xioop 
LOCATE r%,c% 
PRINT"" 
IF p$_CHR$(29) THEN 

IF r"I.<bot% THEN 
r%- r%+1 

ELSE 
r%-top% 

END IF 
ELSE 

IF r"/. >top% THEN 
r"/ •• r"I.-l 

ELSE 
r"/. - OOt% 

END IF 
END IF 
GOTOtop: 
END SUB 

SUB Inkey (q%,r"/.,c%,pr"/.,pp%) STATIC 
, , This routine takes place over Basic's own INPUT 
statement, ' 

and oHers some more user triendly features. 
, , q% - number of chars to Input. r"I.&c% - row,coIumn 
location ' 
, , of cursor. pr"l. I _print on screen pp% l-only accept 
numbers' 
SHAREDk$ 
IF sw%-<l THEN DIM 1$(40):sw%- 1 
LOCATEr"I.,c% 
k$_"":lo-<l 
LOCATE r"I.,c%:PRINT "'" :LOCATE r"I. ,c% 
FORj_l TOq% 
10 I$O)- INKEY$ 
IF 1$0)."" THEN 10 
IF 1$0)- CHR$(8) THEN del 
IF 1$0)- CHR$(13) THEN PRINT" ":GOTO 16 
IF pp%_1 THEN GOSUB Numbers:IF set- l THEN 
set-<l:GOTO 10 
IF pr"I_l THEN PRINT 1$0) ; 
10-10+ 1 :c%- c'Y.+ 1 
IF j-q% GOTO 56 
PRINT " ":LOCATE r"I.,c% 

56NEXTi 

EXIT SUB 
del: 
IF j<2 THEN 10 
1$(j-l)."':I$(j)_"' 
c%-c%-1 :LOCATE r"I. ,c%:PRINT" , 
LOCATE r"I.,c'Y.:j- j- l :10- 10-1 :GOTO 10 
Numbers: 
chr- ASC(I$(j)) :IF chr<46 OR chr>57 THEN set- l 
RETURN 
END SUB 

SUB border(detailpen%,bIockpen%) STATIC 

, , This routine allows window border and text to be set to 
any colour. ' 

windowbase&-WINDOW[l) 
detalIpen&- windowbase&+98 
bIockpen&- windowbase&+99 
POKE detailpen&,deIaIlpen% 
POKE bIockpen&,bIockpen% 
CALL relreshwindowfrarne(windowbase&) 

END SUB 

SUB font (fontname$,fontheight%) STATIC 
, , This routine allows all Amiga fonts to be loaded ' 
, , The font loaded is specific to the window in use ' 
fold&- PEEKL(WINDOW(8)+52) 
Ipref-<l 
fontnarneO$- fontname$+ ' .font"+CHR$(O) 
tat1r&(O)-5ADD(fontnameO$) 
tat1r&(l )- fontheighrY. '2AI6+fpref 
f.new&-openfont&(VARPTR(taftr&(O))) 
fcheck%- PEEKW (WINDOW(8)+60) 
IF f.new&-<l THEN 
f.new&-opendiskfont&(VARPTR(taftr&(O))) 

END IF 
IF f.new&<>O THEN 
CALL dosefont(fold&) 
CALL setfont(WINDOW(8), f.new&) 
ELSEIF UCASE$(fontname$)- "UNDO" THEN 
CALL cIoselont(fold&) 
CALL Setfont(original&) 

END IF 
END SUB 

SUB ge4dir (dirS,max%) STATIC 
, , Loads the contents of the directory specified in dlrS. ' 
, , maxo/.-max number of files to be read' 
e%-<l:counter%-<l 
a.read%--2:xerror$- " 
dlrO$-dlr$+CHR$(O) 
buffer&-252 
add&-Iock&(SADD(dlrO$) ,a.read%) 
IF edd&-<l THEN 

xerror$- "dlrectory NOT FOUND" 
EXIT SUB 

END IF 
opt&-2AI6 
Info&-aIoanem&(buffer&,opt&) 
IF info&-<l THEN ERROR 7 
suc% - examlne%(add&,lnfo&) 
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IF suc%-<l THEN 
xerror$- "directones unavailable" 
EXIT SUB 

END IF 
WHILE e%<>232 
dir.name&- info&+8 
FOR loop%_O TO 29 
IF check%<>O THEN 

check$- check$+CHR$(check%) 
ELSE 
Ioop%- 29 

END IF 
NEXTloop% 
dir.name$(counte,"Io)=check$ 
check$- "" 
type&- PEEKL (info&+ 120) 
IF type&<O THEN 
dir.type$(counter%)."FILE" 
ELSEIF counter"/ • • O THEN 
dir. type$( counter"/.)- "curr. dir" 
ELSE 
dir.typeS(counter"/.). "DIR" 

END IF 
suc%. exnext%(add&,info&) 
IF suc%.O THEN 
e%=232 
END IF 
IF counter"/. > max% THEN 
e%- 232 

END IF 
counter"/ • • counter"l. + 1 

WEND 
CALL Ireemem(info&,buffer&) 
CALL unlock(edd&) 
counter"l.-counter"/. - l 

END SUB 

" MAIN CODE' 
start : 
ON MOUSE GOSUB mtest 
ON ERROR GOTO errorhande .. , ENTER THESE .. 
, ON BREAK GOSUB breaker .. ' THREE LINES .. 
, BREAK ON .. , LAST •• 
GOSUBsetup 
restart: 
GOSUB inHvar 
GOSUB getyear 
WINDOW OUTPUT 2 
main: 
MOUSE ON 
mainloop: 
x$ . INKEY$ 
IF x$- "" THEN mainloop 
IF x$- CHR$(27) THEN restart 
IF x$-"O" THEN GOSUB quH 
fkey _ ASC(x$) 
IF fkey <129 THEN mainloop 
MOUSE OFF 
fkey = fkey-128 
ON fkey GOSUB 
fload,fsave,wipe,changedlr,getyear,display,changedrive, 
fed" 
GOTOmain 

rntest: 
IF MOUSE(O) <>0 THEN 
wiest: 
MOUSE OFF 
wd- WINDOW(O) 
ON wd GOSUB x,x,x,enter,dir,printer,rename 
MOUSE ON 
RETURN 

ELSE 
RETURN 

END IF 

, • SUB ROUTINES' 
x: 
WINDOW 2 
RETURN 

setup: 
SCREEN 1,640,256,3,2 
WINDOW 4."ENTER NEW DATA",(O,12)-(480, 121 ),22,1 
GOSUB screenoH 
COLOR 5,7 
CLS 
border 2,1 
WIND.OW 5."DIRECTORY",(491 ,12)-(631 ,196),22,1 
COLOR 1,7 
CLS 
border 5,1 
WINDOW 6."PRINT OUT",(O,I36)-(240,196),22,1 
COLOR 1,7 
CLS 
border 3,1 
foot "diamond" ,12 
WINDOW 7."RENAME",(251 ,136)-(480,196),22, 1 
COLOR 5,7 
CLS 
border 4,1 
WINDOW 2 .. (0,210)-(631 ,242),16,1 



menual! " Cancel amigaBasics menu bar 
COLOR 2,S 
CLS 
border 4,0 
lont 'diamond', 12 
LOCATE3,S 
shadow "BALANCE SHEET - V2.0 - BY STUART DAVIS 
- April 1989",S2,37,3,7 
LINE (O,0)-{S31,41), 1 ,b:LlNE {S,5)-{S25,19),7,bl 
LINE {5,4)-{S26,20) ,1 ,b:LlNE {256,4)-{381 ,20),1 ,b 
LINE! {55,4)-{55,20) ,1 :LlNE {I S0,4)-{1SO,20), 1 :LlNE (215,4)­
{215,20),1 
LINE (382,5)-{S25,19),2,b 
move 260,17 
COLOR 5 
PRINT "STATUS WINDOW"; 
model 
GOSUB setcolours 
RETURN 

screenol!: 
FOR loop - 0 TO 7 
PALETTE 1oop,0,0,0 
NEXT 
RETURN 

setcotours: 
PALETTE 0,.3,.3,.5:PALETTE 1,1,1,1 
PALETTE 2,1 ,O,O:PALETTE 3,0,.7,0 
PALETTE 4,0,0,.9:PAlETTE 5,.9,.7,0 
PALETTE S,.45,.45,.45:PALETTE 7,0,0,0 
RETURN 

noborder: 
border 0,0 
RETURN 

getyear: 
WINDOW OUTPUT 2:lont "topaz",9 
1oop2: 
COLOR 3,7:LOCATE 2,40 
PRINT "ENTER YEAR> <" 
Inkey 4,2,52,1 ,1 
IF LEN (k$) <>4 THEN loop2 
year$_k$ 
GOSUB clearstat 
GOSUB status 

RETURN 

clearsta!: 
WINDOW OUTPUT 2 
lont "topaz",9 
LOCATE 2,40:PRINT" 

RETURN 

status: 
IF 1-0 THEN lab 
FOR 1-1 TOI 
temp- {paidin{I)-wdrawn{I))+balance{l-l ) 
baiance{l) - temp 
bt$- STR${balance{l)) 
num_LEN{bl$) 
IF num-2 THEN bt$-RIGHT${bt$,I):bl$_"OO"+bl$ 
IF num- 3 THEN bt$-RIGHT${bt$,2):bl$_"0" +bl$ 
num- LEN{bt$) 
num- num-2 
bt$-{LEFT${bl$,num)+"." +RIGHT${bl$,2» 
IF LEFT${bl$,1 )-CHR${32) THEN 
c-LEN{bl$) 
bl$- RIGHT${bl$, {c-l )) 

END IF 
IF balance{l) <0 AND LEFT${bl$,I)<>"-" THEN bl$~"-"+bl$ 
balance${I)-bI$ 

NEXT I 
lab: 
COLOR 1,7 
LOCATE 2,2:PRINT yearS 
IF balance{l) > 0 THEN 
COLOR 3,7 

ELSE 
COLOR 2,7 

END IF 
LINE (58,S)-{110,IS),7,bl 
LOCATE 2,1 :PRINT TAB{I6-LEN{baJance${I)))baJance${I) 
COLOR 1,7 
LOCATE2,I S 
PRINT cdS 
LOCATE 2,23 
PRINT" " 
LOCATE 2,23 
WRITE I 

RETURN 

innvar: 

'" INITIALIZE VARIABLES ' 

1-O:balance{I)-O 
balance$(I)-"O.OO" 

cd$_"MAIN" 
yearS- "" 
drive$-"dIO:" 
FOR 1- 1 T07 
code{I) - O 

NEXT I 
code(5).-1 
ccode${1 )-"4" :ccode$(2)-"G" 
ccode$(3)_"E" :ccode$(4)_"- I " 
ccode$(!tj~"Ul":ccode$(S)_"wl"+CHR$(27)+"A"+CHR$(17) 

dx$-" DATE DETAILS WITHDRAWN" 
headlng$-dx$+" PAID-IN BALANCE" 
de$-"DATE DETAILS WITHDRAWN" 
pheadlng$-dc$+" PAID-IN BALANCE" 
RETURN 

changedir: 
WINDOW OUTPUT 2 
1oop3: 
LOCATE 2,40:COLOR 1 ,7:PRINT "DIRECTORY: > <" 
COLOR 3,7:inkey 4,2,52,1,0 
IF LEN (k$) <>4 THEN loop3 
GOSUB clearstat 
cd$.k$:GOSUB status 

RETURN 

changedrive: 
WINDOW OUTPUT 2 
COLOR 1,7 
loopS: 
LOCATE 2,40 
PRINT "ENTER NEW DRIVE : 
inkey 2,2,58,1 ,1 
IF VAL{k$) >3 THEN 1oop5 
drive$."d!" +k$+ ":" 
GOSUB clearstat 
RETURN 

enter: 
, , This routine accounts both lor entering new details, ' 
, , and lor editing existing details .• 

1-1+1 
WINDOW 4 
IF 5et4. 0 THEN 
set4. 1 
LINE (O,0)-(4S0,1 09), 1 ,b:LlNE {I, 1 )-(479, 10S),5,b 

END IF 
COLOR 5,7 
edenter: 
LOCATE 4,3:PRINT "ENTER DATE > <" 
LOCATES,3 
PRINT "ENTER DETAILS> <" 
LOCATE S,3:PRINT" PAID-IN : 
LOCATE 10,3:PRINT "WITHDRAWN : 
COLOR 1,7 
inkey S,4, 15, 1 ,0 
IF set3 AND k$.""THEN 
LOCATE 4,15 
PRINT dat$(I) 

ELSE 
dat$(I)_k$ 

END IF 
inkey 40,S, 18, 1,0 
IF set3 AND k$."" THEN 
LOCATES,IS 
PRINT details$(I) 

ELSE 
details${I)_k$ 

END IF 
inkey S,S, 14, 1,1 
IF set3 AND k$_"" THEN 
LOCATES,14 
PRINT paidin$(I) 
GOTOlabs 

END IF 
paidin${I)- k$ 
IF LEN(paidin$(I))<4 THEN 

LOCATES,14 
PRINT paidin${I) 
paidin{I)..Q 

ELSE 
zz-LEN{paidin$(I)) 
xx_8-zz:zz_5-xx 

paidin{I)_VAL{LEFT${paidin${f),zz)+RIGHT${paidln${I),2» 
END IF 
labs : 
inkey S,10, 14,1,1 
IF set3 AND k$="" THEN 
LOCATE 10,14 
PRINT wdrawn$ 
GOTOlabt 

END IF 
wdrawn${I)- k$ 
IF LEN (wdrawn${I))<4 THEN 
wdrawn${I)-"O.OO" 
LOCATE 10,14 
PRINT wdrawn${f) 
wdrawn{f)-o 

ELSE 
zz- LEN{wdrawn${f) 
xx-S-zz:zz-5-xx 

wdrawn(I). VAL{LEFT${wdrawn${I) ,zz)+RIGHT$ 
(wdrawn$(I),2)) 
END IF 
labt: 
IF set3 THEN RETURN 
lont "diamond" , 12 
shadow "Click in the STATUS WINDOW W O.K.",5O,9S, 1,2 
model 
lont "topaz",S 
dummy.MOUSE{O) 
WHILE MOUSE(O) - 0 
WEND 

LINE (49,S7)-(330,99),7,bl 
IF MOUSE (2) < 160 THEN 
1-1-1 
WINDOW 2 
RETURN 

END IF 
WINDOW 2 
GOSUB status 
RETURN 

display: 
MOUSE OFF 
WINDOW 3,,{O,0)-{S31 ,242),0,1 :border 7,0 
COLOR 3,7:CLS 
move O,S:PRINT headlng$ 
LINE {O,0)-{S31 ,251),1 ,b:LlNE (2,1 0)-{629, 1 0), 1 
LINE {I , 1 )-{1 ,250),1 :LlNE {S30,1 )-(S30,25O), 1 
LINE (SI ,0)-{385,251), 1 ,b:LlNE (60,0)-{38S,251), 1 ,b 
LINE (469,0)-(541 ,251) , 1 ,b:LlNE (470,0)-{540,251), 1 ,b 
moveO,IS 
FOR 1. 1 TOI 
COLOR 1,7 
PRINT TAB(2)dat${I) ; 
PRINT TAB(9)details${I); 
PRINT TAB(5O+(S-{LEN(wdrawn${I)))))wdrawn${I); 
PRINT TAB(60+(S-{LEN{paldin${I)))))paidln${I); 
IF balance{l) <0 THEN 
COLOR 2,7 

ELSE 
COLOR 3,7 

END IF 
PRINT TAB(70+(S-(LEN(balance$(I»»)balance$(I) 

dummy - MOUSE{O) 
WHILE MOUSE{O) -0 
WEND 
WINDOW CLOSE 3 
WINDOW 2 

RETURN 

Isave: 
disk$. "SAVE :" 
GOSUB getdisk 
IF k$_"@@@" THEN GOSUB clearstat:RETURN 
IF LEN{k$)<3 THEN 
GOTO msave 

ELSE 
nm$-drive$+ "SHEET." +cd$+"r +k$+year$ 

END IF 
msave: 
GOSUB clearstat 
IF nm$<>"" AND 1>0 THEN 

COLOR 3,7 
LOCATE 2,40:PRINT "SAVING .. ," 
OPEN nm$ FOR OUTPUT AS 12 LEN- 255 
WRITE 12, I 
FORI - l TOI 
wd${I)-8TR${wdrawn{I» 
pd${I). STR${paidin{I» 
WRITE 12, wd${I),pd$(I) 
WRITE 12, dat${I),details${I),wdrawn${I),paidin${I) 

NEXT I 
CLOSE 12 

END IF 
GOSUB clearstat 
RETURN 

!load: 
dlsk$."LOAD: " 
GOSUB getdlsk 
IF LEN{k$)<>3 THEN GOSUB clearstat:RETURN 
nm$-drive$+ "SHEET." -H:<I$+"r +k$+yearS 
GOSUB clearstat 
LOCATE 2,40 
COLOR 3,7:PRINT "LOADING .. ." 
OPEN nm$ FOR INPUT AS 12 LEN-255 
INPUT 12, I 
FORI.tTOI 
INPUT l2,wd${I),pd${I) 
wdrawn{I)-VAL{wd${I)) 
paidln{I).VAL{pd${I)) 
INPUT 12, dat${I),detalls${I),wdrawn${I),paidin${I) 

NEXT I 
GOSUB clearstat 
CLOSE 12 
GOSUB status 

RETURN 

getdlsk: 
WINDOW 2 
LOCATE 2,40 
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COLOR I ,7:PRINT dlsk$;"ENTER MONTH> <" 
COLOR 3,7:lnkey 3,2,59, 1,0 

RETURN 

wipe: 
WINDOW OUTPUT 2 
LOCATE 2,40 
COLOR 3,7 
PRINT "DELETE> <" 
COLOR 1,7 
IF LEN(k$) <3 THEN clearslat:RETURN 
del$-drive$+ "SHEET." +OO$+"r +k$+year$ 
LOCATE 2,40 
COLOR 2,7 
PRINT "ARE YOU SURE? (YIN)" 
inkey 2,2,60, 1,0 
IF k$- "y" OR k$_"Y" THEN 
GOSUB clearstat 
KILLdeI$ 

END IF 
RETURN 

rename: 
WINDOW 7 
LINE (0,0)-(229,60), I ,b 
LINE (0,31 )-(229,31), I 
COLOR 1,7 
LOCATE 3,5 
PRINT "ENTER OLD NAME> . <" 
COLOR 5,7 
Inkey 3,3,21, 1,0 
IF LEN(k$)<3 THEN exijx 
nl $-drive$+"SHEET. "+OO$+"r +k$+year$ 
COLOR 1,7 
LOCATE 6,5 
PRINT "ENTER NEW NAME> <". 
COLOR 5,7 
inkey 3,6,21, 1,0 
IF LEN(k$)<3 THEN exhx 
n2$-drive$+ "SHEET." +cd$+"r +k$+year$ 
NAME nl $ AS 02$ 
exltx: 
CLS 
WINDOW OUTPUT 2 

RETURN 

printer: 
IF 1<1 THEN 
BEEP 
RETURN 

END IF 
WINDOW 6 
font"diamond",12 
COLOR 3,7 
styte I 
LOCATE 1,8 
PRINT "MAIN MENU" 
styte 0 
LOCATE 2,5 
COLOR 5,7 
PRINT "PRINT WHOLE SHEET" 
PRINT TAB(5)"PRINT PART SHEET" 
PRINT TAB(5)"CONTROL CODES" 
font "topaz",8 
COLOR 1,7 
PRINT "USE CRSR UP & DOWN then" ; 
COLOR 2,7 
PRINT" RETURN"; 
font "diamond",12 
1oop6: 
pointer 2,3,2,4 
IF row-O THEN qex" 
IF row- 3 THEN 
GOSUBcodes 
GOTOIoop6: 

END IF 
ON row GOSUB printaH,printpart 
qexlt: 

WINDOW OUTPUT 2 
RETURN 
printpart: 
WINDOW 8,"Print Part",(SO, 143)-(206, 183),0, t 
COLOR 5,7 
CLS 
LOCATE 2,2 
PRINT "FROM RECORD > <" 
LOCATE 4,4 
PRINT "TO RECORD > <" 
COLOR 1,7 
labl : 
LOCATE 2,16 
PRINT" " 
Inkey 3,2,16, I, I 
IF LEN(k$)<1 THEN 
k$_"I" 
LOCATE 2,16 
PRINTkS 

END IF 
min _ VAL(k$) 
IF min <lOR min >fTHEN labl 
1ab2: 
LOCATE 4,16 

PRINT" " 
inkey 3,4,16, I , I 
IF LEN(k$)<1 THEN 
k$- "1" 
LOCATE 4,16 
PRINTk$ 

END IF 
max _ VAL(k$) 
IF max <min OR max >f THEN lab2 
WINDOW CLOSE e 
GOSUB partin 
RETURN 

codes : 
WINDOW 8," CONTROL CODES",(223,30)-(428,170),0,1 
border 2,1 
COLOR 1,4 
CLS 
LOCATE 16,2 
PRINT "Use cursor UP/DOWN, then" 
COLOR 2,4 
PRINT TAB(2)"RETURN "; 
COLOR 1,4 
PRINT "to toggle ON/OFF" ; 
font "diamond", 12 
LOCATE 2,3 
PRINT "EXIT" 
COLOR 5,4 
PRINT TAB(3)"ITALlCS" 
PRINT TAB(3)"BOLD FACE" 
PRINT TAB(3)"EMPHASIZED" 
PRINT TAB(3)"SLASHED ZERO" 
PRINT TAB(3)"UNIDIRECTIONAL" 
PRINT TAB(3)"DOUBLE HEIGHT" 
PRINT TAB(3)"LETTER QUALITY" 
y%-2 :row- 2 
WHILE row >1 
GOSUB update 
pointer Y%, 1,2,9 
IF row-o THEN skip 
code(row-I )- NOT code(row-I ) 
y"lo-(CSRLlN-I ) 
skip: 

WINDOW CLOSE 8 
WINDOW 6 

RETURN 

update: 
LOCATE 3, 1 
COLOR 1,4 
FOR 1. 1 T0 7 
IF code(l) THEN 
PRINTTAB(12)"ON " 

ELSE 
PRINT TAB(1 2)"OFF" 

END IF 
NEXT I 

RETURN 

contcodes: 
FOR I- I T0 7 

IF code(l) THEN 
PRINT 112, CHRS(27) ;ccodeS(I); 

END IF 
NEXT I 

RETURN 

printall : 
min_I 
max-f 
partin: 
CLS 
COLOR 1,7 
LOCATE 2,6 
style I 
PRINT "NOW PRINTING" 
LOCATE 4,3 
COLOR 2,7 
PRINT "CLICK IN STATUS WINDOW" 
PRINT TAB(7)"TO ABORT" ; 
style 0 
OPEN "par:" FOR OUTPUT AS 112 LEN_I 
PRINT 112, CHR$(27);"@"; '···Reset Printer"·· 
PRINT 112, CHR$(27) ;"xO"; '···Selects Draft for LC24-10·· · 
GOSUB contcodes 
PRINT 112, "Number of records -";f 
IF min >1 OR max <f THEN 

PRINT 112, ·Printed from record";min;"to record";max 
END IF 
PRINT 112, CHR$(27) ;"-I" ;pheadlng$;CHR$(27);"-0" 
dd- 52:df-62:dg_72 
FOR I- min TO max-I 
x-MOUSE(O) 
IF MOUSE(O) <> 0 THEN dexlt 

PRINT 112, dat$(I); 
PRINT 112, TAB(9)details$(I); 
PRINT 112, TAB(dd+(8-(LEN(wdrawn$(I)))))wdrawn$(I); 
PRINT 112, TAB(df+(8-(LEN(paldin$(I)))))paidln$(I) ; 
PRINT 112, TAB(dg+(8-(LEN(balance$(I)))))baiance$(I) 

NEXT I 
PRINT 112, CHR$(27);"-I"; 
PRINT 112, dat$(I);TAB(11 );details$(I); 
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PRINT 112, TAB(dd+(IO-(LEN(wdrawn$(I)))))wdrawn$(I) ; 
PRINT 112, TAB(df+(1 O-(LEN(paldin$(I)))))paidin$(I); 
PRINT 112, TAB(dg+(1 O-(LEN(balance$(I)))))balance$(I) 
PRINT 112, CHR$(27);"-0" 
dexit: 
CLOSE 112 
RETURN 

dir: 
font"diamond", I 2 
COLOR 1,7 
CLS 
path$- drive$+ "SHEET." +cd$ 
getdir path$,SO 
IF xerror$<>"" THEN GOTO errorhandle 
cc-o:r- 2 
FOR I_I TO counter% 

xxS- RIGHT$(dlr.name$(I),4) 
IF xx$ <> yearS THEN 
GOTOlabx 

ELSE 
r_r+1 
LOCATE r,4 
PRINT dir.name$(I) 
cc_cc+1 

END IF 
labx: 
NEXT I 
IF cc-o THEN 

xerror$_"NO FILES FOUND" 
GOTO errorhandle 

ELSE 
RETURN 

END IF 

quit: 
LOCATE 2,40 
COLOR 2,7 
PRINT "EXIT PROGRAM? (YIN)?" 
inkey 2,2,61 , I ,0 
IF k$<>"y" THEN 
GOSUB clearstat 
RETURN 

END IF 
SYSTEM 

errorhandle: 
WINDOW 2 
BEEP 
LOCATE 2,40 
COLOR 2,7 
IF xerror$<> "" THEN 
PRINT xerrorS 
xerror$- "" 
GOSUB loopS 
RETURN 

END IF 
IF ERR_5 THEN ON ERROR GOTO 0 
IF ERR_53 THEN PRINT "FILE NOT FOUND" 
IF ERR_58 THEN PRINT "FILE EXISTS" 
IF ERR-61 THEN PRINT "DISK FULU" 
IF ERR- 70 THEN PRINT "DISK IS PROTECTED" 

GOSUBloopS 
RESUME main 

loopS: 
count -0 
WHILE count < 700 
count- count+ I 
WEND 

GOSUB clearstat 
RETURN 

fedh: 
LOCATE 2,40 
COLOR 1,7 
PRINT "EDIT WHICH LINE? > <" 
ed_VAL(k$) 
IF ed<1 OR ed>f THEN hexit 
WINDOW 8, "EDIT", (O, 12)-(480, 121 ),0, I 
border 7,1 
COLOR 1,7 
CLS 
set3--1 
LINE (0,0)-(480, I 09), I ,b:LlNE (I , I )-(479, I Oe),5,b 
tempstore_f 
f-ad 
GOSUB edenter 
set3-o 
f- tempstore 
ed- O 
hex" : 
GOSUB clearstat 
WINDOW CLOSE 8 
WINDOW 2 
GOSUB status 

RETURN 

breaker: 
RETURN 

END 
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REVIEVV 

The word professional often 

conjures up an image of 

overpriced and overweight 

packages from complacent US 

software houses. Andy Brown 

sees if Superbase Professional 

fits the same bill! 

transactions. A transaction is the most 
common type of record in the business world, 
where a header, such as customer information, 
is followed by a list of items, such as in a till 
receipt . Doing things this way speeds things up 
a lot because you no longer have to enter each 
row of a transaction as a separate record. It 
is also more intuitive, as data entry can be 
made to resemble real paper forms more 
closely. This makes it possible to eaSily train 
new users as data entry can resemble methods 
that they are already used to. 

The forms editor is also a more 
sophisticated report generator than the one 

why the examples given are so trivial. Even so 
most of the information needed is there, if you 
can find it. The manuals also contradict 
themselves on one or two points, so watch 
out. What is needed, and I would have thought 
reasonable for the price, is a tutorial with fully 
worked examples, as well as an introduction 
to the DML programming manual, once again 
with fully worked examples. 

Reading my comments above, you may 
come to the conclusion that I have some 
strong criticisms of Superbase Professional. 
That is true, but it is also a very powerful 
product, and really the only Amiga database 

Superbase 
Professiol:"l.a.l 
• Fitting in above the Personal range 
from Precision Software but below the price 
of Superbase 4 for the PC, Superbase 
Professional is aimed squarely at the advanced 
business user, preferably one with a knowledge 
of Basic programming. The package has a great 
deal in common with the Personal 2 release 
that I reviewed in these pages recently, which 
is not surprising, as according to Precision, 
Personal 2 is a cut down version of this 
program. For this reason this review will 
concentrate on the significant differences 
between the two databases. 

The first major difference is the presence 
of a programming language called DML. This 
is akin to Basic, but is rich in file management 
commands, but lacking graphics support. The 
facilities offered are certainly powerful, but I 
would question the need for the average user. 
Most users will in fact probably only use DML 
for writing start-of-day programs, and for 
automating tiresome tasks like producing 
reports at the end of the month etc. I would 
much rather have a good macro faCility, with 
DML available as an add-on. Adding DML this 
way would have the added benefit of freeing 
up RAM for the user. 

Whilst on the subject of RAM , Superbase 
now requires at least IMbyte to run . I would 
suggest that 2M byte, or more is the optimum. 
Why should this be the case? 

A relational database has, by definition 
several files open at once. This means that 
speed of access to your data, or response time 
to use the mainframe jargon, becomes crucial. 
Unfortunately the Amiga runs at the speed of 
a demented slug when it comes to file access, 
so go-faster techniques are required if you want 
efficient data management. Hard disk users 
with the FFS on Workbench 1.3 should be 
better off, but even so I would recommend 
using as much RAM as possible either as a disk 
cache or RAM disk storage. A 68020 would 
also be nice . 

The most significant difference between 
this version of Superbase and Personal is the 
so-called Forms Editor. Why they called it that 
I do not know, because the program is a 
complete front-end for Superbase. This front­
end adds the ability to process multi-line 

provided with Superbase itself, but it still does 
not provide Postscript capability, and thus 
output is restricted to low quality dot-matrix 
printers. The ability to make use of the DML 
language without having to write DML 
programs is another feature of the forms 
editor. 

Read All About It 
The two manuals provided with Superbase 
Professional are still in the cryptic, and slightly 
muddled style that software houses like 
Precision seem to adopt in the mistaken 
opinion that users prefer to be permanently 
confused. I still can't work out why Query is 
dealt with right at the back of the manual , and 

FactFile 

Title : Superbase 
Professional 

Supplier: Precision 
Software 

6 Park Terrace 
Worcester Park 
Surrey 
KT47JZ 
Tel : 01-330 7166 
Price: £249 

to contend for the title 'Serious'. What 
Precision should do is to resolve the conflict 
between being the program being a 
'programmers ' database, and an 'easy to use ' 
system for average computer users, who I 
would assume would be the people wanting to 
use a database in 'professional' circumstances. 
I would also like to see the possibilities of 
Database Publishing being opened up by getting 
on the Postscript bandwagon . A Superbase 
compiler, such as the Clipper compiler for 
Dbase 11/ in the IBM world should be added so 
that run-time versions can be distributed for 
the ordinary user. 

yA 
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REVIEVV 

ElVI ~l'ltJELLE 

THOSE! ~ EA U TXFUL 
~E~ELS SU S TLEL~ HX~ H LX~ H T 

~OUR ~E FJU T~. ARE T H E~ 
FROIl1 THXS AREA ? 

Do sex and computing really 

mixl Gordon Hamlett 

attempts to interlace 

• Ooh la lal Un saucy game pour ) e 
computer from over la Manche. Emmanue e 
from Coktel Vision is based on the soft po n 
book and film that rose to prominence in d e 
Seventies. 

Written by the same people who gave JS 

20,000 Leagues under the Sea , Emmanue/le IS 

a sort of graphic adventure mixed in with a 
certain amount of arcade-style action. No, m~t 

that sort you disgusting little pervert. 
Set in Rio, your task is to meet up wi :h 

Emmanuelle when your erotic potential 
sufficiently high. Increasing your potential is 
easy thing. Although there are many 
more than willing to faire Ie bonk avec 
this is not sufficient and will in fact lower 
potential. No, instead, you must indulge 
what the French would call erotic but 
narrow-minded Brits would probably refer 
as kinky pastimes. 

There are three laws of eroticism for 
to come to terms with. There must always 
an odd number of partners, you must 
see your partner's face and you must 
multiple relations with the same partner. 
you wander round Brazil, you must 
three statuettes, each representing one of 
laws. 

Progressing through the game is a 
of talking to everybody that you meet in 
hope of gaining either new information or 
experience. Various thoughts enter your 
and it is up to you decide on which "n."·n.,,,th 
you think will prove most profitable. 
lines vary from the romantic to the blunt. 
worst. a girl can only say no. There 
aphrodisiacs and potions to find, hel,icclpt4ei:'S 
and boats to catch, various exotic and 
exotic locations to visit and keyholes to 
through. What the French call voyeurs. we 
refer to as peeping Toms. 

Information has to be paid for. as do 
t ickets and sundry other purchases. 
money can be obtained from the roulette 
although if you are too obnoxious to 
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only weapons are sneaky ones. Either point 
up to the sky or pull your adversary's shorts 
down before administering a violent slap to the 
face . 

guests, they will have no hesitation in turfing 
you out of the casino. There is a fair chance 
that you will end up in a fight. The fighting 
action is a send up of all the karate games. Your 

Emmanue/le is an unusual game and one, 
I would guess, most likely to appeal to the sort 
of person who enjoys computerised strip 
poker. Although it will no doubt be restricted 
to the over 185, I cannot in all honesty see 
anybody drooling lasciviously over the 
keyboard as they endeavour to get their jollies. 
As H.L. Mencken said, 'Sex is a dangerous toy 
in the hands of the virtuous. It should be left 
to the congenitally sinful who know when to 
play with it and when to let it alone'. yA 

989 

~T'S ~ORTH A FOPTunE~ THE onL~ 
THXn ~ XS THAT THE POLXLE APE 

OnTO ~ E. X F X 00 An~THInu, 
X' LL BE x n PPIson. 

EMMANUELLE 

Title: Emmanuelle 
Authors: Coktel Vision 
Supplier: Active Marketing 
The Studio Centre 
I Ranelagh Gardens 
London ~

' •..•• ".' •.••.•... ' .••.•.•. ' .•.••. ".'. Graphics: 16 
• Sound: 12 

.•••••.•••••.••. Gameplay : 

Value : 13 

SW63PA 
Tel : 01-384 2701 
Price: £19.99 

61. 
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• Cast your minds back to the summer 
of 1984 (ahh them were the days .. . Ed). The 
game that everyone was talking about was 
Dragon's Lair, one of the first Coin-Ops to 
utilise Laserdisc technology. No, they hadn't 
discovered CD-ROM storage ahead of 
everyone else they were , in fact playing a 12" 
videodisc which would go to various sections 
of the disc when you made certain movements 
with your joystick . 

The advantage of this system was that the 
"graphics", if you can call them graphics, were 
flawless as they were straight cartoon images 
penned by ex-Disney artist and film maker in 
his own right , Don Bluth . 

The disadvantage was that because of the 
flowchart-like format of the game it was simply 
a matter of time (and money) before you could 
solve it as you used precisely the same 
movements on each level. 

Shortly afterwards there was a lot of talk 
from various computer manufacturers about 
producing laserdisc players of the same format It caused a sensation back in 
as the arcade, but, of the half dozen or so 
contenders, only Acorn actually came up with 1984 when it hit the arcade 
a player at all and they certainly weren ' t going 
to lower this sort of technology to mere games scene - will it do the same 
playing. 

So the whole thing went quiet until now five years on for Amiga 
with the release of Dragon 's Lair on the Amiga. 
It would seem that the game was just waiting owners! Crosby the Valiant 
for a machine with the graphics potential to 
pull the whole thing off. finds out 

Drag-an's 
That 's right , there 's no laserdisc involved 

- this time it's all done within the Amiga itself. 
There is , of course , a catch ... 
If you 're an A-SOD owner you need a 

Megabyte of memory, however A-1000 owners 
are okay as they can run the prog with SI2K 
as the game just needs the workspace taken 
up by Kickstart 1.2/3. 

Anyway, I suppose I'd better mention 
something about the game itself. In Dragon's 
Lair you are Dirk the Daring - a brave and 
noble fellow who would swash his buckles at 
the drop of a helmet . Dirk 's been give a task 
that no other Knight in history has ever been 
given before . He has to rescue a beautiful 
Princess from the vile clutches of an Evil 
Dragon (Boo, Hiss etc) . 

worry. 
The only problem with this game is the 

same problem the original had - NO 
GAMEPLAY. It 's just a memory game pure and 
simple . Each challenge has a set sequence of 
six or so moves which never change . 

For instance ... 
The first screen you encounter is a 

to the delight of monster lurking below. Escape 
couldn't be simpler. Just wait for the monster 
to lunge at you for the second time, use the 
sword and push the joystick up. No sweat. 

Admittedly the final sequence is a little 
trickier but the principle is exactly the same. 

Dirk sees the Princess imprisoned in a 
large crystal ball : On guard duty but asleep is 
the Dragon . On Dirk 's left is a pile of objects 
which begin to topple over. Move left to stop 
them falling, at which point Dirk falls over a 
treasure chest, which awakens the Dragon . 
Move left again to avoid the firey breath and 
left again to catch the objects I mentioned 

Lair 
drawbridge which collapses beneath you much 
earlier. The Dragon then chases Dirk behind 
a rock, and the Dragon grabs the rock . Move 
back , then back again bumping into a column 
and a pile of gold coins. Move right then 
forward towards a magic sword (the only thing 
that can slay the Dragon). As the Dragon 
breathes fire hit the fire button which deflects 
the flames . Go left to avoid the Dragon's tail 
and finally use the sword once more to 
vanquish the beast. 

Once this is done Dirk retrieves the key, 
unlocks the Ball and the Princess gives him a 
peck on the cheek (this is set in the age of 
chivalry after all) . 

In short, a truly accurate arcade 
conversion and a great graphics demo for your 
Amiga, but not a game with lasting appeal. 

fA 
However you can't just knock on the 

drawbridge and ask nicely if you can have your 
Princess back please . You must face numerous 
challenges as you journey through the castle . 

The game comprises six discs each of 
which contains three scenes (130 Megabytes 
worth of datail') . Once you've done all three 
screens on a disk the program asks you for the 
next disc although it will take into account the 
fact that you have a second drive which does 
make life easier. 

DRAGON'S LAIR 

Both the sound and graphics are superb. 
Very close indeed to the original, which is 
praise indeed . You have a, choice of normal and 
multisync graphics modes. Multisync mode 
occupies only a small section of the screen but 
the resolution is better. Mind you Normal 
mode is pretty damn good as well , so why 

Title :Dragon's Lair 
Supplier: Entertai nment 

1 nternational 
Unit 4, Stan nets, 
Laindon North Trade Centre , 
Basildon , 
Essex 55 IS 60) . 
Tel : 0268-541126 
Price :£44.95 

GraphiCS: 24 

Sound: 20 

Gameplay: 

Value : 12 
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• Intuition, the Amiga's User Interface 
was designed to ensure that a user's interaction 
with the machine is simple, enjoyable and 
consistent (i.e ., intuitive). The tools to achieve 
this are provided by Intuition itself and , 
providing that the proper conventions are 
adhered to, the programmer is able to take 
advantage of multi-window facilities. He can 
also use gadgets (Intuition's name for icons) and 
many other Intuition facilities to help simplify 
the programming tasks. 

Programs can open virtual terminals, 
areas from which they receive and deliver 
information. Each program regards its virtual 
terminal as covering the entire screen blissfully 
unaware that other programs may also have 
windows on display at the same time; The user 

to be able to extract information from the 
structure. Here's the purpose of the various 
fields .. ..... 

The ExecMessage field contains 
message characteristics,such as the length of 
the message's body data , which are needed by 
the Exec. You are unlikely to want this 
information and you certainly should not 
interfere with it. 

Class is a variable whose bits correspond 
directly with the equivalent IDCMP flags. You 
will usually check the contents of this variable 
against particular . flag definitions so that you . 
know what type of message you have received. 

The address of the object to which the 
message refers is provided i~ the IAddress 
field. Whenever YO'I! have to find out about the 

PROGRAMMING 

This month Amanda Jones 

looks at the message passing 

mechanism used by Intuition. 

/( you've ever wondered how 

an Amiga program knows 

when a gadget is selected, or 

when the mouse is,' moved, 

here's your chance to find out. 

C;etti:n.g the 

lVIessa.ge 
however sees a program's terminal as a window 
which may be moved around, resized, or even 
hidden completely. Intuition does in fact often 
handle such changes without the program ever 
knowing that they occurred. 

Even when your Amiga is just sitting there 
doing nothing Intuition is active and continually 
listens for any information that may arrive from 
any of the input devices (mouse, keyboard, 
joysticks, serial port etc.). It will look at this 
data, use what it regards as useful, and then 
pass the rest on to any interested parties, 
meaning any programs which are running. 

Programs can be selective about the type 
of events they wish to be told about. If, for 
instance, a program needs to know when disks 
are inserted or removed it can ask Intuition 
to send it a message about such events as and 
when they occur. If the same program doesn't 
need to worry when a user resizes a window 
then it just does not ask for those types of 
messages to be sent. 

How do we ask Intuition to send us 
information? One of the ways in which this 
can be done is by using Intuition's Direct 
Communications Message Port system 
(IDCMP). This is built upon the Exec message 
system arrangement and provides a two way 
communication process which allows your 
program to both receive and transmit 
messages. 

The IntuiMessage 
Structure 

The IntuiMessages used to carry the packets 
of information have a standard layout which 
is based on an extended exec Message 
structure . 

In order to use IntuiMessages you need 

current state of Intuition objects (e.g.whether 
a Gadget is on or off) you 'll use this address 
to locate the object 's structure . 

You ' ll often see the Class and IAddress 
variables used jointly for selecting message 
handling routines and, when appropriate, 
passing the address of the object to them. 

The Code and qualifier fields depend 
very much on the type of message, e .g. if the 
keyboard device is providing raw keyboard data 
then the code field will contain the untranslated 
character and the qualifier field will tell you 
whether the shift or control keys were also 
pressed. 

Each message is stamped with mouse co­
ordinates and the system time . MouseX and 
MouseY are the co-ordinates of the mouse 
at the time given by the Seconds and Micros 
fields. The other two fields in the structure 
are IDCMPWindow, which is a pointer to the 
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relevant Window structure, and Special Link 
which is used only by the system. 

The IDCMP Flags 

Standard names for the IDCMP flags are 
available in the header files . They should always 
be used in preference to numeric values or 
non-standard names. The flags are used to both 
select which types of messages you wish to 
receive and to distinguish between the various 
types of message that may arrive at your 
message port. The definitions fall into six 
categories: 

• Window Flags 

ACTIVEWINDOW: You' ll get a message when 
the window becomes active . 



INACTIVE WINDOW: This gets you a 
message every time your window becomes 
inactive . 

NEWsIZE: Is a message sent when an 
applications program window is resized . 

REFREsHWINDOW: You will be told when 
you·r window needs refreshing. 

sIZEVERIFY: Intuition will check with your 
program when a user tries to resize a window 
and will not allow it to occur until a program 
say's that it 's safe to do so. 

• Gadget flags 

GADGETUP: When the user releases the left 
mouse button over a gadget that has the 
RELVERIFY flag set the program receives a 
message of this class. 

GADGETDOWN: If the gadget was created 
with the GADGIMMEDIATE flag set then this 
message is sent when the gadget is selected. 

CLOSE WINDOW: If you have a close gadget 
in yourwindow then setting this flag will give 
you a message telling you when it has been 
selected. Intuition doesn ' t close anything, it 
leaves that up to the applications program. 

• Mouse Flags 

MOUsEBUTTONs: This causes reports about 
mouse button events to be reported providing 
they do not mean anything to Intuition . The 
Code field of the message tells you which 
button was pressed or released. It will contain 
one of four flags: sELECTUP, 
sELECTDOWN , MENUUP or 
MENUDOWN. 

MOUsEMOVE: If the window, or a gadget 
within the window, is reporting mouse events 
then this flag ensures that you receive the XY 
co-ordinate messages of the mouse's position 
as it moves. 

DELTAMOVE: With this flag set the mouse 
movement is reported as co-ordinate changes 
rather than absolute values. 

• Menu Flags 

MENUPICK : You ' ll get a message if the user 
has pressed the menu button. If an item was 
selected then the menu number will be in the 
Code field . If no selection was made this field 
will be set to MENUNULL. 

MENU VERIFY: This is a message sent as part 
of a particular verification mode which allows 
programs to temporarily halt, or even cancel, 
menu operations. 

• Requester Flags 

REQCLEAR : If this flag is set then your 
program will receive a message when a 
requester is cleared from a window. 

REQsET: Setting this flag will get you a 
message the moment a requester opens in 
your window. 

REQVERIFY: If this flag is set Intuition will ask 
your program if it 's O.K. to put a requester 
up in your window. Even system requesters will 
be blocked until your program replies to the 
message. 

• Miscellaneous Flags 

DlsKINsERTED: If this flag is set you will be 
told about disks being inserted or removed . 

DlsKREMOVED: Again you will be told about 
disks being inserted or removed. Two flags are 
needed because when these events happen you 
need to know which one has occurred. 

NEWPREFs: With this flag set your program 
will be told if the user makes any changes to 
the Preferences settings. 

INTUITICKs: This gives you timer events 
when your window is active. The messages 
arrive about ten times a second . INTUITICK 
messages do not queue up like other messages 
because the moment Intuition realizes that you 
haven't replied to a timer message it will stop 
sending them. 

RAWKEY: Provides messages containing raw 
key codes from the keyboard . The data is 
extracted from the Code field but, by using 
the Qualifier field , you can get 
extrainformation about shift key use, etc. 

VANILLAKEY: This gives you the keycode 
information after it has been processed using 
the keyboard device's current character 
keymap. 

Making a Start 
The easiest way to gain access to an IDCMP 
is to specify one or more ofthe IDCMP flags 
when you open a window. If Intuition sees that 
you 've set one or more of the IDCMP flags 
in the NewWindow structure then it will 
automatically create a pair of message ports 
for that window. One port, the 
Window Port, is used by Intuition , the other 
is refered to as the UserPort and is for the 
program's use. Intuition arranges for signal bits 
to be allocated to the message ports and it is 
by looking at these signal bits that we can tell 
when messages have arrived . 

The IDCMP and the Amiga's message 
passing facilities are very versatile, but the more 
esoteric uses do get quite complex and are 
usually application specific. We cannot cover 
much in the way of this ground, but we can 
give you an example which should be a useful 
starting point. We'll suppose that you have an 
appropriate set of gadgets present in a 
window display and that you want these 
gadgets to control whatever operations the 
program must perform. The IDCMP flags 
CLOSEWINDOW and GADGETUP will 
have been set in the NewWindow structure 
so that Intuition will provide the program with 
these classes of messages . 

Both IDCMP message ports will be part 
of the Window structure describing the 
window being used. A message port structure 
contains a field designed to hold an eight bit 
value called mp_ SigBit - that represents 
the signal bit number which has been assigned 
to the port. The messages which we have 

requested will arrive at the UserPort so .. .. . if 
window is a pointer to the Window 
structure, then the type of C code needed to 
refer to the signal bit number of the UserPort 
will look like this: 

window -> UserPort -> mp_ SigBit 

We will want to examine the allotted signal bit 
in order to tell whether there are any messages 
for us . Often, when we are waiting for gadgets 
to be hit etc., the program will be just sitting 
there waiting for particular types of messages 
to occur. With the Amiga's multi-tasking 
system we use the WaitO function which 
allows our program to sleep until some chosen 
event wakes it up. 

WaitO requires us to pass a parameter 
indicating which signal bits we are interested 
in and it's important to realize that the 
parameter which is expected is a 32 bit mask 
- it is NOT the signal bit number contained 
in the UserPort's mp_ SigBit field . The 
difference between the two representations 
is easily seen by looking at an example .... . . 

To convert the mp_ SigBit value to a 
mask we simply left-shift the number I an 
approp riate number of times, namely 
mp_ SigBit times. In C we use the « 
operator to achieve this, so the code required 
could take the following form .... . 

shift_ required = window -> UserPort -> 
mp_ SigBit; 
mask = I «shift_ required; 
Wait(mask); 

We can combine all of this into a single line 
of code and produce the succinct, but 
somewhat obtuse, code that you 've no doubt 
already seen in the Amiga manuals , i.e ... .. 

Wait(1 « window -> UserPort ->mp_ SigBit); 

When this line of code is executed the program 
goes to sleep, i.e . becomes inactive, until an 
event occurs which results in a message being 
sent to our UserPort. When such a message 
is received the program needs to do several 
things: 

• It must collect the message by using the 
GetMsgO function This requires the UserPort 
address as a parameter. 
• It must extract the necessary information 
from the message. 
• It must tell Intuition that the message has 
been dealt with,which it does by using the 
ReplyMsgO function . The parameter needed 
in this case is a pointer to the message. 

As far as our example goes we are interested 
in the part of the program which handles these 
messages, i.e . detects them, identifies their 
class, and performs some appropriate actions. 
There are a couple of points that need 
watching.... Firstly, the message has arrived 
signal actually means that ONE OR MORE 
messages have arrived, so we need a loop 
arrangement to handle each message. Secondly 
another loop arrangement is needed which 
continues to look for messages until such time 
as the program terminates. fA 
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Title : LED Storm 
Authors: CAPCOM 
Suppliers: GO! 
Units 2/3 
Holford Way 
Birmingham 
B77AX 
Tel : 021-356 3388 
Price: £19.99 

;

'" , Graphics: 16 

Sound: 13 

Gameplay: 19 

Value : 20 



REVIEVV 

Touchdown, incomplete pass 

or will Gordon Hamlett be 

sacked! 

• If you understand the title of this 
game , then there is a pretty good chance that 
you will like it. American football is like cricket. 
People either love it or hate it . There is no 
middle ground . 

Which is a pity because 4th and Inches 
from Accolade is a very good sports simulation 
program, being both immediately playable and 
giving the novice a reasonable challenge against 
the computer opponent. The first American 
football game I played, I was losing 63-3 after 
the first quarter. I didn't even bother to start 
the second period . 

Once you have decided which team you 
are going to play and how long each quarter 
lasts (5, 10 or 15 minutes) it is time to pick 
your starting formation . Each position has one 
built in substitute so you can vary the team as 
you see fit. You are not bombarded with a 
wealth of statistics regarding each player. 
Instead , there is a simple assessment in which 
players are graded as follows - speed!, fast , 
quick, steady, solid, strong, tough or big' As 
a general rule of thumb, the bigger you are , 
the slower you are . 

For each given play, you are presented 
with a list of just four different formations to 
choose from, selected via your joystick. Once 

you have decided on your starting positions, 
you then choose the play you are going to 
attempt. It doesn't really matter if you don ' t 
know the difference between a double tight 
end and a shotgun, the computer only gives 
you a list of plays that are reasonable for your 
starting formation . 

On offence , there are II different 
formations, 10 running plays, four kicks and 
14 assorted passing movements. Defensive 
options are much more limited as, to some 
extent, you have to try and guess what the 
offence is going to try and do - pass or rush 
- and line up accordingly. You have the option 
to attempt a rush by either a defensive back 
or a linebacker. The outcome of all this is that 
there is plenty of variety within the gameplay. 

Once all the tactics have been decided 
upon, it is time to try and execute your chosen 
play. The ball is snapped back to the 

4TH AND INCHES 

quarterback who is then under your control. 
If you have chosen a passing play, pressing fire 
releases the ball. If your receiver catches it, 
he then becomes the player under control and 
you can try to move upfield. This also applies 
if you have selected a running play. On defence, 
you can choose which player you wish to 
manipulate . One of the nice aspects of the 
game is that the players do actually behave 
fairly rationally, unlike other programs where 
they run up and down the field like demented 
chickens. 

Title : 4th and Inches 
Authors: Accolade 
Suppliers: US Gold 
Units 2/3 Holford Way 
Birmingham 
B77AX 
Tel : 021-356 3388 
Price : £19.99 

Graphics: 14 

Sound: 12 

Gameplay: 21 

Value : 21 
The graphics are small and not particularly 

detailed but they serve their purpose well 
enough . As far as I can see, there has been no 
attempt to enhance the game play from the 
eight bit version which is perhaps something 
of a disappointment. Having said that though, 
this really is a fun game to play and I can ' t see 
any American football fan not getting 
considerable enjoyment out of this game . VA 
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REVIEVV 

With the impending release of 

Batman - The Movie, Ocean 

have come up with the first of 

two games based around The 

Caped Crusader 

Ba.tn la.l:=t 
• This Year, as I'm sure you're aware by 
now, is the 50th Anniversary of Batman. No 
doubt by the time you read this the shops will 
be laden with Batman posters, tea towels and 
novelty Wok sets, to such an extent that you'll 
be sick to death of the pointy-eared vigilante 
from Gotham City. Ocean has wisely beat the 
bat-rush and launched the first of its two games 
involving one of DC Comics' most enduring 
heroes. The second game will be launched later 
in the year to capitalise on the immense 
publicty the film will generate , and will be a 
straight movie tie-in 

In actual fact , Batman is one game with 
two scenarios, one featuring the Joker and the 
other the Penguin . 

A Bird In Hand 
The Penguin , having been released from jail , 
decides to set up a seemingly legitamate 
umbrella factory near his Gotham City 
mansion , but of course it's actually a cover-up 
for his plans to take over the world with an 
army of robotic penguins. You must therefore 
track down the Penguin and foil his plans before 
the entire world falls foul of two foot high 
waddling birds. 

As you may have surmised from the shots, 
this is an arcade style adventure containing 
hundreds of screens . The Dark Knight himself 

is controled in a similar way to a Martial Arts 
game ie, joystick movements with the button 
depressed give you combat moves (kicks, 
punches, etc). 

You can pick up objects by pull ing back 
on your joystick with the button depressed. 
This causes the screen to toggle to the Utility 
belt section . Here's where you can use and 
store objects you find , as well as saving and 
loading your current game position and 
switching music on and off. The large Batman 
head in the centre of the screen shows your 
energy level. This gradually disintegrates to 
reveal a skull as your strength decreases. 

The action in this senario begins in the 
Batcave and unfolds round the outside , over 
the top of and inside the Penguin's mansion and 
warehouse . Perils include Gangsters, remote 
control toy planes and of course those robotic 
birds. 

Your score is in the form of a percentage 
which goes up each time you use one of the 
items correctly. No points are gained by 
beating up hoods, although if you hit them for 
long enough they run off leaving you a packet 
of crisps (customary behavior for gangsters I'm 
sure), which helps replenish your strength . 
Mind you , it surprises me that Batman would 
eat all this junk food that 's left lying around . 
You 'd expect him to have to stop off at a 
Holland and Barratt for some organic Bat­
snacks or something . 

Title : Batman 
Supplier:Ocean 
Address: 
6 Central Street, 
Manchester, 
M25NS 
Price:l24_ 9S 
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A Fete worse than 
Death 
Much the same sort o f game play but , as I said 
before, an alternative senario. Robin has 
mysteriously disappeared (Holy K idnappings' 
- Ed), the only clue being a single playing card, 
which can only mean one person - The Joker. 
So it's off to Gotham City Park , then through 
the sewer network to the Funfair, where poor 
old Robin is trapped on a rollercoaster ride. 

Batman features some ve ry nice 
animation and graphics, as well as a respectable 
array of sound effects. The music is an '89 
remi x of the TV series theme which , although 
well done, does grate after a while (thank God 
you can switch it out). All in all a damn good 
game. I look forward to Ocean's nex t one. 

BATMAN 

yA 

Graphics 23 

Sound 22 

Gameplay 19 

Value 21 
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LETTERS 

Rea.d.-lVIe 

The eat's Tale! 
• Dear Ed! 
I fully agree with you that 
Amiga BASIC is the best 
way to learn about the 
Amiga's wide range of 
facilities. To plunge straight 
into C or assembler could 
produce a lot of headaches 
to say the least. The old 
prejudice against BASIC is 
not so well justified today 
and many functions like 
circle drawing and varying 
the aspect ratio to produce 

ellipses and sections are 
well catered for - as very 
often they are not in other 
languages which often lack 
the trig functions of floating 
point needed for decimals. 

On the topic of good 
books on programming I 
find Advanced Amiga 
BASIC by Halfhill and 
Brannon (Compute!) is the 
best by far. 

Finally, if anyone has 
had trouble with a jerky 
mouse, maybe this little 
story may be a help. 

While was using the 
keyboard to control the 
F·16 flight interceptor in a 
dog fight over the bay of 
San Francisco, my cat, 
Boston, took a swipe at 
mine and sent it off the 
mat crashing onto the floor. 

Later, when I tried to 
use it for opening menus 
and dragging windows 
around, it would only move 
down to the left and 
disappear off the bottom 
edge and only the left Alt 
and Shift keys could lure 
the pointer back. 

Even a good clean, 
following the instructions 
carefully, failed to put 
things right. I was surprised 
because the fluff that was 
removed from the three 
little rollers was quite 
considerable. I then went 
further and took out the 
works, chivvied the rollers 
a little way, to see if they 
were centered correctly, 
but to no avail; the pointer 
was just as jerky and as 
useless as before. Boston 
knew I was cross. 

The cause of the 
trouble became apparent 
when I noticed that the 
rubber plug into the mouse 
was slightly pinched and 
outside of the case! Once 
that had been carefully 
slotted into its groove -
the mouse worked! Even 
better than before. I was 
pleased with Boston and 
gave him a saucer of milk 
because it is not the first 
time I have encountered a 
jerky mouse. Now it is 
clear that if the gap 
between the two halves of 
the mouse is even slightly 
open because of this 

Dipping into the 

mailbag with the 

latest batch of letters 

to the Editorial 

department! 

clamped rubber lead there 
lies the cause of the 
trouble. 

John Gray 

• Well, there you have it folks, 
John gets a un-jerky mouse, and 
Boston gets a saucer of milk! 
But it may be worth 
remembering John's experiences 
if you have problems with your 
mouse in future! 

On the subject of the 
Advanced Amiga Basic 
programming book John, you 
should find a review of this (and 
other books) in this issue of 
magazine ' (Space permitting -
Ed) 

Rest And Repair 
• Dear Ed! 
As Managing Director of a 
company selling computer 
systems for the past ten 
years, I am acutely aware 
of the paramount 
importance of effective 
after sales customer service 
and technical support. 

Because of this 
awareness, when I left to 
start a new company, I 
decided to purchase the 
Amiga "Business Package" 
as the foundation, due 
primarily to the advertised 
"12 months free hardware 
support" coupled with its 
multitasking capabilities, its 
attractive price and its 
graphics power. 

As a secondary 
precaution, I purchased the 
"Business Package" from 
the Silica Shop, a dealer 
whom I had gathered from 
the computer press had 
concern for customer 
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relationships and might 
therefore be prepared to 
underwrite this promised 
one years hardware 
support. 

I was delighted with 
the Amiga - until I tried 
to interlace an external 
drive. After trying a 
number of drives (all of 
which worked perlectly 
with other Amigas). I came 
to the reluctant conclusion 
that the fault lay with my 
Amiga. Since the fault was 
immediately apparent at 
the first attempt to 
interlace the external drive, 
it is safe to assume that the 
defect was present on 
delivery and therefore, 
under the sale of goods act, 
the unit should have been 
replaced. 

However, on contacting 
Silica Shop, their returns 
dept. arranged for 
collection and subsequent 
repair under warranty. It 
was then that I learned to 
my horror that 
Commodore were not to 
undertake the repair, but a 
company called DPCE in 
Telford. - so this is what 

Comnnodore mean by 
" hardware" support. 

lh cut a long story 
short, although the letter 
was al:companied with an 
impas~5ioned letter 
explaining that this was my 
comp~my's sole computer 
and as: such , I could not 
afford to be without it at 
all, thl~ unit still took four 
weeks to arrive. Thus, in 
additi<m to the indirect and 
unmeasurable cost to my 
business for these delays, 
direct costs in the region of 
£30 to £50 were incurred in 
teleph4[me charges alone 
chasinlt a service advertised 
as "free hardware support"! 

Although I have written 
to Connmodore some two 
weeks ago, I have had no 
reply -- not even an 
acknowledgement of 
receipt, so perhaps you 
would :allow me to ask 
through your pages what 
exactly is meant when they 
advertised "12 months free 
hardw31re support"? 

B. C.} Levett 

• Thank you Mr Levett - Our 

writer, Clive Grace has had 
ample experience of 
Commodore's repair facilities 
(he's blown up five Amigas l ) so 
I' ll pass this one over to him! 

Thanks Stuart. 

Yep, I must admit that I have 
blown up quite a few Amigas in 
my time, but I have personally 
found the Commodore repair 
system to be perfectly in order 
- naturally should the fault lie 
in a computer that you 
purchased , and if the fault can 
be proved to have been existing 
at the time of purchase without 
you knowing it, then you are 
perfectly within your rights to 
complain , and ask for a 
replacement. 

On the subject of DTPC, I 
have had long chats with the 
guys there, even though they 
are very busy repairing Amigas 
and other computer equipment. 
I have found that their service 
is thorough and very well 
implemented - certainly four 
weeks is quite a while, but 
other people have had their 
Amigas repaired in half that 
time, and sometimes a repair is 
hard to perform and the task is 

time consuming at best. 
It is a shame to hear that 

your Amiga took so long, but 
the repair was carried out 
under warranty (phone calls can 
hardly be expected to be 
performed "charge free") and 
the hardware support is as good 
- if not better - than that of 
Atari and Amstrad etc. 

Perhaps you should think 
of opening up an insurance 
policy specifically for your 
computer system - they do 
exist whereby a user is 
immediately sent a replacement 
computer for the duration of 
the repair. Specific companies 
deal with this type of policy, 
and it would be a good idea to 
have a look around . This way 
should your computer go 
wrong you'll always be able to 
get your hands on a 
replacement machine . 

I was unable to get in 
touch with Commodore to 
discuss your letter with them. 
Should the people concerned 
read this then perhaps they 
could write to us and share 
their views on the matter with 
us - and of course we'll pass 
them onto you . 
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Card iff CF5 4YA 

SITUATIONS 
WANTED 

HIGHLY EXPERIENCED Amiga 
software engineer seeks further 
work involving Amigas. Contact : 
Barry on (08575) 308. 

[~j 

NEW 
ASHCOM VISA 

(0530) 411485 

512K RAM 
EXPANSION 

FOR AMIGA 500 
ONLY £99.95 INC VA~ 

ONLY FROM ASHCOM, 
10 THE GREEN, ASHBY-DE-LA-ZOUCH, 

LEICESTERSHIRE, LE6 SJU. 
TELEPHONE (0530) 411485 

ASHCOM IS A TRADING NAME OF 
ASHBY COMPUTERS AND 

GRAPHICS LTD 

TO ADVERTISE IN 
YOU R 

MAGAZINE 
CALL MARK PARKER 

044266650 
'ext 332 

YOUR AMIGA JUNE 1989 



I All prices include VAT/delivery 

NEW SPECIAL OFFER AMIGA PACK 
All-new special Amigo 500 pack Includes the following: * Amlga SOO computer * Mercenary * TV Modulator * EHmlnator * Mouse & Mouse mat * Hellbent * Joystick * Bubble Ghost * Zynaps * and 1 extra game free, * Return of the Jedl while stocks last! * Custodian * plus 5 disks of * Powerplay pubHc domain software 

All this for only £399.00! 
Amiga 500, induding TV modulator ......................... ..... ................... £359.00 
A501 RAM / clock expansion for Amiga 500 .................... ................ £129.00 
Philips CM8833 colour monitor suitable for Amiga 500 ................... £229.00 
Philips CM8852 monitor as above, but higher resolution ................ £299.00 
Philips TV Tuner AV7300, use with any composite monitors ............ £74.95 
Word Perfect ......... ....... ..........•.................................... ..................... £149.95 
Superbase Personal ...... ..............•..................................... .... ............. £69.00 
Superbase Professional ..... ....... ....... .................. ......... .............. ....... £179.00 
Logistix .................. .......... ..... ....... .................... ...... ... ................. ......... £79.95 
ASOO Oust Cover ........... .................. .......... ... ........ ............. ... ... ...... .... ... £4.95 

Hugely 9 pin printer, the 0 I £199 00 
Star ~CtO pro':'i~ 4 NLQ fonts (with n y . 
96 pnnt combinations) at 36cps and 
t 44cps draft. Has a large 4K buffer Colour version also available, 
~nd IBM/parallel int&r!ace buiilt in, Only £249 00 
Includes a comprehenSive front panel " 
operation and features paper parking, P I I I d 
allowing single sheets to be used r ~s nc u e 2 extra 
without tractor paper. black ribbons free of 
Star LC24-1 0 feature-packed multifont 24pin printer ............ ...... ......... £319.00 
Star SF-l 00J I OK cut sheet leeder lor LC- l0 I LC24-1 0 ... ..... .... ......... £64.95 
Star NB24-1 0 24 pin printer 2 16172 cps, 
including cut sheet feeder and 2 extra ribbons .. .................................. £499.00 
Stan NX-15 good value wide carriage 9pin printer ....... ........ ................ £329.00 
Panasonlc KXP1081 reliable 9pin 10· printer 120124 cps .••. ................ £169.00 
Panasonic KXP 1180 super new 9pin multilont 11 .7" carriage ........ ..... £199.00 
Panasonic KXP11 24 good quality new multifont 24pln ..... .. ................. £319.00 
Panasonlc KXP-37 cut sheet feeder lor KXP1 180 .......... _ .. ... .. .............. £95.00 
Panasonlc KXP-36 cut sheet feeder lor KXP1124 ... ........ .......... ...... .. .. £109.00 
Epson LX800 popular 9pin 10· 180/25 cps .... ............................ ....... .. £199.00 
Epson L0500 24pin 10· 150/50cps .. ....... ... ....... ........ ......................... £319.00 
Epson EPX-200 cut sheet leeder for LX800 I L0500 ... ....... .......... .... .... £74.95 
NEC P2200 budget 24 pin 168/56cps ........................ .............. ....... ... .. £319.00 
C itizen 1200 budget 9pin 10· 120cps .......... .... .............................. ... ... £139.00 
C itizen HOP-45 bargain value wide carriage 24pin ........... .. ..... .... .... ... £399.00 
Star Laserprinter 8 high specification 8ppm I 300dpi laser, 
(price inc. 1 year on site mai .................................. ............ £ 1599.00 
Man MT-81 9 .... .... . .. . ............................. £149.00 

Supelb quality, stylish medum 
resolution Fsr colour TV lmonitor .1IiIi1 to sub the Amiga or Alari ST. 
Features teletext, fuU Infra-red 
remote control, Euroconnector, 
VIdeoIAudio input and head­
phone output connectors, 40 
tuner presets, external aerial 
connector and a loop aerial. 
Supplied with cable (pleue state 

when 

SPECIAL 
OFFER! 

£269.00 

3.511 EXTERNAL DRIVES 
using Citizen drive mechanisms 

• Suits Amlga 500 or Amlga 1000 
• Top quality CIUzen drive mechanism 
• On I Off switch on rear of drive 
• Throughport connector 
• One megabyte unformatted capacity 
• Slimllne design 
• Very quiet 
• Long cable for location either 

side of computer 
• Full 12 months oU.".",I_ 

3.5" Disks 
to Bulk packed DSIDD 3.5" disks 
with labels, fully guaranteed ..••... .... ..••. £1 t .95 
25 bulk disks as above .......••.•.....•.••.••. £27.95 
10 disks as above with plastic case ..... £13.95 
25 disks as above, with 40 capacity 
lockable storage unit ............................ £34.95 
Kodak DSIDD 3.5" disks, top quality 
storage media Box of lQ ............ ...•..•.. £17.95 

Ultra low price! 

£79.95 
Inc_VAT and 

delivery 

are now supplying whisper quiet slimline 5.25" floppy 
drives for the Amiga user from Cumana. The 'Transformer' 
compatible drive features an integral power supply, 40/80 
track sw~ching, 3601720K formatted storage capacity and 
throughport connector. It also has an on/off switch which 
effectively unplugs the I I 
drive . f~om the ~miga Only £159 95 
when n IS not required. • 

Only £34.95 
i nco VAT/del ivery 

Probably the best and most 
complete 3.5" disk copier for 
the Amiga user. Can even 
copy MS-DOS, Atari ST, 
CP/M, Xenix and Archime­
des disks. Because of the 
high specification of the 
Amiga drive, this copier is 
probably the best for the 
Archimedes or ST. Also in­
cludes track editor. Updates 
will be available in the future 
as and when new software 
protection schemes arise. 

How to order from All prices Include VAT.nd dellvll:y. Expreu Courier delivery £5.00 .ltra. 

~3 illJ ~ Send clltqllt, PoslDl OrtUr Evesham Micros Ltd 
l:l..!:tlll:..!!!.!.!..!.L _. _ _ or ACCESSIVISA cturl ddDilI 63 BRIDGE STREET 

~ Phone us with your 
IIIiiiiIII ACCESS or VISA 
.. card details on : 
~ 'U' 0386-765500 

EVESHAM 
Govt., educ. Ie PLC orden welcome ° WORCS WR11 4SF 

Same day despatch wlleaever poaible° cr.> 0386-765500 
AU goods subject to aYlillbility, E.leO.E. fax 0386-765354 

Opm to aUen , days, 'JO.5.JO telex 333294 

A"'" III: 1762 PtnIoore Rei., CGtterid&e. III ............ 830 38B Tel: III 451 4564 



MASSIVE DISCOUNTS 
PHILIPS 8833 

STEREO MONITOR 
inc. LEAD 

AMIGAB2000 
WITHOUT 
MONITOR 

AMIGATEN 
STAR PACK 

10 GAMES. 23 PD 
ONLY £219.00 ONLY £950.00 ONLY £389.00 

PRINTERS HARDWARE 
STAR LC- IO COLOUR ................. 249.00 CUMANA 3.5 D /DRIVE ................ 99 .00 
STAR LC-IO MONO .................... 199.00 PHILIPS TV TUNER ...... . ............... 69 .00 
STAR LC- 10/ 24 . .. .. ....................... 339 .00 A501 RAM EXPANSION .............. 129.00 
CITIZEN 120D ....... . ................... 139.00 XT BRIDGE BOARD (B2000) ........ 299 .00 
CITIZEN 180E ....... . .................... 179 .00 DIGI-VIEW GOLD ............ . ......... I 25 .00 
EPSON LQ-500 ........................ . . 319 .00 FUTURE SOUND 500 .. .. ... . ........... 79 .00 
NEC PINWRITER 2 ..................... 319 .00 COMMODORE 1084S MONITOR 235 .00 

All Pri nters Include Lead And Ribbon Please Phone For Other H ardware Prices 

SOFTWARE 
THE WORKS ..................... . ...... , . .. 69 .00 WORD PERFECT ........................ 175.00 
LATTICE C V5 ........................... 165.00 WORD PERFECT ........................ 175 .00 
PUBLISHERS CHOICE ................. .. 79 .00 WORKBENCH 1.3 ........................ 14.95 
DRAGONS LAIR .......................... 25 .00 AUDIO MASTER 2 ........ ............... 55 .00 
AQUISITION 1.3 ............... . ... . .... 150.00 X CAD ..... . ............. . .................. 250 .00 
PROFESSIONAL PAGE ................ 175 .00 PROFESSIONAL DRAW .............. 115 .00 

JOYSTICKS ACCESSORIES 
CHEETAH 125 + ......................... . .. 9.95 AMIGA A500 DUST COVER ........... .4 .95 
CHEETAH STARPROBE ................. 14.95 STAR LC- IO DUST COVER .............. 5 .95 
QUICKSHOT II TURBO .................. 9 .95 8833 DUST COVER .. . ............... . ... .4 .95 
KONIX NAVIGATOR .................... 12.99 LC-IO COLOUR RIBBON ........... . .... 6 .90 
F5 FANTASTIC .... .. ........................ 5 .00 LC-IO MONO RIBBON .... . ............. .4 .60 
CRYSTAL ............................. ........ 12.95 KODAC DISKS (Box 10) ................ 14.95 

SPECIAL AMIGA PACKS 
AMIGA MUSIC PACK inc. AEGIS SONIX, 2 GAMES, 23 PD GAMES .. .................. 399 .00 
AMIGA SPECIAL MUSIC PACK inc. SONIX+4 DATA DISKS, I GAME ................. 399.00 
AMIGA ARTIST PACK inc. PHOTON PAINT, 2 GAMES .. .................................... 399.00 
BUSINESS PACK inc . PRINTER, MONITOR, THE WORKS, PC TRANS ................ 775.00 

I ALL PRICES INCLUDE VAT AND COURIER SERVICE I 

16 BIT CENTRE 
UNIT 17 

LANCASHIRE FITTINGS SCIENCE VILLAGE 
CLARO ROAD, HARROGATE HGI 4AF 

TEL: 0423 526322/531822 


